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• HANOHELOS I 

DS sets sights on Europe 
Nintendo handheld hits magic £10 0 mark for early March debut 

_!j f there's one th1ng you're supposed to take 
away from a aunch announcement it's the 
date and pnce of the new console. For 

most attendees of Nmtendo's moderately ghtzy 
Paris event 1t was information they brought with 

Satoru lwata's appearance at the Paris 
event wts • welcome surprise. and more 
valuable PR for Nintendo in Europe 

them. The date, March 11, and the price, a 
recommended € 150 and £100, had been widely 
leaked 1n the days lead,ng up to the offlc1al 
proclamat1on, whiCh meant the announcement 
was met w1th polite applause rather than gasps of 
astonishment. Not that there weren't surpnses - an 
am1able speech from Will Wnght outlining his 
commitment to Nintendo's continu1ng trad1bon of 
innovation was an unexpected pleasure, as was the 
s1ght of some European JOurnalists hav1ng the 
temerity to beat Satoru lwata, N1ntendo's president, 
at e ghtplayer Mano Karr DS 

The ma1n news of the day, while not surpns1ng, 
was certa1nly f)eartemng. A March 11 release 
means that Europe will only have to wa1t 14 weeks 
for the OS from its debut in the US- a blink of an 
eye by Nintendo's traditionally leaden standards. 
The £100 pnce pomt, backed up with software 
spl1t over a recommended €40/£30 for maJor 
releases and €30/£20 for more modest games 
(such as Nmtendo's own Polanum, the European 
name for One Lme Puzzle), g1ves the OS a good 
chance of ma1nta1nirg some clear blue water 
between itself and the looming poss1bllit1es of the 

The European os padcaging is more aggresively styled than in Japan or the us, with the 'edgier' toM continuing in demo pods designed to look like street 
cornen. However. the traditional Nintendo icons, waving oH event attend- at the Eurostar termin~l, remain central (even if Mario Is Mirdly taller than Samus) 

of 1ts handheld. However, w1th no announcement from Sony on the 
European launch for the PSP. Europe is Nintendo's chance to extend 
that lead. lt has 650,000 u01ts available for launch, and the OS will be 
supported by a € 35 mill1on (£24 million) marketing campaign, a 
dramatiC step up from the €10 million (£7 million) spent on the SP's 
launch However, how well that money will be spent rema1ns to be 
seen Although the European TV adverts hadn t been shot at the t1me 
of the event, N ntendo was able to unve1l The Fmger, a vast, rather 
unpleasant. pap1er-mache hand whiCh is :o tour Europe and convey 
the OS's touchab1ilty to the uninitiated. There followed an excrumting 

five m1nutes of 'comedy', where marketmg 

A March 11 release means that Europe 
will only have to wait 14 weeks for the OS 
from its debut in the US- a blink of an eye 

by Nintendo's traditionally leaden standards 

manager Ttm Freystedt held a conversation wtth 
a videotape of a talking finger. Hopefully, the 
placeholder presentation wasn't 1ndicat1ve of the 
direc\lon of the real adverts. 

Also stnk1ng was t1e arnval of Satoru 

PSP. The game line-up is patchy, as all launch line­
ups tend to be, but the presence of the Metroid 
Prime: Hunters demo, alongside the likes of Wario 
Ware· Touched. Zoo Keeper, Super Mano 54 DS 
and Project Rub should keep early adopters go ng. 

More stnkmg, perhaps, was that Nmte11do took 
advantage of the event to f1re a number of shots 
across Sony·s bows, with J1m Mernck, NoE's head 
of marketing, proudly trumpeting N1ntendo's figure 
of 2.8 million OSes sold in the US and Japan by the 
end of 2004 (compared to just under 500,000 
PSPs), and rather po ntedly procla1ming that the 
OS's superior battery ife will enable the company 
to • retam tndustry leadershiP 1n proVld ng long-
as ling, non-stop gameplay. • The f gures are 
persuas1ve, but the question 1s how long Nintendo's 
lead will last once Sony ramps up production 

lwata After a h1lanous jape where he pretended to 
be talking via videophone from Japan, he took the stage to embark on 
a pass1onate explanation of why he feels that new consoles whiCh 
s.mply offer "beefed-up graphics and sound" cannot do enough 
to ncrease the videogammg population, and unless that population 
1S 1ncreased, "there 1s no bnght future for this 1ndustry " However, 
even before he tackled th1s ssue so central to the OS's conceptiOn, 
he d1ved straight in to addresstng the concerns of European 
N ntendo fans, declaring himself "very. very sorry" for the delays 
on product releases- which he blamed on localisatton 1ssues and 
varience in regional regulations- and holding up The Legend Of 
Zelda The Minish Cap and Metroid Prime 2: Echoes as examples 
of how senous y N1ntendo 1s taking the issue. 

There's no doubt that Nintendo is in buoyant mood over its OS­
there's a confioence born from the success of the Japanese and US 
launches. and a hint of surpnsed elation that Sony has left them such 
a clear p1tch. The challenge now 1s to mstall a substantial enough ......, 
userbase before the PSP bandwagon starts to roll. ~ 

t 

Robots (below) will be the only Euro launch game not currently 
available in the US or Japan. Meanwhile, actual game packaging 
will be plastic cases, much like those seen in other territories 

OFOX l!OOS 

OS UK launch line-up 

The games that will be on 
the shelves come March 11 

Super Mario 64 OS 
Wario Ware Touched! 

• Pokemon Dash 
Pola rium (aka One line Puzzle) 
Project Rub 
The Urbz 

• Tiger Woods PGA Tour 
Mr Driller: Drill Spirits 
Spider-Man 2 
Rayman OS 
Asphalt Urban GT 
Sprung 

• Zoo Keeper 
Robots 
Ping Pa ls 
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. INTERVIEW I 

"We're not showing the same movies" 
Nintendo of Europe's marketing director Jim Merrick gives us his take on the 
05-PSP conflict , confirming that it's not about cushy seats and cup holders ... 

im Merrick worked alongside Nintendo president Satoru 
lwata during lowlier days building N64 libraries at NoA. 
When lwata became president, he appointed Merrick, who 

had strong connections in both Europe and Japan, as European head 
of marketing as part of his programme to 'globalise' the company. 
With the DS launching in Europe just 14 w eeks after the US, how 
much has really changed? We found out at the DS event in Paris. 

You chose to open the launch event by discussing the PSP and 
how its sales compare with those of the OS. What made you 
want to begin the event by talking about your competitors? 
lt's the inevitable question. Here in Europe, the PSP is as real a 
competitor as DS is right now. Neither has launched, but both have 
generated a lot of coverage from other markets. it's the inevitable 
question so I thought let's just embrace that right away. 

The numbers you quoted were very positive. Did you expect 
to be in such a strong position? 
The PSP for us. more than anything, was quite an unknown. The 
strategy this time around f rom Sony is quite different. Nobody seemed 
to know a lot about it in Japan prior to launch or in the US and Europe 
now - they don't know where they're going w ith it. We believe very 
st rongly in the DS and the innovation that 1t brings, its potential to 
expand the market at the same time as satisfying core garners. And 
we think that actually that's a limitat ion of the PSP, that 1t has met 
expectations, but that's it. 

lwata has made some very strong statements about Sony's 
failure to innovate, and its reliance on 'old formulas' that 
won't help grow the gaming market. Do you think that's 
a fair comment in light of the PSP's music and movie 
playback capabilities, which will attract a whole new 
segment of garners? 

The OS's portfolio for 200S includes innovations like Nintendogs, a touching take on the 
Tamagotchi idea, and updates like Retro A tar/ Classics, which includes Missile Command 
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I think you have to be cautious about the 
multimedia possibilit ies. As an MP3 player, for 
example, the PSP is really the largest MP3 player in 
the world, and it's still based on the Memory Stick 
format and that isn't today's format for MP3 
players which are really hard disk based. it's a crime 
of opportunity - people w ill use it as an MP3 player 
because they can, but it won't be your primary 
MP3 player. As a movie player - well, actually that's 
a bit of a puzzle too. They aren't really very many 
movies available for it now - I'm sure they'll solve 
that but they're having some licensing issues w ith it 
betng a propriety format. But- well, are you a 
movie buff? Do you own any DVDs7 What will you 
do with them on your PSP? You will have to re-buy 

you know you can't compete in those terms. 
Well, that's a fundamental difference of opinion. 
We just don't think they're relevant. In the end, the 
consumer buys the gameplay experience. it doesn't 
really matter what processor you have. I always use 
the movie analogy- you choose to go to a theatre 
based on which movie is playing, not which one 
has cushy seats and cup holders. 

That's not really a fair analogy, though ­
those things are incidental, whereas we're 
talking about core issues of audio and 
graphical capabilities. 
Well, given the choice between two cinemas 
showing the same movie, then sure I'm going to 

choose the lmax, 70 mm, 

"We believe very strongly in the OS, 
the innovation that it brings and its 

potential to expand the market at the 
same time as satisfying core garners" 

Dol by-equipped one - yeah, 
you're right. And the PSP is a 
beautiful piece of hardware, the 
design is quite nice, the screen is 
gorgeous. They've had some 

those movies if you want to play them on your PSP 
- you won't be rent ing them because no rental 
shop is going to carry UMDs. I think these things 
are the icing around the core functionality which is 
gameplay, and I'm not sure that icing is enough. lt's 
not an innovation. 

Nintendo seems to be very vocal about the 
PSP, whereas Sony usually refuses to comment 
on the OS. Is that a policy decision? 
No - actually, there may be a difference of opinion 
about that. Mr lwata doesn't say as much about it 
as I do. [Laughs) But with Sony, if you look at their 
CES presentation, they said: "Oh, we're not 
competing with Nintendo, we're competing w ith 
the iPod." But what did they hand out7 A spec 
sheet comparing PSP and DS and GBA. So 1 think 
what they're saying and where they know they've 
got to fight aren't quite that same thing. 

Which would you rather? Surely if they're 
targeting the iPod, then it removes the 
pressure of a direct head-to-head. Would you 
really prefer them to be hammering home the 
spec difference between the two machines? 
If you're playing a game of specsmanship, then 
they will win that battle, that's true. But you'll 
notice that we' re not. Have we tal ked about our 
processor speed or our number of polygons? No. 

But you can't talk about those things because 

issues with reliability in Japan, 
but they w ill sort that ou t, I'm sure of it, and it's 
going to be a beautiful piece of hardware. But then 
we're not showing the same movies. 

You've announced two price tiers for games ­
£30 and £20. When we spoke to Reggie Fils­
Amie [NoA's VP of sales and marketing] he 
said he didn't feel the US market was 
sophisticated enough to support two price 
points. Are you saying European garners are 
more sophisticated than Americans? 
Absolutely. As an American, I can state that 
definitively [l aughs) I think it's about consumer 
value - it's worked in Japan - about the hours of 
gameplay and strength of gameplay. We'll be 
pricing Polarium (One Line Puzzle) at the lower 
price point. but we expect all the thirdparty games 
to go out at the higher price point. 

lwata took a very striking tone in his speech, 
saying he was "very, very sorry" for the 
situation in Europe. Did the impetus for that 
statement come from NoE's sense of how 
frustrated Nintendo owners here are? 
[Laughs] As much as I would like to be able to put 
words into Mr lwata's mouth, and direct what he's 
going to say, I have so far been unsuccessful He 
wrote his own speech. Certainly, his apology up 
f ront is 1 00 per cent from the heart f rom M r lwata. 

There's been a clear shift in Nintendo's 



practice in the last year, with games like M in ish Cap and 
Metroid Prime 2: Echoes coming to Europe before Japan. Is that 
an NCL policy, or is it NoE f ighting harder to get things sooner? 
it's globalisatiOn led by Mr lwata. H•s background- from be1ng a 
developer at HAL Studros- means he's been on the outside lookrng in. 
He doesn't have Nintendo tunnel vision from being inside the 
company for 30 years. He knows what the company looks like from 
the outs1de. He used to come and work at NoA on one of our network 
prOJects one weeiC oot of every four, so he has a good understandmg 
of western markets, and he's spent a great deal of t1me in Europe 
trying to understand th1s market. 

The OS - like the PSP - has gone to market before you were 
ready to confirm its wi -fi functionality. Why is that? 
Two reasons: tt>e local w~reless mode we th1nk delivers value for 
consumers rmmed,atery. Anyone can understand it, you just turn 1t on 
and rt just works and that's part o: the message we're trymg to get 
across with DS. To bnng wi-fi IS a bit of a mrsmatch. Console games 
have become popular because they're so simple - you plug in a game 
and •t JUSt works. No dnvers, no patches, no conf,gura!IOn, no 
passwords. The internet 1S the oppos,te case- .t's •raught With 
acronyms- and we've got to f1nd a way to marry those two th1ngs rn 
a way which keeps that Simple consumer expenence and that's go,ng 
to take some time. And it's gomg to take some partnerships w1th 
serv1ce providers and hotspots and things. 

How much of the burden of making wi·f i workable falls on the 
shoulders of external companies you don't control? 
There's a signifrcant part which is local rn each market where the 
service providers are. There's a lot - it's gomg to depend on the games 
and what they need to do. If it's a simple matchmake, then that isn't 
too bad. You could use GameSpy, which is a very nice product and 
works quite well, and perhaps some DS games will use GameSpy for 
the1r matchmakers. 

Have you been following the 'tunnellers' who are trying to 
hack the OS's wi-fi capabilities? 
Oh, yeah! I love all that stuff. They got the1r DSes and nght away they 
were looking ar the SSID numbers and go,ng· "Oh, look, 1t 1S ·t really is 
wi-f· even when 1t's 1n ocal mode.· I ove t 

Nintendo's big argument for the OS is that it's going to 
attract a new demographic to gaming. From the dat a you 
have from sales in the US and Japan, can you tell if you've 
been successful? 
Certainly, With tne female srde of the demographrc we're definitely 
seemg a big uplift both in Japan and the US. In terms of 
demographics and psychographies - gamer profiles - it's too 
early because we get th1s bump from early adopters which skews 
the whole thing, but the female demographrc rs already much 
stronger. I had a look at the early numbers from Japan last week, 
and already that's really clear. Although, at thrs stage, rt's about ......, 
all that rs clear! ~ 

Eightplayer M6rio 
Kart OS- alongside a 
live performance by 
Girls Aloud- was the 
highlight of the show, 
although lt did seem 
a little on the slow 
side. Yoshi's Touch 
And Go, meanwhile, 
is now known as 
catch! Touch/ Yoshil 
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8 HARDWARE l 

US PSP to arrive in March 
Sony announces the date everyone expected but not the 
price some feared was due, amid talk of control issues • 

arch 24, S250 (£133). With those two pieces of 
information, a continent of garners stopped holding 
its breath. The date is what Sony always indicated it 

intended to hit, beating the end of its financial year on March 
31, and the price - a clear S 100 (£53) above the DS - is sti ll less 
than the $300 many predicted when the machine's specs and 
looks were first revealed. The price includes all the elements 
of the Japanese Value Pack (32Mb Memory Stick Duo, 
headphones, carry case, etc) and, crucially, the first million 
purchasers will also receive a free UMO video release of 
Spider-Man 2. The 24-strong game line-up, which most 
retai lers are pricing at SSO (£27)- includes Wipeout Pure, 
Metal Gear Acid, Rengoku: Tower of Purgatory, Ridge Racer 
and Lumines, as well as nine sports titles. Even more 
interesting for European consumers is that Sony has 
announced it still intends to ship three million PSPs worldwide 
by the end of March. With a million units earmarked for the 
US, and 800,000 already sold in Japan, that leaves 1.2 million 
units to be shared between the Japanese market and a 
potential European launch in the spring. 

At home, the PSP has been facing some heated criticism. 
Ken Kutaragi, speaking in an interview with Nikkei Business 
magazine, has responded robustly to claims that the PSP is 
badly designed. Just under 5,000 units have been returned to 
Sony, mostly due to problems with unresponsive Square 
buttons. The problem stems from the placement of the 
detection switch, which is located beside the button rather 
than directly underneath it, due to the button's proximity to 
the PSP's screen. Kutaragi makes it clear that to change the 
placement of the switch would have meant either making 
the screen smaller or the PSP body larger, something he 
wasn't willing to do. it highlights just how high on the 
agenda the machine's physical appearance has been, and 
emphasises the difficulties involved in manufacturing such a 
sophisticated unit (moving parts and all), something which 
has also been behind the inability of Sony's production ~ 
line to meet consumer demand. ~ 
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Business as usual for 
arcades at ATEI 'OS 
UK trade show sees activity from coin-op gaming's 
biggest names, but no change in its fortunes 

_j n the economics of gam1ng, as w1th all 
matunng cap•tahst markets, the nch get 
ncher and the poor get poorer. ATEI 

continues to be the grubby, worn-down flrpside to 
the ECTS com. The boothg,rls at the former are 
clearly h1red from a slightly cheaper agency, the 
mal<e-up is marg.nally th1cker, and the appreciative 
attendees sport s1gn1ftcantly wtder watstlines. 

The yearly rhythm and tone of our reporting on 
the UK's only maJOr arcade show IS well established 
now arcades are dead, long live the arcades - in all 
their emaciated contemporary anti-glory. Of the 
hundreds of exhtbitors from the leisure industry 
exhibiting only four were major coin-op 

oeve·opers busmess as usual !or ATEI, then. 
Everyone acknowledges the strangulatoon of 

the local v1deogame arcade at the hands of home 
console owners. and the chance of any radica 
antiOote surfac1ng at Earl's Court on a freez1ng 
January morn1ng was unl kely. So instead we took 
the show at face value. as apparently dod a 
surpristngly large number of garners, all turning up 
to sift through the gamblmg machtnes and novelty 
pool tables in search of somethtng worthy of credit. 

Drawing a direct companson with last year's 
show, Sega would appear to be in rude health. 
Clearly the lead player in the quartet of publishers 
present. 1ts booth sa t proudly at the centre of the 

The sight of rotund businessmen 
gunning down cuddly animals with 

Mafioso glee in Extreme Hunting 
was nothing if not memorable 

exhibit1on ha!! w1th eastly the most expanstve 
carpet dommance Thts prommence provtded an 
all-too-overt rem1nder that, wothout ItS ftnal-bastiOn 
mput and output. arcade v1deogam1ng would long 
since have tnclded into Bnt1sh obiiVton. 

With ECTS's decline and last year's PlaySiation E.xperience snubbing Earls Court for Alton 
Towers, the venue's gaming pull has seen better times. Turnout, however, was cheering 

Pnde of place went to the four ml<ed OutRun 2 
Special Tours s1t-1n cab1nets. Th•s teration, dubbed 
OutRun 2 SP, 1s clearly placed as the definitive 
OutRun 2 package w1th 15 new courses, ten new 
cars, add1t1onal game modes, 1nternet ranking and, 
of particular interest to histoncal fanatiCS, the 
original 1986 OutRun soundtrack. The sit-in car 
cabinets gleamed wtth beam1ng yellow decals but, 
emphasising how arcades now lag behind in new 
technology rather than spearheading it, SP was 
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The local Special Tours sit-in cabinets have lost their blinding 
Ferrari-red lacquer. and the larger screen size comes at the cost 
(·cutting) of rear projection, but it's still effortlessly appealing 

running on rear-proJection monitors (as dtd all 
Sega's games as a cost-cuttmg measure). 

Cashing in on terror came the Confidential 
Mission-styled Ghost Squad on Sega·s Chihiro. 
boasting the Republican rallymg tag line 'Zero 
tolerance on terrorism'. To augment the plot-by­
numbers 'fight terrorists to rescue the prestdent' 
banality, USPs came from a single-shot/three-shot­
burst/full-auto option on the submachine hghtgun 
and a saveable IC card in the Initial 0 style. 

Speaking of Sega Rosso's anime-themed racer, 
Initial 0 3 code was loaded tnto Sega's magnifiCent 
Cycraft movmg cabinets. The stuff of '80s 
sc'loolboy prophecy, the sot-in cabs f1rst debuted 
'ast year witn link-up F-Zero on offer (and were 
c ted as our game of show). While, for the more 
tradttional arcade drrf\lng of lnttial D. the 
outland sh cabinet seemed like overkill, there's no 
denying these are still the most exotmg, ' argely 
unobtainable, experience arcades have to offer. 

Virtua Srriker 4 was less of a success story. 
Desptte its new /55 styling and player card 
technology (allowing team customisat•on and 
home stadtum improvements) the controls were 
sluggish and flow of play rudtmentary. At least the 
hardware was running on some slinky Naomi 
un1versal machines providing a renewed purpose 
for what are arguably Sega's ftnest cabinets since 



the Astro City. In testament to their ongoing appeal 
Sega had two of the new Naomi Deluxe sit-down 
cabinets on display, their 38" CRT monitors 
allegedly screen-burn proof. 

Sega's cata logue was clearly bolstered by the 
incorporation of Sammy's Atomiswave hardware 
and branding into its own. This effectively doubled 
the number of games on offer, while- it wouldn't 
be unfair to say - drastically lowering the average 
quality. Everything on offer, bar King Of Fighters: 
NeoWave, was substandard and derivative, but the 
sight of rotund businessmen gunning down cuddly 
animals with Mafioso glee in Extreme Hunting was 
nothing if not memorable. 

Konami's booth was far more densely 
populated than last year, thanks in main to the 
new European Dancing Stage Fusion cabinet 
greeting attendees as they entered the ha 11. 
Needless to say, Konami's female 'expert' 
demonstrators, once ushered off the machine, 
looked on with no small amount of disquiet as 
showboating London arcade veterans stepped their 
way through the toughest tracks on offer. Still, 
Konami's successor to the astonishingly popular 
Dancing Stage Euromix 2 cabinet, whi le perhaps a 
little tardy, nonetheless does everything it should to 
continue being the highest videogame earner in 
British arcades. 

Football, racing and lightgun shooting were unsurprisingly the 
key genres selected by UK arcade industry leader Sega to make 
the trip across the Pacific, although, bizarrely, its card-based 
beetle fighter was also on show (see ' Beetlemania', rightl 

Seemingly at rest from last year's Space Invaders 
anniversary celebrations, Taito had little to offer 
save its Transformers-esque Zoids: Zoids Infinity 
machine enticing purchasers with the triplet 
soundbites 'Feel the ride' , 'Make dreams by a card' 
and 'Fascinate the players!' Similarly, Namco had 
very little in the way of output on display, nestling 
all its eggs in the Tekken 5 basket, which attracted 
crowds three-deep throughout the show. 

So where does that leave us? Underneath the 
spattering of new arcade titles, ATE I as a show still 
feels sleazy. In contrast to Japanese arcades (and 
arcade shows) videogames here are firmly 
associated with slot machines and gambling. 
A though both fundamentally exist to earn small 
change, the experiences they offer, and the 
communities they gather, are poles apart. With 
public opinion currently set dead against Las Vegas­
style gambling complexes, it seems a shame to 
force arcade games to fight the tide of public 
opinion as well as that of consol isation. Gambling 
apolog1sts were rife, so ATEI had videogames 
aiding a battle that isn't theirs. Until British-based 
visionaries can begin to crowbar public gambling 
and public gaming apart - and reinvent and 
remarket what local videogaming arcade 
means - that yearly rhythm and tone of our ~ 
reports seems set to play on. ~ 

Giant beede battles a hit with kids 

Sega's low ball, and perhaps the most unlikely lP of the event, came from 
its diminutive Mushiking cabinets. The unlikely hybrid marriage of scissor 
paper stone with a giant stag beetle fighting si m was a massive success in 
Japan last year, thanks largely to the collectable card element. The display 
cabinets stuffed with Mushiking merchandise almost transported 
onlookers to Harajuku's famous Kiddy land toy store - where much of 
Mushiking's merchandise was sold last year. Indeed, it's clear which 
market the Mushiking bandwagon is aiming for - the cabinets stand 
just 1.3 metres high and carry a recommendation for 5-12 year olds. 

A legal f iling has revealed that American 
THQ has acquired 'the right to use certain of 
Nint endo's intellectual property to develop, publish 
and distribute vldeogames for the Nintendo OS ... 
until January 25, 2008'. The deal follows other 
significant THQ licensing deals of a similar nature 
in the handheld space, notably with Sega (the likes 
of Crazy Taxi and Sonic Advance 3 on GBA were 
produced under the THQ banner), and obviously 
allows Nintendo to bolster its OS roster with 
proven concepts but minus the leg work. it's not 
yet known which IPs will be used by THQ, but the 
first fruits of the deal are expected this year. 
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Game Stc~rs Live evolves 
Game Stars Uve, the only multif ormat videogame 
show In the UK open to the public. is changing Its 
name t o GameZone Uve. The decision to rebrand 
the event was taken to give the event an edgier, 
adult air- less remlnscent of the likes of Pop Stars 
- and to reflect the 'zoning' which will take place 
Inside the event, with floorspace divided up Into 
the likes of Retro, Action and Ext reme PC sections. 
The separation from ITV's Game Stars brand also 
enables more extended TV coverage from other 
companies. The business element. EGN. will run 
beside the event for the first two days of the 
show, which now kicks off w ith the Develop 
Awards. last year's developer-focused stream 
EDF w ill not be returning, but there's still no 
confirmation on the location planned for GDCE. 
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. INTERVIEW I 

Monster hunter 
Housewives, competi t ion, the OS and the PSP with 
the man behind Devil May Cry 3, Tsuyoshi Tanaka 

roducer Tsuyoshi Tan aka is infamous 
for t aking the reins of Devil May Cry 
from Capcom's cool guru Shinji 

Mikami, but the one-time videogame journo 
has also overseen Production Studio 1's online 
experiments in both Resident Evil: Outbreak 
games and the cult success of Monster Hunter. 
We met up w ith him during his DMC3 tour. 

DMC2 was cr it icised among the gaming 
community for its simplif ication, though th is 
didn't appear to affect its sales. How do you 
feel about it s reception? 
(Exasperated) Every s ngle JOurnalist asks about 
'what went wrong' with that game. But DMCI 
was made by a hardcore developer and was for 

players will choose a favour.~e Stye and sttck wnh 
1t, I th1nk. 

When you talk about the action game market 
for the PS2, w hat do you consider the 
competition to be? 
We don't consider there's much that nvals DMC3. 
Metal Gear Solid is not really an actJOn game ... so I 
can't think of any compet1t1on m th1s genre 

Production Studio 1 has a fairly enviable t rack 
record, but a low profile. Do you think it gets 
the praise it deserves? 
No. I don't really th1nk so. As you say. my stud1o 
has Oevtl May Cry and Monster Hunter Out of 
three prestigious awards we've won two 1n Japan 

this year. But also I'm very 

"The reason I like PSP so much is because in my 
mind games should be very casual. You can j ust 
pick one up and enjoy it, then put it away. The 

graphics are good, t he sound is really good" 

interested in onhne games and I 
think our studio has the 
know how 

How do you f eel Capcom's 

hardcore garners• Wrth DMC2 we intent1onally 
went out to get light users. And so 1t sold well, and 
we reCJeved many compliments from housewives, 
school k1ds, people like that. 

Is DMC3 aimed at committed or light users? 
Both. Wtth DMC3 we wanted to go out and make 
the best actJon game 1n the market for P52. So I 
dec1ded to Introduce these four different play 
styles Tnckster, wrth the dodgmg, is basrcally from 
DMC2 and could be cons dered the easy sett1ng 
Royal Guard 1s for ha•dcore garners. The ma1orrty of 

outlook has changed since 
t he recent restructuring? 
I don't th1nk the company has changed that much 
though the industry 1s certainly chang1ng. With 
new platforms like Xenon and PS3. even more 
money rs required so it's go1ng to be more like 
movie product ion. As a creator I want to make new 
things all the time, but I also realise that for profits 
we must look to sequels. 

Has Capcom begun next-generation w ork? 
Yeah, we are already th1nk1ng about 1t I'm very 
Interested 1n network commun1cauon so I'm 

Tanaka's finest hours to date: the ponderous, calculaled mulliplayer of Monster Hunter (left) and the gratifyingly u plosive singleplayer 
DMC3. Our attempts to lead him on a possible crossover of Studio 1 's skills - Devil Hunter, perhaps? - were unfortunately unsuccessful 
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As we went to press. tapcom was holding its 200S Us Vegas software conference. with new announcements including the first tide 
from ex-<ore-staffed Circle Studios. Wlrhour Warning (top), and BearDown: Fists Of Vengeance (above left), a lighting game from 
Drakengard developer tavia. A fully play able version of the stylish and wholly outlandish l(jl/er 1 (above right) was also on show 

gett1 ng ready for PSP. The reason why I like PSP so 
much is because in my m1nd games should be very 
casual. You can JUSt piCk one up [hfts pencil case) 
and enjoy it, then put it away The graph•cs are 
good, the sound is really good. I'm already thinking 
about how to incorporating some cool mus1c into 
my games. it's a great machine. 

Where do you see gaming in five years? 
First of alii should say th1s is my opinion, not 
Capcom's. So, personally, I'm not sure how 
N1ntendo is going to be in four or f1ve years' t•me. 
it's hard to tell because I still thmk Mr M1yamoto's 
games are Interesting and wll cont1nue to be so. 
'-laving said that. Xbox 2 IS go1ng to be really 
popular. I th1nk Xbox 2 will be a hit. Amencan 
games are growmg and becoming more popular, 
and that trend 1s going to continue on Xbox 2 

lt's been interesting to see that the original 
Xbox fai led to catch on in Japan. though. 
f,rst of all, the Japanese are s1mply not into games 
at the moment. Halo 2 sold S-6 m1llion around the 
world, but t didn't reach 100,000 cop1es 'n Japan. 
There was a feeling that western games were not 
su1table for Japanese players. but actually Halo 2 IS 
perfectly suitable for Japanese tastes. However, 1t 
came out at the wrong t1me and d1d not sell. it's 
the same with the Xbox itself everyone already has 
a PS2 and a GameCube. P$2 won. Japanese 

garners didn't have any need to buy another 
corsole, so Xbox was just too late 
And it's not just Microsoft's games - I like GTA, but 
it only sold about 300,000 in Japan even w1th the 
P$2 numbers being what they are. it's a 
conservative time for the market. 

What 's your take on Nintendo's OS? 
I think it's interesting. I have one idea I'd hke to 
take to OS. However, the majonty of opinion is that 
PSP is going to be bigger. it's the same Situation as 
the PS2: people in Japan bought the PS2 even 1f 
they didn't like games. They could use 1t as a DVD 
player. Wth PSP you can download 1mages from 
your camera, your computer, and so on - it has 
that 'not just a games machine' appeal. 

Will that affect Nintendo's next console? 
it's hard to say because when you look at the 
mach1nes Microsoft and Sony are about to release 
1t's not JUSt about gaming, 1s it7 They are 
multimedia devices. From that po1nt of v1ew, I have 
an expectation that Nintendo w1ll release a pure 
games machine. That's why t came up w1th 
touchscreen technology. So there's no companson 
there. it depends on the user, whether they want a 
pure gaming machme or somethmg like the PS2. lt 
was a trend that consumers went for a PS2. Maybe 
there'll be another trend for pure gaming. ....., 
Nintendo could still surprise us all. ~ 

SAR ~ 

Those unhappy with owning a machine known 
onllne as 'X-Brick' and 'Beefy Briefcase' may 
delight in the knowledge that. thanks to .Say, 
the stupefying Xfalcon mk 11 can now be theirs 
instead. Perhaps this is misleading; as you 

read this there's every chance that the custom 
Xbox - modestly priced at £800 - will 

already be in the hands of one lucky 
customer. lt's clear, after all, that the 

project has fulfilled all of its 
advertised prerequisites: it looks 'as 
much like a Millennium Fakon as 
possible' and, as is paramount. 
features 'a hyperdrive'. This proves 
to be a six-strong array of luminous 
fans incorporated, one assumes, as a 
safeguard against the light-speed 

malfunctions that so humiliated Han 
Solo and Lando Calrissian during the 

Star Wars trilogy. Nevertheless, cries 
of "lt's not my fault!" may yet be heard 

when this contraption lands on the 
household table. 

WEBSITE OF THE MONTH 

it's a good few years, now. since he proclaimed that 
he'd conquered worlds, and sparked a thousand 
crummy teabreak impersonations. In the years since, 
videogaming advertising has expanded and evolved: 
the best - Katamari Damacy springs to mind - took 
gaming to a new audience. The worst - Metroid 
Prime's arthritic man-in-a-Samus suit. for one ­
confirmed every non-gamer's sneering suspicions. 
This huge archive (which has grown considerably in 
recent months) is now an essential, and often 
hilarious, link to how gaming sees itself. 

Gaming adverts 

www.majkel.mds.plihtmlireklamal indexUKG.htm 
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Inspiring a new rash of unintentionally novel 
headlines, scientists at the Memorial Sloan­
Ketterlng Cancer Center in New Yortt have 
isolated and identified a gene responsible 
for t"- reaction leading to a broad 
variety of cancerous cell mutations. 
known as the POK Erythroid 
Myeloid Ontogenic factor or­
wait for it - Pokemon for short. 
Dr Pier Paolo Pandolfi, 
senior author of the study, 
confessed that the 
coincidental abbreviation 
was •pure serendipity. • and 
stressed that the discovery 
was •very serious, .. 
presumably hyper-aware that 
the discovery had now taken 
on a life of its own. The gene 
now shares the gamer-biology 
spotlight with Sonic Hedgehog, a 
protein found to speed neural stem cell 
reproduction by as much as three times 
(Insert your own blast processing joke here), 
so-called as mutations in the gene caused the 
growth of spiny ridges In fruit fly embryos. 
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Playing to learn 
Games are fun, but the difficulties of using 
them to make good learning enjoyable was 
a key concern at the Digiplay4 conference 

he idea that videogames can be used to 
aid learning is no longer a controversial 
one. Nevertheless, the theme running 

through the recent Digiplay4 conference in London 
was the problematic nature of how to integrate 
games within the curriculum. Entitled Teaching 
With, Learning From Computer Games, and held at 
the Centre For The Study of Children. Youth and 
Media, part of the Institute Of Education, University 
Of London, it bought together researchers, 
teachers and developers to explore the potential 
use of games. 

