




T 
here are times when being a videogamer seems 
like one big cliche. Like when the jauntily coloured 
caper playing out before you is peopled once more 

by NPCs in capes who are surrounded by familiarly dank 
cavern walls and caught up in a desperate quest to retrieve 
a shiny trinket bearing unimaginable powers, lest it is 
commandeered by The Dark And Sinister Forces Of Evil and 
used to bring about the total destruction of everything, ever 
- and beyond. Sometimes it's like we haven't moved on one 
hexagon from the early '80s, when we were all, obviously, 
20 years younger, and 'interactive' tales of dragons and 
dungeons seemed so fresh and rich with possibility. But then 
we consider a new instalment m the Zelda series, something 
at once firmly entrenched in deeply rooted fantasy realms 
and yet able to spin the yarn in strange new directions, and 
it makes yomping around a grassy plain hacking away with 
a simple sword and shield seem like something that isn't 
hackneyed or backward-looking. Th is month we talk to Eiji 
Aonuma, the man behind the latest instalment in the classic 
senes, to find out how Nintendo does it (see page 70). 

The pairing of familiarity and weight of expectation 
also surrounds another big story this issue in the form of 
Microsoft's Xbox 360, unveiled on page 8. Familiarity? The 
new console ticks the expected boxes because it is building 
on a proven enterprise, expanding, for example, on Xbox 
Live. Weight of expectation? Well, Microsoft only intends to 
usurp Sony as the world's preferred videogame company, 
much as Sony itself once barged aside Nintendo. 

Once you've properly considered what Microsoft is 
proposing, it isn't an outlandish scenario. Certainly not as 
outlandish as the notion that, after 18 years and 13 
iterations on formats from the NES to the Philips CD-i, one 
of the most eagerly awaited games of 2005 would ~ 
be one starring an elfin boy in a floppy green hat.. . ~ 
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Link returns- and there's not a eel-shaded polygon in sight. 
We meet w ith Nintendo to learn about his new direction 
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. HARDWARE I 

360 sparks a revolution 
Microsoft's new console sets about changing the way we play games 

onsole aunches usually beg1n with tech 
specs. Th1s one doesn't F~rst comes the 
stunnmg announcement of the timetable. 

XBOX 360. 

Three launches - US, Europe and Japan - all before 
Christmas. First will be the US, with Europe and 
Japan following swtftly after. although the timing 
and order of these launches 1sn 't yet confirmed. 
Pncmg, for both the mach1ne and 1ts games, is also 
unannounced. And then comes the even more 
sta'tling proclamation. Robbie Bach, senior vice 
pres1dent at Microsoft and ch1ef Xbox officer, has a 
s•mple, extraordinary cla1m to make for Xbox 360: 
"lt Will be," he says, unequivocally, "the most 
powerful games machine this generation." it's 
hard to know whether to st,fle a gasp or hide a 
sm1rk. Wtth Sony and Nintendo yet to revea the 
deta1ls of thelf machmes, how can he be sure they 
won't be trumped? Surely ·t's e1ther folly or 
arrogance to be mak1ng such grand claims before 
his competitors have shown the~r hands. But by 

Allard was determined that tht 360 would give tht 'seamless' tmpression of having been 
tht work of one man, from top to bottom. Part of that look is the custom·designed 360 
Ion~ optimised to work as well in print and on the internet as it does on TV in-game 

the end of the presentatiOn 1t w1lllook like 
neither. MICrosoft is setting out to redefine not 
JUSt garners' understanding of power, but the•r 
understandmg of consoles 

The specs still matter, of course, and they 
suggest a machme whiCh w•ll be extremely 
competent. The offiCial conf~rmed numbers don't 
d1ffer substantially from what we revealed m E 148 

Bach in a tone that indicates he doesn't think 1t's 
much of an 'if'. 

Not that these components are what will catch 
the average eye. That privdege is the preserve of 
the machine's svelte looks. Pale, curved and 
understated, ·ts des1gn IS the result of Allard's 
dec•sion to work w•th a sculptor 'rom the 
begmning of the development process and to 
encourage both western and Japanese design 

teams to hone each other's 1deas 

Robbie Bach has a simple, extraordinary 
claim to make for Xbox 360: "lt will be," 

he says, unequivocally, "the most 
powerful games machine this generation" 

into something universally 
appealmg. it's been a successful 
process. although those who 
revelled 1n the more aggressive 
stylings of the PS2 or the 

-the heart of the 360 is three symmetncaiiBM 
PowerPC 3.2GHz cores comb1ned with a custom 
ATI SOOMHz GPU w1th 1OMb of embedded DRAM, 
all supported by 512Mb of GDDR3 RAM. All in, it 
delivers corporate v1ce pres•dent J Allard 's 
prom•sed teraflop of overall performance. it's a 
carefully evolved system, developed m consultation 
w1th IBM and ATI, wh1ch should be able to offer a 
dramatic performonce jump Without the Xbox's 
h1gh component price tag - "W1th Xbox," says 
Bach, "we were late, which meant we had to be 
powerful. and that meant we JUSt had to pick the 
most powerful parts straight off the shelf. And 
that's about the most expens•ve way you can do 
1t • lt means that, from the off, the 360 stands a 
senous chance of bemg the mach1ne that sees 
MICrosoft turn the console prof1t corner. "If th1s 
platform gets to scale, we make money," conf~rms 

characterful churkiness of the 
GameCube might accuse 1t of bemg bland. But 
then anyone who does d•slike it doesn't need to be 
put off the mach1ne. Separate foscias, which 
replace the enttre front panel of the mochine­