According to David Buckingham, a professor 
at the IOE, one of the big issues facing the sector is 
the lack of a theoretical framework. "The drive at 

"The drive at the moment is for 
teaching through games, which 
relies on the view that learning 

is boring and games are fun" 

the moment IS for teaching through games," he 
said. "This is an approach which relies on the view 
that learning is boring and games are fun." Yet 
every anecdotal example of the worth of a Sim City 
or a Civilisation in the classroom can be countered 
by wider concerns ranging from schedul ing games 
within an already busy timetable to the confidence 
of teachers as well as the verisimilitude of the 
actual games themselves. The result has been a 
move to developing highly focused testbeds. One 
agency active in this area is NEST A Futurelab. 
Funded by the Department For Education And 
Skills, its mission is to explore new approaches to 
learning with technologies. 

One of its recent projects was Virtual Savannah. 
Run in conjunction with the BBC's Natural History 

Bolton Institute's Paul Hollins (left) discusses educational projects 
with ELSPA's Mike Rawlinson during the Oigiplay4 conference 

Barry Atkins from the University Of Manchester explored 
childrens' use of games with NESTA Futurelab's Mary Ulicsak 

department and technology partners such as HP, it 
used wireless GPS location-tracking to enable a 
group of ten to 12-year-olds to take the role of a 
pride of lions on their school playing field. 
Demonstrating some of the subtleties required by 
educational software, as well activities such as 
hunting prey, the virtual lions had to ensure they 
didn't die of dehydration by straying too far from 
water. Another threat came from the possibil ity of 
their cubs being trampled by elephants. After each 
of the hour-long missions, there was a debriefing 
session where feedback was given and further 
research on the behaviour of lions undertaken. 

Considered a success, Virtual Savannah 
highlights some of the difficulties of deploying 
educational software however. A resource-heavy 
project, both in terms of the technology and 
support staff required, it took 18 months to 
develop but was only experienced by 36 children in 
one school. The fact that the school concerned has 
since sold its playing field to a housing developer 
also demonstrates some of the other pressures 
faced by the educational sector 

More traditional in their location and scope are 
collaborative rescue game Astroversity and the 
physically modelled Racing Academy. Both 
sponsored by NESTA Futurelabs, these are 
PC-based games with a focus on encouraging 
communication between players. Developed by the 
International Centre fo1 Digital Content, part of the 
John Moore's University Liverpool, Astroversity has 
players trying to rescue astronauts from a toxic 
chemical spill, while Racing Academy offers 
demonstrations of car dynamics, based on a 
commercial engine from developer Lateral Visions. 

Clearly learning via games is being taken 
seriously within certain circles. Now it needs ~ 
broadened support from further afield. ~ 



New day dawns for 
director of the dead 
Survival horror is finally getting its man, as 
George A Romero announces his gaming arrival 

tepping into a space reserved for him 
s1nce surv1val horror's year dot, celebrated 
film d1rector George A Romero has finally 

thrown his hat mto the gaming domam; 
specifiCally, 1n the direction of Hip Interactive and 
development partner KuJu Entertainment. Having 
unleashed whole genres of 'homage' upon both 
movies and games, only now will hts eg on of 
groan1ng k1ss-<hasers feel the guiding hand of the 
master. Cornered on the Toronto set of h1s rev1va 
p1cture (pun not m tended) Land Of The Dead, the 
cult lum1nary had much to say about his as-yet­
unlltled videogame debut. 

Your w ork has always fascinated videogame 
makers, but there's never been an official 
George A Romero title. So why now, and 
why Kuju/Hip? 
lt came around [laughs). I don't know how to 
respond to that, I've always been interested I 
have a 13-year-old at home who's like a fanat1c. I 
worked for a whrle on the mov1e version of 
Res1dent Evil but it never panned out. They d1dn't 
like the work that I did - the Capcom people d1d, 
the producers didn't [laughs). I really JUSt got 

What is your role on the project and how 
much control do you have? 
Of course, contractually, I have certain approvals 
over the games and storyline I recently did a com1c 
book series for DC and I was heav1ly involved; I'd 
love to be as involved in these games. I'm gorng to 
get more and more nvotved 1n the next few weeks 
in both storyhne and gameplay. 

If the marketing people on the game had to 
pull out one of its aspects for the back of the 
box, would it be its ability to scare, its 
storyline, action or someth ing else? 
We don't want to reveal what the game wrll be 
about this early. Marketing people don't scare me 
anyway- I scare the shlt out of them! [Laughs) 

How do you think people will know they' re 
playing a bona fide George A Romero game? 
Oh man, grve me a break [laughs) Wa1t 't1l you see 
1t and you'll 'eel my touch. 

How familiar are you with games that take 
obvious inspiration from your work? The 1990 
computer game, Zombi, for example, is a 

d i rect lift of Dawn Of The 

"One of the themes in my films is lack 
of communication. This is part of t he 
direction we're heading in w ith this 

game - making people play t ogether" 

Dead. How do such 'tributes' 
make you feel? 
Well, 1t's always flattenng - it's 
just like when people make films 
that are, what do you call them, 

'ascmated by that game I d1dn't play it - my 
ass1stant played 1t and recorded 1t so I could 
watch it while I worked on my script. I thought: 
'Gee, it'd be mce to do a game'. There's been 
a big Electron1c Entertainment College for the 
last of couple years in Pittsburgh. I went over 
there and hung out a little bit w ith the people 
who were des1gnmg games- or wanted to design 
games- and we talked about the poss1bility of a 
zombie game. But we never really got it off the 
ground -they don't have distnbution or 
pubhcat1on there 

I've been mterested, and 1t was just co1nCIOental 
that I got thecal ask1ng 1f I'd wanted to 
collaborate on some games. I said: "OK, th1s 
m1ght be a good way to get mvolved in the 
business and JUSt learn about it ." 

rip-offs or homage? Of course, 
1t's flattenng. The Residenr Evil ones are the only 
ones that I have any familianty Wlth. 

What's your op inion of the movies that have 
been made from videogames, such as the 
Resident Evil series and House Of The Dead? 
I'm prejudiced in my thoughts on Resident Evil 
because I worked on it and I thought my scnpt was 
better [laughs). I have to say I d1dn't hke it very 
much - I didn't think 1t did JUStice to the game I 
thought 1t could have been a ternflc mov1e. House 
Of The Dead - somethmg else aga1n don't know 
the game well enough so I really don't know. 

How closely do you expect your game to 
follow the themes of your Dead movies? 
it's m no way taken from my mov1es or prev1ous 

START~ 

Romero's movies 
include 1985's gory 
and dark-humoured 
Day Of The Dead, but 
the dirtctor says that 
his project wiV. Hip 
"In no way• lifts from 
the Dead series. Don't 
expect Sub to make 
an appearance, then 

characters, 1t reflects what I have loved and still love 
tn the horror genre. I do have, as I say, some 
approvals to try and keep it t rue to my kind of lore. 

Your zombie movies often see prominent 
characters eventually dying yet, in 
videogames, the player's objective is 
commonly to keep people al ive. What's 
your take on this apparent conflict? 
I don't th1nk 1t's a confhct ''ve kept people alive 
since Dawn and, 1n the f1lm I'm finishing now, I 
consc1ous y kept some humans and zombies alive 
so I could continue their story. This will have a 
much bigger release than any of my other films. If 
it's lucky enough to be a htt, they' re going to want 
to see a sequel so I left 1t open that way. it's really 
the f1rst f1 m where all the principal characters d1e. 
I'd like to see games where there's more 
cooperat1on and mteract1on between players One 
of the themes I've atways used in my films is the 
lack of commumcat1on- people can probably come 
out much better f they just talk to each other. Th1s 
is part of the drre<t1on we're headrng in w1th this 
game - making people play together. 

Finally. do you get to play many 
videogames yourself? 
I don't, I have to say - I only see them through my 
son's eyes I don't have any hand-eye coordmat ion 
(laughs) I'm just fascinated by it as a med1um. 
I can't wait to be more mvolved and to 
become more educated in the field. 

Dead to dead 
The Romero name IS everywhere 

While Kuju happily details Its progressing relationship whh Romero -
both parties binding enthusiasm to their every word - the d irector's 
name has aii'Hdy been linked to another vldeogame property 
els-'*w. American McGee, while wortlng whh Jerry Bruclthelmer 
to bring Oz to the big screen, is following up the recent Scrap/and 
with -uter supposed collaboration - City Of n.. DNd. The 
coincidence of this, Kuju's efforts and Romero's - Land Of The 
Dead suggests a lack of coordination ~ them all; the 
'involvement' with the fonner has. perbaps. been -mated. 

FOI' his - part. Romero has effectively dlstancM himself entirely 
from McGee's project. citing the now ageing 'Ge«ve Romero 
Presents ... • dui as Its sourw. City - an lP 1hilf McGee says will 
produce "the goriest game ever macte· (concept art shown above) -
still requires Romero's ..,oval by the terms of the original 
agreement. Flm. perflaps, h might help to gain his lnt~ _____ ..... 
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"Yars' Revenge is consistently rated one 
of the best games of all time. And E. T. is 
consistently rated one of the worst games 
of all time. That means I have the greatest 
range of any game designer in history." 
Howard Scott Warshaw makes a statistically fair po nt 

"When I told Nintendo of Europe 
that I was coming for the DS launch, 
they d idn't believe me." 
Nintendo Corporation Ltd pres1dent Satoru lwata hints 
at the loneliness of being a European Nintendo fan 

"I obsessively play Tetris. I l ike the 
old-fashioned Game Boy, but I left 
mine on a plane." 
Actor Patrick Stewart prepares for some eBay act1on 

lt may look at first glance like an 
unremarkable rack of desktop PC's, but 
this cluster of hardware - up for 
auction on eBay - is a certifiable 
goldmlne. With their sale, Ultima 
Online player Rich Thurman 
hangs up his miner's helmet 
after two years of automated 
gold farming. During those 
two years he is reported to 
have amassed over nine 
billion gold pieces, which he 
then sold for a sum upwards 
of 5106,000. If that figure 
alone isn't enough to give 
credence to the viability and 
importance of virtual worlds. 
consider 22-year-old Zachurm 
'Deathifler' Emegen, who in 
December stumped up 526,500 of his 
own cold hard cash to purchase 6,000 
acres of land in MMOG Project Entropia. 
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. INTERVIEW I 

Wrighting wrongs 
Will Wright talks OS demographics, EA spouses and life after The Sirps 

surprise guest at the DS launch 
announcement in Paris, The Sims creator 
Will Wright gave a passionate speech 

describing his relationship with Nintendo since 
SimCity on the SNES, and praising the company's 
passion for innovation. But after ten years of life 
devoted to the Sims, and the integration of Maxis 
into EA's main campus at Redwood Shores. is 
Wright heading in a new direct ion? 

Nintendo argues that the OS is necessary 
because gaming has become too complicated. 
Is its analysis correct - that there are serious 
barriers for new players to overcome? 
Yeah, I do agree w ith that, actually, because of the 
customers we see playing The Sims. these people 
don't play games at all and that's a huge market. 
I think lwata-san's right to say that we have to step 
back and say, 'Who are all the people who are not 
playing games, and why are they not playing 
games?' And it's because they see games as 

The Sims was always much less goal­
oriented than many other PC games. So it 

was a pretty large stretch to try to make 
it a very goal-oriented console experience 

something which require a big time investment, 
something w ith an elaborate control mechanism, 
something where you're really going to have to 
apply yourself to, to learn the skill to play games. 
And that basically closes the door to a huge 
potential market. 

But The Sims is the game that widens the 
market. and you do it by presenting a world 
which everyone is equally familiar with, 
using technology everyone is comfortable 
with. Nintendo's answer is to invent a 
machine that everyone is equally unfamiliar 
with. Is that a mistake? 
In terms of hardware it's a strange combination 
of features, and whether that's going to translate 
into people who've never played games seeing 
the machine and going 'I have to have that' 
remains to be seen. But looking at some of the 
software - things like Nintendogs- that's one of 
those things that I can show to non-garners and 
they're going to want to try it. The problem is 
that it's a chicken-and-egg situation. If there's 
people who aren't playing games, then why should 
we be making games for them if they're not 
buying them? So what needs to happen is 

someone needs to make a couple of existence 
proofs and get these people to buy a few games, 
and then suddenly we've demonstrated that the 
market is there and people might start trying to 
cater to them. 

Isn't it a big risk for Nintendo to take? 
I think it's a tactical risk, but I think not taking that 
risk is a strategic blunder. I think for a while in the 
US games were in danger of becoming the next 
comic books, which in the US have very specific 
connotations which they don't have in Japan - in 
the US, comic books have become very 
marginalised and associated w ith kids, and I th ink 
games were at the point where they were going to 
be marginalised in the same way, but we've 
managed to break out of that. 

Moving on to The Urbz: it's widely perceived 
as being more of an 'EA game' than a 'Maxis 
game' - is that a fair way of looking at it? 
Well, our first console version of The Sims was 
Bustin' Out, which was pretty much taking what 
we could of The Sims and bringing it to the 
console, but the console had a lot of limitations: 
it didn't have a mouse, it didn't have much storage, 
it didn't have connectivity. And because of that 
it started evolving in different directions, and 
because of that we decided that it would be better 
to cut it away from The Sims and let it speciate and 
become its own thing, and that's when we 
renamed it The Urbz. So to some extent it's a 
continuing experiment. 

The idea behind The Urbz was to widen the 
appeal of a game that already appeals to an 
unusually wide demographic, and yet it 
doesn't seem to have captured people's 
imagination the way The Sims did. Has it 
worked out the way you expected it to? 
it hasn't really gone the way we expected it to, but 
then again it's a brand-new market for us, and a 
brand-new demographic - a much younger 
audience it's kind of hard because on the console 
side games tend to be even more goal-onented 
than on the PC side- and The Sims was always 
much less goal-oriented than many other PC 
games. So it was a pretty large stretch in terms of 
where The Sims was on the PC to try to make it a 
very goal-oriented console experience that 12-year· 
old boys would want to play. But at the same time 
a lot of the core appeal of The Sims was to 
women, and when you look at the console 
demographic, you're getting further and further 



away from that aud1ence. So, 1t feels to me like The 
Urbz is climbing 1ts own hill, and we're not quite 
sure how high that hill is going to be. 

it's been a few months now - how has the 
integration of Maxis into EA's main campus 
at Redwood worked out? 
it's been a little rocky. There was the IntegratiOn 
into EA and then at the same time all these 
projects were reaching completion - The Sims 2 
and The Urbz - but I th1nk the dust 1s beg1nn1ng to 
settle The ups1de 1s that people who had been 
work1ng on The Sims for years are now dec1d1ng 
that they want to move to other projects w1thm 
EA, and the people who were working on sports 
proJects are decidmg they want to come and play 
on The Sims. so now we have the mob1l1ty of 
thmgs across prOJects But 1t sa challenge when 
you're dealing with that many peop e in one 
locatiOn, the management challenge of bu1ld1ng 
software with that much complexity - especially for 
the next-generation consoles- is extraordinary. The 
management challenge IS every bit as hard as the 
techn1cal challenge- how do you handle managmg 
teams of 150 people and gett1ng them all to pull in 
the same d rect1on? 

Ninrendogs uses the interface of the OS's touchscreen and 
microphone to let players train ond pet their virtual puppies. 
Similar in its lad< of traditional game goals to Wright's titles. it's 
no surprise he feels it has the potential to sell DS to non·gamers 

EA's management practices have been under a 
lot of scrutiny over the last few months. Have 
you felt a cultural shift? 
Well, I've been rather insulated from that, because 
I'm working with a new team and we've moved to 
a new studio, so I can't tell you what working at 
Redwood Shores s like because I don't [laughs). 
But I thmk that everything that's happened w1th EA 
Spouse and the blogs has got a lot of visibility 
within the industry and it's started a lot of 
discuss1ons. it's not JUSt an EA 1ssue, it's happening 
1n a lot of other places, but I'd like to see EA take 
the lead on t, and I've had discuss1ons With lots of 
executives - I thmk EA needs to be seen as 
acknowledging this issue and being very proactive 
about it. But it's a very hard problem because if 
your compet1tor is working long hours and you're 
not, guess what? You're gomg to go out of 
business and lose your JOb. So there's no easy 
answer, but I think acknowledging that there's an 
industry-wide issue is the first step. 

Is that kind of pressure inevitable with the 
size of modern development projects? 
I th1nk there are three axes here: number one 1s the 
complexity of what we're trymg to build, number 
two IS the tlmescale we have to build 1t, and three 
is the size of the team. And so if we're trying to 
mcrease the complexity of what we make. but the 
t•mescale stays the same, then the size of the team 
has to go up. But that has 1nherent ineffic,enc1es. 
The •nefflciencies you get wtth a team of 150 
people IS astounding, even w1th the best 
management practices, relative to what you get 
w1th a team of 50 people. lt just snowballs 
Someth1ng between those three axes has to 
change- and I don't know which one, 1f we 
have to lim1t content, or extend development 
cycles, but something has to give. 

But surely the perception at the moment is 
that game complexity has to increase and 
increase and increase? 
See, I don't think that's the case. I th1nk that we 

START~ 

The Urbz is designed to translate The 
Sims to the limitations of current· 
generation consoles and handhelds. 
Wright expKts dramatic changes 

need to make a fundamenta change in the way 
we bUild games nght now. I actually did a little 
graph of the ramp of people working on Sim City 
and the first game I did was one person, the first 
vers•on of Sim City was four people, the next 
vers•on was 15, the f•rst vers on of The Sims was 
25, the next vers1on of The Sims was 120. That's 
exponential growth and 1f you take that trend 
outwards to 2050, it comes out to like 15 m1llion 
people and five billion dollars a game! But if you 
look at what was making that growth exponential, 
1t's the content. The growth of programm1ng teams 
is growmg almost linearly, but it's the art1sts and 
modellers. that's the th1ngs that are exploding And 
we need to look at how we're doing that and not 
brute force the problem. it's one of the thmgs I'm 
look1ng at in new projects -I'm really interested in 
sotv1ng that problem. 

In your OS presentation you talked about 
discovering new genres. Do you think the idea 
of defined genres holds the industry back? 
I think a lot of designers don't think in those terms, 
but they're forced to sell the1r •deas. You know. 1f 
someone came up to a publ•sher with Katamari 
Oamacy, and the publisher said: "OK, what genre 
is it?" then they'd have to invent someth1ng­
they'd have to call it a 'th ~rdperson roller', they'd 
have to couch it in genres to even get funding. I 
thmk that as a language 1t becomes a self-fulf,fhng 
prophecy, because peop e took at the charts and 
say "Oh RPGs are up 15 per cent, we need more 
RPGs." So basically everyone 1s camping on the 
same peak, and it's hard for people to pitch 
something completely new and hope that people 
I ke 1t. But we need to do t, and espec1ally the 
compan1es that have successful franchises like EA, 
then it's 1ncumbent upon you to take creative nsks 
on the next franch1se, to throw a dart out there 
and take a risk. 

But isn't EA perceived as the company 
w hich does that least? 
Well, they're letting me do it .. (Smiles] 
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Snakes alive 
Nokia updates the oldest phone 
game for its flagship gaming phone 

ith very httle in the way of prior build-up, l\ok1a has been 
defiantly v1ral in the release of 1ts new v1sion of Snakes. 

Developed by lomo, the game is designed to be spread from 
N-Gage to N-Gage via bluetooth, and is available for free down load at 
wvwv.snakesoutbreak.com. So far, Nokia seems elated with its 
reception - Simon Etchells, director of title marketing, claims a 
m1llion umque hits for the s1te m its f1rst week. No download numbers 
are available as yet. but there seems no reason for every N-Gage 
owner not to get hold of a copy 

So far the game 1s only available for the N-Gage 
handset and, despite pers1stent rumours, Etchells 
couldn't comment on the possibility of Nok1a's 
trademark game becoming available on other 
Nokia hardware. 

The dea seems calculated to evangelise the N-Gage's capabilit1es­
take the most basic phone game, and ramp up its presentation and 
complexity. Etchells says " I'm not sure I'd cal11t basic - s1mple. maybe 
it's the game you played 200 years ago on your wind-up phone and 
it's the perfect way to show off the N·Gage's capabilities." 

The game itself is visua lly strikmg, and a much 
more varied propositiOn than the soothing, stressful 
monotony of the orig1nal. Fast and flu1d, 1t only 
occasionally makes you long for a snappier 
response from the N·Gage's D-pad 

There's no question that 1t's a must·have for 
N-Gage owners, but 1t remams to be seen 1f 11 
can make the handset any more desirable 
to the w1der market. 

A top-down - and rather hypnotic -view 
is available for old-school 20 stalwarts 

Only recently launched, 
and only the beginning ... 

Some of this West Coast 
stuff is looking terrific 

We still c.an't get enough 
of it. Bring on Siren :Z 

A recognised medical 
condition in waiting 

Apparently, Ed9e stole 
New Games Journalism! 

KAFKA ON THE SHORE 
Tragedy, sex and social 
exclusion from Japan 

Despite being the best-known Japanese author, at least internationally. 
Haruki Murakami has always had something of the outsider about his 
work. Perhaps this comes from years spent living in Europe and the US 
and the experience of exc.lusion from traditional Japanese society 
following his return. There are certainly elements of rebellion and 
rejection running through the magical realism of Kafka On The Shore. A 
delicate dance of intertwined characters - a 1 S·year-old runaway whose 
father is murdered, a retired simpleton who can talk to cats, a one-hit pop 
star who has since rejected society - each find themselves driven by 
forces beyond their control into situations they long to overcome. The 
title may hint at a western school of existentialism but the heart of Kafka 
On The Shore Is more akin to a Greek tragedy. One character remarks: "I 
wish I had a chorus singing me what to do next•. But for all the literary 
hinterland, there's plenty of Murakami's characteristic playfulness, too. 
A shadowy figure who appears as brand characters such as Johnnie 
Walker and Colonel Sanders is one example. There's also the regular 
diversion of real (and imaginary) sex- after all, this is a book with a 
honnonal 15-year-old hero. And throughout, the plot is punctuated w ith 
tiny snapshots of Japanese culture, everything from miso soup to love 
poems. So even with a somewhat Twin Peaksian (series two) denouement 
to some of the more outlandish occurrences, it remains an excellent and 
extremely enjoyable example of Murakami's craft. 

WRONG ABOUT JAPAN 
A complex picture of Japanese life and 
culture through the eyes of a father and son 

A different take on Japan comes courtesy of Booker award-winner Peter 
Carey. Now living in New York. the Australian author decides to take a 
trip in the company of his diffident 12-year-old son, Charley, who is 
obsessed with Japanese culture, notably manga and ani me. "But only if 
there's no Real Japan, • Charley explains. And this remains the central 
dichotomy of the book; how the traditional Japan of temples, museums 
and the tea ceremony clashes with the hyper-modernism of Aklhabara 
Electric Town, Mobile Suit Gundam and i-mode phones. Like a crash 
course in finding your way, Carey and son dash around Tokyo, quizzing 
notables including a samurai swordsmith acclaimed as a national treasure 
and the creator of the Gundam series, who confesses he invented it 
purely to sell toy robots. There are also the notable hiccups: eating in a 
gangster-owned restaurant; the four-hour Kabuki theatre production; 
bumping into Charley's Japanese friend working behind the counter of 
Mister Donut. With his novelist mind in overdrive, Carey attempts to 
build up the parallels and contrasts into an overall picture of this, to 
outsiders at least, schizophrenic society. But. like many before him, he's 
confounded at almost every turn . Even the simplest task of interviewing 
someone through a filter of different cultures and a translator becomes 
an insurmountable barrier. As one of his friends warns Carey on his 
return to New York: "Be careful, half knowledge Is sometimes much 
more worse than complete ignorance• . 



22 

.. 
:11 .... .,. 

Antoniades continues his next-gen push 

A 
rriving at San Jose for GDC 2004 m March, we 
have three gruelling days of presentations 
'ined up with publishers No one has seen our 

Heavenly Sword demo and I am a nervous wreck: 
short of breath, clammy hands and pound1ng heart 

My biggest fear is that our work would not look 
1mpressive enough. Several developers have come out 
w1th next-gen tech demos that look spectacular. But a 
tech demo is a tech demo: an ISOlated and narrow 
demonstration of technology using the entire 
processing and memory resources of the latest 
high-end PC under the dangerous assumption that it 
will be practical on next-gen consoles. 

We went in a different direction: to create a 
playable next-gen game experience that ran smoothly 
and in realtime on a current PC. it had to look better 
than any game out there, show brand-new areas of 
gaming, be fun to play and, well .• the sum of its parts 
just needed to feel next-gen. 

As we are presenting alongside all of our parent 

H1s face is flushed, his mouth is 
open and he's shaking his head. He 
whispers softly into Nina's ear, "lt's 
beautiful .. . lt's the best looking 
game I have ever seen." Blimey! 

company's products, we only have five minutes to 
impress per meeting: nine months of work from 23 
people boiled down to five minutes. Had we done 
enough? Will we meet next-gen expectatoons' Will 
our work stand up to the competot1on> 

As I'm blowing onto my clammy nght hand to dry 
it out. our first appointment walks 1n representmg a 
large Japanese company. Throughout the demo. he 
rema1ns stoiC and emotionless. never asks a question 
and lets himself out at the end wothout comment. 
And that was that. My fears and anxoetles resurface 
and I begin to feel faint as the next publisher walks 
into our tiny booth. 

I discreetly glance over at him during the demo. 
His face is flushed, his mouth is open and he's shaking 
his head. He whispers softly onto Nina's ear, "it's 
beautiful. .. • followed by "it's the best looking game I 
have ever seen.• Blimey! 

As he's leaving, Mr Stoic surprises us at the door. 
He is accompanied by some sto1c colleagues asking for 
another demo. He tells the others "You are about to 
see what a next-gen game looks like· 

Later. another publisher rep comes m complaining 
to Jez [San) that the few next-gen demos he has seen 

lack creativity. gameplay or feeling. Jez, Nina, Mike 
and I all spontaneously smile at each other before 
kicking off the demo. He remains silent throughout 
after whtch he slaps his hands over his head; "Fuck! 
Now that's exactly what I needed to see! • 

The demos conunue throughout the day and 
into the night 1n Jez's hotel suite. Fear turns to rei ef 
and rehef turns to enjoyment as more publishe~ see 
the demo. 

"I'm speechless. • says one guy after a long pause 
"it's stunno ng! • 

"Th1s os a video. right?" asks another. I offer him 
the controller to prove that it is running in real time. 

One other guy just sits there during and after the 
demo repeating to himself; "I don't understand. This 
is a film. it's not a game." I explain how the game 
works to make sure he doesn't think it's some kind of 
lame interactove mov1e but his eyes just seem vaca'lt. 
"I don't understand, • he finally responds. We seem to 
have genumely shocked him! 

We presented to acqUisrtion people, CEOs. 
hardware engoneers. Hollywood agents, outsourcers 
and locensors - and the response was unive~lly OTT. 

One publisher rep even follows LS around 

Ninja Theory created fully interactive 7.1 audio using live, 
professional orchestras and the foley artists behind Crouching 
Tiger. Hidden Dragon. These are some of the props used 

everywhere in the evenings, buy1ng us drinks and 
nervously eyeing us up every tome we go away to 
talk to someone. 

This kind of response was way beyond anything 
we had believed possible and the effects were 
dizzying and more than a little surreal. 

As a result of the GDC trop we moved up the 
publishong chain and have now booked a slew of 
major presentations set for E3 In May 2004. Between 
GDC and E3, we expanded the prototype onto new 
areas: a vastly improved combat engine, realtime 
armies, on line play and more. We wanted to cover all 
risk areas to make sure that signing would be as easy 
as possible for a publisher. 

With Argonaut's financial year ending on July 31, 
we had six weeks to make our case, get through the 
due diligence process and negot1ate a contract. That's 
a bhnk of an eye in the publishing world. 

I remember commenting to Nina and Mike on 
the way to the E3 event in May: "If we can't get 
s1gned after this kind of response. there's no hope 
for original game development • 

And, over the next few months, I started to 
lose a 11 hope. 

For a game created by a team of one in - the story goes- just 
three weeks, Doulcutsu Monogarari (Cave SrCHY) has a level of 
polish and depth that could easily elevate it from freeware 
divenion to instant classk. Lone artist, musician and 
11109rammer Pixel has crafted a ~le of a prototypical 
anonymous mute hero questing through diverse regions of 

throughout your adventure you gain a heavy arsenal of ever­
more-destructive weaponry, each with its own strategic 
advantages. which can be levelled up by collecting the energy 
chips that cascade from your fallen foes. 

a mammoth cave, helping the bunny-eared Mimiga escape 
the reign of a nefarious doctor and his henchmen. 

Counterbalancing the syrupy sweet character art. 

Doukutsu pays tribute to the classics, most no~bly 
Merroid, but with the addition of distinctly modern phys1cs 
and graphic flourishes. plus secrets galore and multiple 
endings. Aeon Genesis' new English translation eliminates all 
p,..vious frustrations. making this an essential download. 
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INCOMING 
Metal Gear Acid 
FORMAT: PSP 
PUBLISHER: KONAMI 
EXPECTED: MARCH 

Acids US release includes a twoplayer versus mode previously 
cut to make Japanese launch. Whether the barmily near-to-the­
knuckle plot will be censored as a trade-off remains to be seen 

lbara 
FORMAT: ARCADE 
PUBLISHER: AMI 
EXPECTED: TSA 

The Year of the Gun continues: Cave's latest has quickened hearts 
not just for its impeccable track record, but also because i t seems 
to show the influence of ex-Raizing (Sokyugurental) staff 

Castlevania: Curse Of Darkness 
FORMAT: PS2 
PUBLISHER: KONAMI 
EXPECTED: Q3 200S 

PS2, meanwhile, gets a second 3D Selmont instalment, but now 
with a flowing castle environment (hopefully not at the expense 
of sumptuous Gothic splendour) and a new demonic ally system 
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Announcements and updates 

Retro Atari Classics 
FORMAT: OS 
PUBLISHER: ATARI 
EXPECTED: Ql 

Asteroids, Breakou~ Tempest, Centipede and six more go touch· 
play and wireless, as well as getting optional 'tagged' reworkings 
from graffiti artists (Delta's terrifying Asteroids pictured here) 

Castlevania for OS (working title) 
FORMAT: OS 
PUBl iSHER: KONAMI 
EXPECTED: 03 2005 

Having thrived on GSA, 20 CV moves to the OS with Symphony Of 
The Night-quality looks (several sprites seem to have migrated 
intact) and a magic seal·drawing system to finish off bosses 

Mobile Suit Gundam: One Year War 
FORMAT: PS2 
PUBLISHER: SANDAl 
EXPECTED: MARCH 

OYW is Namco's f irst take on the Gundam licence. Coded by the 
Soul Calibur 11 team, it mixes aerial and ground scenarios by 
allowing the player to fight on the hulls of passing spacecraft 

REDEYE IS ... 
Diverging 

Red Eye is standing on a level crossing, waiting to 
prove the world wrong. lt's been one of those 
months. Sunlight glints off the tracks, the air is still 
and sharp. Red Eye takes a breath and wishes there 
was an audience. it's marketing men who have driven 
things to this point, or rather it's the pause between 
marketing men opening their mouths and sound 
coming out that has driven things to this point. That 
endless microsecond while the triumphant, smug grin 
begins to emerge and the lips form the word. That 
word. 'Convergence'. So Red Eye is standing on a level 
crossing, wishing he had an audience. And a pointer. 

Ahead of him, the tracks stretch into the distance. 
Perfectly straight, perfectly parallel, heading for the 
horizon. When they get there, they meet, shimmering 
in the sun -or at least they appear to. Two things 
that never touch, joined in something known as the 
vanishing point. RedEye raises his imaginary pointer 
and declares: 'Convergence is a mirage'. 

it's a continuing, infuriating mystery: how did 
such a nebulous word get its teeth so deep into a 
whole industry? it's taken as a given that this 
unproven concept is the blueprint for the future, but 
the evidence is overwhelmingly against it. The 
examples that work - the clock-radio, the camera­
phone, the PS2 DVD player- are single-figured. And 
they're usually cons. No one uses their phone for real 
photos, no one settles down to listen to Front Row on 
that bit of green-lit Alba plastic they bought from 
Argos. The real trend sees the number of gadgets in 
your bag - phone, camera, MP3 player, Game Boy­
increasing. The only convergence the world is really 
hungry for is streamlined power adapters, exhausted 
from lugging their own bodyweight in cables and 
transformers around the world. 

Convergence only works when something can be 
added which has no impact on the job you bought 
the device to do in the first place. When its cost, form 
and function are largely unaffected by the addition: 
people like getting things for free. The moment 
something is conceived as a convergence device, the 
stink of compromise starts to spread. Why pay more 
for something that does more things less well? For 
something that may break, go flat, become obsolete 
and knock out your comms and entertainment in one 
miserable swoop? 

Convergence is a myth, a mirage - a real chimera, 
with the head of a marketing man and the body of a 
market analyst: a brain made of stupid and a heart 
made of greed. Trying to pile more things into the 
same, straining pot is a preposterous idea. 
Augmentation and flexibility are the point: the model 
isn't the mythical all-in-one uber·gadget. The ultimate 
convergence device we have is the notepad - diary, 
phonebook, sketch pad, paper aeroplane kit and 
emergency origami ashtray supply all in one. If the 
industry keeps chasing the former, they might as 
well join Red Eye on the level crossing . And it's 
beginning to shake. 

Red eye is a veteran videogame journalist. His views do 
not necessari ly coincide wi th those of Edge magazine 



MGS3 emerged from hushed production 
to be surprising, yet familiar; FFXtrs 
changes will be more seismic (far left) 

One yecr ends end cncther begins ... 
Koji Aizowo, editor in chief of Fomitsu PS2 magazine, on a new year's revolution 

W 
ell, Nintendo's os 
and Sony's PSP were, 
without any doubt, 

the big players at the end of 
2004. Nintendo has already 
sold 1.S million OS units in 
Japan, whi le Sony shifted 
around 500,000 PSPs - w hich 
was also the same amount as 
the most popular OS t itles 
like Sawaru Made In Wario 
and Super Mario 64 DS sold 
over the end-of-year period. 

The reason for this gap between the PSP and DS numbers can be 
in part explained by the very small number of PSPs Sony made 
available on the market. While I'm writing this column (in January), 
Sony's portable is still hard to find in shops in Tokyo. When you play 
with the PSP on the subway, since the machine is so rare, people are 
very curious to see what you 're playing with. From a pure gaming 
perspective, the DS is much more popular and well -known now- but 
when people see the PSP's graphics, they are very surprised, and this 
makes it desirable. 

Perhaps because there are still so few games, I started to explore 
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the other potentials of my PSP I tried many things, 
such as recording and encoding videos to watch on 
the go, using it as an MP3 player, and viewing the 
pictures I took with my digital camera. I'll be 
straight with you: using the PSP for other purposes 
than playing games made me realise it has many 
weaknesses in these aspects. But, for the moment, 
I'm still very optimistic about the machine as the 

Hitofude (One-Line Puzzle) and Zoo Keeper. On PSP 
I still love Ridge Racers, and I have also been 
spending time with Lumines and Dokodemo lssho. 
And. as you're no doubt expecting me to say, away 
from the handhelds I had a great experience with 
Dragon Quest VIII, which I finished after having 
played it for 70 hours. The PS2 had a good end to 
the year overall, with many titles going far above 

When you play with the PSP on the subway people are very curious to see 
what you're playing with. The os is much more well-known - but when people 
see the PSP's graphics, they are surprised, and this makes it desirable 

LCD quality is astonishing and, in principle, it will 
be possible to update the machine's operating 
system. So -again, in theory - these weaknesses 
may be corrected. And as the editor in chief of 
a videogame magazine, I'm certainly pleased that 
I can manage al l the saves from my various PSP 
games on my PC! 

So, what have I been playing on these new 
portables) On DS I'm stiU enjoying KimiShine (Feel 
The Magic XYIXX), as well as puzzle games such as 

the 100,000 sales mark - Gran Turismo 4 sold 
around 790,000 copies after appearing at last, 
Metal Gear Solid 3 around 740,000, and Namco's 
Tales Of Rebirth sold around 520,000. it's been an 
incredibly strong sales period for the Japanese 
videogame industry. 

But now on to 2005. I guess everything will 
become clearer after E3 when the first elements of 
the next generation of home consoles will be 
revealed. Like other observers, I'm pretty sure that 



Microsoft will fire f1rst and release its new Xbox 
at the end of th1s year. If Japan's major game 
makers can be conv1nced to move on to this new 
generatiOn and bnng some o~ their popular t1t es 
ro the mach1ne, I st1 l th1nl< M1crosoft could do 
well m Japan, at east much better than t d1d 
w1th the f1rst Xbox 

As for Nintendo and Sony, tne questiOns 
are numerous, wh1ch should make their 
announcements even more interesting. Can 
N1ntendo's new project really bring about a 
revolution in home gaming? Will Sony's Blu-Ray 
disc format go the way of Betamax? (Well, I'm sure 
this won't actually happen.) And then there are the 
ma1or games for this generation that are finally 
reaching the end of the1r marathon developments, 
like Kingdom Hearts 2 and especially Final Fantasy 
XII, which fans 1n Japan are very excited about 
There are also game makers who, even If they have 
seemed to be quiet recently, have b1g amb1t1ons 
for th1s year, like Sega and Capcom. So don't 
worry, you can expect a few surprises from ._, 
Japan as well! ~ 

Cars continue to $ell PlayStation2s, be 
they studious recreations of reality (left) 
or studious recreations of Ridge (below) 

Kiminota-nata Shineru. aka lff/ The 
Magic XYIXX. ab ProjKt Rub (below) 
joins the rank$ of games with a wildly 
different tide for each territory. 
Japanophiles face the agonising choice of 
the native release title or production title 
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The future of electronic entertainment 

Let's get together 
Edge's most wanted Can PlayStation Portable make PlayStation sociable? 

Sam q Max: Freelance Police 

On, off and now, thanks to another 
reported Lucasarts snub. still off. W ill Sony's PSP change your questions. What will you do when 
Will Bad Brains' point 'n' click- life? Rob Hill thinks it will. your PSP informs you that it's needed by the genre, wanted by 
everyone - ever see a release? His game, Untold Legends, found a local player? leap to your 
• ""''rt ~ wants you to get out and play, feet and wave? Pace from one end 

cooperatively, with local PSP of a university library to another, 
owners any time, anywhere. lt flashing covert glances at anyone 
wants you to play with strangers who seems fascinated by their own 
and then meet them as friends, and lap? Or will you keep your head 
this idea represents a quiet gaming down, hoping that awkward 
revolution. The first obstacle to this conversational niceties don't 
new gaming community is simply destroy the companionable silence 
numbers- it's a long way from of coordinate hacking and slashing? 
launch-day scarcity to the ubiquity A lot depends on how the PSP 
of a 21st century Walkman. If evolves. How will you communicate 
setting up a local game of Legends with remote players, whether local 

lt wasn't just New York that froze means happening to be near or global? Will that transparent over for the ambitious, startling 
someone else who happens to have keyboard ever become avai lable? psychothriller, but relations with 

(now ex-)publisher Vivendi, too. a PSP and happens to be playing Will it support headsets? Will you 
Happily, it's found a new home. Legends and happens to be looking want it to if you're somewhere 
- PS2 gO)t ""'81 

for a coop game, then it's likely public? Nintendo, for now, has a 

Wanda And Collossus only the most relentlessly more modest policy: its focus is on 
extroverted will persevere. playing with your friends, on fitting 

The second is more a question gaming into social situations which 
of sociology. Multi player gaming already exist. However, as the OS 
has traditionally been among matures and takes advantage of its 
groups of friends in an intimate wireless capabi lities, the social 
environment or groups of strangers experiment of, say. massively 
shielded by the buffer of the multiplayer Mario Kart 
internet. This is a strange new communities becomes a distinct 
hybrid, a social situation which possibility. But, for now, the PSP is 

After hoping for so long, it's still threatens to collide awkwardness leading the way, showing that, for 

hard to believe that Ieo 2 is real - and intimacy. Multiplayer etiquette all the "it's 'just' a PS2 in your 
harder still to take in the has already proved a complex and pocket" jibes, it has the potential 
exceptional art and bold design unpredictable beast, and this new to change forever the way 

~ choices in Sony's brave giant killer. 
'Sl SCFI arena raises a whole raft of new games fit into our lives. 
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Untold legends 
PSP 

Unreal Championship 2 
XBOX 

Infected 
PSP 

Red Ninja: End Of Honour 
PS2, XBOX 

Shinobido lmashime 
PS2, PSP 

Bleach 
PSP 

Forza Motorsport 
XBOX 

Champions: Return To Arms 
PS2 

Devil May Cry 3 
PS2 

Trackmania: Sunrise 
PC 
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FORMAT: PSP 
PUBliSHER: SONY ONLINE 

ENTERTAINMENT 
DEVELOPER: IN-HOUSE 

ORIGIN: US 
RELEASE: MARCH (US) 

Aura spells (right) are impressively presented: 
as in the Champions games, it's likely fellow 
players will also gain the bonuses such spells 
bestow by huddling inside the arcane bubble 
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Untold Legends: Brotherhood Of The Blade 
SOE convinced t housands of perfect st rangers t o meet at EverQuest cons: 
t his t ime it 's looking for just four to work lunch breaks and commutes 

li 
he PSP's launch line-ups have relied 
heavily on established names, but 
SOE's action-RPG declines the 

opportunity to use the one w ith the biggest 
clout of all, instead offering a new world for 
the new platform. "We wanted to try and 
explore some new gameplay mechanics and 
story ideas that wouldn't fit with in the 
EverQuest universe," explains producer 

looks bode well, as does the ominous 
setting. The game opens with evi l baying at 
the gates of the players' home city, Aven, 
drawing them together in the titular 
Brotherhood to strike out at its source. 
Each character is balanced to work efficiently 
as either a lone hero or member of a 
wirelessly connected fourplayer party: 
"When more players are added, the 

I "At its heart, this is a fast-paced action game, which should 
immediately appeal to new players. Deeper in, they're 
introduced to elements a more RPG-Iiterate crowd enjoys" 

Rob Hill, "particularly in the area of how the 
individual characters play. By not limiting 
ourselves to existing character types we 
could give the game a more unique feel." 

While details on the abilit ies of those four 
types - Alchemist, Berserker, Druid and 
Knight - are scarce beyond their expertise in 
bludgeoning monstrous hordes, their atypical 

monsters get tougher, but the advantage of 
multi player is that characters have skills that 
can benefit those around them as well as 
themselves," Hill says. 

The randomly generated wi lderness of 
Unataca has long since fallen to the threat 
encroaching on Aven, so beyond the city 
walls you can expect litt le charity, but not 
correspondingly little story structure. it's not 
Legends' intent to sacrifice RPG depth for 
accessibility, Hill reasoning that the action­
RPG formula already has the perfect balance 
for newcomers and veterans alike: "At its 
heart, this is a fast-paced action game, which 
should immediately appeal to new players 
unfamiliar with RPGs. As they get deeper in, 
they're introduced to the elements that a 
more RPG-Iiterate crowd enjoys so much." 

Aside from accessibility, the other issue 
with depth is the potentially irregular 
nature of hand held play - all SOE's 
experience with groups divided by away­
from-keyboard breaks can't compare to 
adventuring parties that only last the 
distance between train stops. Sensibly, it's 

Legend~ camera zoom level can be altered during play 
with the D·pad: this closest setting may be slightly 
impractical for navigation, but is the ideal view for 
inspecting your character's (customisable) equipment 

possible to save your game at any point 
during play (with the notable exception of 
boss battles), and multiplayer supports drop­
m, drop-out functionality. 

"When a player joins a game in progress, 
they can save their character at any time and 
maintain all of the progress they achieved in 
that game," explains Hill. "They can then 
import that progress back into their 
singleplayer experience and continue on their 
own, so it's viable to play some quick games 
and still get something out of it. " 'Viable' is a 
good choice of word considering the 
insatiable one-more-dungeon nature of 
Legends' predecessors from NetHack on up, 
something Hill's professional opimon 
supports: "That said, having played a lot of 
multiplayer myself, I'd imagine that people 
would also set aside large amounts of time 
to make significant progress. Connecting is 
such a breeze that what often starts as a few 
minutes of game time extends into hours." 

As could be expected of an online 
multiplayer-focused developer. it's the PSP's 
connectivity that Legends seizes on, intended 
to ensure that assembling the Brotherhood 
takes as litt le of your play time as possible. 
"One of the coolest things that came out of 
the project is the pick-up aspect" enthuses 



Controls are smartly mapped out, with the right shoulder 
button acting as a toggle between the two sets of face button 
functionality- either thugging potions and attacking, or 
providing hotkey access to previously assigned abilities 

Legends doesn't shirk from mobbing players with monsters, 
although hopefully the random generation should ensure 
enough twists and turns to thin the numbers out a little. 
Recruiting another three shieldmates seems like a sound idea, 
even with the corresponding bump·up in monster resilience 

Hill. "We'll be sitting around talking, pick up 
the PSPs and start playing - there's no cables 
or much preparation at all, someone will just 
say: 'Hey, you want to play a biP"' 

it's exactly the kind of easy, communal 
functionality we've seen in the best 
communication-based DS t itles - the test will 
be whether the Blade Brothers can prove as 
enjoyable a shared experience as the Band 
Brothers. What Legends has in its favour is 
cooperat ve play, a surprising rarity among 
the competitive multi player of other PSP titles 
(which play out as curiously aloof matches of 
furious concentration and awkward personal 
space avoidance), and if the gameplay is 
strong enough to support a community, 
there's every reason one could form. 

Hill is optimistic, clearly as interested in 
his players as his game: "Most onl ine 

commumties are typically people far away 
from each other, and Legends supports wi-fi 
internet access as well, so it could easily 
mimic the existing ones. But the really 
exciting aspect is local play. When you boot 
up, find a game someone in the vicinity has 
created and start playing, you know that 
person is local and could even find out who 
it is. So instead of an anonymous player you 
chat with through a keyboard, you can 
actually meet them face to face immediately. 
That's something that really hasn't been 
possible until now." 

it's also something that would be a bigger 
adventure than anything Legends' designers 
have prepared - no slight intended on their 
storytell ing skills - a multiplayer RPG that 
requires the players' social lives to be ~ 
as eventful as those of their characters. ~ 

t-IYPE~ 

SOE may be best known for 
its PC titles, but it has also 
experimented with console 
and mobile development. 
"The team has quite a bit of 
experience with portable 
gaming. • Hill says. ·our 
lead engineer worked on 
EverQuest for the Pocket 
PC. and we have engineers 
and designers from our 
mobile games. But bringing 
in other team members that 
were new to the medium 
allowed us to look beyond 
what most people think a 
portable game Is capable of 
- we designed more in 
terms of a PlayStation title. 
then tailored the aspects 
that had to be considered 
for a portable device.• 
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fORMAT: XBOX 
PUBLISHER: MICROSOFT GAME STUDIOS 

DEVELOPER: EPIC GAMES 
ORIGIN: US 

RELEASE: APRIL 18 
PREVIOUSLY IN: E138 

While there's no doubting the 
effectiveness of melee attacks in 
Unreal Championship 2, they're yet 
to feel anywhere near as gleefully 
pleasing as the blunt thump and 
subsequent yelp of a Halo 2 melee kill 
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Unreal Championship 2: The Liandri Conflict 
Epic's f irstperson shooter goes thirdperson, 
and t hen back again, as often as you like 

li 
here's something of Super Mario 64's 
self-defeating brill iance about Halo 
2's multiplayer mode. Just as Mario 

made 3D gaming seemingly perfect in one 
effortless triple jump, therefore satisfymg one 
of the biggest prospects of the next 
generat on before it had even truly arrived, 
so Halo 2 is in danger of making all 
subsequent Xbox Live shooters obsolete 
also-rans, a redundant pursuit for all but the 
most capable or most heavily licensed of 
death match games. 

Before anything else, though, Unreal 
Championship 2 does have a relative ace up 
its sleeve: the inclusion of bots, for offl ine 
skirmishes. As Perfect Dark and Conker's Bad 

Fur Day showed, a lack of human opposition 
can be far from a bad thing, espeCially if 
you' re getting the whole screen to yourself. 
And Unreal Championship 2's bots seem to 
have the basic wits of a death match 
opponent down pat, as they take up useful 
sniping positions and use jump pads to 
launch themselves into death-from-above 
melee attacks. They' re not morons, at least, 
which elevates them above the unthinking 
headshot fodder that crops up in far too 
many combat games nowadays. 

There's plenty of variation in those bots, 
too, as the game features 14 different 
characters, wildly different in appearance, 
moderately different in stats and abilit ies, but 

Coveted adrenaline and ultra-damage boosters could 
still encourage a camping culture, but overall the game 
feels less about domination through aggressive greed 

The dedicated deathmatch stages - such as Deadbolt, Remnant and Praxis-
are rather compact in size, if not complexity. Far more expansive battlefields can 
be found via Capture The Flag mode, providing plenty of vantage for snipers 

all rendered in the kind of big-chested, 
camp-fantasy schlock that Unreal games 
seem to be able to get away with. Corny 
characters or not, they're impressively 
rendered, and give off an unmistakable glow 
in accordance with their team's colour. 

Both first- and thirdperson modes are 
available, and the switch between them is 
fast and non-jarring. Each has its own 
strengths and weaknesses, sure- thirdperson 
offers a greater view of the periphery, 
essential for performing high-speed melee 
ambushes without becoming clumsily 
disoriented, but leaves the player feeling less 
able to shoot so precisely and quickly at 
opponents with a lower or higher vantage 
point. Thanks to a sensible range of 
customisation options, though, the choice 
is up to you - you can configure your 



The Enforcer pistol duo is possibly the 
least enjoyable weapon to be found in the 
preview version of the game. Its primary 
fire mode is slow and seemingly worthless, 
while its secondary option needs to be 
charged up for too long to make it an 
effective option in a heated battle 

There's a storyline in singleplayer mode - heroic Anubis fights 
to reclaim his people's Rite of Ascension tournament from the 
omnipotent liandri Corporation - but it's unlikely that the 
campaign will leave the climes of the arena tournaments 

perspective to change to your preferred view 
upon picking up, or changing between, 
certain weapons. Target Adhesion, a device 
seemingly set to become a standard for 
conscientious shooters during 2005, is 
available. Also mentioned in this month's 
Pivotal feature (see p48), it's the option to 
have your aiming reticule slow somewhat 
when you trace it across an enemy- a subtle 
piece of design that Halo managed to 
incorporate without anyone actually noticing. 

Levels aren't littered with predefined 
weapon sets; the player has three slots that 
are decided before the match starts. One 
contains a standard failsafe weapon (the 
Enforcer pistols, for example), an explosive 
type (rocket launcher. flak cannon, etc) and 
energy type (sniper rifle, or the Stinger). 
These are activated by certain pickups in the 
levels, meaning that while your weapon 
choices are both crucial and limited, there's 
no demeaning dash at the start of each map 
to get the 'best' weapon, as with Halo 2, and 
nor is there such a feeling of powerlessness 
upon not managing to steal it first. Coveted 
super adrenaline and ultra-damage boosters 
could stil l encourage a camping culture, but 
overall the game feels less about domination 
through aggressive greed. 

Certain other power-ups are handled 
with a more balanced approach, too. Your 
adrenaline meter allows you to activate a 
number of temporary status effects; holding 
down a face button on the pad brings up a 
three-pronged menu, allowing the player to 
choose how to use their adrenal ine. Abilities 
include Nimble (giving you the capacity to 
perform comically high and long jumps} and 
Ethereal, an invisibility mode that conjures a 
nearby duplicate of the player as a useful 
distraction for enemy firepower. The 

levels are well detailed, and the game moves at a speedy pace 
with no signs of struggle or strain from its engine. Th~ garish 
futuristic settings make a welcome change from Halo 2's 
assortment of admittedly beautiful rock·rough textures 

adrenaline menu itself is initially a confusing 
and intrusive pop-up, but familiarity makes 
its use almost instant, and the widespread 
availabi lity of refills means that there are 
fewer valuable power-up hotspots to force 
battles into stuttering chokepoints as players 
clamber for the essential edge. 

This lack of distraction certainly adds to 
the game's feel of something more manic 
and less subtle than Halo 2. Bungie's 
deathmatching masterwork feels more 
measured and precise by comparison; it's 
only because of its seeming simplicity - pick 
up guns, and shoot others - and relative 
slowness that so much subtlety can be 
included, and detectably so. Unreal 
Championship 2, conversely, feels complex to 
begin with, but settles down into something 
less layered and more chaotic, through its 
quickness, double jumps, melee combos and 
the greater effort required to take an 
opponent down. Which is fine, of course. 
Such a game doesn't need to be as invisibly, 
endlessly fine-tuned as Halo 2, it just needs 
to feel really, really satisfying. If Unreal 
Championship 2 manages to make speedy 
sniping and double kills truly gratifying­
something that the extended playtime of a 
review will decide - then it could easily ~ 
find a welcome home on Live. ~ 

HYPE~ 

The roster of characters is 
varied In appearance, even 
if the three individual cast 
members -experienced 
formed an ID parade of 
Streets Of Rage-style 
clkhfi. Anubls Is an 
Egyptian everyman, a 
balance of stamina and 
agility whose voice samples 
and putdowns are as crass, 
blunt and American as 
everyone else's. Lauren 
sports some spinning and 
dashing melee blade attacks 
and nifty agility but can 
take little damage. Szalor 
is the Skaarj tank. the 
lumbering bullet cushion 
capable of striking hard if 
he can find someone slow 
or unwitting enough to 
attack. There will be 14 
distinct characters in the 
finished game, ~er. so 
there's hope for diversity 
beyond the fastl-ak. 
slow/strong, average/ 
average characteristics of 
ageing 20 beat 'em ups. 

like most of the game's collectibles, energy refills litter the maps, making moving in any direction as 
worthwhile as hovering around a spawn point. Rule-changing mutators are available to inhibit camping 
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FORMAT: PSP 
PUBliSHER: MAJESCO 

DEVELOPER: PLANET MOON 
ORIGIN: US 

RELEASE: AUTUMN (US), TBA (UK) 

Coloured auras differentiate between 
infected and innocents (right), but mistakes 
inariably happen with semi-automatic 
weapons. You could always rationalise a stray 
shot as being a fate better than falling prey 
to the corpulently bloated infected heavies 
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Infected 
The best video nasty never made is coming to PSP, as 
Planet Moon offers its take on the spirit of Christmas 

outbreak of a virus that induces insanity and 
cannibalism. it 's the latter that provides the 
worst-case scenario for Planet Moon's PSP 
shooter, arriving on the system with a 
double-barrelled bang and a bah humbug. 

"lt's the art and sense of fun that makes 
it a Planet Moon game. The characters are 
just obviously ours, even though it's a much 
grittier game than those we've done since 
MDK," says producer Aaron Loeb with 
regard to the real-world setting (it's 
testament to Planet Moon's unique back 
catalogue that a zombie apocalypse seems 
soberly realistic by comparison). "The tone's 
darker than Armed & Dangerous. but the 
premise will certainly appeal to our fans." 

The singleplayer heroine, NYPD cop 
S tevens, has the mixed blessing of a blood 
type that not only gives her immunity to the 
virus but also proves explosively volatile in 
contact with the infected. Outfitted with a 
'viral gun' that treats bullets with blood from 
her arm for ball istic transfusions, and a 
second more traditional firearm for extra 
stopping power, it falls to her to take back 
New York, one bloodbath at a time. 

Infected that erupt after being struck by viral shells can cause 
a chain reaction of gore that clears a whole mob, awarding a 
combo bonus and a brief pause to reflect on the humanity of 
men exploding over virgin snow before returning to the chaos 

Even before Infected had entered 
development proper, Planet Moon was 
referring to it as an 'ultra-fast-paced action 
game', a design tenet that's at the pounding 
heart of its Robotron: 2005 styling. "A 
ha ndheld game should be about instant 
gratification." Loeb reasons "The player 
should have a complete and satisfying 
experience in ten minutes, and that should 
be true on a fractal scale: every minute 
within those ten should also be complete 
and satisfying, not merely setting them up 
for a big finish." 

Away from the ravening crowds of 
singleplayer, Infected's multiplayer (both 
free-for-a ll and team deathmatch shootouts 
are on offer) uses the PSP's wireless 
connectivity to spread some viruses of 
its own. Defeat another player in wireless 
play and your deathmatch avatar will infect 
their game, running rampant in the 
singleplayer campaign; when that infected 
player triumphs in further multiplayer 
matches, your strain will continue to 
spread alongside theirs. 

Internet ranking will chart the inexorable 
progress of your virus across the country 
and, ultimately, the globe -assuming 
unsporting players don't administer the 
antidote of deleting their data files. it's an 
interesting mutation of the hi-score table, 
and if the concept of your game becoming 
a case study of multiplayer defeats sounds 
like sa lt in a festering wound, you'll at least 
have endless opportunity for shotgun and 
airstrike payback. 

One of the more exciting PSP prospects 
when it was just a name, Infected shows the 
huge potential of original titles built 
specifically for the machine: in the wait for 
the game's late-year release. we can only 
hope Planet Moon's understanding of ~ 
the medium proves catchy. ~ 



Shutoko Battle: Zone Of Control 
Not content with having squeezed miles of Tokyo 
highway on to console, Genki is pocket-sizing t hem 

W 
ith the PSP receiving both Taito's 
Densha De Go! train sim and this 
version of Genki's downtown racer, 

Japanese PSP owners will soon be able to 
while away their Tokyo commutes by vi rtually 
commuting around Tokyo. Ridge Racers' 
success at adapting to the new format will 
have come as some relief to Genki, though 
Shutoko Battle's development period has 
long overshot Racers' - no doubt due to the 
task of reworking the game's sprawling, 
streammg highways for the new hardware. 

They appear to have survived largely 
intact, with some trade-off in texture 
resolution, although the cars are as sharply 
modelled as the customisation aspect 
demands. Perhaps to fend off Need For 
Speed Underground's encroachment on to its 
turf, modding now includes under-car neons 
and more flamboyant paintwork; on the 
functional side of garage work, car tuning 
options maintain the series' usual standard. 

The core gameplay follows the Shutuko 
canon: you freely roam the midnight 
overpasses and expressways of Tokyo in 
search of rival drivers to challenge, at which 

point the Spirit Point gauges come into play. 
Points are lost for scratching walls, spinouts 
or direct collisions, and deplete faster when 
one driver pulls ahead, with the loser the first 
to run empty. New to the PSP version is a 
team battle mode, where you play as part of 
one of the Shutoko's gangs - multi-car duels 
alongside your allies determine your crew's 
expansion or contraction of territory. 

The wireless multi player possibilities are 
huge, but Genki has yet to confirm even 
one-on-one: coaxing both heavy data 
streaming and wireless multiplay from its 
PSP debut may perhaps be more of a ~ 
battle than the developer can handle. ~ 

FORMAT: PSP 
PUBLISHER: GENKI 
DEVELOPER: IN-HOUSE 
ORIGIN: JAPAN 
RELEASE: 2005 

Another Code: Futatsu No Kioku 
That subtitle is 'Dual Memories'- possibly to be switched in the west 
to 'Honey, I Faked Our Deaths While We Built A Brainwashing Device' 

Another mixes hand-drawn, realtime 30 and prerendered 
art to slightly off-killer effect, but it seems to fit, for the 
most part with the game's atmosphere. Its appearanc~ 
on the European OS schedule is a welcome surprise 

C 
atching early attention at the os· 
unveiling for the hand-drawn 
charisma of its heroine - who looks 

like Andy Warhol reincarnated as a young 
Tokyo hipster- Another has grown a more 
convoluted title in the lead up to its February 
release. The second adventure from the 
developer of Glass Rose, it appears the 
developer's style has found a better home on 
OS than with that PS2 outing. 

Snow-haired Ashley's scientist parents 
supposedly died during the course of their 
work on a secret project codenamed 
'Another', but her 14th birthday brings a 
package containing a dual-screened PDA and 
an invitation from her father to a remote 
island. Her foster parent has an 
accompanying revelation of her own: 
Ashley's father is alive, and has recently 
completed his work on the Another device. 

The player steps in as Ashley sets out for 
the island: an overhead view allows her to be 
moved either with the D-pad or the stylus. 
the la tter proving naturally smoother. The 
stylus is also used for point-and-click 
adventure duties, such as handling puzzle 

pieces or scratching dust from an inscription, 
and certain situations will require the use of 
the microphone or both screens in concert. 

Another's presentation is attractive, with 
its island setting recall ing /eo's summer ruin 
and the isolationist head-scratching of Myst, 
but it's the strength of the puzzles - and how 
often they reinterpret pointing and clicking 
with touching, blowing and every other 
activity the OS can elicit -that could elevate 
it from quaint oddity to a wake-up ea 11 for a 
sleeping genre. Perhaps all the point-and­
cl ick adventure needs to stay relevant ~ 
is to get out of the house more. ~ 

Shutoko's w~stern appeal (where it goes 
under the Tokyo Highway Racer nam~) is 
cult at best. but th~ city freewheeling can 
prove strangely mesmerising - perhaps a 
factor in EA's adoption of the conc~pt for 
its own Need For Speed Underground 2 

FORMAT: DS 
PUBLISHER: NINTENDO 
DEVELOPER: CING 
ORIGIN: JAPAN 
RELEASE: FEB 24 (JAPAN), TBC (UK) 
PREVIOUSlY IN: E143 

Is it still product plac~ment if it's your 
product being placed? Ashley's PDA, the 
DAS, has a familiar appearance- and 
the functionality's quite intuitive, too 
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fORMAT: PS2, XBOX 
PUBLISHER: VIVENDI 
DEVELOPER TRANJI 

ORIGIN: JAPAN 
REUEASE: Q2 2005 

PREVIOUSlY ~: E116, El40 

The other members of 
Kurenai's adoptive dan 
appear for covert meetings 
during play, and these are 
well voked and carefully 
animated - there's little 
sense of the Uncanny Valley 
in Kurenai and Zenso's 
interaction. lt's a promising 
indication that if the 
storyline ends, as it began, 
in tears, there's a good 
chance you'll actually care 
what happens to the cast. 

Red Ninja: End Of Honour 
it's a black sheep, too - a ninja game where heart and soul aren't 
just for punching out of chests and hoovering up after battles 

G 
1ven what you may already know 
about Red Nmja - the flashing of 
th1ghs, the slashing of throats- 1t 

may seem perverse that it has a heart as 
affectingly warm as its savagery is cold. it's 
still remarkably savage surpnse 1s usually 
mortal, thunderous arteria spray in place of 
exdamatJon marks, and that sinuous 
Tetsugen w1re so shock1ngly sw1ft that a 
sentry's decap1tated body takes an etern1ty to 
follow h1s head 1n a grisly twirl to the turf. 

String up a soldier by his feet and he's an easy, if vocal, 
target. Caught unawares by the neck, they can be hanged 
silently if you ke.p the wire taut against their struggles. 
Any extended wire move risks Kurenai being toppled 

But where much of the stealth genre is 
cloaked in distant greys and matte wash, 
Red Ninja is suffused woth autumnal colour, 
feeling alive onstead of an Immaculately 
presented still-life levels tell stories of 
d•stance a rod t•me, usong the1r sectioned 
consttuctoon to constantly (and confidently) 
introduce new elements - weaving in and 
out of structures and environments on the1r 
own wiretra1l, while peach and salmon 
sunrises deepen to the heavy blues of a 
build•ng storm and the 1nevotable downpour. 

And even w1th her murderous calling and 
the impropnety of a k1mono that could wm a 
Dead Or Alive pageant, Kurenai IS a votal, 
expressive lead. She's framed expertly in the 
subtly directed on -game cut-scenes, if a litt le 
less so by the game camera's continued 
struggles to keep up with her at full pelt. 
Some areas sens•bly pull back to a fixed 
angle for eas er navogauon, but in tight 
1ndoor confines the standard camera cramps 
Kurenai's style- seldom fatally, but enough 

Though Red Ninja's variation in environments and tone would be even more impressive if it was unbroken by load times 
between se<tion>, it still covers more ground in the course of a single level than some titles manage across several 

to d1sconnect both you and her from that 
aston1shing supernatural agility. 

At almost every step there's a new talent 
to add to her impressive repertoire: swap the 
Tetsugen's blade for a we1ghted attachment 
and enemoes can be tied to posts, strung 
from beams (though 1t's a little awkward to 
hne up jumps to rafters at the best of tomes, 
never mond on combat) or dragged to the1r 
deaths safely out of earshot. That proves 
vital, for if it seems that the wire is in danger 
of pulling the whole game off balance. the 
fool for its power is the overwhelming 
numbers that respond to a shouted alarm. 

As many as a dozen men-at-arms can JO•n 
the hum, with swordsmen enorc.ing Kurenai 
on the ground or toppling her from .edges 
w1th thrown knives, whole archers scan the 
rooftops from the back ranks. They're 
capable of putting up a determined sprint in 
pursuit, too, or alternately a flailing, 
desperate rout should you turn the t tde in 
Kurenai's favour - the Tetsugen can cut 
through morale as ably as ·t does bodoes. 

The weighted attachment doesn' t share the blade's cutting power. nor can tt dorectly damage a single 
target, but whirled around Kurenai's head it can hold off multiple attacker>, briefly blinding any struck 

The delay from Red Nmja's or g.na~ 
late-2004 release seems to be providing 1t, 
crucially, with the fone details to paint over all 
the ideas the developer had prevtously only 
sketched for it. The two hesitations in the 
confidence of tts gel"'re bending are the 
responsiveness of control and camera: ·f 
those conttnue to tmprove to the level of 1ts 
other storytellong asoects. it w1ll have ...., 
been more than worth the wait. ~ 

Designated swinging points can be targeted even while 
freefalling. a requirement In several vertiginous climbing 
sections. Holding a shoulder button allows Kurenai to 
stop swinging and reposition for vertical movement 
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There's a bruising roughness to combat typical of the 
de~loper's output. and it's obvious your enemits are as 
prepared to fight as dirty as you are. Some furniture and 
walls can be dtstroyed during combat. if only for effect 

Shinobido lmashime 
With Tenchu in foreign hands and female ninjas getting their 
own games, the original ninja house is back to settle scores 

A 
s has been carefully expla1ned 1n the 
introduction sequences of many 
Japanese titles over the generat1ons 

- whoever sa1d edutainment was dead' - the 
16th century was an era of nval n1n1a clans 
The 21st century, it seems, s an era of nval 
n1n1a game developers, as ev1denced by 
Tenchu creator Acquire's latest pro,ect 

After losing the Tenchu rights to 
Activision (which would later compound 
the 111 feeling by selling the outf1t. and new 
Tenchu developer K2, to From). Acqwe 
sw1tched tack to the Samuraido (Way Of The 
Samura1) series, ach1evmg ma1nland success 
but not the western appeal that Tenchu once 
enjoyed it's a senes of events that has led to 
Shinob1do. the developer's return to the ninja 

Close combat will feature both sword atta<:ks 
and martial arts. whereas ranged combat allows for 
instant·kill shuriken throws if performed accurately 

scene - and the lmashime portion can be 
translated as 'Warning', directed pomtedly at 
the pretenders to Acquire's genre 

This 'new-generation Tenchu'1s to benefit 
from Acqwe·s experience w1th the WOTS 
series, prom1s1ng both 1ts freedom of act1on 
and nuance of sword combat That freedom 
appears to mamfest itself as non-linear level 
structure w1th1n missions, ra ther than the 
branchmg story elements of WOTS- a 
shame. considering the appeal of a complete 
ninJa career simulator, but at least a 
conf1rmat1on of freeform skulkmg 

Skulking rema,ns your pnmary actiVIty, 
now abetted by wall-runn1ng and vertical 
hang moves to supplement the famd1ar 
access-all-areas grappling line: a rebu1lt 

The segmented environments offer huge possibilities for 
movement. at the cost of feeling like angular videogame 
levels- hopefully motion will give them an organk spark 

eng1ne should hopefully follow the action 
w1th a more housebroken camera than that 
of previous Tenchu (and WOTS) t itles. 
Though there will be ample opportunities to 
test the combat system in vicious duels, the 
enemy's group tactics, such as pinionmg your 
character for a d1stant archer to delrver an 
ignoble execut1on, encourage the predatory 
play style that thirdperson hunters excel at. 

Shinobido IS a Tenchu fan's wish 1st 
signed, sealed and delivered, right down to 
the inclus1on of a map editor, and yet that 
descriptiOn could be a critiCism as much as a 
pos1!1ve appra1sal. In its single-m1ndedness to 
ecl1pse a Six-year-old title, the danger IS that 
Acqwe rray have fa1led to account for the 
advances 1n stealth and 30 movement 
elsewhere that have relegated the game to 
history. And while 1t would be unfa~r to say 
that Shinob1do has a face only 1ts daimyo 
could love. the rough edges and muddy 
palette urfortunately g1ve the opposite 
1mpress1on of the developer's dedicat,on 
to rts project 

But it's experiencing the game in s,Jent, 
deadly motion that will dispel or conf~rm 
these doubts. The intent to beat Tenchu, not 
repeat 1t, IS a chance to shed the genre's 
accumulated baggage for an altogether 
more streamlined experience. That's a 
prospect that both ded cated fans and those 
who WIShed the senes had d1ed an 
honourable death a generation ago 
should f1nd Interesting. 

FORMAT: PS2 
PUBLISHER; SPIKE 
DEVELOPER ACQUIRE 
ORIGI~ JAPAN 
RElEASE 200i 
PREVIOUSlY lr. Et44 

Publisher Spike has 
announced that Shinobido 
will also be released on PSP. 
and it's likely that 
connectivity options will at 
the very least allow for 
maps created on the PS2 
version to be played on 
both. lt's the PSP that will 
be centre stage for Acquire 
and K2's ninja conflict. too, 
as the latter's current project 
is a PSP Tenchu for From 
Softw-. The daws are out. 

Acquire's character design is well· 
regarded. so it's ~ sh<lme only two 
ch<lracters h<lve been revealed so far: the 
protagonist Go and a female ninja. Their 
relationship appears somewhat volatile 
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FORMAT: PSP 
PUBLISHER: SCEJ 

DEVELOPER: IN -HOUSE 
ORIGIN: JAPAN 
REl EASE: 2005 

Each character's story mode features 
dialogue sections fully voiced by the 
animated series' actors. a coup for the 
game's fan appeal. No details of play 
modes beyond story and quick match 
were apparent, but it's still early days 

FORMAT: XBOX 
PUBLISHER: MICROSOFT 

DEVEl OPER: IN· HOUSE 
ORIGIN: US 

RElEASE: MARCH 
PREVIOUSLY IN: E138 

A<:l<;FlFr T • 

Forza sports 230 cars from 
more than 40 manufacturers, 
all of which can be tweaked 
and upgraded by players 
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Bleach 
PSP's inaugural 30 f ighter makes getting 
Bleach on your hands relatively painless 

measure of current manga sensation 
A Bleach's popularity is that even the 

usually stoic Sony has pounced on 
the licence- one of the rare occas1ons that it 
has muscled in on a bidding war for an 
animated franchise (another being the more 
style-fitting Ghost In The Shell). 

The tale of a high-school student 
balancing the trials of adolescent life with 
moonlighting as a sword-wielding hunter 
of restless spirits, Bleach is naturally suited 
to an action game rewrite. But only the P$2 
version is taking that direct approach, with 
the PSP's game instead appearing as a 3D 
fighter. The early version on show at 
December's Jump Festa was a promising 
indication of the PSP's 3D fighting chops, 
although the gameplay was obviously 
oriented towards more casual, less 
arcade-stick-hardened fingertips. 

Most actions are one-button based and 
combos are simple to perform, w1th face 
buttons for attacks, jumps and character­
specific special moves. and a styl ish orbitmg 
dash/dodge on the left shoulder button. it's 
possible the fightmg system may have deeper 

Bleach's fights look to be friendly spats rather than 
(im)mortal combat: Rukia and lchigo are both spirit-hunting 
Soul Society members in the official storyline. Six cast 
members were briefly playable in the Jump Festa demo -
it was unclear if this constitutes the game's entire roster 

layers yet to be implemented - the gauge at 
the top of the screen was left unexplamed, 
for instance - but more likely Bleach is 
intended for an aud1ence chiefly interested in 
whether their favourite cast member can 
take on allcomers, not flexing their 
tournament-hustling skills. 

However, it's a smooth-playing, attractive 
title even in its unfinished state, suggesting 

Forza Motorsport 
Powering stubbornly towards an uncertain destination, Microsoft's 
budding Gran Turismo kil ler seems to be losing its grip on reality 

T 
here are few extremities of character 
to rival Jeremy Clarkson as he 
commands a powerful motor ca r. He 

guns the growling engine, wind battling 
through his curly mop as he nestles the 
highway code between his backside and the 
real leather upholstery. His hand maintains an 
iron grip on the gears in case, if the worst 
happens, he has to break his diatribe to 
camera and drop below the proverbial top 

gear. But suddenly he blinks and the car is 
gone, supplanted by a vibrating wheel and a 
widescreen depiction of a dreary Silverstone. 
The enthusiasm wanes and Clarkson curls his 
lips round a word starting with 'F' . Only this 
word has five letters. 

The lingering issue with Forza Motorsport 
is that, unlike an F355 Challenge or Gran 
Turismo, it offers no consolation for fall ing 
short of reality. The hook, apparently, is that 
technical accomplishment will surpass such 
requirements. That lofty ambition, though, 
has pushed the bar beyond what Team Forza 
and. frankly, the Xbox seem able to achieve. 
Rather than fundmg something excitingly 
real, the overtly technical approach hampers 
the visual package and, at 30fps, the much­
needed sense of precision. This month's GTR 
proves. to a degree. that brutally accurate 
racing can be a surprisingly inclusive 
experience when interpreted correctly; Forza, 
in comparison, looks to entice few beyond 
the undemanding enthusiast. 

This isn't to say that the final build won't 
still find an audience. Handling purists will 
find cheer in the internally accurate scores of 

the completed art1cle cou Id prove more than 
a novelty interest for a western audience 
unexposed (and possibly immune) to Bleach 
fever. If nothing else, the slickness of its 
production may catch the attention of other 
beat 'em up developers - as evidenced by 
the tantalising inclusion of Rival Schools in a 
recent Capcom audience survey for 
future PSP development. 

Tracks in Forza are mathematically precise, boasting 
geography that is supremely authentic. Sadly, hardware 
limitations seem to have collided with the ambition 

breakable, pedantically modeled cars. Online 
play promises to surpass that of Project 
Gotham 2 with car clubs and an elaborate 
career mode. Somewhere, in the zone of 
auto-fetish and beneath-the-hood minutiae, 
Forza will likely find at least part of the ~ 
committed audience it's yearning for. ~ 



Champions: Return To Arms 
Champions' return is good news for dungeon crawlers, but bad 
news for barrels and crates throughout the Planes of Power 

L 
ast year's Champ1ons Of Norrath 
was an enJoyably beefy arcade RPG. 
but one wrth unsrghtly flaws rn rts 

otherwise flashy armour. 1nclud1ng an 
.;nre rable onllne mode that felt very much 
~e the hasty addrtron that rt had been, and 

an overloaded dual-layer DVD format prone 
to read errors on all but the most tndustnal­
aser-strength PS2 dnves 

Return To Arms addresses both those 
•ssues m its efforts to coax Champ1ons' 
champions out of retirement. along w1th 
several tweaks to the game 1tself (but none 
severe enough to overcomphcate the 
soothrngly rhythmrc hack1ng and slash1ng) 
As before. up to four players can adventure 
cooperatively, importing therr characters from 
Champions or startrng afresh Those who 
sneer at cooperation are able to duel other 

set of armour. The female characters', 
naturally, follow the high fantasy rule of 
showing an amount of skin inversely 
proportional to their protective value 

players n a separate play mode. an •nclus1on 
no doubt at the behest of the bloodsport­
hungry on line crowd. 

The storyline. slight as rt may be, can now 
be exper•enced from either good or ev1l's 
perspectiVe, depending on your reactron to 
an overt recrUitment drive from evtlrn the 
ftrst level. Perhaps as a warn,ng that there 
are no free lunches on the dark side, the first 
evil-path boss frght is astronomically tough. 
although the virtuous fare only slightly better 
- one aspect that doesn't appear to have 
changed is Snowblind's misjudgement of 
boss difficulty. 

Erther alignment involves a tour of 
EverQuest's various planes of existence. wrth 
occasronal stops on the mainland of Norrath. 
and finds Champions' still-crisp tilesets 
reused alongside some new designs. Both 
old and new vrsuals benefrt from hand­
arranged levels in place of the orrginal's 
random generatron, offsetting the loss of 
replay novelty with more characterful 

The lazy afternoon sunlight of the Plane Of Innovation's 
scrapyards (top) is an attractive early indic.ltion of the 
new artwot1\. but careful level design rescue< the old 
tilesets from feeling particularly bland in comparison 

locat1ons and encounter paong After 
completrng each story section it's poss1ble 
to rev1s1t the area and attempt a medal 
challenge, rang.ng from tmpromptu boss 
duels to t1med sect1ons: success unlocks an 
extra dungeon to plumb for items. Naturally, 
RTA features an army's worth of new 
equ1pment. and 1tem drops are now more 
sensrbly skewed to character levels, a 
welcome change after Champions· tendency 
to saddle startrng players with 20th-level 
equ1pment and veterans w1th leather sandals. 

While early enemies are st1ll gnst for 
windmlll>ng swords, stronger foes use 
guard-break1ng and knockdown moves 
with enough regularity to reduce the 
effectiveness of smgle-button strategies. it's 
rn the chaos of ambushes or assaults on 
entrenched posit1ons that RTA's combat is at 
rts best. but there are strlllengthy pornt-and­
slay lulls when enemres have ne1ther the 
numbers nor aggress1on to suMVe beyond 
appearrng on screen. 

But Champtons was never realty 
concerned wrth any depth of battle strategy 
beyond CHARGE or RUN. and sweep1ng 
through battlefields on a tide of slain 
enemies and Incompatible rtems can strll 
provide an uncomplicated. empowenng 
evening's play. These may be arms with 
a little less lustre the second trme 
around, but 1t's still a welcome return. 

FORMAT; PS2 
PUBLISHER. UBISOFT 
DEVELOPER. SNOWBLIND STUDIOS 
ORIGIN; US 
RELEASE NOW (US). 25 MARCH (UK) 
PREVIOUSLY IN EllS, E146 

An alternate Arena play 
mode strips back the pesky 
RPG elements for a last­
man-standing brawl119alnst 
waves of enemies, with just 
enough time to assign your 
accelerated level-up points 
before the next crashes In. 
lt's fast and fun, although 
enemies rapidly become too 
difficult to handle solo; the 
player-vs-player option Is 
also a little arbitrary, given 
RTA's combat mechanics. 

Every section seems to bring a new 
objective. although they're all 
neccessarily variations on a theme of 
locate and destroy. 11 remains to be seen 
how divergently the alignment paths will 
play ou~ or whether it's just a case of 
switching who needs killing or rescuing 
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FORMAT PSl 
PUBLISHER CAPCOM 

DEVELOPER: IN·HOUS£ 
ORIGIN JAPAN 

RELEASE MARCH 25 
PREVIOUSLY IN £138, £1U 

Dante's performance Is 
rated by a typical combo 
system of exam grades, 
ranging from 0 to s. but 
involves more than just 
chaining hits together In a 
short space of time. it's all 
about style through skill, 
requiring a variety of 
attacks and techniques to 
be linked together; 
repeating yourself with the 
same combat sequence over 
and over will cause your 
rating to plummet. meaning 
that the replay of past 
missions - at any point in 
the game - and getting cosy 
with weapon-swapping is 
essential for a healthy Devil 
Hunter rank. Statues (like 
the one shown above) hold 
several flames, whkh can 
be extinguished through 
the application of certain 
skills, in return for a reward. 

Devil May Cry 3 
lt 's t hird t ime plucky for a younger, fresher Dant e, 
as t he devil makes even more play for idle hands 

evil May Cry 2 wasn't bad, of 0 course. ot was JUst misdirected. 
And deliberately so, with producer 

Tsuyoshi Tanaka hooong to find a wider 
audience for Dante's mesmensing rock-opera 
of sword swopes, unhmoted-ammo gunplay 
and explosive acrobatocs. You can draw your 
own conclusoons as to its success in that 
regard - Devil May Cry 3 isn't just a return to 
the twitchy challenge and foery entertainment 
of the forst game, but a return of a dofferent 

There's some camera control handed 
to the player during certain sections 
of the game, but it's not as welcome 
as you may think. Being used to having 
the game itself direct the camera angles 
with you as the star, it's easy to forget 
that the option is even there at all 

kond, re-runnong Dante's salad days as a 
demon hunter 

1t's as fone a reason as any for the 
franchose to head onto camp Carry On 
Combat terrotory surfong on prone enemy 
bodoes, sponnong around a showgorl's pole on 
a beautoful noghtclub, f oghts of the kond of 
speed and ontensoty that make Prince Of 
Pers1a's recent sequel seem rendered entorely 
in sandy slow-mo The tremendous CGI 
sequences don't JUSt show off some 
ompressove directoon and rendenng, but also 
just how close to the cheesy bone Dante's 
doalogue os wolling to shave. But ot's all in the 
name of slick, unabashed fun, of a fighting 
system so vogorous, flamboyant and smooth 
that it can remaon completely empowenng 
despite the lack of true camera control. 

Weapon switchong allows the player to 
cycle through their equipped blades and 
guns onstantly, even mod·combo, making for 
some staggering shows of Juggling and 
sharpshootong. Of Dante's styles (whoch take 

Surprisingly early in the game, Dante 
is handed another melee weapon -
a set of flails. A reliably showy 
videogame device, they tum the 
protagonist's already-nimble attacks 
into an even livelier whirl of icy 
somersaults and bone-cracking lashes 

The first boss will potentially, in true Devil May Ciy style. 
be a harsh rite of passage for newcomers. Oyong three 
times will result in the player being given the option of 
taking Capcom's standard, and very nearly insulting. 
severance cheque: the Easy difficulty setting 

a sognificant investment of tome to upgrade), 
Gunslinger os the most mstantly rewarding, 
allowing Dante to throw down a whorling 
rainstorm of bullets from the air or- with a 
shotgun - snap shots off in every directoon at 
once in a blazing display known as Fi reworks. 
Sword Master and Trickster are the most 
obvious in practice, blessing Dante woth 
increased blade and dodge/wall run skills 
respectively. lt's Royal Guard, however, that 
feels like a true departure, givong Dante a 
block and -with toming - the power to 
reverse the energy of enemy attacks back at 
them. it's this that will provide the freshest 
edge of combat for seasoned devil cners, 
but just how ,I'll hold up the onferno of the 
more intense battles is yet to be seen. 

The game opens Wlth a handful of 
supremely short and focused moss ons, set on 
small areas, that allow players to ease 
themselves into Dante's spectacularly 
energetic groove before beong goven the 
freedom to roam and explore more expansove 
environs. And it also opens woth a sense of 
indelible 'reshness, of a game goven the kmd 
of sizzling and uninhibited rebirth that the 
franchise has been deserving of sonce ots 
inception some four years ago. Even of ot 
doesn't expand the fan base, it's 
certainly looking to ennch it. 



Huge brackets form makeshift walls of death 
for players to spetd around. There's plenty of 
choice when it comes to camera position, but 
firstperson view often makes for terrifying­
and disorienting - sights at top spetd 

Trackmania: Sunrise 
Stimulation, not simulation, as a whole new 
day dawns on Nadeo's pseudo-Scalectrix 

F 
or a game that def1antly refused 
to get involved m the continual 
(and somet•mes jading) techn•cal 

envelope-push•ng of PC gam•ng, it's maybe 
a little troubling to see that Trackmama's 
welcome follow-up looks a whole generation 
ahead of the original. Gone are the d1nky 
Matchbox cars, and in the•r places are what 
look like veh1cles, not toys· racmg mach1nes 
w1th the weight and detail of a more 
down-to-earth driv•ng game The simphst•c. 
narrow tracks have been fattened mto 
someth1ng far w1der, and enwonments 
appear more complex and busy with 
penpheral detail Indeed, the open1ng 

pan as the camera shoes across the 
sun-blessed f1rst-race challenge level 
wouldn't feel out of place n Project 
Gotham Racmg 2. 

But, actually, there's httle cause for 
concern. If PC games really are just flashier 
refmements of the same old genres. then 
Trackmania Sunnse rs defln1tely a PC game. 
lt st1ll retains the elegant d1g1tal control 
system - played with the arrow keys, or a 
pad - but manages to give 1ts vehicles a 
surpnsmg sensation of heft and acce erauon 
Without any compromise. And the tracks, 
desp1te the makeover, appear to reta1n their 
outrageous nature, feehng like automot1ve 

There's a far great~ stnse of scale, thanks as much to the generous width of the roads as the increase in visual scope. The 
titular sunrise itself. along with the pleasant water effects. is a fetching sight compartd to the lo-fi appeal of the original 

A cutaway camera accompanies massive jump~ but 
doesn' t intrude any. Turbo-boost chevrons are often 
in place to give players a last-minute shove when 
approaching some particularly cavernous leaps 

fa1rground ndes w1th the safety barriers 
removed The roads snake, twist and buckle, 
offermg turbo boosts and right-angled 
bends. and that extra w1dth and scale on 
offer 1s as welcome as the 1ncreased sense of 
contact with terra f~rma. 

Along w1th the original Trackmania's race 
and puzzle modes, Sunrise takes the game 
into 1ts natural d1rect•on of progress1on. 
platform mode. This points the game 1nto 
Super Monkey Ball territory. requiring the 
completion of a d•zzying assault course With 
as few track resets as poss•ble lt's an 
excellent idea, but does seem limited at 
this early stage by the lack of ab1lity to 
twist and angle your car in m•d-air. lt's not 
as 1f realism 1s anywhere on the agenda. and 
you can brake or acce er ate while not in 
contact with the ground, so why not a 
Burnout 3-style aftertouch capability? 
Numerous sect1ons of the platform mode 
reqwe your car to leave a flat. mverted 
ramp while upside down, and somehow 
not end up stranded on •ts roof - mid-a•r 
control of the veh1cle would solve this. 
and really open up the possibilities for 
creative stunt play. 

Otherwise, though, it's hard to fault 
Sunrise, even at th•s early stage, as 1t seems 
nght on course to keep Trackmania's 
accessible, add1ctive philosophy of speedy. 
haphazard, larger-than-life driv1ng fun ~ 
prec•sely on track ~ 

FORMA!: PC 
PU8USHER DIGITAL JESTERS 
DEVELOPER: NAOEO 
ORIGIN: FRANCE 
RELEASE: MARCH 4 
PREVIOUSLY IN E139 

A strong feature of the 
original was Its track editor 
mode, a boon considering 
the hobby-kit nature of the 
courses. Sunriul's editor is 
similarly flexible, with extra 
course pieces available for 
unlocking with points 
earned from besting 
challenges. As a multiplayer 
experience, a smooth rac:ing 
encounter is promised for 
those on 56K connections, 
with competitors' car5 
passing through one 
another to avoid the 
prospect of collisions. A 
pool of uploaded user-made 
courses gave the original 
Traclcmania appealing 
longevity for enthusiastic 
sharers. and we see no 
reason for Sunrise not to 
engender the same sense 
of community. 
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FORMAT: PC, PS2, XBOX 
PUBLISHER: HIP INTERACTIVE 

DEVELOPER: BLUES2 
ORIGIN: UK 

RELEASE: MARCH 
PREVIOUSLY IN: E139, E140 

Stolen handles corner-hugging with 
considerable grace: a buttonpress slides 
Anya around the edge without breaking 
cover, and in narrow hallways it's 
pos.sible to launch f rom a wall-press to 
one on the other side in a single action 
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Stolen 
Safes are light work, but Stolen may not be ab le to crack 
the matter of convincingly tying all its elements together 

s any fan of heist movies knows, 
the best-laid plans and the actual 
execution are worlds apart. 

Unfortunately, that's an aspect that the 
preview build of Stolen demonstrates too 
well. The game's hook - to instil a sense of 
motion and urgency into a genre choked 
by inaction - is as alluring as when we first 
saw it six months ago, but so too IS the 
sensation that more time and focus is needed 
to deliver on it. 

Perhaps the biggest issue is that Stolen 
only wants to let you be an athlete when the 
game dictates it. Physical puzzle sections call 
for heroine Anya to leap, vault and spnng 
like an Olympic performer, but in areas not 
specifically traced out with context-sensitive 

triggers she's as landlocked as any Snake. 
Important traverse points are marked with a 
reassuring glow, but this only serves to 
heighten the disappointment that so much 
of each area's structure is out of bounds. 

it's never more noticeable than when 
fleeing alerted guards: the fantasy is to 
bound up a wall and leap for the rafters, but 
the reality is usually an ungainly scrabble 
against a defiantly unclimbable surface 
Dishearteningly, it turns a game that wasn't 
supposed to be about hiding in shadows and 
waiting for guards to pass into exactly that, 
with confrontations often too fatally clumsy 
to recover from. 

At this stage of development, it may be 
too late to reconcile Stolen's split personality, 
other than in the occasional sections in 
which Anya can highwire-walk above guards 
napping at their security desks or make leaps 
of fatth between prison walkways rather 
than face questing torch beams. As a stealth 
game alone the overfamiliarity drowns out 
the unique touches; as a contortionist 
platformer alone the context sensitivity gives 
the benefit of strict, Shenmue QTE-Iike 
definition, but at the cost of improvisat ion. 

While guards aren't particularly resourceful or 
determined in their searches, you'll learn to fear the 
sweep of their flashlights. Even when not act ively 
searching for Any a, a guard may idly f lick a beam down 
the corridor, prompting an urgent duck-and-roll to safety 

Even so, Stolen isn't an entirely lost cause. 
just one suffering from misplaced purpose. 
Its imagery remains striking, those blindingly 
bright or wanly muted sodium hues render a 
pulp graphic novel world without resort ing 
to eel-shading. Each level's entry periods are 
well-paced, teasingly swelling and fading 
tension from room to room. And the premise 
alone - in a genre dominated by Boy's Own 
gunslingers (Thiefs steampunk profiteering 
aside)- is still more endearing than breaking 
and entering with murder in mind. 

it's a plan that could still come together in 
that last-minute second wind equally beloved 
of heist movies. If Stolen might not quite pull 
off an Ocean's Eleven, there are good ideas 
here that deserve better than to end in ~ 
a self-destructive Tarantino bloodbath. ~ 

it's sensible that a museum lab room (left) should offer fewer acrobatic triggers than 
a disused drainage shaft (right), but a little more artistic licence would be welcome 











TOY SOLDIERS 
Pivotal Games' Conflict series has become a successful war franchise without resorting to exploitation, 
representing the art of war as more than just morbid spectacle. We join the Bath-based developer to 
look both back and forward at Conflicts past and future, and find out if anything is about to change 
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Before anyth1ng else, though, a 
flashback. Conflict: Vietnam, the th1rd 
and most recently released game, was 
the first to rece1ve some truly harsh 
and notiCeable criticism at review 
stage. "Conflict: Vietnam was 
d1fferent from the others, ·• says 
Jim Bambra, managing d1rector of 
P1votal Games. "Because of the rature 
of the war, we went for a more 
claustrophobiC feel. There were 
missions where the player was cut off, 
and every VC in a two-mile radius was 

open and people liked that wide, 
expansrve stuff lt's this claustrophObia 
that has caused the adverse react1ons 
among the press We found that it 
was those who played Conflict: Desert 
Storm I and 11 that had the most 
problems; if Vietnam was the1r first, 
they didn't m1ss that freedom." 

The problems were cla1med to go 
deeper than JUSt fear of change, 
though As we said n our 5/1 0 review 
of Conflict Vietnam: 'While your 
soldiers follow orders qu1ckly and 
efficiently, they seem unable to take 

creep1ng up on them Some of the EREt-'1' 
AS 0\FF 

1'· V\E1'1"AM ~ wEt-'1' F~R 
••cottFL\C E "oTHERS· ~oa\C FEEl: 
FROM \H AusTROP 
A MORE C\.. 

complaints we received regarded the 
player be1ng attacked from an area 
that they'd already cleared 
Reai1St1Cally, your helicopter had gone 
down, the VCs were clos1ng 1n, and 
the idea was to use this to push you 
forward. Some people didn't like that. 
They wanted all their enem1es up in 
front But our attitude is that this 1s a 
squad-based game, and so you can 
afford to have one guy hang back and 
cover the group. If you played 1t l1ke 
that. then 1t wasn't a problem. The 
Desert Storm games were set in the 

down any enemy 1n the middle 
distance without spending an entire 
cl p .. . they seem unable to fort1fy any 
posit1on smglehandedly.' 

Clanf1cation is offered by 
Alex Mclean, PIVotal's direaor of 
tecnnology: "We found that what 
used to happen qu1te often is that 
you'd leave a sold1er to cover an area, 
and they would hear something that 
would cause them to turn the other 
way." Continues Bambra: "I think 
with Vietn~. unt1l your guys 
upgraded to a certain level of 
experience, they weren't that useful 
and cool under f~re . They would just 



tend to spray the undergrowth, whtch 
aga1n was a Vietnam phenomenon. 
Once tney were better, they wouldn't 
waste anythtng • 

"Regardtng the Vietnam reviews," 
says McLean, "we obviously don't like 
those that don't rate the game. We 
ktl ourselves to make our games, we 
work an average of 60 hours a week 
all the time. No one's bttter about it, 
but what we do 1s take it on the chtn, 
rack up al the cnbosms that we 
consider to be credible, those that 
occur consistently across platforms 
and across revtewers, and put them 
nght at the top of our ltst, even rf t 
goes aga1nst the way th1ngs we've 
done in the past." 

Bambra "A couple of reviewers 
have stated that they just dtdn't like 
the Vietnam war, and so want noth1ng 
to do with 1t. We even 

had one rev•ewer critiCising the game 
because he'd left hts three teammates 
at the begmmng of the level and so 
found tt really hard, when he 
obviously just hadn't issued the 
'follow me' command That's like 
not taktng the handbrake off 1n a 
driv1ng game. " Mclean: " it's pot 
luck, isn't it? We do occasionally 
recogntse elements of a rev,ew that, 
with the greatest of respect, don't 
merit our attention 

"Time lets you cons1der things 
more objectively, too When we've 
JUst flntshed a game IS not the ume to 
ask us what we thtnk of reviews and 
reviewers- we'll fuckmg kill them! 
We're so angry because we've not 
seen our family or fnends for so long. 
Someone makes a fltppant comment 
towards the game, and you're only 
human -you can't consider 1t 
object1vely But, grven time, two or 
three months, gtve the cntiosm the 
attent•on 11 deserves. and you'll think, 

ou at tht base 
01 detects~ ,enade 

\n a duster- I an \ntomin9 9 
ts ~our team t\tl aM•d o 

11 me enelf\~ spO be read'/ to sa 
ol astairv<•ll-

'Ah, they're bloody nght' And that's 
what we've done with Conflict: Global 
Terror - we've made a hit list of all the 
thtngs we've recognised as fathngs." 

One mission in Global Terror 
sees your team performing an 
mformation-gathenng operat•on in a 
sann gas plant 1n South Korea lt's 
obv1ous - and necessary- with m 
seconds that the Conflict squad is 
back into its ught, professional 
groove. Laser soghts fltcker across the 
exterior of the building as your team 
tracks targets and neutralises them, 
whtle you take a stngle sold er up 
shghtly ahead to fort1fy another vital 
area, giving your whole team 
breathing space to push on. it's 
tangible teamwork, the htghhght of 
the Desert Storm games, except 
reftned and more intense. Thts gas 
factory bhtz doesn't just rem force an 
old feeling, but also creates a new 
sensation: he•ght. The complex tself 
feels like a truly 30 locatton, w1th sets 
of statrs, mezzanine floors, walkways, 
ladders and plenty of furniture. 
Crossfires and vantage poonts w1ll 
need to take on a whole new 
dimension in order to cope wtth all 
manner of angles of threat. 

"One of the b1ggest tmprovements 
in Global Terror," says Mclean, "has 
been the AI, predominantly for 
enem1es but also for your team -
stopping them from behavong tn a 
daft way, and in a way that was 
expected." And enemy troops aren't 
hesitant about makmg a show of thetr 
new-found bratnpower, to the po•nt 
of ustng rad1al cover beh1nd trees and 
pillars to evade the player. The 
exaggerated auto-aiming function of 
old - where your character would flick 
the•r a1m to an onscreen enemy wtthm 
a generous range - has gone. The 
cont1nual stream of spawning enem1es 
at certain po1nts ("The conga of 
death" says Bambra), whtch turned 
the game 1nto a straigh tforward 
duckshoot at certain points. has been 
curtailed somewhat. Enemoes can now 
memonse threatening hotspots, 
becoming aware of certain 
chokepoints where thetr allies have 
been mown down, and attempt to 
f1nd alternate routes. Sttll, that doesn't 
mean they can't be pressured into 
taking a pratfall; landing a grenade 
near an enemy wtll cause theM to 
vault over nearby ratls and bamsters, 
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regardless of how steep or comically 
SUICida the resulting drop. 

The search to make the gunplay 
more worthwhile and less throwaway 
has led P1votal to studiously observe a 
number of games, from paymg careful 
attention to Halo's subtly supportive 
reticule, and the way 1t slows JUSt so 
when hovered over an enemy, to 
stopwatch tim1ng the speed at which 
characters can spm 1n games l1ke 
SOCOM and Ghost Recon The 
consequence of such fme-tun•ng osn't 
ommed1ately eVIdent on Prvotal's 
demonstration, but there are more 
obv1ous tweaks vis1ble. Characters can 
lean around corners and shoot­
hardly a groundbreaking opt1on, but 
its use dunng combat makes 1t a 
fundamental new addition. Plus, 
characters can now vault objects, such 
as boxes and handrails, JUSt by 
pressing up agamst them. 

Another flashback: this t•me 
ast year, the Vietnam war was a 
golden goose, the he1r apparent to a 
glut of war t1tles that turned game 
shop shelves into gallenes of gurn1ng 
men with guns. A year on, the battle 
has turned somewhat into a paper 
tiger, respons1ble for a pile of mostly 

average outJngs - a confhct that the 
west, and its ample videogame war 
chest has managed to lose. Is there 
somethmg about Vietnam that makes 
it fundamentally tricky to capture 1n 
an entertaming videogame? 

Bambra: "You could just see that, 
around the world, everyone was 
having the same meetings that we 
had about Vietnam m a scarify s1m1lar 
t•me frame. I th•nk it's a fa1rly d•ff•cult 
thing to do. Story-w1se, we handled 
Vietnam very well, and we d1dn't 
concentrate on the nghts and wrongs 
of the war - sh1t happens, we sa1d, 
and 1t happens to you. You've JUSt 
got to survive and get back to base, 
which gives us a classic story of 
exploration and survival, which 
worked well. I think some of the other 
Vietnam games tackled a few issues 
that we didn't cover because we 
d1dn't want to. Although we like 
domg wargames, we don't hke 
glonfymg war as such. War IS good. 
dramatiC s1tuanons. problems to be 
solved - when you get •nto darker 
areas, 1t's not enterta,nment. • 

"That's the problem," cont1nues 
Mclean. "There's a certam amount of 

romantiosm that ex•sts around WWII. 
The Vietnam war, because of the 
political s1tuat1on and the anger felt by 
all those mvolved, is cons1dered a 
darker war, and a v1deogame seems 
almost like a flippant realisation of 11, 
that seems somehow in bad taste 
compared to a game of WWII. I don't 
know why that should be - both my 
granddads were k1lled 1n WWII -but 
nevertheless it now seems almost 
impossible to do a game that's goong 
to be particularly revered regardmg 
the Vietnam war ... 

As Bambra says: ·we don't like 
glorifying war." Which IS a fa•r 
assessment of the even-handed 
Conflict: Desert Storm duo and their 
lack of tub-thumping. Confltct: Global 
Terror, however, has a title that feels 
like a provocative buzzword -as 1f 
George Bush made videogames - as 
much as an encapsulatiOn of a 
conflict. Will there be an uproar? 

Mclean: "Do you th1nk that's 
l1ke1y1 Do you not thonk that the 
v1deogame-nasty th1ng has been 
shelved? The papers have had another 
go JUSt recently, and now they're 
bored for another year or so. We're 
deliberately not gomg after 
governments or nat1onaht1es in C:GT. 
We're going after groups of 
individuals who are- hopefully 
unequivocally - up to no good We're 
not having a go at a real-world 

government body, or a partocular race 
or nat•onahty If we do court any 
controversy, 1t's likely to be triggered 
by some other event, generally 
somethmg local or provinCial, that 
goads and ba1ts the tabloids into a call 
to action. From there 1t all escalates. a 
target is found and it'll be held aloft 
as being responsible." 

Bambra: "Whether we like 1t or 
not, terrorism's been around for a 
long t1me lt •s a fact of life, and I 
think we've tackled rt rn a good way. 
We've just sard that there are people 
out there usrng terronsm for therr own 
ends. We start w1th narco-terronsts in 
Columb1a that are extractrng coca• ne 
and suppressmg the population. We 
don't really deal wrth the nghts and 
wrongs, we just shut them down." 

ConfliCt: Global Terror's focus feels 
fractured compared to the thematic 
focus of Confltcts Desert Storm and 
Vietnam, and 1t's the f~rst in the senes 
based purely on plausible scenarios 
without bemg restricted to defm1te 
events. Explains Mclean "Partly, we 
wanted the ongrnal Desert Storm 
characters back, whiCh means a 
contemporary sett1ng And so the 
obvious route is the richness of doing 
it all in the current world." This new 
squad, desprte featuring the names 
and likenesses of the Bnts that made 
up the SAS portron of the Desert 
Storm games, are now Amencan. Wrll 
th1s upset those people who enjoyed 
those Fable-style reg1onal accents. and 
the rehef rt prOV1ded from the 
prevalent US twang of western 
videogames? "Yes,· says Mclean. "I 
loved the fact that we rncluded Bntish 
voces before, it made me very proud, 



and I thought it was something that 
really set the game apart. " Bambra 
adds: " In the UK, yes, 1t w1ll cause 
some upset. But we're 1n a global 
market, and unfortunately it makes it 
easier for us to sell 1t to the Americans 
mstead of the Brits. George Bush may 

wargame w1th modern, hi-te<h 
equipment, and that was the Gulf 
war, a sett1ng with stealth bombers 
and laser des1gnators." Mcl ean: 
"Personally, I don't hke the idea of us 
tackling ai-Qa'ida, as there 1sn't any 
need to. We can realise a game as 
well as we want and need to, without 

change that in time, however." AC'TERS AS 

t\1' oUR cHA61' pe,OPL; 
··~e,.pRE;e.S 'THE'i sHOae. \(\LLEO· 
soL\O ~~e. ,,.~s \(\LL oR 
a e. CA ever having to touch that. And If we 

Was Pivotal ever tempted to go 
~or that current pantom•me v1Jiam of 
cho1ce, ai-Qa'ida? "Not really. We 
KICked around a few JOkey 1deas, like 
go•ng for Bill Qa'ida instead," says 
Bambra "I thmk that Situation has to 
play out in reahty first. We d•d 
seriously consider doing Afghan•stan. 
But with Desert Storm, we started 
development ten years after the actual 
event. We couldn't have ant1cipated 
the controversy and the immment 
events in the east. We wanted a 

can do 1t without courting 
sensai!Onal•sm. 1'd damned well 
prefer to do that. • 

"There's always that danger, • 
offers Bambra. "You can't predict tt>e 
media, they're always look1ng for a 
story V•deogames always make the 
odd story, as journalists look for 
angles GTA. Vice City skirts much 
closer to the dark side than we do. 
We present our characters as solid, 
dependable special forces guys doing 
the If JOb. They shoot people because 
it 's ki ll or be killed " 

America's Ten Most Wanted, a 
cheap and trashy cash-•n on the 
terronsm theme us1ng the FBI'S top ten 
cnminals-at-large as the ult1mate boss 
characters, used recogn1sed faces s~.;ch 
as Saddam Husse1n and Osama B1n 
Laden as a shock tact c for selhng a 
poor videogame. Were s1milar themes 
ever mooted? "That was never a 
temptat1on for us," says Bambra. 
"Our games are enterta1nment. I'd like 
them to be assessed on what they are. 
We take a cred1ble real-world setting 
and make a game out of 1t Like 
people have done for hundreds of 
years w1th novels, and, to a shorter 
extent, movies. ·• Mclean: " I'm not 
sure you'll get a bunch of genuinely 
talented people who would want to 
be involved with something like that. 
You can't be happy work1ng on 
someth1ng hke that. " 

Something hke that, however, is a 
sign - regardless of how tasteless this 
particular sign may be - that games 
are at east unafra d to explOit the 
subJect matter of modern-day 
terronsm directly, somethmg that the 
movie ndustry 1S yet to do. Wor1d War 
11, V etnam and Pearl Harbour were all 
made 'safe' by films. glamonsed and 
desens1t1sed, providmg an instant 
cache of grand1ose source matenal for 
games to mim1c and slipstream. Is 
Pivotal aware of the fact that games 
are ventunng mto this new scenano of 
modern, global terronsm before the 
movie mdustry is? Bambra: 
"Maybe 1t's a f~rst for the games ..., 
business. We lead, they follow." ~ 

TOY '50 Dlf~S ~ 

53 







.. • .. ~. 

,.,.. ,. 
, . 
.$ 













After t he disappointing sales of Alone 
In The Dark IV and a subsequent 
canned title, we asked Antoine Vilette, 
president of Darkworks, about what it 
takes to beat Capcom at its own game. 

Alone In The Dark IV was an ambitious 
project that tried to expand the 
horizons of survival horror. How well 
do you feel the genre has evolved in 
the time since? 
One can see that all developers who have 
worked within the genre have tried to make 
it evolve in some way (mult•player, online, 
FPS, adventure ... ) and Capcom has always 
been in the forefront of these 
experimentat1ons But only a few toties stood 
out. The Resrdent Evil franchose, because of 
its success and exceptronal quaht•es, has 
marked the genre so deeply that it froze it 
while at the same trme killing the 
competition. 'How can we do better than 
perfection?' we asked ourselves, all the more 
since we had far more limoted means. We 
had to wait for the whole videogame 
industry to evolve with such titles as Halo, 
GTA or Half-Life 2 to overcome thos 
inferiority complex. I have the feeling that 
we're off to a new start. 

USS Antarctica shared some of the 
themes of Cold Fear- exposure to 
the elements, the shlpbound nature, 
an unknown threat - but unfortunately 
you weren't able to find a publisher 
for that title. Is Cold Fear a more 
marketable take on a concept you 
wanted to explore? 
I think the USS Antartica proJect was a b•t 
too much ahead of its time (it still is, by the 
way). The USS concept was clearly more 
complex and less understandable. That said. 
we also had to experiment a lot and build 
many prototypes to make Cold Fear possible. 
lt's true that the U55 project missed this 
investigation period 

Is it difficult to convey the sense of the 
elements - bitter cold, lashing rain, the 
waterlogged atmosphere - to a player 
who' ll be experiencing the game from 
the comfort of their living room? 
We recommend playmg wrth the lights of· 
and w•th headphones on. But I've seen 
players during playtesting jump out of their 
seats while there were more than ten 
other people in the room. You could see 
sweat marks on the pads at the end of some 
sessions, and I've seen many players shoft 
from a stretched-out, relaxed position on 
their couch to a seated position on the 
edge of the same couch, their body rigod 
and stressed like never before. 



has a novel solut ion: it uses both. " If 
he decides to, the player can play the 
whole of Cold Fear using the over-the­
shoulder perspective," explains Vilette. 
"He will have a different experience 
from the player who chooses to play with 
both camera systems: it will be more 
immediate, and it will also feel more like a 
classic videogame. But the atmosphere 
will still be present and oppressive. He will 
not escape the 'bad' surprises." 

After a decade of slow-moving 
zombies, unwieldy weapons and annoying 
camera views it's ironic that two survival 
horror rivals, Darkworks and Capcom, 
should come up with the same solution 
simultaneously. And, much like Resident 
Evil 4, the new system gives players a 
much easier time with targeting and 
developing the accuracy to pinpoint 
those vital headshots. 

Alone In The Dark IV was rightly 
criticised for its poor combat, and 
Oarkworks clearly wants to make amends 
this time round. Three hours into the 
game, it's noticeable that puzzle solving 
is minimal - you find nothing more taxing 
t han turning on a sprinkler system to 
extinguish a fire in a corridor. The 
conscious decision to move from 
conundrums - and AlTO IV had some 
wonderful puzzles- to action seems 
commercially motivated. "Having enemies 

After a few hours of play, you might notice 
that there are not many creature types to 
contend with. While we're loath to spoil the 
plot. it's hardly the biggest surprise when 
you discover the zombie-like appearance of 
your human enemies is due to a parasite 
that can crawl inside bodies. Destroy the 
undead by mashing the head, and the 
parasite leaves its host and comes for you. 
Their lengthy tendrils are deadly, and the 
speed at which they move across all surfaces 
is truly panic inducing. lt's a vital touch. 

that attack at long range and move really 
fast, the ability to shoot while moving, or 
using the surroundings as a weapon 
introduces a real tactical dimension to the 
combat," says Vilette. "The universe and 
the graphical style of Cold Fear are also 
really differentiating. We are closer to a 
disaster movie such as Perfect Storm 
rather than a road movie like The Texas 
Chainsaw Massacre. I think we are 
investigating a new branch of the horror 

"The umverse and the 
graphical style of Cold Fear 
ore also differentiating. We 
ore closer to o disaster 
movie such os Perfect 
Storm. I think we ore 
rnvestigoting o new branch 
f the horror games tree" 

games tree." Yet the over-the-shoulder 
viewpoint in Cold Fear isn't perfect. In 
the PS2 code we've played, the analogue 
aiming isn't as precise as it could be. The 
handgun is the default weapon, giving 
you a red laser sight and a torch beam to 
help you see and dispatch the enemies. 
But their speed and jerky movements, 
alongside the pitch and roll of the ship, 
make it all too easy to waste a full 
cartridge before they're tearing at your 
flesh. Steadying yourself by grabbing hold 
of a piece of scenery certainly helps, but 
it'll be interesting to see if the Xbox and 
PC versions deliver tightened-up control. 

Despite the targeting issue, there's no 
question that the action is intense 
and satisfying. To help avoid frustration 
ammo and health is dished out generously 
(at least on the default difficulty setting). 
Though some health packs and ammo 
rounds can be picked up from set 
locations there's also a percentage chance 
that an enemy killed will provide you 

Movement is much slower when you use the over-the­
shoulder viewpoint, but it feels more natural and, well, 
safe. After some initial fumbling, you'll most likely find 
yourself playing almost entirely from this perspective 

with either a medikit or an ammo clip 
if you search the body. As in Resident Evil 
4, it's an approach that encourages you to 
plug enemies with bullets rather than 
take the miser's option and avoid conflict. 

But is Cold Fear a new kind of survival 
horror experience? Not really. it looks 
beautiful, has an interesting premise and 
a genuinely uncomfortable atmosphere, 
but it uses familiar videogame t ropes, 
such as bodies suddenly animating, 
creatures smashing through floorboards 
and parasites attacking from above. The 
shocks can be fun, but that appears to be 
the extent of the terror on offer: action 
interspersed with sudden surprises. There's 
certa inly nothing here as sophisticated as 
the unnerving insanity effects of Eternal 
Darkness, fo r example. 

Initial investigation suggests that Cold 
Fear is a f ine addition to the genre but 
not really the new direction Darkworks 
claims. As for success' like the skilful 
evocation of suspense, it all comes down 
to timing, but in this instance missing the 
boat - ie, appearing after Resident Evil4-
might not be the problem it would f irst 
appear, since Capcom's game may have 
only whetted appetites of survival ~ 
horror followers everywhere... ~ 







SCARE TACTIC NO 1 
ANOTHER WORLD 

Breathtaking, unfamiliar, French: even the traditionally safe intro 
saw the player alone and unarmed but for a can of pop and a desk 
that a lightning bolt later, would be sinking into murky, alien 
depths. But in one of gaming's first set-piece-dominated 
experiences, the opening flight from undersea tentacles was just 
a mild precursor to the game's next stick-wrenching turn. 

From a nearby vantage point a local four-legged behemoth 
was even less happy about your presence than you were. Having 
stalked you via a succession of early screens, the beast wasted no 
further t ime in appearing, mere Inches away, to give you an 
unwelcome peck on the cheek. Even with its linear chain of events 
rehearsed, the ensuing chase has never failed to send nerves and 
expletives flying. Delphlne was never again to peak this level of 
horror until 1994's release of basketball beat 'em up Shaq Fu. 



SCARE TACTIC NO 2 
RESCUE ON FRACTALUS 

The first memory of a Fractalus veteran will be one of gaming's 
most heart-wrenching jump scares- when the rescue routine of a 
downed pilot sprinting to your ship through the corrosive 
atmosphere ends with a terrible alien face lunging up and 
hammering through the canopy with its fists. But that moment 
wasn't Fractalus' masterstroke of fear. More insidiously, it was 
every rescue after it, as dread and mistrust sets in. The finger that 
once rested on the airlock door release now hovers over the key 
that will raise the ship's shields and disintegrate your boarder. The 
sound of approaching bootfalls lasts forever; the moment when 
they're out of view beneath the fu.selage even longer. Waiting for 
the friend-or-foe signal, shock or relief. If it's a real pilot. your 
hesitation is costing them oxygen: they'll die a slab of steel away 
from rescue. If it's a real pilot What are you waiting for? 



SCARE TACTIC ND 3 
DESCENT 

For all that panic and fear aren't the same thing, the first is a 
fertile breeding ground for the second. Oescenfs gameplay was 
stressful enough, as you struggled to master the controls and 
clenched down on your lunch through the flips and spirals of the 
architecture. But at the end of each level -after you emptied your 
rockets into the reactor and triggered the fatal chain reaction­
stress blossomed into panic and panic blossomed into fear. There 
are only so many primal impluses your brain can handle at once 
before suffering an emotional whiteout. The urge to escape is a 
powerful one, more so when what you're fleeing is man's oldest 
enemy, fire. Combined with the sickening desperation of Oescenfs 
claustrophobia, the modern malaise of Time Running Out and a 
hint of motion sickness, the result was a state of psychological 
turmoil that became something to fear in and of itself. 



SCARE TACTIC NO 4 
ELVIRA: MISTRESS OF THE DARK 

A uniquely game-oriented fear common to RPGs is the horrifying 
realisation of knowing exactly what you're up against- of flicking 
through tables of charts and figures to realise you've encountered 
the monster on the third level that can only be hit by magical 
weapons. Local-grown horror-adventure Elvira had no shortage of 
nasty moments in-game, but by accident, design, or mistaken 
identity one of its best threats never even existed. L.isted in the 
manual's table of enemy statistics was a ferociously powerful 
'Water Monster'. Thus forewarned, when you finally found 
yourself having to navigate the brackish waters of the castle 
moat, every moment was spent in expectation of this terrible 
creature emerging from the murk. The fact that it never did 
seemed like blessed luck at the time, though later playthroughs 
would reveal the moat's inhabitant to be entirely imaginary. 



Now playing ... 

Fontovision 

Even before Rez. Katsuyuki 
Kanetaka knew light and sound 
and hope would save the world : 
sometimes, you just need to spend 
a weekend proving him right. 
PS2, SCEJ 

Donkey Kong: Jungle Beat 

Not since Jet Set Radio's perfect 
grinds has the combo quest been 
so spectacularly presented. The 
pain of progress makes this a game 
where the gloves come on, not off. 
GC. NINTENDO 

Frequency 

Though Amplitude marked a step 
up in terms of MTV-frlendly spit 
and polish, it's the pared down 
strobes and breaks of the original 
that stand the test of time. 
PS2. saA 

Home is where the heart is 
Publishers should spend longer in their bedrooms 

g 

veryone knows what 
to expect from home brew 
games: a nice idea and 

some slightly shonky execution. 
There are two things that you 
don't expect: a £30 price tag or 
lavish, polished presentation. 
And that means you're not 
expecting Darwinia. 

Calling it homebrew is unfair, of 
course. Just because the game was 
cooked up in a bedroom doesn't 
mean it's not a professional, 
commercia l operation; 
Introversion's first game, Up/ink, 
was successful enough to fund the 
development of its second. And, as 
a commercial game developer, it 
has every right to charge full price 
for its fully featured game. Paying 
for a download may be an 
unfamiliar feeling for some garners, 
but for Darwinia to flourish in the 
shops its down load price can't 
undercut its retail version. 

And for that £30 you get some 
things that most major publishers 
are scrabbling to achieve. Elegant 
box art, for a start- a distinctive, 
eye·catching design that manages 
to communicate the style of the 
game and hint at its plot. A 
genuinely engaging mascot, for 
another. Sony has been struggling 
for ten years to invent a character 

with the immediate recognition 
factor and the charm of the flat 
outline of a Darwinian. Start the 
game up and you're greeted with 
intros which have a confidence and 
a sense of identity which only the 
rarest pearls of big-budget games­
Vice City, for example - can match. 
There's no question that Darwinia 
delivers what you expect it to -
a leftfield, quirky game design -
but the fact that it can go toe to 
toe with major publishers on the 
peripheral features of the game 
should be a cause for concern for 
all of them. 

This isn't to suggest that 
Darwinia can match the majesty of 
something like Rome: Total War. it 
never set out to - Introversion has 
more sense than that. There's no 
question that almost every element 
of its design is the result of the 
developer cutting its cloth to fit its 
very limited resources. But when 
done well, that isn't a criticism. 
At a time when names as hallowed 
as Will Wright (see p18) are 
preoccupied with how games can 
meet the escalating costs of 
content creation, and when games 
are still in thrall to Hollywood 
rather than forging their own 
identity, it's homebrew that's ..., 
leading the way. ~ 

76 Resident Evil 4 
GC 

78 Gran Turismo 4 
PS2 

80 Mercenaries 
PS2, XBOX 

82 Darwinia 
PC 

84 GTR 
PC 

85 The Punisher 
PC. PS2, XBOX 

86 Project: Snowblind 
PC, PS2, XBOX 

87 The Settlers: 

88 

89 

90 

91 

92 

92 

93 

93 

Heritage Of Kings 
PC 

Dead Or Alive Ultimate 
XBOX 

Death By Degrees 
PS2 

Samurai Western 
PS2 

Nano Breaker 
PS2 

Yoshitsune Eiyuden 
PS2 

Legend Of Kay 
PS2 

lt's Mr Pants 
GBA 

Suikoden IV 
PS2 

Edge' sco ng system explatned 
1 = one, 2 " 1wo, 3 = th·~~. 
4 four, 5 • l1ve. 6 = s1x. 7 • wven. 

-e!Q r 9anme 10=ten 
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Rifles have dedicated viewpoints (top) ­
essential when you need to be precise. 
The entire gameworld is littered with 
breakable boxes. urns (above) and 
other receptacles. a simple slash of 
your knife enough to break them open 

Whot're yo buyin'? 

You'll know that a tasty new 
encounter isn't far away when 
you come across a trader. These 
shadowy types buy and sell 
anything valuable, paying top 
dollar (or rather peseta) for shiny 
trinkets you've found along t he 
way, which you can then spend 
(along with the other cash you've 
found) for new weapons. power­
ups, health sprays and more 
besides. Their existence gives 
Resident Evil a new dimension. 
and before long you'll find 
yourself obsessing over the state 
of your arsenal and its ongoing 
upkeep. A splendid touch. 
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rroyuk1 Kobayashr was nght: the 
Resident Evil senes as rt existed 
was a shuffling, stumbling carcass 

that needed to be destroyed. In its place we 
have a fresher specrmen, a barnstormer of a 
game rammed wrth action, rinsed in blood 
eJaculated by exploded limbs and delivered 
with the krnd of pace associated wnh the 
most accomplrshed Hollywood blockbusters 

In fact. rf vrdeogame makers were still 
attemptrng to term their work 'interactiVe 
movres', Res1denr Evi14 would wear the label 
more comfortably than most Capcom's 
decisron to place the camera over hero Leon 
Kennedy's shoulder places you closer to the 
action than you've ever been in a Resident 
Evil trtle, and the result is a heightened sense 
of mvolvement. This is amplifred further 
when you're backed m to a corner. and 
what's beanng down on you threatens to 
become obscured, and the level of dread and 
panic rs ratcheted up even further. 

And. more than the ternflcally real sed 
locatrons. the mesmens1ng anrmatron of your 
assarlants or the slam-bangery of your 
arsenal of weapons. rt's this relentlessness 
that rs the game's defrnmg characteristiC. The 
action may be broken up into pockets - a 
particularly rntense encounter wrll often be 
bracketed by sectrons rn which you can catch 

Tht game's opening sections, set in and around a village populated by unfriendly hicks, muster up an atmosphere that 
I eels freshly m.1cabre. Your keen desire to- what comes nel<l in the following chapters is an old· fashioned feeling 

your breath as you negot1ate a handful of 
locatrons unmolested- but you're never 
more than minutes away from the threat of 
death once more, a rag-tag bunch of 
villagers pressing upon you with rarsed 
prtchforks and sizzling sticks of dynamite, or 

rs all about. The puzzles you encounter are 
fewer and less obscure than rn prevrous Evils. 
and the more you play the more you 
apprecia te that, at rts core. the game is 
srmply a shooting gallery, albert the most 
delicrously presented one you've ever seen. 

~ If videogame makers were still attempting to term 
"-~ their work 'interactive movies,, Resident Evil 4 

would wear the Label more comfortably than most 

an assembly of cloak-shrouded monks 
lurchrng down on your locatron as you stab 
at reload and hold your breath whrle 
Kennedy carefully chugs a fresh batch of 
ammunrtion into a th rsty chamber. 

Seeing off enemres is what Resident Evi/4 

The exotic range of weaponry on offer goes 
a long way towards makrng rt consistently 
feel like much more than it is, and the bond 
that forms between you and your favourite 
enemy-management tool - be it a semi­
automatic nfle, a not shotgun or something 
altogether more characterful in appearance 
and effect - is only strengthened when you 
begin to power rt up With purchases made at 
the trading posts spread frequently 
throughout the game. Thrs concept. new to 
Resident Evil but akrn to systems already 
proven by Capcom m the lrkes of tre Devil 
May Cry and Onimusha senes. mtroduces 
strategy as you ponder the relative ments of 
a pistol with enhanced power or a shotgun 
wrth extended ammo capaci ty and whether 
you should rn fact be saving up for that big, 
shiny rocket launcher rnstead Along wrth 
your lrmited rnventory it adds a pseudo-RPG 
slant, and doubtless many wrll feel compelled 
to play the game through a second trme, 
only drfferently, to see rf lt really was worth 
buyrng that Killer7 weapon, after all .. 

Holding R draws your weapon, whereupon you manipulate a laser· style sight with the same stick you use for movement, 
ensuring that in some respects this plays just like previous Resident Evils since you're rooted to the spot when shooting 

And you'll have no trouble reach1ng the 
point where playrng rt through agarn is an 
option, because thrs rs not a difficult game. 



Not all of the challenges you face are poised by living beings 
or puzzles that require a little thought. Tackling an obstacle 
like this (below), however, requires little in the way of skill 

The best-looking game since Half-Life 2? Probably. lt's all in the detail: heat haze warps your view as molten metal glows 
sun-orange bright, dust particles drift across cool shafts of moonlight, blood spews from your mangled neck as your head 
is rasped oH your shoulders by a churning chainsaw. The absence of a true 16:9 video option is disappointing, however 

Capcom positively encourages your progress. 
with baodies that aren't nearly as tough as 
the1r appearance initially suggests (once you 
identify and exploit their weak spots, 
naturally) and a continue system that plops 
you back at a point just before you messily 
expired, with no forfeiture whatsoever 

The absence of strafe among your 
controls means that combat can become, if 
not more d1fficult than it might be, then at 
least more protracted, as you can't neatly 
circle enemies while picking them off. 
Instead, you improvise a system whereby you 
stand and shoot before running a few metres 
away, then turn 180 degrees to face them 
once more and begin the process anew. lt's 
not really an issue with grunts, but it does 
impact on boss encounters. Simi larly, 
Capcom has implemented an aiming system 
that feels artificially slow, and even with the 
analogue stick at full lock it takes an age to 
sweep from an enemy approaching your left 
side to one just about to sttek something big 
and sharp into the other Doubtless the 
control system was pitched this way as a 
result of extensive playtestlng, and the effect 
certainly serves to keep you constantly on 

your toes and forever ready with a finger 
on the trigger. 

So, is this what we were expecting from 
Capcom - a revolution in survival horror? No. 
Its dialogue is as whiffily cheesy as ever, and 
its storyline is shot through with holes. it's 
disappointing, too, to be apparently offered 
so much freedom right at the very beginnmg 
of the game, w1th its open forest landscapes, 
only to be f irmly ushered along within 
invisible boundaries. And the scenery around 
you can be just as illogical as it ever was in 
prerendered form, leaving you no choice but 
to constantly push Kennedy up against every 
object in the vicinity in order to see if this or 
that particular drawer or cupboard can or 
cannot be opened and plundered. 

If it is an interactive mov1e, then. it's an 
interactive B-movie, but one filled with 
sights, sounds and thr lis that wil l linger in 
the memory long after the content of more 
sophist icated titles has been forgotten. lt is 
so mesmerisingly fraught, so keen to throw 
things in your face with such frequency, that 
it can make you feel exhausted after a few 
hours of cons1stent play. Exhausted, but 
with a satisfied smile on your face. [9] 

Your mission is to rescue president's daughter Ashley- and that obviously means keeping her alive in the 
face of constant danger. Doing so could've been a chore, but it's expertly integrated into the game's flow 
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In a wry acknowledgement of their 
reputation as hard work. the licence 
tests now include ' coffee breaks'- games 
that ask you to negotiate a forest of 
cones. or knock down a spiral of them. 
They're a fun holiday from cornering 
school, and evidence of the humour many 
(wrongly) believe the series lacks 
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o these words mean an~1:hing to 
you? E-type. Wankel. lntegrale. 
Suzuka. Rascasse. Mille Miglia. If 

they don't, you can probably skip the rest of 
this rev1ew, because even if you love 
videogames, Gran Tunsmo 4 will most likely 
leave you cold. If, however, they stir the oil 
that runs thick m your veins and inspire lofty 
thoughts of automobile h1story and the 
glamour and daring of motorsport ... well, 
you too can probably skip the rest of this 
rev•ew, because Gran Turismo 4's lav•sh hymn 
to the motor car will most likely consume 
you, •rrespectiVe o' ns shortcomings as a 
Vldeogame. And 1t has to be said that those 
shortcom~ngs are serious, and they are o d 

Not all of them are of Polyphony D•g.tal's 
own making. GT4 •s poorly seiVed by the 
Dua1Shock2 Steenng is a l•ttle twitchy, and 
ne1ther the nght stiCk nor the analogue face 
buttons provide as sensitive, ergonomic and 
IntUitive a control system for throttle and 
brake as a pa1r of triggers w1th decent travel. 
Balanc ng the car on the thrott le, gently 
feed•ng the power through a bend is possible 
with practiCe, but desperately lacking in feel 

GT4's marquee feature - the hands-off B·spec mode, 
in which the player issues commands to an AI driver­
is useful for clearing the mammoth endurance races. 
or for when fatigue, frustration or thirst kick in - but, 
with Its limited feature set it has next to no depth 

The most substantial addition to Grs modes of play is 
the Mission Hall, a sorios of specific challenges (often 
based on overtaking) under set conditions and in set 
cars. like an extension of the licence tests. they're a 
tough but welcome dos. of properly graded difficulty 

or prec•s•on. They're adequate controls, but 
•n a game whose very ra•son d'~tre 1S car 
control, adequate •s nowhere near enough. 
Those w1lhng to •nvest 1n a force-feedback 
wheel, however, will be nchly rewarded. 

Then there's the curse of the 'real dnving 
s•mulator' genre that Gran Turismo invented, 
a conundrum created by 1tS tuning element· 
how can you produce a reward•ng and 
progress1ve challenge 1n a raong game where 
players can s1mply buy speed? Often, races in 
GT4- t'le random battles 1n 1ts motonng 
RPG - can e1ther be won w1th ease by the 
third corner, or not at all. Fail, and you'll have 

you'll expose another yet another old flaw: 
damage or no damage {and, once aga•n, 
there s none), impact phys1cs that fail to 
convince or pumsh ought to be a thing of 
the past. In Gran Tummo's fossil1sed des1gn, 
already hopelessly encumbered by 1ts own 
trad>tion, they're not. 

it's baffl1ng that more hasn't been done 
to address these problems- espec•ally given 
the delay to the online mode that w•ll render 
most of them moot - and 1t's also baffling 
that they don't really matter. Polyphony head 
Kazunon Yamauch1's stated intention is not 
to produce the ult1mate videogame about 

~ Alongside every current production cor you con 
"-. ~ think of you 1ll find a scholarly selection stretching 

through 180s wild children to the Model T Ford 

to exercise supernatural restraint and 
presc1ence when shopping for new parts if 
you don't want to annihilate the compet•tlon 
on your second go. Chas1ng a close, exCiting 
race almost becomes 1ts own game, but it's 
one you'll have to des1gn the rules for, blind, 
yourse; it's a balanc1ng n•ghtmare, and •t's 
debatable whether 1t's soluble at all, but 
some token comprom•se - t•ghter 
horsepower restnctions, say - ought to 
have been reached by now 

"'here's another, closely related culpm •n 
GT4's un'ulf1lling sport, though, and th1s t1me 
Polyphony has no excuse the bov•ne Al. Truly 
lifelike CPU drivers 1n v•deogames are still 
some way off, but by now the vast majonty 
display more aggression, competitive sp1rit 
and gef\eral awareness of their surroundings 
than these meek cattle Bump 1nto them and 

dnving, but the ultimate real-world drivmg 
experience on videogame hardware, and in 
th•s respect GT4 ecl•pses its predecessors and 
1ts competitiOn with some ease The handling 
model can seem dry after Project Gotham 
Racing 2's tactile, tyre-smoking exuberance, 
but the feedback and phys•cal detail are 
unsurpassed, the sat1sfact1on 1n smoothly 
nailing an apex •mme'lse. 

And :hen there 1s that oveiVVhelm1ng 
pantheon of cars, 700 strong. Alongside 
every current product,on car you can th•nk of 
you'll find a scholarly select•on stretch•ng 
back through '80s wild children, '70s cult 
favountes and '60s glamour pusses to the 
Model T Ford and, mcredibly, the 1904 
Daimler-Benz Motor Carnage -as well as 
forward to progressive hybrids and fanc1ful 
far-future concepts. Crushingly, many cannot 



Driving on dirt. gravel, and tspedally snow Is a wild and 
prKarious ride with this new handling modtl. Pemaps that's 
realism. but the meaty a<ctssibility of tht rallying in urtler 
GTs was more enjoyable. Thtst events still boa.st the greattst 
application of pad rumble In any game to dato. though 

be raced (probably due to an excess of 
polygons in open models). but all can be 
gazed at in their exquisitely rendered glory, 
coveted, and compulsively collected. And all 
of them can be dnven, in a very close 
approximation of the real experience. lt's an 
obsessive, academic achievement of biblical 
proportions: no less than an interactive study 
of the whole history of motoring. 

The same philosophy applies to GT4's 
library of tarmac. The majority of the original 
tracks here have been familiar for seven years 
now, and (excepting a few thri llingly 
evocative tarmac rally stages) more effort has 
gone into transcribing real-world Circuits than 
crafting virtual ones. it's a mouthwatering 
roster: the mighty NOrburgring, somehow 
lacking the sweeping grandeur of its PGR2 
1ncarnat1on, but with a more claustrophobic, 
scary, and viciously bumpy ride: the snaking 
bends of Suzuka's breathless figure-of-eight; 
and, albe1t under assumed names, powerfully 

atmospheric renditions of the most romantic 
venues in motorsport, Monaco and Le Mans. 
it's a privilege to have free run of these 
legends, but if course des1gn is the heart 
and soul of the racing game, it's a shame 
to find Polyphony still so reluctant to 
contribute to the canon, seemingly more 
interested in humbly and painstakingly 
tracing the work of others. 

There it is: Gran Turismo 4 is 
fundamentally unconcerned with furthering 
the art of the v1deogame. This titan1c 
franchise. this critical, load-bearing pillar of 
the house of PlayStation, is barely even a 
videogame at all. lt's a hobbyist software 
suite, a racetrack tutorial, an encyclopaedia 
you can get in and drive off. Perhaps that 
makes it a fitting flagship for the company 
that comed the evasive term 'computer 
entertainment'; but however you look at it, 
it's a labour of great love and erudition, and 
indiSpensable to those who care. (7] 

The sctntry Is seldom less than spectacular, but 
compared to the best on other platforms tht Cl<$, road 
surfaces and tra<bi~ furniture sport a slightly artifldal, 
plastic sheen. As btiutlfully tailored and finished as 
GT41<, the PS2's underthings are starting to show 

GT4's autophilia ruches its height In the 
gloriously pointles<, mapsodic Photo Travel 
mode. Pose and photograph your collection in 
glamoroos global locations. and then study 
those sensuous lints in hlgh-rts printoots 

REVIEW~ 

Formula Two 

Though not the most protracted 
of transitions, Gran Thrismo's 
move to Europe looks set to 
reward the PAL community for 
its patience. Extras have been 
worked into the feature list and 
presentation, some of which 
promise genuine improvement. 
With regional flavour coming 
courtesy of additional music and 
a recut intro, other expected 
adjustments Include 12 new cars, 
more efficient navigation and 
various artistic tweaks. What 
may surprise are substantial 
changes such as the abilities to 
shift from A-Spec to B-Spec 
during pitstops and to import 
progress data from GT4: 
Prologue. Kudos, then, for an 
upgrade package that 
complements the original 
without inflicting any 
unwelcome change. 
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h1s is Act1vis1on's second attempt at 
GTA, and it's equally as charm1ng 
and as flawed as its first. True Crime 

was problematic, its engaging voice actmg, 
plotting, characterisation and manifold game 
styles underm1ned by technical inadequac1es. 
Mercenafles flips over the co1n, delivenng an 
1ncred•bly sol1d universe with barely a 
techn1cal glitch to be 'ound, but 1t's soulless 
and almost bereft of pot or character. Th1s 1S 
a sandbox game begging for a purpose. 

Mercenartes 1s supported by a flimsy 
wucture that never engages Set 1n a North 
Korea wracked by 1nternal conflict you must 
collect the bounties on 52 members of a 
militaristic regime. Dodgy politics as1de, these 
md1v1duals (represented by playing cards) 
have no real status or impact in the world. 
Get close to one of their locat1ons and an 
1con appears on the map; you must then 
apprehend them. e1ther by verify1ng the body 
or bundling them mto an all ed heltcopter for 
capture Double the bounty is pa1d for 
bnng1ng 'cards' 1n alive. 

In between collecting bounties, miSSIOns 
can be accepted from several fact1ons also 

perhaps, the maps 1n Mercenartes are barren, 
embattled places devoid of mterestmg 
landmarks or locations bar a couple of 
1mpressive fortresses. There are two maps, 
South and North, and wh1le the second is 
much more stimulating 1t's d1sappo1nting to 
f1nd they are linked only by a sentry at a tent 
wnh a 'do you want to go to .. : command. 
The ~1rst two hours of the game feel 
mcredibly pedestrian, though matters 
1mprove when the d H1culty ramps up. 

Mercenartes does redeem 1tself by letting 
you play (or more to the point, cause havoc) 
in a world full of amus1ngly clockwork 

~ The Mercenaries world proves to be incredibly 
""-~ robust, an enormous achievement given the scope 

of the game and the number of toys to play with 

vymg for control over this war-torn country 
These m1SS1ons add some substance and 
context to the death and destruct1on. but 1t's 
supert1C1al. The relationships between each 
fact1on, and your alleg.ance to any one of 
them, are hollow. adding to the game's lack 
of dnve. The fudging becomes obvious when 
you realise you can simply bribe back fact1ons 
into your favour with a relatively small 
amount of cash. If the purpose of the game 
is to show the purposelessness of life as a 
contract soldier, then it's certainly succeeded 

The contrast between th1s and the GTA 
series IS most apparent in the boredom felt 
while driving/flying around. Liberty City, V1ce 
C1ty and the towns in San Andreas soon 
become familiar 'riends, street corners. malls 
and public parks as v1vid 1n your memory as a 
favounte holiday destination. Unsurpnsingly, 

soldiers and destructible features. The game's 
physics are a pleasure to challenge. The 
Mercenartes world proves to be 1ncred1bly 
robust, an enormous ach1evement g1ven the 
scope of the game and the number of toys 
there are to play with. Wh1le the PS2 version 
1s a little flimsier, not to mentiOn uglier, it's all 
bolted together with an engine that's reliable 
and streamed from memory with expertise. 
Experimentation can be delightful, and even 
1f you try something outland1sh you can be 
confident it won't resu t 1n your hero 
tumbling through the 1andscape or 'loatmg 
through scenery. Weapons. espec1ally the 
RPG, have weight and 1mpact - and there's a 
delight 1n entenng enemy compounds merely 
to cause maximum carnage. 

Similarly, vehicles are empowenng and 
have real presence, and as you accumulate 



There's a simple pleasure in watching 
objects expl~. but enemies often feel 
insignifi<~nt; it's only when using tanks 
or RPGs that they become menacing 

new support features the number of 
methods for completing goals increases 
exponenttally. The htt-hard-and-fast rule 
works m most Situations, but watchtng gtant 
structures collapse and crumble under 
shelling rarely gets ti·esome. What the game 
lacks in narrat1ve it makes up for wtth the 
pure and s1mple pleasure of breaktng thmgs. 

Yet the game can feel brutally unfair in 
the later epic stages largely because one hit 
from a grenade, tank shell or RPG round 
knocks your character's health down to one 
po1nt Thts gtves you some grace to heal 
yourself back up. but medipacks can be 
dtfftcult to locate, leav,ng you to nsl.. 
throwmg a flare on to open ground to signal 

for a supply drop. Waiting for these crates 
while bullets and shells are raining m can be 
excruciatmg. A quicker heal optiOn would 
have been preferable, espeoally 1n m1ss1ons 
that can take up to half an hour to complete. 
one more h1t 1n th1s vulnerable state and 1t's 
back to the MASH tent to start all over again. 

Mercenafles has some excellent bonuses 
and unlockables. and paces out the rewards 
judietously, but the lack of a substantial plot 
and a compelling reason to destroy yet more 
th1ngs g1ves 1t a hollow feel W1th a good 
scnptwnter and a m1sS10n designer With more 
1mag1nauon th1s could have been someth1ng 
monumenta . In othe' words, Mercenaries 
is a brilliant sequel watting to happen [7] 

The three mercenaries you can choose from differ only 
marginally, and once you've caught all 52 cards it's 
unlikely you'll have a taste for more. Get down to one hit 
point and your health recovers very slowly back up to 20 

Enemy gunners must be killed before 
you can commandeer a vehide. Transport 
can offer a safety margin if your health is 
low, as units start out with 100 hit points 

Get in the back 
of the van! 

The weakest missions are those 
that require the ferrying of 
journalists and weapons 
inspectors (or as Swedish 
mercenary Mattias Nilsson 
calls them, 'pains in the ass') 
to locations in order to complete 
tasks while you protect them 
from hosti le fire. Enemy AI is 
consistently aggressive and 
therefore believable in the 
context of this mercenary world, 
but ally AI is excruciatingly 
dense. When bullets are flying 
around they run around in 
circles. but even when all threats 
are eliminated they can panic 
and run for cover. Tooting a 
vehicle's horn is supposed to 
encourage them climb inside, but 
sometimes they stubbornly 
refuse to comply even if seats 
are available. Annoying. 

81 



As you play, Dr Sepulveda continues 
his research, and among the results 
are these battle tanks. Once full of 
Darwinians, they can cross land and sea 
rapidly and can be converted into gun 
emplacements at their destination ­
presuming your Darwinian passengers 
can stay alive long enough to man them 
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arwinia is a god game where you 
don't get to be god. Instead, 
Darwinia is a god game where you 

get to meet him. His name is Dr Sepulveda, 
he looks a little like Str Clive Sinclair, and the 
Eden he has created inside his home-bui lt 
supercomputer has turned into an inferno of 
infection and death. You get to be his world's 
saviour, sent down to ground level to deliver 
the Darwinians from the virus which is 
scouring their harmonious world, corrupting 
everything it touches. This is not a game that 
shies away from allegory. 

Nor is it a game that shies away from 
tradition. At its heart, Darwinia is a very 
simple realtime strategy game- so simple, 
indeed, that even 'strategy' is rather 
overstating the case. Your task is to eradtcate 
the virus, and to restore the natural balance 
and mechanisms of Darwinia's virtual 
ecology, and your means are very 
straightforward. By creating a handful of 
units - Squads to ta«e out the virji, Engineers 
to capture control towers and activate 
Darwinia's machines- you mount a brute· 
force attack. Clear enough space, and you 
can begin propagating Darwinians, using 
Engineers to gather up the energy left 
behind by destroyed virii and return it to the 
incubators you have recaptured. The 

Controlling Squads is a matter of left·clicking to 
set their destination, right·clicking and aiming with 
the mouse to fire their lasers. and clicking both to fire 
secondary weapons - rockets., grenades or air-strike 
markers, depending on what you have selected 

Darwinians drift defencelessly through the 
land, so you need to appoint Officers­
controllable Darwinians that act as mobile 
signposts- to herd your population to where 
you need them. Direct them to one of 
Darwinia's vast machines, and they'll start 
work. Repeat this process across all of the 
world's locations and gradually Darwinia 
comes back online and balance is restored. 

There's not much more to it than that, 
although an upgrade system gradually 

down from god-view to Darwinian view. 
Commanding their progress and directing 
their fire is a simple task, but there's no 
discounting the drama of the explosive 
battles which rage around them, and there's 
no doubting the satisfaction of grimly, 
gradually hosing the infection off Darwinia's 
polygon-perfect shores. Even Mario's 
cleaning duties in Delfino Plaza don't match 
the relief of skewering virus after virus with a 
shard of laser fire, and watching them 

~ Even Moria's cleaning duties in Delfino Plaza don't 
"""~ match the relief of skewering virus after virus 

with Laser fire, and watching them vaporise 

reveals that the Darwinians aren't quite as 
helpless as they seem. This allows the game 
to ramp up the challenge, forcing you to 
shore up defences against counter attacks, 
and producing gruelling beach landings 
which would be as bloody and brutal as 
anything Medal Of Honor has come up with, 
but for the fact that the world is constructed 
purely out of squares of hazy luminescence. 
But white the challenge intensifies, the game 
doesn't blossom in complexity, and there's no 
reason why it should. This isn't a god game, 
or an epic RTS. Squads are almost entirely 
useless unless you're in active control of 
them, and this factor drags your perspective 

vaporise into screeching, shrieking smoke. 
And it's this that is at the heart of Darwinia. 
Termed a 'digital dreamscape' by its creators, 
this was never intended to rewrite the RTS 
rulebook. What it does is create is an 
unforgettable world, and locates within it a 
story which is as compelling as it is simple. By 
casting you as the protector of this dazzling 
world, built out of nothing more than 
geometry and light, it t ies you into the game 
until you know you've eradicated the last 
trace of the virus. The compulsion to 
annihilate is born substantially out of the 
truly excellent soundscape, the sickeningly 
fizzy slither of the infection threatening to 



drown out the anxious mewls of the 
Darwinians. And as a result, 'dreamscape· 
comes closer to tt1e mark than you mrght 
thrnk. Rarely has a game shown such an 
abrlity to haunt you as you sleep, herds of 
desperate Darwinians tattooed on the inside 
of your eyelrds. 

But if these are the game's triumphs, 
then they come at a pnce. The tactical 
simplicity may tie you to the action, but it 
means tt1e game can become repetitive 
Although each level has a drstinct and 
drfferent goal, your means of achieving it is 
bUilt out of the same few building blocks 
every time. Even when the game unleashes 
'ts biggest surprise, the core gameplay 
pattern is only incrementally expanded. The 
control scheme. with its cute reliance on 
Wtndows key combos Alt-Tab and Ctri-C, rs 
also a little clumsy. Units are created by 
mouse gestures, which when they work are 
fluid and elegant. And work they usually do 
- the recognrt10n system is certamly generous 
- but when they let you down rn the heat of 
battle it's almost impossible to forgive. 
Similarly frustrating is the frame-rate drop 
whiCh can occur when the game starts to 
fulfrl its promise of battlefields rippling wrth 
hundreds of Darwinians. 

Perhaps the most illustrative thing about 
Darwinia is that its basic currency is souls. 
While there's no traditronal resource 

management in the game. there's a vast 
economy of souls, with each Darwinian 's 
lifeforce being endless recycled, circling from 
the splintered beauty of the fractal trees 
below to the warming light of the heavenly 
Soul Repository above. Where most games 
are built out of wood, bullets and money, 
Darwinia has an unapologetrcally spiritual 
visron, its geeky god presrdrng over a world 
which dares to make an imagined religion 
rnto a ruleset. That in some places it falls 
short of its ambitrons is not what makes 
thrs game important. [7] 

What ta<tical weight the game does have comes 
from enemies like these egg·spawn.rs. Unless 
destroyed, these flowers spit eggs all over the 
level, which hatch into spiders and swarms of viril. 
Destroy these early, or battles can rage endlessly 

Darwinian Officers send a glowing trace along the 
landscape to guide lesser Darwinians to their obstacle. 
Once they find a machine -like this polygon refinery ­
they'll automatically take their place at its controls 

REVIEW~ 

Squads can only be created close to 
control towers you've captured. Once 
created, it becomes a mobile spawn point, 
letting you create engineers from wherever 
on the m.p they exist. There's no penalty 
for losing a squad - it simply creates an 
empty slot you can fill by creating another 

Would you Adom 
ond Eve it? 

it's a little early in Introversion's 
career to be pattern-spotting, but 
Darwinia and previous hacker·sim 
Up/ink share the same clever 
premise: the game that you're 
playing is actually taking place 
Inside the machine you're playing 
it on. In Uplinlc the transparency 
is total, in Darwinia it's a little 
more fudged. If the Squads are 
programmes which can be closed 
with a tap of Ctri-C, why are they 
opened with a complex mouse 
gesture instead of double·<llcking 
a convenient icon7 And although 
the plot does an elegant job of 
translating the biblical creation 
story onto Or Sepulveda's servers, 
the astonishing and vibrant world 
he creates is too far removed 
from our humdrum conception 
of computers to be a truly 
convincing conceit. 
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Doto entry 

If you're interested in the pit 
experience, GTR provides all the 
tools you could need to optimise 
your race and ride. All the 
telemetry gathered from the 
simulation is continually logged 
and recorded in data files, which 
can the be opened and read in 
the MoTeC Interpreter, a pro-level 
vehicle analyst tool, to be pored 
over onscreen or printed out 
and analysed at the player's 
leisure. The level of detail is 
astonishing, down to the 
temperature of the front and 
rear suspension elements. 

The AI drivers show an uncanny level of 
aggres.ion, and will happily trade contact for 
a podium finish. Holding the line into a corner 
while the computer sniHs at your heels for 
an opening is a sw.at·inducing experience 
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_j 
t takes a special type of obsess1on to 
create a Simulator like GTR, and a 
s1m1lar frame of mind to enjoy it. lt 

bears l•ttle resemblance to the facile driving 
games that fill the shelves of game shops. 
Th1s 1s a piece of software that models not 
only the mechan1cs of the car but also the 
fnctiOn between tarmac and wheel and that 
calculates the chang1ng balance of the car as 
the fuel sloshes 1n the tank At its core 1s a 
dynamiCS model that reports back to the 
s•mulatiOn 400 umes every second, tracking 
the most m1nute of changes in aerodynamics 
and balance Expect no compromises. 

But be very surpnsed when you discover 
they're included as standard. Catering for 
garners bred on the limited challenges of 
Gran Turismo's marathon liCence tests, GTR's 
series of arcade options offer a near· 
complete GT raCing exper1ence. Players beg1n 
as a Sunday dnver w1th cars that select an 
appropnate gear for corners and even apply 
the brakes when yo.Jr approact> vector is a 
little off-key Yet somehow, you will sttll find 
yourself checking out Monza's gravel p1t, 
spinning backwards into the tyre walls. Take 
a deep breath. Relax. Maybe turn on the 
steenng aid and concentrate solely on 
working the accelerator and clutch. 

W1nmng races won't be an option, 

not yet Corners need to be learned. enttre 
tracks committed to memory. You need to 
head back to first pnnciples, learmng how to 
dnve the car before you can even cons1der 
racing 1t Understand when to put the foot 
down, and when not to. Real1se that 
slammmg the foot on the accelerator as you 
scream out o~ the p1ts is just gomg to scorch 
doughnuts 1nto the tarmac So set your 
s1ghts lower. To complete a 1ap without 
falling off the s1de. To push yourself that little 
b1t further on, that bit faster. You grow to 
know the course. So, you run through a race 
weekend - start with the pract1ce sessions. 
Set your own targets, then surpass them. 
Come in from qualifying third from last. and 
feel proud Run the formation lap, then, as 
the flag drops, time your gear change and 
acceleratJOn perfectly. Don't flip out at the 
f1rst corner Try harder. Your event-.~al success 
•s noth1ng short of exhilaratmg 

But th1s could have been even berter 
Whde the cars are exquis1tely pohshed, tracks 
suffer from a lack of deta1l. Not m the terram. 
or accuracy, JUSt the externals. Textures are 
ropey, and extraneous objects lack detail, 
wh1le the messy frontend makes defining 
your perfect set-up more work than it needs 
to be The lack of a tutorial is a m1stake· just 
playmg GTR makes you want to be good at 
1t There's no need to punish players for a 
lack of specialist knowledge. 

Yet th1s 1s an 1ncredible ach1evement. 
the closest a simulator has come to 
entertainment; the nearest v1deogam1ng 
has come to the real expenence of dnving. 
Forget play Just drive. [8] 

GTR's mod support is as utensive as it is accomplished. 
The project began as a homtbrew piece of software. 
and Si m Bin is keen to support the amateur developers 
Since GTR's original German release, new tracks 
and cars have been added to the game's repertoire 

Changing race conditions add a troublesome frisson to 
long-weekend championships. Storms in qualifying will 
not dear for the race, necessitating a trip back to the 
garage, a change in tyres, and a rethink in tactics 



here's a fme line between prejudice 
and experience. Take The Pun1sher 
and Voht1on. Expenence would 

suggest the marnage between a game based 
on Marvel's grittiest (though by no means 
most engagmg) creation and the restricted 
development wmdow necessary to bnng 1t to 
market to coincide w1th the recent cmemat1c 
release would, 1nev1tably, produce a rather 
fam1liar. pred1ctable offspnng of limited 
ab1hty. One look at Volit1on·s genea ogy and 
preJudiCe would undoubtedly come to the 
same conclus1on. 

Both are nght, sadly. The nature of the 
hcence- a vig1lante who makes t h1s 1fe's 
work to brutally dispose of cnmmal scum 
following h1s fam1ly's accidental massacre 
by the mob - would prov1de an easy excuse 
to 1ett1Son all attempts at creatrv1ty. In 
fa~rness. VolitiOn has tned to stand out from 
the usual hne·up of dumb gun fun, but IS 
ultimately unsuccessful. 

The Puntsher plays out as a series of 

flashbacks, with the ex-manne 1n custody 
follow1ng a cnme-f1ght1ng spree which has 
substantially depleted the City's bodybag 
stock Naturally, you get to rehve this bloody 
binge. and as you're waltzmg through the 
game's 16 chapters (dual-)wield1ng 
1ncreas1ngly powerful weaponry, t's obVIous 
that other games have done th1rdperson 
shoot1ng far more convincingly: control feels 
overly mechaniCal, disappolnt,ngly clunky, 
and lacks the necessary ref1nement and 
fmesse, e'lemy behaviour s not only 
predictable but d1splays a s1gmficant absence 
of mtelligence. enVIfonment Interaction IS 
mcons1stent and 1m1ted; wh1le the camera 
strugg es to effectively frame the ad1on m 
conf1ned spaces. 

Not one to come off worse from scuffling 
w1th the genre's core components, The 
Puntsher does at least get back up, dust 1tself 
off and plough on regardless. Its resi lience is 
repa1d in the odd standout moment and 
part1ally through the game's md1vidual 

TWo of the game's (rare) standout 
moments: slaughtering a roomful of 
henchmen from ~ coffin (right); and, 
while heavily scripted, the encounter 
with The Russian (above) makes a 
w.tcome change from stale boss fights 

touches For instance, the ab11i ty to 
'interrogate' enem1es by sub1ectmg them to 
physKa pun1shment until the1r s1lence breaks 
(by mamtaimng the torture level w1th1n a set 
limit for three seconds) is novel. However, 
w1th only four methods of questioning 
ava11ab e th1s soon loses 1ts attraction (1t 
rema1ns useful for topp1ng up the health 
gauge). although there are numerous Spec1al 
Interrogation spots, which use the game's 
vaned environments to prov1de gruesome 
opportun1tres for drverse execut1ons 
(i nvolvmg, say, a sash window, a piano or a 
car door). Addmg to the inventrve and gnsly 
disposal of opponents is the QuiCk Kill button 
- rangrng from nfle-butt blows to a kmfe 
through the skull- which although 
tiresomely repetitive 1s nevertheless an 
elegant and econom1ca solut1on for dealrng 
w1th a nearby foe For multrple-adversary 
encounters you can always resort to 
Slaughter mode, The Punisher's version of 
bullet-time, whrch at least throws a little 
strateg c flex1brhty 1nto the m1x 

But 1t's not enough. Eventually, once 
you've wiped away the layer of gore. you're 
left w1th an expenence that. expectedly. 
offers lim1ted entertarnment [5] 

Usually, barging into a room and picking off 
opponents in sequence results in little health 
loss (above). This isn't tactical shooter territory, 
but the ability to use bodies as shields, 
Slaughter mode and energy boosts make it all 
a bit easy. Enemies worth interrogating are 
helpfully marked out with a skull above their 
head. Marvetette Black Widow makes an 
appearance and proves a de<ent ally (tell) 

Punish and reword 

The Punisher implements a 
multiplier-based scoring system 
to encourage swift yet careful 
justice (ie, get hit and you lose 
the multiplier). At the end of a 
level, points mean prizes in the 
form of medals, the option to 
enhance the vigilante's abi lities 
(body armour, longer Slaughter 
mode, increased accuracy, etc), 
and the usual raft of bonuses 
(comic covers, concept art, 
movies, trailers, cheats ... ). 
Completing a stage also opens 
up a Challenge mode, which. as 
its name suggests, requires you 
t o ret urn to the level w ith the 
aim of meeting a particular 
requirement. Decent addit ions, 
but they don' t rescue the overall 
package from mediocrity. 
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Enemies are reminiscent of Kilhon~s Helghasttroop - all heavy armour and intimidating headwur- but are 
just as commonplace, to the point that they don' t feel intimidating. Bou, however, are a more worrying sight 

Kinetic cut 

Snowblind has its own 
lightweight answer to Half-Life 
2's Gravity Gun- the Kinetic 
Kicker. lt can reel objects in 
toward the player and fling them 
away, as well as deliver a sharp 
little jab of energy to enemies. 
But, like most of Snowblind's 
fancier ideas, it's easy to forget 
that it's actually there. Very few 
objects can be interacted with, 
and the sensation of wielding it Is 
nowhere near as snappy and 
omnipotent as HL2's physics gun. 
lt can be used to solve the 
occasional simple puzzle - such as 
using a box to activate tripwires 
from a safe distance - but remains 
an underplayed feature. 

86 

roject: Snowblind began life as a 
Deus Ex deathmatch game. And, 
despite the finished article featuring 

a significant. narrative-driven singleplayer 
campaign as its centrepiece, it ultimately 
hasn't escaped that description. Body counts 
are way up, and the scope for wildly differing 
play strategies is way down: it's not so much 
an expans1on of Ion Storm's muddled. 
ambitiOUS, augmented worlds as a restriction 
of them. Players have been allowed to keep 
the tools of the Deus Ex trade - bionic talents 
and a handful of gadgets - but they get lost 
10 the no1se of a game centred on copious, 
combat-heavy battles. 

There are strateg1es, of course. Ventilation 
shafts are your strongest stealth card, but 
try1ng to creep around confrontations in 
general•sn't really an attainable option; 
desp1te an invisib1lrcy augmentation. its only 
potent use is to escape or sidestep 
partiCularly heavy battles for some breathing 
space. Gun turrets and bots can be hijacked 
v1a an ice pick tool but, again, their use is just 
to provide you with some free kills before 
having to enter the fray yourself. lt means 
that these elements feel tacked on, but their 

s1mplic1ty makes thetr use all the more 
straightforward and immediate as 
accompamments to rampant gunplay. 

As a Deus Ex game, it's limp and 
uninteresting. But taken as a more generic 
firstperson shooter, it 's an engaging, if 
perhaps too brief, experience. Set-pieces are 
short but sweet and t1ght, offer a good sense 
of chaos and occur 10 punchy enough bursts 
to keep the player's weapons warm. 
Secondary f1ring modes are almost always 
useful, and thrown weapons- grenades. 
sp1derbots, bulletproof not walls - are 

Snowblind is a surprisingly pretty game, especially for 
a PS2 shooter, and few locations aren't bathed in a 
shimmering glow of some striking lighting. Little variety 
In the enemy types is the game's weakest visual aspect 

ingeniously handled, with one button press 
to throw and a second to detonate at will, 
satisfyingly removing the need to guess at 
a trajectory. 

Levels are strewn with medikits and other 
pick-ups, which may seem like generosity 
towards the player, but feels like outdated 
compensation for the game's refusal to 
borrow Halo's recharging system. Hav1ng 
to scour the levels for a life-saving bite of 
health is a defimte pace-breaker; Similarly, 
a recharg1ng b1o-energy meter would have 
1ed to far more expenmentation with 
augrraentat1ons, ever 1f the game's 
sttuations don't strongly encourage it. 

Ultimately, Snowblind 's among the 
best f1rstperson shooters available on P$2 -
even down to prov1d1ng a smooth a1m1ng 
system on the OuaiShock sttcks - but 
cons,dering the current exalted standards of 
the rest of the FPS landscape, that's nearly 
damning it w1th faint pra1se. While 
Snowblind never truly escapes the feeling of 
being a well-dressed, derivat1ve run'n'gun 
shooter, it never fails to get the running 
and gunning right, and 1n that respect, 
at least, it's a sound success. [7) 



Rain ltaVti !M settlements shrouded in mist. and actually 
makn visibility somewhat reduced. Cold Mathtr will frH'Ze 
rivers and lakts. making alternate attack routH possible 

he Settlers series has long gone 
about rts busi'less rn one of the 
qureter provrnces of PC gamrng lt's a 

densely populated but fairly uneventful part 
of the world, and it's been host to cute and 
comfortable realtrme resource management 
for many years now. Setting up 
uncomplicated economies and trundlrng 
along rn competition with other settlements 
has become a regular and soul-soothrng 
experrence But trmes have changed, and life 
n thrs sleepy krngdom has been subJect to 
some serious upheavals. 

Thrs ttme out. Settlers has tned to grow 
up a little. Gone are the squat and rotund 
stylings of the previous games: Heritage Of 
Kings offers a new, slightly more mature 
medievalism. The game still shimmers with 
pastoral charm, but this rural idyllts now 
under threat, if only from a rather 
disorganrsed new combat system. The 
settlers in Heritage Of Kings no longer 
depend entirely upon their construction 
talents to keep you engaged - there's now a 
pantheon of hero characters who can explore 
the map, talk to NPCs and pursue the ends 
of a weak, workaday narrative. 

Storytellrng tsn't one of the strengths of 
Heritage Of Kings, and the new heroes don't 
exactly lend gravitas to the quest to defeat 
the Black Knight. If there's any real 
engagement to be found in the game it is 
still in the resource management and 
settlement construction. The size of the maps 
and the sheer wealth of resources mean that 
you're raprdly able to build huge settlements 
and amass incredtble amounts of money, 
metal, stone, clay, wood and the buildtngs 

If auacked, buildings will burst into flame. Serfs must be ordered off other tasks to repair them as soon as possible. Each 
functional building can be upgraded as new technologies arrive, and delightful animations augment each one as it grows 

upon whtch vtctory depends. And, for 
the most part. tt's a victory that is easily 
assured. Marntaining a garnson to swat 
incomtng enemtes rs your only real concern, 
and the Alts too wobbly to render tacttcal 
combat a possibility, let alone senously 
endanger your settlement. If you have more 
men, or decent heroes, then the battle is 
won. it's as srmple as that. 

Whrle Hentage Of Kings has taken the 
senes in a new drrection without completely 
uprootrng rtself from the settlement-crafting 
past, it's not been a successful evolution. 

Even the most lethargic and undemanding 
of garners wrl qurckly become bored of the 
gambolling W11dlrfe and labourrng peasants. 
With games such as Age Of Mythology and 
Warcraft Ill offering tight challenges, 
precocious tech·trees and polished 
presentation. Heritage Of Kings has only the 
weakest of foundations to build upon. 
However well-meant its intentrons, the game 
has stumbled tnto an arena in whtch rt 
cannot compete it's going to come away 
with a bloody nose and, hopefully, a quick 
trip back to the drawing board. [5] 

A hole in the ground has never been quite as 
important as in Settlers. Mines must be dug 
to employ miMrs and increase produ<1ion 

Hero worship 

Heroes are essential to Heritage 
Of Kings' attempt to be 
different. They can be used to 
perform missions to bring in a 
smatter of extra cash, as well as 
being used to trigger story 
events as they charge about the 
map. Talking to allied villages or 
negotiating with traders can 
only happen if a hero is present, 
so letting them die is not an 
option. Generally, the fighting 
pauses until you can produce a 
mob of men big enough to 
protect your hero and defeat 
the nearby bandit outposts. 
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Rig out 

Until an Elton John management 
sim arrives, there'll be few 
gaming wardrobes to top DOA 
Ultimate's. The 137 costumes here 
eclipse the previous record of 91 
set by the Japanese DOA2: 
Hardcore. While successive 
completions of the Story mode 
will unlock them individually, 
enduring the lengthy Collection 
mode will secure you the job lot 
in one fell swoop. The ladies, of 
course, receive preferential 
treatment. The gents' attire, 
meanwhile, more commonly 
verges on the mind·bogg ling. 

Declaring yourself 99 years old fails 
to unleash the pendulous, face· 
slapping 'Easter eggs' you'd expect 
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ead Or Alive remains proof-perfect 
that the tricks of marketing can be 
dirty w1thout necessarily being 

cheap The glamour of Team Ninja's trash 
opus is effective because its calibre, for 
something so brazen, is atypically high. With 
a t1tle -a declaration, even - hke DOA 
Ultimate, the series' latest reveals an audacity 
that, far from be1ng d1minished, is greater 
than ever Hav1ng obl1ged 1tself to become 
a 'defintt1ve' version, Ultimate isn't so much 
a sequel as an attempt to crysta lise the senes 
1n the form of a two-part anthology. The f1rst 
IS a fa1thful vers1on of the arcade ong nal, 
the second is where the real pounds have 
been piled on. 

DOA acolytes w 11 already be accuswmed 
to hav1ng the1r expenence dnp-fed to them 
over multiple mstalments. Desp1te reg1onal 
enhancements, even the Japanese vers1on of 
DOA3 was cert1fiably anorex1c, much l1ke the 
pre·Hardcore DOA2. Here, we're back at the 
wave's crest. The Ultimate version of Dead or 
Alive 2 features a cavalcade of extras that 
arrive one after the other w1th continued 
play. The settmgs screen alone 1s enough to 
warm the heart with its unlockable system 

More a retrospective than bona fide sequel, Ulrimare still 
offers parllde effects and geometry way in excess of those 
that both the series and the fighting genre itself is used to 

v01ces and the nefanous age selector. Every 
surface of the second game has been buffed 
to an eye-watePng sh1ne, 1t continues the 
senes' nch traditiOn of ded1cated comfort­
gaming- a sensory Indulgence that asks 
t1relessly to be devoured. The weather, 
mteract1ve scenery and now traditional 
sub-sections of the many arenas have 
been universally augmented. Beneath 
the gloss, a deceptively simple engine 
of reverse and counter st1ll prov1des a 
solid backbone while rema1n1ng almost 
entirely unaltered Its developer's 
stubbornness IS such tha t, even with this 
ups1de-down take on what's Important 1n 
a sequel, the mtegnty of both the 
company and •ts lP holds ftrm. 

Unfortunately ftrm would be among the 

Little has been added to dramatically change the series' 
dedicated foundation of counters and reversals. Despite 
the comparative simplicity, the system remains solid 

least appropriate terms to describe either 
featured game online. Between matches that 
succumb easily to lag, the lobby can take 
ages to reach; dunng thts review one 
particular black-screen pause lasted m excess 
of 20 minutes, the 'qu1t sess1on' d1alog 
stubbornly unavailable outs1de of matches 
Supporting al game modes, the Live 
1ntegrat1on remains functional, though tt's 
not to Microsoft's usually regarded standard 

Across the generattons, though- from 
arcade premise to Xbox-exclus1ve - the 
game's title still nngs true. Desp1te onl1ne 
issues and an incomp ete roster, there are 
few reasons not to regard 1t as a zenith to 
ltakagi's master plan of cUlminating the sefles 
on a single platform. Thts IS no true sequel, 
nor is there the mtent or transformat1ve 
change to suggest that it could've been. 
The result, however, is no less appreciated -
lavish, generous and a step to the left of 
the standard follow-up. [7] 



eath By Degrees assumes you care 
enough about Nina W1lliams to go 
on a miss1on to gradually unravel her 

repressed childhood memories through the 
medium of fighting terrorists. Part cod 
psychoanalysis, part action adventure, 
Namco's latest is unsuccessful partly because 
you won't give a damn. She may be one of 
Tekken's most recognisable characters, but 
th1s solo veh1cle does little to endear her. lt 
also exposes Namco's relative inexperience 
w1th the thirdperson action adventure. 

If it could be summed up in one word it 
would be undemanding. In fact, Death By 
Degrees throws 10 any number of game 
styles but none of them proves particularly 
taxing, bar the occasionally atrocious boss 
fight. Thirdperson combat, exploration, 
simple puzzle solving, a few minigames and 
swimming sections- it's an impressive list but 
no aspect is rewarding enough to sustain 
interest for long. Each combat is a chore, 
each save point a relief. 

The game's sluggishness is all-pervasive, 
from Williams' lethargic climbing to the 
pauses between moving from third- to 
firstperson when you duck underwater. lt 
even seeps into the menus, with seconds 
passing between switching in and out of the 
action just to look at the map or eat an 
energy meal. Death By Degrees progresses at 
such a sedate pace it's almost relaxing. 

Working undercover for the CIA, Williams 
must investigate a shady organisation called 
Camieta by taking part 10 a fighting 
tournament aboard a cruise liner. it's 

As well as feet and fists, slashing weapons and guns can 
also be used in combat, although there's no lock·on and 
enemies moving in and out of view are difficult to target 

Problem solving is limited to finding crank handles and secret 
documents. So much has been borrowed from Resident Evil 
that at times the game tums into a spot·the·reference title 

supremely daft, of course, but the gradual 
unlocking of the ship is handled well due to 
the introduction of a clever portable 
fingerprint scanner. Prints taken from bodies 
and other objects, such as wine glasses. 
grant you access to the ship's restricted areas 
and are an imaginative way to avoid the 
usual key/door puzzles. 

The combat does offer something fresh, 
with a special Focus ab1lity allowing you to 
strike enemy vita Is and deliver crippling 
blows (see 'Focus fudge'). Wi lhams' combat 
moves are delivered Grabbed By The 
Ghoulies-style, with the right stick throwing 
kicks and punches toward the nearest enemy. 
it's not as shallow or as random as 1t sounds, 
but poor opponent competence means you 
never have to try very hard to learn combos. 

Apart from the general languorous feel, 
there's very little that's tragically bad about 
Death By Degrees. Its major damning quality 
is that it's so undemanding and average, 
making it an ABC of adventure gaming. [5] 

The boss battles are agonisingly weak, and you'll be 
fighting the camera as much as your enemy. Meanwhile, 
an amusing touch sees Nina's stockings ladder after 
some enthusiastic exploration and energetic f ights 

The game's saving grace is a nifty scanner 
that allows you to take f ingerprints from 
bodies and objects- these can then grant 
you access to restricted areas. The idea is not 
entirely original but it's incorporated well 

Focus fudge 

Build up enough force power 
and you can deliver a critical hit 
to an enemy, or multiple enemies 
later on in the game. This takes 
you into an x-ray mode where 
you must quickly move the 
cursor over a vital body part to 
administer greater damage. On 
henchmen a critical hit is enough 
to kill them, but on bosses these 
attacks merely take off more 
energy. it's a good idea - but it's 
disappointing to see that 
breaking arms, for instance, has 
no correlative effect, with 
characters carrying on as normal, 
only with a shorter energy bar. 
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Ranch dressing 

Gojiro can be customised with a 
wide range of accessories, from 
the practical to the absurd. While 
some grant minor bonuses or 
penalties, most have no effect 
other than to weigh him down -
but that's a sacrifice worth 
making to stalk the streets with 
an oni mask, a coffin slung over 
his shoulders, and a pet monkey. 

Scene·setting cut·scenes are superbly 
directed, although the character 
models don't hold up well In close·up 
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he meeting of Wild West and Wild 
East has long been a source of 
fascination for Japanese creators, 

explaining this Way Of The Samurai spin-off's 
jump from the twilight of the samurai to the 
high noon of the gunfighters. While the 
protagonist 1sn't qu1te a Samurai With No 
Name - 1t's Goj~ro- his quest to bring his 
errant brother to justice by the sword is pure 
spaghetti western material, testing his noble 
solitude agamst a gaggle of uncouth 
p•stol-packing gaij•n. 

Though you'll never persona ly pull a 
tngger throughout Western's running t•me, 
20 shooters exert as much of an influence on 
the game as stx-shooters: your concern at 
any g1ven moment is to make optJmal use of 
the space between bul ets and enem1es. Also 
tak•ng a cue from the new school of 
shooters, Gojiro's best offence is a last· 
mmute defence - he can return incom•ng 
bullets to their senders with a sword cut, or 
make a speedy dodge to spirit himself into 
position for a retaliatory stnke. Close the 
dista nee and he's a wildcat among the 
cowboys, cutting them down in droves with 
such brutal flourish that Peckinpah would 
approve of the slowdown. 

Structured more by enemy placement 
than environment, with locations reused 
across the 16 core stages, the meat of the 
gameplay is in learning each wave well 
enough to dispatch it efficiently. Expecting 
replay, Western encourages it with the option 
of the 'Ore Rules' - score-multiplying wagers 

ava1lab1e after finish1ng a stage for the first 
time, such as 1mpos1ng a time lim1t or 
d1sallow1ng Gojiro's special attack. While 
damage taken during a stage is clipped from 
your f1nal score, fulfilling several Ore Rules all 
but guarantees a h1gh enough total to 
unlock a f1stful of accessones and swords. 

Accessories are largely for show (see 
'Ranch dressing'), but swords allow Gojiro to 
strike various f1ghting stances with different 
combat movesets. Slow but devastating 
overhead postures, low-slung defensive 
stances and flashy two-sword techniques all 
have their benef1ts and drawbacks­
although smce focusing your leveling on one 
particular sword will hugely boost 1ts positive 
mod1f1ers, sw1tch1ng styles 1S more a matter 
of personal taste than necess1ty. 

The Way Of The Samurai has always been 
one of dutiful compulsion rather than 
necess•ty, though, and Western's ideal players 
will level every sword, unlock every alternate 
stage layout, and play through again on the 
hardest diff•culty serttng to track down every 
h•dden character Such devotton IS rewarded 
by the speed at wh1ch 1nd1V1duallevels can be 
cut to nbbons - w1th one m1sjudged 
exception that drags wearyingly- keeping 
the act1on fast and fresh desp1te its surface 
simpliCity. Western IS an old-fash oned game 
about an old-fash1oned t1me, and although it 
may not possess the swaggering production 
values or wit of Red Dead Revolver, it's a 
thoroughly guilty pleasure. [6] 

At close range enemies stand little chance against Gojiro: 
his combination attacks automatic;ally switch to a new 
target after one is mortally wounded, allowing you to 
continue attacking for as long as there are outlaws to hit 

like Sega's PS2 Shinobi- well, in truth, like almost every 
Japanese swordfighting action game this generation ­
enemies are essentially waypoints for combo chains, 
placed to usher you at speed through the level 



a no Breaker was developed as a 
snack between PS2 Casttevamas, a 
further expenment w1th 30 act1on 

for series producer KoJi lgarash as such, 1t 
nher<ts Lament Of Innocence's eng•ne and 
matches tnat game's satisfy1ngly effect1ve 
combat, but not the atmosphere or appeal. 
The result is so clin1cal that 't seems the 
game's own rogue nanomachines have 
stitched together a consensus body from 
past Konam1 t1tles to carry 1t- there's more 
than a hmt of Contra 1n the consecutive 
sudden death set-p1eces and boss f1ghts, and 
the bleary environments never rise above a 
low-rent take on Silent Hill's anti-aesthetiC. 

lt also lacks the drive of its various donor 
titles, somehow managing to feel a1mless 
despite the linearity of your trek through a 

You' re awarded a double-jump in time for 
some workaday platforming. and later it's 
upgraded with a boost dash (right), but both 
go largely underused, given that the level 
designers seem to have phoned in their work 

mundane futurescape. Progress1on has no 
appreciable rhythm, just the 30 action· 
adventure formula laid empty: a brawl m a 
bare corridor, a half-hearted jumping puule 
complicated by camera and perspective, a 
boss. another boss, an overdue save point. 
As a side effect, the combat mechanics are 
left to carry the game alone, and 1t's a cred1t 
to this aspect of Nano Breake(s des1gn that 
they almost succeed. 

Your plasma sword easily outshmes its 
wielder as the star of the show, whipcracking 
with such precision that the absence of 
lock-on functionality seems not just 
intentional but self-satisfied. The four 
standard strikes flow effortlessly through 
combos and strobe into alternate attack 
forms, shaming even the most inventive 
attacks of your biomechanical foes. Few of 
those foes possess any real strength other 
than numbers, but those numbers ably fill 
the expanses between each save point, 
oppress1on that can be turned to 

Good performance in combat deactivates your cyborg's Limit er, indicated dramatically by the unfurling 
of a pair of metal wings (above right). While in this state. any finishing move can slice enemies in half 
regardless of their health. furthering the game's bisection fetish and showering the screen with fluids 

your advantage through the game's ghoulish 
advancement system. 

Bonuses to health and special attack 
power are awarded not for enemy kills, but 
from the amount of oil spilled in the process 
of killing them. Every blow that connects 
draws a gout of the stuff, but there's a 
flood to be tapped by lopping off your 
opponents' appendages before bisecting 
them w1th a fm1shing move- instilling the 
same work ethic of effic1ent sad1sm as 
Shadow Of Rome, and allowing a careful 
harvester to walk away from a ftght stronger 
than they entered 1t. 

In these moments of seanng, warping 
aftenmage and geysers of splatter, Nano 
Breaker •s everything that an action game 
should be, but when the a1r - 1f not the 
ground and walls- has cleared, there are just 
as many moments when it's a catalogue of 
the genre's flaws. The most dedicated of 
slash 'em up fans may be w1lling to ride out 
the disparity between Nano Breake(s funous 
highs and comatose lows, but this just 
doesn't feel like an expenment made for 
the player's beneftt - unless 1t's one borne 
out by the next Castlevania [5] 

Cash in your chips 

Your initially limited combo tree 
can be nurtured in any of the 
four disciplines - horizontal and 
vertical slashes, thrust and juggle 
- by installing Combo Chips in its 
junction points. Those with a 
fear of commitment will be 
pleased to find chips can be 
removed and reassigned 
elsewhere at any time to support 
your preferred fighting style. 
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s well as joining games like 
Genji and Yosh1stune K1 1n 
celebration of the eponymous 

Japanese hero, Yosh1tsune Eiyuden 
could also be construed as From 
Software's attempt to muscle m on 
Koei's lucrat1ve Dynasty Wamors turf 

n that regard, however, 1t feels hke 
an 1nrt1ally prom1s1ng but ultimately 
bungled offens1ve To beg1n w1th, 
Yoshitsune Eiyuden brrngs w1th 1t the 
l(lnd of technrcal and aesthetiC 
ach1evement that Koe1's own senes has 
been lacking 1n 1ts subsequent 
iterations Characters sport beaut1fully 
ornate armour, nvers run w1th the 
blood of enem1es, and env1ronments 
sh1mmer With the kmd of str•k1ng glow 
that helped g 1ve Otog1 2 such a 
memorably haunt1ng look But 
whereas both Otog1 2 and the Dynasty 
Warriors series have enough grat1fying, 
guttural destruction and chaos to 
arguably transcend their repetitive 
natures. Yoshitsune Eiyuden does not. 

The combat - based on a 
functional set of square/trrangle 
combos -feels prrm1t1ve and hollow, 
with certa1n attacks rarely seem1ng to 
be able to connect properly w1th 
opponents Yosh1tsune IS flanked by up 
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Yoshitsun~·s horses make for beautiful steeds. 
but f..,l clumsy. When your support soldieB are 
hoBe·mounl~ they can easily aowd !he sa..,n 
and cause th.e wrong kind of chaos to ensue 

to two generals, each themselves 
escorted by a number of troops, and 
who can be commanded to unleash a 
number of supportive special attacks 
wh1ch helps grve battles a feeling of 
busyness. Confrontattons feel slow­
paced when compared to the 
hyperactive crowd control of Dynasty 
Wamors but, thanks to Yoshitsune 
Eiyuden's glonous looks, they do feel 
grander for it. Which makes it even 
more of a shame that the swordplay 
just doesn't cut 1t. In fact. replaying the 
game through with a speed1er 
alternate character is more enJoyable 
than gett1ng to be the titular hero -
the very warner whose ticker-tape 
parade th1s is supposed to be- whtch 
IS a f1ne demonstratton of just how 
short of current battlefield standards 
Yosh1tsune E1yuden ~ails. [5] 

Yoshitsune is gory when compared to Dynasty 
Warriors' clinical, cardboard carnage. Defeated 
entmies spurt outrageous gouts of blood, while 
those near death can be skewered mercilessly 

esp1te the soft. frrendly, 
mach1ne-washable v1suals, 
Legend Of Kay's plot IS a 

surpns ngly adult affarr - an 
unashamed, no-holds-barred attack on 
Amerrcan 1mpenahsm. Th1s surpnse 1s 
matched by 1ts surpns1ngly aggress1ve 
use of language. w1th our fehne hero 
accusmg the enemy of be1ng "lying 
bastards" with1n the frrst half hour. it's 
an immed1ately refreshing and 
invigorating start. 

And wh1le the surprises end there, 
the enJOyment the game offers 
contrnues The platform dynamics are 
s1mple and the controls relaxed, helped 
along by a usually well-behaved 
camera. The f1ght1ng system is s1milarly 
simple and fnendly, a•though the 
combo technrque, allowing Kay to 
Jump from enemy to enemy in a blaze 
of fur and blades, offers some 
1nnovatron Allow1ng the player to 
target off-screen enemtes by means of 
dtrect1onal arrows solves any obstinate 
camera trouble. though tts tmprectsion 
can make stnkmg 1rto the unknown a 
nsk The save system tS similarly geared 
towaro smoothtng the play experrence, 
With save potnts ref1lhng the health bar 
and memory card access happening 
beh1nd the scenes so as not to upset 
the flow The most senous snag IS the 
1ncluS10n of an1mal riding sections: 
w1th weak controls and light t1me 
limitS, a mistake means that entire, 
compulsory sections must be restarted 
more often than sanity permits. 

The game's simple combal dynamics blossom 
when combos come into the mix, ramping up 
your offensive potential with every blow 

There's a quas1 eel-shaded look 
to Kay's world, with the animal 
characters we !-designed and as 
beautifully drawn as those of any Rare 
title. Kay's votce will be famtl1ar to Halo 
2 Live stalwarts an arrogant and 
whtney American teenager lt's a farr 
match - fitt1ng for a confident young 
cat - as 1s much of the votce act1ng, 
but eventua ly, and rnevrtably, 1t 
beg1ns to grate 

At a ttme when games are so 
often over-reachtng themselves. Kay 
represents a str a1ghtforwardly modest 
agenda. Its foremost pleasures are the 
evenly paced explorat1on. the pleasant 
graph teal style and the unexpectedly 
humorous characters. By sett,ng 1ts 
s ghts at achievable goals, 1t gives 
rtself a chance to reach them with 
an intelligence and verve which belle 
the game's s1mple stylings While far 
from essential, this is a much more 
enjoyable adventure than, on paper, 
it has any right to be [6] 

Although Legend Of Kay relies on the usual kil 
of collectables and pick-ups, there's no questioo 
that the emphasis lies with the combat rather 
than wilh a comple!ist's checklist of items 



ears in development, th1s 
strange little puzzler was 
onginally known as Donkey 

Kong's Coconut Crackers; now Rare 
has useo it to answer N1ntendo's 
enthusiastiC reclamation of 1ts 
tub-thump1ng mascot w1th some 
sp1nted brand bu1lding of 1ts own. 
The gOO')ISh doodle that IS Mr Pants 
has long been an In-Joke enJoyed by 
the faithful. and though h1s playschool 
humour wlll1rritate many, there's no 
doubting that he's very Rare, and as 
British as marmalade sandwiches 
and Crackerjack. 

Don't let it's Mr Pants' Tetris tics­
those four-square shapes scored as 
deep in puzzle game trad1t1on as 1n 

your subconSCIOus lull you 1nto a 
false serse of fam11ianty. Th1s des1gn IS 
unusua to the po1nt of be1ng 
counterintu1t1ve T1les vamsh when 
arranged 1nto Single-colour blocks of 

With its strangulated exclamations and farmyard 
effects, th• audio stems so porftctly calculated 
to annoy that it comes as a shock to realise its 
excellence. The music's queasy, lunatic pastiches 
are superbly arranged, and infuriatingly catchy 

Admittedly, they won't bt to all tastes, but lt's 
Mr Pants' messy, childish stylings are as thorough 
and polished as you'd expect from Rare. And 
you'd bt humourless indeed not to smile at th• 
witty backdrops: after all, how many videogames 
are thoro th" take visual digs at Salvador Dali? 

2x3 or greater, but can be placed 
over tiles of other colours, so it's as 
much about layenng, erasing and 
div1dmg as filling empty space. lt 
bends the m1nd effectively but 
uncomfortably, and you'll still be 
fighting the ingrained instinct to slot 
and t1dy after hours of play. 

There are three modes of play: 
Puzzle, Wtpeout and Marathon 
respecttvely p1t your w1ts against Rare's 
destgners, the clock, and your own 
amb1tion W1peout IS a s1mple race to 
clear a random scatter of tiles in two 
minutes, wh1le Marathon is a 
nsk-reward score attack in which you 
bu1ld and clear your own blocks (the 
1arger the better) while threatened by 
an encroach•ng sp1ral of scribble. 
They're tense, but ne,ther nduces the 
state of ins!lnctrve mental freetal 
needed to make freeform arcade 
puzzling come to life. 

Puzzle mode asks you to clear a 
pattern with a set of tiles in fixed 
order, and it's a more substantial and 
rewarding challenge. But it's also more 
flawed You can't see all the tiles 
you're provided with on the first run, 
which bj,nds the m1nd's eye and 
favours tnal. error and memory 1n its 
place (unless you successfully second­
guess the selectiOn). C everest when 
at 1ts most mtmma:. it's Mr Pants s 
a little too convoluted and coy a 
bra1n-tease, deslined to live 1n the 
shadow of purer designs. [5] 

oon after Suikoden /Vs t1tle 
screen d1ssolves. your naval 
colleg1ate avatar is gtven the 

run of a port in ce ebratton of h1s 
graduation. Overhead. stars. whtle 
ne1ther twnlding nor shooting, seem 
at least well-arranged 1n statiC glory 
But take a moment to SWitCh to the 
f1rstperson perspecttve and gaze a l1ttle 
further upwards. past the last-gen 
Jaggies of the rooftops. and you'll see 
nothing. A black. unpainted void 
stretchmg overhead just out of s1ght of 
normal play - presumably where the 
skyscape art1sts' imagination. 
mchnatlon or budget ran out. 
Permckety? Perhaps - but th1s neglect 
of detail seem1ngly permeates 
everyth1ng m the game 

Suikoden /Vs list of des1gn 
shortfalls s near comprehenstve On 
land, mterminable loading screens 
hamper progress up even the empties! 
of streets, while wrestling with a 
contemptuous camera on the seas just 
to point your sh1p towards 1ts 
destJnatton is frustration 1np1xellate 
The flght.ng mechan1c has regressed 
further than even the Fam1com's most 
formative JRPG output. although you 
can relieve the monotony by settmg 
battles to 'auto', or paytng your way 
out of any non-boss encounter 
However. 1n contrast to this dumb 
down, the incidence of battles has 
spiralled up. Both on foot and in boat 
(there are three battle types includmg 
basic gnd-based ship encounters), 
random encounters hammer 
progress1on until- far too late 1n 
proceedings - the ab1l1ty to warp the 
sh1p delivers you from their tyranny 

And yet the Suikoden DNA 

Uke the Xbox's Pirates Of The 
Caribbean it's possible to import and 
export tradable items from one island 
to the next for profit. Cash buys the 
runes for magic attacks, so healthy 
economic management is important 

Unlike previous games, the central hub in which 
you house your collectable characters is not a 
castle but a galleon. Seeking out each of the 107 
characters to populate it is pleasingly compulsive 

remains. The series' USP. the 
collectable 107 'stars of dest1ny· 
(characters which form your army), 1s 
still appealing enough to encourage 
extens ve sidequestlng, espec1ally 1n 
the latter half of the game- although 
you can take only four characters 1nto 
battle at a time rather than the six of 
previous instalments. As 
characterisation outside of the fighting 
arena is largely non-existent, this 
further limits what little novelty the 
game attempts to offer 

Visually, this is shockmgly bland 
and will have even the staunchest 3D 
advocate long ng for the express1ve 2D 
detail of the ftrst two 1terat1ons 
Perhaps that 1S where the real tragedy 
l1es: that such a prom1smg senes has 
become cnppled so QUICkly This is 
refinement to the po1nt of absolute 
regression, supplymg neither the wit 
nor imagination that was 
commonplace m the narratives and 
scenarios of l6b1t RPGs a decade ago. 
The resu lt 1s a soulless v1deogame that 
stands as a grave 1nd1Ctment of how 
stale a ser es can become 1f 1t loses 1ts 
spar< of creatrvtty and imag1nat10n. [4] 
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TIME EXTEND 
SKIES OF ARCADIA 
!'QRMAT DC 
?uS..tSHER SEGA 
Oo•tLOPER: SEGA/OVERWORKS 
ORGIN JAPAN 
• <:LEASE DATE: 2000 

t sounds like a tourist resort 
more than anything else: 
'Come to Arcadia' says the 

brochure, 'a relaxing videogame 
destination that's a holiday of 
soothing escapism for the retired and 
burnt out'. But whereas most 
brochures offer sun, sea and sand, 
Arcadia's resort proffers six moons, an 
'ocean' of fresh air and expansive rock 
drifts. Instead of redcoats, Arcadia has 
Blue Rogues. You won't be so much 
sipping margaritas by the pool as 
swigging spicy grog on the deck of a 
battleship. Despite the floaty, la id­
back promise of its title, Skies Of 
Arcadia is a swashbuckling adventure 
worthy of its own Disneyland ride: 
"Where there's treasure ... there are 
pirates· the game introduces itself. 

Piracy in Arcadia comes in two 
flavours: black and blue. Black Pirates 
are those who plunder and pillage for 
their own greedy gain. Blue Rogues, 
however, are the kind of pirates who 
are fighting for a right to back up 

The moment when Vyse officially leaves 
home, for example, with his skyfaring dad 
acknowledging him as an equal, is as 
touching as it isn't melodramatic 

their wares- a band of merry men 
who steal from the rich in order to 
keep themselves jolly with homebrew 
alcohol while helping those in need. 
The game introduces the Blue Rogues 
in the midst of a raid on a booty-rich 
Valuan airship, as energetic teenagers 
Vyse and Aika throw themselves into 
the midst of combat before their 
captain- Vyse's father Dyne- even 
makes it aboard. 

From the off, Vyse is a refreshingly 
far cry from the typically moody, 
self-ti'III!Oived adolescents that often 

RPGs. 

both a mother and a father who are 
present to support him -that RPG 
rarity of a fully functioning famrly unit 
-and there's no great calamity that 
haunts him and forces him into 
seeking adventure. 

The moment when Vyse officially 
leaves home, for example, with his 
skyf ..... dad .gpgwledg1ng him as 
an equal, Is as tcliC:hing as iC 't 
melodramatic, with both parents on 
hand to offer their blessings instead 
of blubbery histrionics. Vyse's 
down-to-earth ~ture is buffered by 
the aforementioned AIQ, •tl!llf" 
present confidante and ch1~ 
friend, and a playful female 
companion. More games need a 
llllt!IIITUNJ~ like th1s: splittmg the 
•IOtiion.al and verbal duties of the 
lead character into a double act, a 
sexless husband and wife who can 

reassure and question one another 
without the game having to resort to 
the internal monologue of a glum 
teen. Aika and Vyse's relationship is 
flirty and loving, but never blooms 
into the dreaded romantic subplot, 
filled with ellipses and uncomfortable 
mutterings. Virtual girls and boys can 
do more than just stumble their ways 
clumsily and bashfully through 
formative relationships, it seems. 

The familial feel is reinforced 
heavily during the latter half of the 
game, with Vyse nurturing his own 
OWW. establishing a base on a 
charming deserted island, cultivating 
the very culture that raised him and 
continuing his generation. Much in 
the vein of Dark Chronicle- where 
players recruit known villagers and 
allies, and relocate them to certain 
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Released in the US in 
January 2003, Eternal 
Arcadia (or Skies Of Arcadla 
Legends as it's known in 
the UK) seemed to be 
Sega's attempt to give the 
renowned RPG the success 
it deserved, by offering 
up Skies Of Arcadia to an 
audience of hungry 
GameCube fans. As 
conversions go, however, 
it offered a plentiful 
expansion pack of extras 
but no significant changes 
to the core experience, 
apart from lower.ng the 
frequency of random 
battles. Bounty hunting 
missions were now 
available. numerous new 
discoveries and a Moon fish 
sidequest were tucked 
away in the game world, 
along with more detail on 
characters' histories. 
Finding a PAl copy 
nowadays Is a surprisingly 
tricky task, however. 
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This recruitment drive forms one 
third of the game's interesting 
subquests; the second (see 'The 
discovery channels' for the third) is a 
far less obvious exercise in character 
bui lding and garnering respect. At 
numerous times during Vyse's travels 
he'll have to answer pressing 
questions regarding what to do next, 
and how to do it. Ultimately, his 
answer won't change t he flow of 
events, but making the 'right' choice 
for a Blue Rogue causes the game to 
make a small chime, indicating that 
Vyse's renown has risen. From Vyse 
The Competent to Vyse The Respected 
and- ultimately- on to Vyse The 
legend, it's a clever little detail that 
forces the player to think about the 
situation, although some of the 
'correct' answers can seem a little 
illogical. If the player runs away from 
too many random battles, Vyse will 
eventually earn the monicker of 
Coward, a crushing label considering 
that the inhabitants of Pirate Isle- the 
epicentre of pirate life- chat to you 
in accordance with your reputation. 

The majority of Arcadia's main 
players are anything but one­
dimensional, too, with the exception 
of drippy weakling Fina. Captain 
Drachma, for example- an ageing, 
overweight grump with a hefty 
metallic arm who cuts in and out of 
Vyse's life - has his own heartbreaking 
agenda, involving a box of feat hers 
and the relentless hunt of a 
gargantuan Arcwhale known as 

Rahknam. lt's handled with Arcadia's 
signature even-handedness, making 
revelations all the more touching. 

But nowhere is this strength of 
characterisation more prominent than 
in the admirals of Valua's Imperial 
Armada. A five-strong force of Valua's 
best and most well-armed generals, 
they form Vyse's main adversaries in 
the race to retrieve the sacred Moon 
Crystals. But few of them are as out­
and-out evil and dishonourable as 
their role suggests. Second admiral 
Gregorio, for example, is a blood 
relative of one of the game's heroes, 

embarrassingly phal lic battleship, 
forms a disturbing fascination with 
Aika, but in defeat he still manages to 
retain some semblance of honour. it's 
these ambiguit ies among Arcadia's 
biggest bad guys that raise them 
above dreary pantomime villainy, 
replacing it with something far 
more worthwhile. 

While Final Fantasy vu 
introduced RPG players to rich and 
intricate prerendered worlds, Skies Of 
Arcadia brought with it less detail, but 
ushered in a far greater sensation of 

Skies Of Arcadia ushered in a far greater 
sensation of scale without the need for 
clinical backdrops. The expanse of sky hat 
the player sails makes the world feel tactile 

and faces some tough introspection 
when agendas are fully revealed, 
leading him to become a martyr for 
justice. Fourth admiral Belleza. a 
sensual redhead who forms a swift 
crush on Vyse, has a tortured family 
background that spurs her on to back 
Valua's brutal masterplan, if only for 
the good it could bring. Third admiral 
Vigoro, a macho lunkhead w ith an 

Willowy redhead Aika's hair never loses its 
trademark pigtails. unless the player is curious 
enough to uncover an Easter egg nrly in the 
game. When she lea vu the group to 'freshen up', 
players can get an eyeful of her letting her hair 
down via a peephole In the side of her house 

scale without the need for clinical 
backdrops. Without except ion, it's ripe 
with colour, and the expanse of sky 
that the player sails makes the world 
feel tactile and navigable: they're in 
it, not on it . Arcadia's world is 
composed of six distinct regions. 
whose climate is sculpted by its 
nearest Moon Crystal. Being 
elemental, these give rise to what 
seems to be a generic range of 
locations: the Red Crystal, for 
example, has formed the parched 
desert islands of Nasr, and the Green 
Crystal causes the lush forests of 
lxa'taka to flourish. But their 
implementation is anything but 
cliched, as t he game fans them out 
before you with a peacock's majesty. 
The fact that everything is suspended 
in an ocean of sky, drifting between a 
sandwich of thick cloud, lends the 
game its own striking visual theme 
before you've even w itnessed the 
gushing waterfa lls of Yafutoma or the 



industry-choked glumness of 
electricity-powered Valua. And you'll 
be seeing plenty of Valua. 

Witnessing the grubby, run-down 
desperation of Valua·s Lower City is a 
distressing sight. Every so often the 
upper echelons of Valua host a public 
execution in its coliseum for all to see: 
"lt's comforting to see someone worse 
off than yourself• offers one of the 
downtrodden inhabitants. lt's a city 
torn by a massive class divide, where 
white bread is a luxury food fit only 
for the rich, but the inhabitants of 
both the Upper and Lower Cities live 
under the same gloomy, lightning­
pummelled skies. Being an advanced 
industrial state with a runaway 
military budget, Valua plans to 
capture forces of nature known as 
Gigas, weapons of mass destruction 
that brought down the previous 
civilisation through the corruption of 
their power. The ru ling heads of Valua 
are not theatrically evil heels, but are 
trying to solve its problems like any 
overbearing, paranoid first-world 
government that's grown suspicious of 
the rest of the world: pursue the 
ultimate in self-defence by ruling with 
a spiked iron fist . This tale of bloated 

science versus ecology is not a new 
one, but it's handled in a manner 
that's neither overblown nor insulting, 
and the plotline swoops and twists 
with believable and edible pace. 

The game never lets up with this 
striking sense of location, either. The 
urge to see what grand delight waits 
just around the corner is a hefty one, 
although the definition of 'corner' 
changes quite ingeniously, as the final 
stretch of Skies Of Arcadia sees you 
gaining access to the ultimate in 
uncharted waters. The world as you 
know it has its boundaries peeled 
away, as Vyse breaks through the 
thick cloud cover at the ceiling and 
floor of the known world. lt feels like 
being given access to the game's most 
intimate and prehistoric corners, 
rejuvenating it with fresh possibilities 
and discoveries. lt makes the game 
feel as much like a genuine travelogue 
as a story and stat-powered excuse to 
save the world. That's an essential and 
often undervalued part of an RPG-
of feeling well-travelled as much as 
well-experienced - and it makes the 
player feel that they're doing more 
than just nurturing a hero via the 
power of statistics. 

Skies Of Arcadia made some 
of the strongest use of the 
Oreamcast's VM unit, 
although it had little 
competition during the 
machine's active lifespan. 
Upon meeting the 
diminutive Pinta at Pirate 
Isle. he can be 'sent' to your 
VM unit to complete a 

"·"'
6

'·,... number of minigames in 

Thanks to a sterling lo<ali~tion job. or maybe through having 
excellent source material to ~gin with. Skies Of Ar~d/a has a 
solid and understated quality of scripting: no childishness, 
no clumsiness, no multiple exclamation marks at the end of every 
other sentence, just sensible dialogue and vivid descriptions 

returns for items and other 
spoils. Pinta's ship will brave 
dangerous (and blocky) rock 
storms and simple aerial 
battles in order to retrieve 
booty for Vyse. There's 
depth beyond the simplistic 
tasks. though - Pinta and 
his ship can be levelled up 
nearly 100 times, making 
his forays a sub-RPG 
within a subquest. 
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THE HAPPY CUPIL 
Despite Fina's softly-softly 
approach to both battle 
and conversation, she 
wields a suitably cute 
morphing weapon by the 
name of Cupil. This familiar 
can be evolved by feeding 
it Chams, whiCh are found 
via an imaginative use of 
the VM unot - whenever the 
player nears one, the unot 
screams out a series of 
high-pitched cheeps that 
get faster as you near the 
Cham. A Chom can also be 
fed to Cupol, to make it 
vomit up all consumed 
Chams, and with good 
reason - Cupol evolves onto 
a variety of weapon forms 
dependong on how it's fed. 
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One of the most prominent 
gameplay tra its of SkieS Of~­
especially in comparison to more 
recent RPGs. and their potentially 
alienating arms race for esoteric 
complexity and depth- is its simplicity. 
lt's stunningly straightforward 
w ithout feeling at all limp for it, with 
perhaps only the game's magic system 
presenting some confusion. Casting 
spells uses up both magic and spirit 
points, and deciding just which enemy 
would be weak against certain 
elements sometimes feels garbled. 
But the remainder of the battle 
system feels more GCSE than PhD ­
Super Moves provide a flashy and 
potent alternative t o st andard 
attacks, and any character can 
choose to specialise in any category 
of spellcasting. Even the ship-based 
battle system, using an initially 
befuddling grid system, would 
become l ike the back of the player's 
hand in minimal time. And -
essentially - it's possible to savour 
Skies Of Arcadia without the nagging 
sensation of needing a guide or a 
FAQ in your lap in order to see 
everything on offer. 

Where Skies Of Arcadia is 
overbearing, however, is in t he 
quantity of random batt les and t he 
length of some of its major skirmishes. 
Players have t o scrap it out every few 
seconds during dungeons, it seems, 
leading to certa in sections feel ing too 
much like a uphill t rudge than a 
f reewheeling ride. The combat, 
however, is often easy, and the 
arduous length of the more important 
fights gives the sensation of becoming 
battle-hardened without having to 
meet defeat over and over. 

Despit e t his accessibility, however, 
Skies Of Arcadia is beset early on in 
the game by a string of harsh 
baptisms that manage to sting 

......,..,.._....-Mil 

...... llnglh.lft common /of RPGs 
to felluni numerous end ludlcrGul 
difficulty spikes, butthelt ...... 
excused becMM thtf btc:ome the 
player's rite of.,...._ earning them 
some virtual stripes and making battle 
knowledge second nature. Arcadia is 
no different. Taking place after five 
hours or so of play. this gauntlet 
begins with a trek through Valua's 
sewers to fight the Bleglock. a giant 
jelly with a soup of skulls swimming 
about in its stretched-to-transparent 
belly. Immediately after this is another 

plain sailing, 
along and 
locations and 
stumbling .:J:J~t:;l:~. 

Certain nn~ftlllftii·•tl 

ArrMlia have not held up slncllts 
Dreamcast launch - character 
animation when exploring dungeons 
and towns feels almost pensionable ­
but many aspects remain timeless. The 
dazzling soundtrack still deserves to 
ride high in Sega's greatest hits, 
tugging and t humping the heart with 
its excellent sense of atmosphere; the 
cool chillout lullaby of the Deserted 

Skies Of Arcadia remains an RPG apogee, not 
because of how much it accomplished, but 
because of how well it did what it did: few 
others can offer such an all-inclusive package 

punishing boss scrap- facing off 
against the Executioner and his deadly 
dash attack - and a further series of 
sub-boss scuffles with no chance to 
restock supploes of health and magic. 
Then the player will be handed 
newbie Fina, who enters the fray w ith 
level-one experience, thus making it a 
tricky task to strengthen her without 
a hike back to the training grounds of 
Shrine Island. 

Done that? Next up is a lengthy 
and intense air battle with your f irst 
Gigas. one that you're unwittingly not 
meant to w in, but one where you can 
easily expend all of your supplies - a 
mistake, since there's another major 
naval battle laying in wait just around 
the corner, waiting to club the unwary 
player. Still playing? Then you' ll have 
to brave the strong w inds of the 
South Ocean, a journey t hat sees your 
ship slowing to a plod. with random 
battles occurring at a seemingly 
incessant pace and starring enemies 
that can kill with a single magical 
attack. Survive this, though, and t he 
game flattens out to become literal 

Island, the oppressive melancholy of 
Valua's lower City, or the rush and 
energy of the all-important battle 
themes. And everyone who sees it 
through to its conclusion will be left 
with a cache of precious memories -
that bit with Daccat's treasure, and 
the moralistic punch line behind it all; 
the twisted gravity of the Moon 
Palace; t he sight of a ful ly powered 
Prophecy attack. 

Skies Of Arcadia remains an RPG 
apogee, not because of how much it 
accomplished, but because of how 
well it did what it did: f ew others can 
offer such an all-inclusive package of 
grand locations, charming stories, ease 
of enjoyment and characters colourful 
enough to match the crisp Dreamcast 
palette itself. Sure, plenty of other 
games can hit higher notes in each of 
these regards, but so few of them 
manage such a captivating synergy. 
"Where there's treasure ... there are 
pirates" the game introduces itsel f. 
lt 's some modesty, though. As far as 
Skies Of A rcadia is concerned, 
it 's t he other way around. 



THE DISCOVERY 
CHANNELS 
During ship-based 
exploration, the player will 
often stumble across curious 
segments of the landscape 
that send their onboard 
compass into a wild spin. 
These are Discoveries. 
uncharted curios that Vyse 
can unveil and, upon 
reporting them to the 
Sailor's Guild, take credit 
(and cash) for their 
detection. Hints regardong 
nearby Discoveries can be 
purchased, and your 
diligence is time-sensotove 
with regards to on-game 
events - fail to unearth 
them, and a rival explorer 
named Domongo will get 
there first. Ultimately, 
players can scupper 
Domingo on permanent 
fashion- giving themselves 
ample time to find 
Discoveries- by recruiting 
him into the ship's crew. 

Unfortunately, the player never gets to see Pirote tsl~ 
(left) in this kind of detail, but it givH an ucollent idu 
of the scale and style of Arcadia's island locations. as 
they're left bobbing and drifting in a sea of cloud 
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THE MAKING OF ... 
LITTLE COMPUTER PEOPLE 
Twenty years ago, the sim-person notion seemed outrageous. 
However, that didn't stop Activision from bringing it to life ... 

ORIGINAl FORMAT: C64 PUBLISHER ACTIVISION DEVElOPfR IN·HOUSE/RICH GOLD/ lAMES WICKSTEAD DESIGN ASSOCIATES ORIGIN US RELEASE 1985 



Some people (wrongly) 
believe LCP to be solely the 
work of David Crane. Here. 
he explains the real story 
behind the projed: 

"LCP bears somewhat 
less resemblance to most 
of my original titles simply 
because it began life as 
the product of another's 
imagination. The 
contribution of other 
creative people to the 
concept upon which LCP was based is common 
knowledge, but often overlooked. So as not to 
overtook anyone this time, I'll give you some of 
the history of the project. 

"Rich Gold, described as an engineer, artist, 
designer, writer and cartoonist, had the idea to 
create what he called a 'Pet Person', along the tines 
of the 'Pet Rock' of the 1970s. This was to be a 
non-interactive, fishbowl view into the life of an 
artificial life form who went about his daily 
activities indifferent to the human viewer. Rich 
raised some development capital and hired an 
east coast developer, James Wickstead Design 
Associates, to realise this concept. The 
programmers and designers at Wickstead, many of 
whom have gone on to make other contributions in 
the videogame business, refined the concept and 
developed the look and feel of the Pet Person and 
the hou.se he lived in. At this point. Rich tried to 
find a publisher for the Pet Person. He had no 
takers. The product was not deemed marketable, 
and no publisher would take lt - it was rightly 
believed that no one would conned their 
Commodore to the TV. switch off their favorite TV 
programs. and sit in front of a non-interactive fish 
bowl. If it had surfaced ten years later when there 
was a PC on every desk, the Pet Person might have 
been the greatest screen saver ever created, but in 
the videogame market of the 1980s it would not 
achieve more than novelty-level sales. 

• Activision, as one of the largest publishers of 
videogames in the business, was one of the 
companies that Rich approached. Activision's 
president. Jim Levy, thought there was enough 
interest in the concept to bring it to me for an 
opinion. What I saw was not a pet rock, but the 
beginnings of an interactive simulated life form. I 
offered to take the project to that next level. 
Activision bought the project, not as a finished 
game for publishing, but as a starting point on the 
first interactive si m-type product. Rich was given a 
large cash advance - to cover the staggering 
development debt owed to Wickstead - as well as a 
royalty on whatever Activision and I might 
eventually develop from his seed of an idea. 

"Thus began one of the hardest programming 
challenges of my career. I kept the character and 
house graphics, as well as sound effects and music. 
But I had to interface with ten thousand tines of 
code written by other programmers [and) this is a 
programmer's nightmare, no matter how well 
written the code might be. I had many battles with 
Rich over interactivity. He maintained that adding 
interactivity was contrary to the Pet Rock concept. 
while I was firmly committed to trying to simulate 
an intelligent life form. 

"The technical challenges were daunting as 
well. Activision personalised every single disk 
during manufacturing so that each LCP would be 
unique. I had to create and program unique 
personality and mood parameters to make each 
guy truly different. I needed a way to let them 
communicate with their owner through complete, 
grammatically correct sentences that would be 
different every time. And while billions of dollars 
were being spent on true artificial intelligence, 
I had to write a program on the lowly C64 that 
would parse and interpret Engllsh-language 
commands entered by the user on his keyboard ... • 
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Fe~lng frenzy 
One mark of the maturing of 
the mobile game market has 
been the acceleration of 
acquisitions. Trip Hawkins' 
(above) new vehicle Digital 
Chocolate kickstarted the 
activity in the summer of 
2004, picking up respected 
Swedish developer Sumea. 
Then prime UK studio lomo 
was snapped up by 
US publisher lnfospace for 
S15 million, while UK 
publisher Macrospace was 
gobbled up by Sorrent. Into 
2005, it has continued with 
lnfospace {again) picking up 
German game specialist 
Elkware for S26 million and 
French gaming channel 
ln-Fusio also getting into 
the action via the purchase 
of US outfit Thumbworks. 

According to lira's Paul 
Schaut. one result is the 
imposttion of new working 
methods: "When mergers and 
acquisitions occur, they are 
usually driven by a more 
dominant partner. whether 
that's in terms of personality 
or money, and the result is 
change. I think this means the 
industry's ripe for an 
alternative approach." 

The other big change 
Schaut expects is a focus on 
quality, and he says it will 
become a key driver: "Just 
think about how poor quality 
impacts a brand. Some of 
these lP companies have spent 
billions over the years on their 
brands and they aren't going 
to let developers release 
substandard content. it's also 
an Issue f or operators and 
publishers too, because 
if a game doesn't work well 

on my phone, they are the 
people I complain to. • 



Great anginal flavour 

I
t's so easy to bemoan the lack of originality 
in all entertainment industries. That's why I 
used to do it ~o often. But the fact is, these 

days originality is alive and well. Viewtiful]oe, 
Typing Of The Dead, Pikmin, Rez, I eo, Guru Guru 

Champ, Cubivore, Chu-Chu Rocket, Made in Wario, 
the EreToy ... That's the stan of a long enough 
list of recent enough products that are different 
enough in the way they look and play. 

Not that originality guarantees quality or fun 
-just different: something easily revered or 
feared. The problem is it increasingly feels like 
the only way to experience the delights of The 
Different is to own imponed or modified 
hardware or to live in Japan. Katamari Damacy is 
a recent casualty. Presumably the appropriate 
arm of Namco knows best and a potential 
European audience makes inadequate 
commercial sense. 

This highlights the usual problem with 

be funded just because they believe in them and 
believe they are different. 

No matter what the author's belief, 
commercial considerations are a reality. 
Ultimately it's a matter of authors generating 
enough interest from investors - aligning 
sensibilities with patrons and audiences (who 
effectively represent a fragmented investor). 

A concept's journey from the author's head 
to the player's is a long one - like the difference 
between a single sperm and an eventual adult. 
Someone has to invest in making it exist, 
making it visible, making it available. Most of 
those involved in the process don't do what they 
do for nothing- and don't want to do it at all if 
there's little or no obvious chance of making 
good on the investment. Even if the concept is 
readily available to the world, perhaps through 
online distribution, bypassing conventional 
retail channels, the audience needs to be aware 

How much can and should authors compromise their visions in 
order to make their work more widely appreciated? 

bringing original concepts to market: it's tough 
to target specific audiences or make the unusual 
more widely accessible. Perhaps marketing could 
work more closely with authors from the outSet 
and steer the style in a more convent ional 
direction - bring what appears to be from 
another planet down to Earth. Not that it's 
obvious how the likes of Katamari Damacy could 
be any less different. 

How much can and should authors 
compromise their visions in order to make their 
work more widely appreciated? It partly depends 
on the motivation: cash or cachet. Typically, 
those with creative conviction can't see 
anything anyone else's way and do what they do 
for (sell) love not money. It's certainly 
unrealistic for authors to expect their dreams to 

of its existence, which takes time and money -
and then the audience has to be interested 
enough to make a commitment. 

lt's all very well having a concept that people 
want to use or play, but they have to be prepared 
to pay for it. Zoo Keeper's a recent example of a 
competent treatment of a mundane concept. But 
while its approach is novel and stylish and I'm 
happy to play it for free in Shockwave form -
and perhaps even go so far as to show my 
appreciation with a donation to the author - it 
seems out of place with other full-price releases. 

So who wantS originality? The bored. The 
desensitised in search of alternative stimulation. 
The innocent and inquisitive with a desire to 
expand their palettes. The greedy gourmet. The 
elitist in search of a new clique. A handful of 

journalists and developers and a few players 
besides. Minorities. 

Me. I always want new toys to play with -
or to play v.>ith the same toys in new w.lys, 
performing new activities in new playscapes 
with a new look (but not necessarily all at once). 
But I'm not millions of real people with money 
to spend on time to kill without the inclination 
to use that time learning somethirtg new. 

Most players are indifferent to difference. 
They see or hear the name Viewtiful]oe and are 
immediately disinterested because it sounds 
stupid. They see pictures of Vib Ribbon in 
magazines or online and see stupid and 
unrealistic. They read the premise of Chu-Chu 
Rocket but it sounds stupid. They see video of 
Cubh'Ore in play but can't see the point. They 
may even play Rez but not for long because it's 
senseless. They can't be bothered. We are all 
inherently lazy, and bollocks to it if it's not 
convenient to understand or experience. 

So why bother with originality in a 
commercial context? On the face of it, there's 
less competition and an outSide chance of 
becoming The Next Big Thing to inspire a 
generation of tributes. 

But publishers typically have to put their 
shareholders first and authors grow older and 
develop dependencies outside MS Project: 
mortgages to pay and mouths to feed. 

It's hard enough to make, manufacture, 
market and sell any concept - Jet alone a new 
one, to define, design, build and develop the 
unknown from scratch. It's easy to see why the 
familiar seems so much more attractive all 
round, in a space where small differences can 
make all the difference: fragments of originality, 
tiny spots of colour in world of grey. 

Originality matters but it's not a matter of 
being wholly original - just original enough. 

Gory Ptnn began his caroer on ~op!6.4, befort: worting 01 
BMG and DMA Dtsign. Ht now mo~s gomts 01 DtnH 
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A
fter a rather depressing interlude 
wandering round dank, gloomy caves, 
the sight of sunlight pouring through a 

hole in the roof is quite dazzling. Speleology, I 
decide, is not for me. Slowly I emerge into a 
greenish-yellow haze under a gorgeous forest 
canopy. I can almost feel the fluid pressure of 
the thigh-deep water against my legs as I wade 
wearily to dry land. I'm tired, and hur t. I salve 
and bandage my bu rns, and eat a tasty rat I 
knifed back in the caves. Now, what do I do 
about a bu llet bee that is still burrowing into 
my abdomen? 

Somebody once said the political is personal, 
and Hideo Kojima has found a graphic way to 
illustrate this idea. The Cold War plays itself 
out not just in a remote corner of the Soviet 
Union, but on the muscles and viscera of the 
hero himself. The body itself has become a 
battleground. Perhaps the most interesting 

game - look like a girl}; ointment and bandages 
for a burn - raises the game's impressive 
physicality far beyond the run-of- the-mill RPG 
where you are playing with potions and 
numbers. freshly killed wildlife, meanwhile, can 
range from disgusting to delicious, and, unlike 
generic videogame food, it can even betray you, 
if some serpent meat goes rotten and gives you 
food poisoning. 

This is a novel sort of psychocorporeal 
immersion. Snake's body is more complex and 
interesting than the regular videogame avatar 
with a s ingle health bar; it requires more 
nurturing, and so we come to feel more 
protective towards it , and mentally closer to its 
various travails. This is extended by the brilliant 
touch in which Snake regains stamina during 
the times you are not playing the gilme and the 
console is Mtched off - a wonderful example 
of Kojima'~ beloved counter- immersive 

This is a novel sort of psychocorporeal immersion. Snake's body is 
more complex and interesting than the regular videogame avatar '' aspect of Metal Gear Solid 3 is the way it 

presents Snake as an ordinary human with a 
body that becomes fatigued and hungry, and 
gets injured in numerous different ways -
partaking richly of'the thousand natural shocks 
that flesh is heir to: as Hamlet put it. 

I've always been particularly fond of Snake 
because of the way his totally uncool hairstyle 
somehow makes him seem more real, more 
human, than most d igita l action heroes. But 
now it's gone much further than that. The way 
each possible injury demands a d ifferent course 
of treatment - styptic and sutures for a cut 
(Snake's stoicism while doing this makes John 
Rambo in First Blood - which might well have 
provided the inspiration for this aspect of the 

postmodernism, but also a very logical way 
further to entwine the feelings of player and 
character - if you and Snake are tired at 3am, 
just turn off the PS2 and go to sleep; and when 
you return to the game next day both you and 
Snake will be refreshed and ready for action. 

Of course, Metal Gear Solid 3's injury system 
also works to further Kojima's project of 
extending the notion of hurt in videogilmes. 
Games can show us explosions and fiery dea th, 
but rarely have they been interested in showing 
us suffering. The disconcerting realism of the 
inky blood that pooled around a shot guard's 
head in Metal Gear Solid 2 was part of this 
process of stressing the consequences of 
violence in Kojima's gilmes; and so now is the 

fact that a bullet wound to Snake doesn't just 
trim a d iscrete length off the health bar, but 
goes on causing him pain until he does 
something about it, even if it mean~ digiing 
around in his own flesh with a knife to extract 
the projectile. By appealing to our sen~e of self­
preservation and even fear, Kojirna makes a 
shootout all the less appealing, especially at 
harder difficulty levels, and so cleverly nudges 
us further towards playing the game as a t rue 
sneak 'em up. 

With all this management of wounds and 
food, not to mention the camoufl age system 
and the occasionally tiresome backpack 
management for the soldier'> tools, Metal Gear 
Solid 3 is in one sense closer structurally to a 
driving simulation, in which you must replace a 
car's components and possibly see them fail 
during a race, than to most action gilmes. And 
games that share its level of character 
management, such as Dcus Ex, do so only on 
a far more abstract leve l. Here, you can really 
sec Snake getting tired and woozy, and it 
matters more. 

It's a strange path we have travelled. Once 
upon a time, we didn't have bodies in 
videogames at all. We controlled litt le clumps of 
pixels that were more or less representational, 
but in our actions we were pure mind. Then 
Donkey Kong made us human, and later Prince 
Of Persia and Tomb Raider were milestones of 
animation, but the body was still homogeneous. 
Now the bleeding and digestion of Metal Gear 
Solid 3 appear alongside the apparently 
opposite phenomenon of using our real bodies 
to control games, as with EyeToy or GameTrak. 
But they are similar developments: t rying to 
situate us, embody us, ever more solidly in 
illusionistic worlds. Mens sana in corpore 
sano - in games as in life. 

Stt'"'" Poole is rho aurhot of Triggtt Happy: Tilt lnnet Lift of 
Vidoogames (Fourth Estaro) Rood mort: ... .,.•.srtphtnpoolt.ntl 



I 
never would have guessed Wilde 
Cunningham'~ peculiar condition. Not at 
first, anyway. In a world full of punks, 

dominatrices and nerd-chic hipsters, 
Cunningham's spiky red hair and orange skin 
seemed like just another fashion statement.In 
hindsight, though, the evidence was there. His 
ambitions, for example, were enthusiastically 
wide-ranging. He wanted to build a house. He 
wanted to build a castle. He wanted to build a 
waterfall. He wanted to run a store. He wanted 
to pilot a helicopter. He wanted to influence the 
world positively. He wanted to buy some guns. 
He wanted to publish his life story. He wanted 
to be a woman. 

Well, we all have needs. So if it wasn't for 
Cunningham's friend l,ilone Sandgrain, I never 
would have known the reason for all his 
conflicted plans. Wilde Cunningham has 
full-blown multiple personality disorder. It's no 

type. When they band together to inhabit their 
new Second Life, though, none of these 
restrictions matter. In Second Life, they are free 
from their wheelchairs, free from the prejudice 
of others, free from shame. They are free to 
be themselves. 

After we met, Lilone Sandgrain introduced 
me to the nine. "There's John," she said. "He's 
key. He makes decisions. Charlene's still 
learning how Second Life works - she's shy, but 
really witty when you get to know her. There's 
Micah. She's the joker. There's Mary, we call her 
the Queen of Hearts. Nichole - she's shy. She 
won't talk unless she knows you. Scott - he 
really influences everyone else. Danny's deep. 
He's cried over Second Life." 

"Good to meet all of you! • I say. I'm expecting 
a chorus but, of course, his reply comes back as 
a line of text. 

"We feel the same!" Cunningham says. It's 

In our virtual worlds, we are free from gravity and friction. Up can 
become down, a personality disorder can become an advantage 

wonder he wants nine things at once: he's nine 
different people. But that isn't a problem. Wilde 
Cunningham is a resident of a virtual world 
called Second Life. We're through the electronic 
looking glass, where a real-world negative 
becomes a virtual positive. Here, his condition 
is something wonderful. 

Outside of Second Life, the nine souls of 
Wilde Cunningham are nine separate people. 
They're day-residents at a Boston, 
Massachusetts project for the physically 
disabled. Alone, none of them can use a 
computer; together, and with Lilone Sandgrain's 
help, they have all the skills they need. Of the 
nine, only one can read. Only one has enough 
motor control to move a mouse. Only one can 

January, but the virtual gift shop they run in 
Second Life is still playing holiday tunes. I wade 
through their home-made virtual snow, and ask 
how they decide what to say. 

"Well, we all toss out ideas,• Cunningham 
says. "Lilone helps. Everyone chips in when 
they agree.• 

In real life, Lilone Sandgrain is a helper at 
the Boston disabled home. Three years ago, 
hassled by her boss over a cigarette break, she 
finally quit her "managerial-type job" to help 
out at the home. She's never looked back. "No 
regrets;• she says, "even when the rent's due." In 
March this year, she became a spare-time 
resident of Second Life. Her hobby came up in 
conversation at the home, and the residents all 

begged to try. The management was reluctant, 
but after months of "pulling and tugging, lots 
of red tape and circles," the centre agreed to 
allow access to Second Life. The group nfade 
a male character, because there were more 
men present that day. They called it Wilde 
after the unofficial name for their raucous 
clique inside the home. They argued over 
what skin colour to choose - "because 
there are both black and white in our real-life 
group;• says Cunningham, "and we didn't 
want either of these because neither is better. 
So we chose orange." 

The management of the centre decreed 
the group could access Second Life for only 
four hours each week. Still, Sandgrain says that 
in the three years she's worked with the Wilde 
crew, she's never seen anything enrich their 
lives as much as Second Life. The nine souls 
of Wilde Cunningham have known more their 
fair share of injustice. "Perhaps the greatest 
pain is when our dignity is taken, our humanity, 
feelings, kicked around and abused," they 
wrote together, on a postcard on their virtual 
gift stall. That suffering has wrought a patience 
and a sympathy that the able-bodied can never 
know. "They know shame their whole lives," 
she says. "All of them. They almost always 
feel shame. Or could, at the drop of a pin. 
But not in Second Life. Here, there is no shame." 
In our new virtual worlds, we are free from 
gravity and friction. Up can become down, a 
personality disorder can become a distinct 
advantage. And, according to Sandgrain, in 
Second Life the disabled are the ones with the 
super-abilities. "I can't stress th is enough;' 
she says. "If you are fortunate enough to get 
to know them, you are the one who will 
suddenly feel disabled, by all they will share 
with you.• 

Tim Guts! is an aurhor and \'<ltron vldtOg<Jmelrt<hnology 
joumolisr. His boo/1, My Li(tln Oron&t. is p~Jblishtd by Granra 



V ideo games!!!! They're evM,~Where. 

Shops!!!!!! Homes. Bags1!!! They're 

literally everywhere. And, as any girl knows. 

when it comes to spending time with yotK 

boyf it's those pesky games which pose 

more o f a threat to your relationship than 

insectKity and teenage pregnancy!!!!!!!!!! ?!!1 

If you're worned your boyf may be 

spending more time with lara Croft than 

you, Not Quite 18 Magazine sets out to help 

by posing the question - Is Your Boyfriend 

A Video Game Addict?!?'?!?' Find out in thrs 

easy-to-answer questionnaire'!!!!' 

1.. lt's your bitthday, and you.­

boyfriencl has Pf'omised you a 
.,. - .. he: 

Take you for a romantic meal. fol~ 

by a moonlit walk ttvough the park 

Take you to the cinema. but plays 

Solitaire on his phone throughout 

Tell you he's changed his mrnd about 

going out, and hands you your brrthday 

present -a lurid Ms Pac·Man cost\JfM, 

with a built· in easy to open butt·flap 

and peephole bustJ« 

~ Your boyfriend mee1s your parents 
fot t'.. lme. Does he· 

a) Turn up rn an rmmaculate suit, wrth a box 

of chocolates fOf yotK mum. and mrnds 

his manners the entire trme 

Belches the Sonoc: the Hedgehog theme 

music after drinking a cup of coffee 

Turn up wearing nothing but a parr of 

swimming trunks. with the title of every 

Mario game scrawled owr his body rn 

marker pen 

3. You ate both tr.lpped In a I ft. 

001'5 yow boyf• d: 

a Press the emergency button. and 

then calmly wait for help to arrive 

b Assure you that someone win be along 

to rescue you shOftly -most likely 

someone who looks like that bloke out 

of Splinter Cell 

, Start trying to remove the control panel, 

because the problem is likely to be 

nothing more serious than a malfunction 

in a circuit board designed like a slidrng 

block puzzle 

If. What do you f-lls the weakest 

a< ;»ect of ,JOUr e •l ...,.. p 

) You don't spend enough time listening 

to each other's problems 

, He doesn't spend enough time listening 

to your problems 

He doesn't spend enough time listening 

to your problems, and he keeps askrng 

you to wear a lund Ms Pac·Man 

costume. with a built-in easy to open 

butt-flap and peephole bustier 

S. You talk to yow boyfriend about 

your hopes for the future of y 
r ·v Do." e 

a) Hold your hand, and assures you tt 

he wants the same as you 

t.) Insist that he will always have feel! 

fOf you, so tong as you grve each ol 

space to pursue your own interesu 

c1 laugh rn your face, and say that he 

could never spend his Ue with somt 

who doesn't know the difference 

between Unk and Zelda. and then 
start JUmping around the furniture, 

shovelling handfuls of hallucinatOOJ 

mushrooms into his moustachioed . 

gob whrle shouting that he's 

becoming 'super' 

6. What is your boyfriend's best 

at • ..rte? 
a) His sense of humour 

b) His manual dexterity 

c His SSX Tricky tattoo 



"Silence, Earthling! My 
name is Darth Vader ... n 

Back To The Future. Twenty 
years old, I think, now. RedEye 
references the movie in his 

I 

column. Not sure why I'm 
telling you this. You must 
surely already know. I suppose 
after ten years of buying 
Empire magazine and not 
recognising a b-ingle spine 
quote ... Anyway, December's 
edltorial-page movie line was 
from Three Men And A Baby. 
A Guttenberg classic. Didn't 

I 

spot the reference within the 
mag, though. Still, half a point 
ain't bad. Keep 'em coming 
and keep 'em easy. 
Kelsey )ackson 

You mean you dldn't know 
December's quote was in 
recognition of the birth of the 
first ~er Edge baby (above)? 
You're not paying attention. 
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I would like to take issue with 
your response to my last letter 

that my problems with Ubisoft's games 
were a localised issue: on the contrary, I 
know many legitimate users who were 
unable to play their games due to their 
copy protection specifically preventing 
the game from running when 
disc-emulation software is present 
(even when running it with the 
authentic CD in the drive). 

Even more disturbingly, l know of 
cases where users with more than two 
hard disc panitions were unable to run 
Prince Of Persia due to the protection 
assuming disc-emulation software was 
present (even when it was not) due to 

of inserting the CD in the drive every 
time you want to play (if I wanted to 
disc-swap I would have bought a 
console). I was able to play Half-Life: 
Source on my family's computer when I 
came visited for Christmas without the 
need to remember to pack game COs. 

In spite of my professed love of 
lavish packaging, I believe online 
content delivery is the way to go for 
games. If there really is so much illegal 
downloading of games going on, then 
developer~ really should get in on the 
act: it worked for id years ago, when the 
demo version of Quake ground the 
internet to a standstill! If suprnova.org 
was inundated with demo versions of 

If there really is so much illegal downloading of 
games going on, then developers should get in 
on the act: it worked for id years ago with Quake 

the large number of drive letters. 
Other companies are not free of 

guilt: the illegible CD-key issued with 
Neverwinter Nights is a staple thread 
subject on Bioware's tech-support 
forums, and both me and a friend (who 
bought the game at the same time so 
that we could coop through it) had to 
obtain new ones from Atari. 

games instead of cracked full versions, 
there would be far less people breaking 
the law. After all, only the most 
determined' pirate' would choose to 
download a (potentially virus-inf~"ted) 
4Gb download of a game he doesn't 
know he will like instead of a 1GB 
completely legal demo. (Although in my 
opinion the label'pirate' should be 
reserved for people who actually sell 
illegal copies of gamt>a, the rest being 

'illegal users~) And If the demo Is really 
that impressive, it might give potential 
downloaders some pangs of conscience 
if they choote to download a cracked 
full version rather than pay a fee for the 
rest of the content. Onllne delivery is 
cheaper (a saving which developers may 
choose to pass on to their customers, 
further decreasing piracy), and frees 
game makers from dependence on their 
publishers. While there's no substitute 
for fmding a wrapped copy of a long· 

In the midst of all this negativism, 
however, I would like to point out that 
my experiences with Steam have been 
on the whole very positive! With the 
exception of some unacceptably long 
loading times, I found it a very 
innovative and hassle-free content­
delivery system, and I very much hope 
that Valve will iron out its problems 
and perhaps license it to other 
developers. I think that spending a few 
hours downloading the game in advance 
of playing it is a good trade-off for the 
freedom from physical media (which 
can be lost or damaged) and the hassle 

Kat.amari~s D•_macy's failure to secure a European relea..~e is frustrating, says Nick Drake. Namco's 
title joins a long line of accl;rlmed games never to reach these shores, but there's hope for the •cquel 
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awaited game under the Chris tmas tree 
(especially if the current trend for 
cheap packaging goes away and the 
'fresh smell of shrink-wrapped manual' 
Edge liked so much returns), it should 
eventually become the exception rather 
than the rule. 
M Papadopoulos 

We're still looking into the sort of 
problems you're talking about, and will 
have the definitive account soon. 

As for counterfeit software, you 
suggest practicing pirates would gladly 
switch to demos if given the option. 
However, the pirates in question have 
already shown themselves wry willing 
to put up with the risks of virus 

M Papadopoulos praises Steam's performance 
in delivering the Half-Life 2 experience 

bought into new game concepts: 
Namco has perhaps the brightest star 
of 2004 yet seems to be suffocating it . 
And in the US it's a budget title 
(though when I last checked An1azon 

Interesting to see Katamari Damacy get runner-up 
status for Innovation, Best Visual and Best Audio 
design; will we ever get to play it in Europe? 

infections, the frustration of broken 
torrents and the expenses of 
newsgroup subscriptions to g<'t what 
they want for less. And, as piracy 
becomes more and more widcspr<'ad, 
st<'aling full games can - as your letter 
suggests - sometimes be a more 
streamlined process than buyin!( the 
proper retail version. It may be. in time, 
that online distribution solves both 
problems by making games hardN to 
pirate and easier to authenticate, but 
for now both problems are holding PC 
gaming back at a time when it should 
be flourishing. 

It 's interesting to see Edge award 
Katamari Damacy runner-up 

status for the Innovation, Best Visual 
and Best Audio design categories [Edge 
Awards, E145]. Do you think there's a 
chance people in Europe will get to play 
it ever without having to jump through 
import hoops? There seems to be a 
huge demand on the net for a wider 
release (there's even a petition!). I 
contacted Namco some t ime ago and 
got the standard ' no plans to release in 
Europe' response. 

This is especially disappointing for 
such a game - one that hardly requires 
significant (any?) localisation. Edge 
often has comments from developers 
on their s truggle to get publishers 

they were out of stock). 
I've seen rumours recently that 

Namco may be reconsidering ... could 
Edge help put a little pressure on 
Namco to let us all see just how good 
this game is? Let's hope Katamari 
Damacy 2 gets a wider audience! 
Nick Drake 

Apparen tly the possibility of a PAL 
conversion of Katamari Damacy was 
complicated by 'technical issurs: and 
the possibility of its official appearance 
here should be ruled out. Be heartened. 
though, that the critical acclaim 
handed out to the first game (at a level 
Namco wasn't expecting) means that 
the sequel has every chance of getting 
an official release in Europe. 

Am I alone in preferring Zzap!64-
era Gary Penn to the version we 

see today? For starters he's a lot less 
scary as a cartoon than in the flesh. 
Judging by the photo that now heads 
his column, his natural state appears to 
be naked and angry, so if you could 
replace it with a cheery drawing of 
him with his thumbs up I might sleep 
better at night. 

More seriously, I'm not sure that it 
is well advised to push so relentlessly 
for the adoption of'toys' as one of the 
fundamental descriptors of gaming. In 

I'm 18 and at that stage 
wh~..., I'm getting offers 

from universities to study for 
my degree. I've applied to 
various places, but one in 
particular that caught my eye 
was Derby University. They are 
one of three universitie~ in 
Britain that have taken on a 
new course - Computer Games 
Programming. Being an avid 
gamer (and coder), I applied 
for it, and I've recently been 
sent an offer to study there. 
After following some of the 
adverts for recruitment in your 
mag, it hit me that it would be 
another four years at least 
before I could get myself a 
job ... but how will! know if the 
industry will still be as alive 
then as it is now? 

What 's going to happen to 
the gaming industry in the 
next few years? Any thoughts 
or projection~ on what we're 
going to expect, three or four 
years from now? 
Scott Davies 

Any ~kills you learn now will 
be relevant to the videogame 
de.~lopment industry as it 
will exist in only three or four 
"hort yurs' time. In tenns of 
change, though, artists' roles 
will be given more weight, and 
from a coder's perspective you 
can expect to see even more 
speciali .. ation than there is 
today, with mo..., roles being 
~~ up specifically to handle 
artificial intelligence and so 
on. Be aware, too, that 
' realistic' physics component<. 
will soon become cornerstones 
of mo~t ldgh-proffie action 
g.ames, so demand for 
expertise in the area will be 
high. And don't forget 
handheld development: people 
will still be playing 20 games 
in the futu...,, although it is a 
competith·e area for talent. 

As for whether or not the 
videogame indw.'try will still 
be as vibrant as it is today, all 
•igns point to it being even 
bigger, although some of the 
nameB making g.ames right 
now may no longer be around. 

Later this year we'll be 
producing a supplement 
dedicated to jobs in the 
videopme industry which 
will go into these issues in 
more detail. 

itself, the word 'games' doesn' t really 
help in the establishment of the art as a 
serious one, but i t does have cenain 
virtues. The first of these is that 1 
everybody act ually knows, at least 
roughly, what you're on about when 
you talk about videogames. The 
~econd is that it 's not the word ' toys' ... 
for the love of God, man, what are 
you thinking? 

If we lived in a perfect world, the 
notion of innocent play would be one 
that all mankind would embrace. But 
the truth is we don't. As such, 
lun1bering gaming with that kind of tag 
is really not going to help it on its path 
to broader acceptance. \Vhat gaming 
needs in order to develop is the 
establishment of an environment in 
which the truly adult is seen as 
acceptable and appropriate by 
publishers and creatives alike. While 
high-profile figures such as Gary Penn 
continue to bandy about such 
regressive terminology, this may 
never happen. 
Richard Brind 

We forwarded your letter to the naked 
and angry Gary. and this is what he had 
to say in response: 

"Of course, just because I'm not 
embarrassed to admit that I enjoy 
playing games with toys doesn't mean 
everyone else has to be comfortable 
with the idea. (I imagine more people 
would be happier admitting they played 
sex games with sex toys instead.) l also 
don't see why toys and games in any 
form can't be considered 'art: 

"The fact remains that these 
playthings are toys and we use them to 
play - typically games. The key 
difference between, say, Barbie and Lara 
is the materials they are made from -
one is plastic, the other digital - but 
they are both blatantly dolls. 

"That said, we call people who 
play act for our benefit 'actors' or 

'thespians' rather than 'pretenders: 
despite the fact that acting is no less 
a puerile pastime than playing with 
toys (virtual or real) - it just pays 
better and carries greater kudos. So I 
guess I agree that there is scope for 
revision to appease a pretence ... but 
I'm still using 'toy' to play 'games' 
until more appropriate terminology 
comes my way." 
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• 
After reading Danny Keaton's 
response in E144 to Ben Tipple's 

letter about parental ignorance of the 
content of titles, I felt moved to speak 
up. I'm a parent myself, and I have to 
say I'm disturbed by the gaming 
community's tendency to drone on 
about 'tabloid hysteria' rather than face 
up to what is a very real and very 
serious issue. 

Let 's be honest, Rockstar's GTA VC 
certainly has its mer its, but Danny, 
quite apart from the thinly veiled drug 
references you choose to ignore, some 
of the missions and objectives GTA sets 
its playerb are not the sort of thing any 
sane parent would want their children 
to play. I don't blame Rockstar for 
exploiting their niche successfully, but 
I'm not going to applaud them either. 
What's needed is common sense and 
some effective regulation. 

Meanwhile, the film-style system of 
ratings is logical but, I fear, next to 
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Stevie McClatchey's 
letter in E146 struck a 

chord with me. He states the 
oft-heard argument that 
games, like pop music, are 
obsessed with the next big 
thing. I'd like to use this idea 
to predict the future - I 
believe that we will see a 
levelling-out oftechnology 
with the next or possibly next­
next generation of consoles 
and PC hardware. The race to 
have the most 3Ds or the best 
tripix.el nonnal ordnance 
su rvey mapping will be over -
everyone will have the same 
tech. This will lead to a return 
t o 'old' values of gameplay and 
immersion - but some would 
argue these things never really 
went away. 
David Chapman 

useless without a calm and thorough 
campaign to inform parents. One 
obvious step would be to display titles 
for older audiences separately, perhaps 
requiring publishers to indicate the 
potentially controversial content on the 
packaging. This is a serious issue. As 
graphics become ever more realistic (ie, 
like movies) and environments 
increasingly interactive (ie, unlike the 
passive medium of movies), the moral 
issues around violence and 'mature' 
themes will become more pronounced 
and much, much harder to ignore. 
Pete Inglis 

Looking down the spines of my 
Edge collection stacked up neatly 

in a row, and overlooking the jarring 
change the mag32ine's redesign had 
wrought on its black-and-white beauty, 
I couldn't help but notice the 
preponderance of sequels. Resident Evil 
4, OutRun 2 and then Tckken s, Metroid 

Prime 2, Halo 2 and lco 2 all in a row -
what happened to the original games? 

I realise there are strong business 
reasons for sequels - reused characters 
and scenarios drawing in garners afraid 
of something new to the comfort of a 
familiar game - but surely Edge should 
be promoting the original games more 
than the sequels, and should be putting 
them on its covers and spines. 
Ritchie Cooper 

A genuinely interesting topic, this. So 
which games would you like to have 
seen on Edge's covers over the last 12 
months? Let us know via the usual 
address and we'll report back in due 
course with some kind of top ten. 

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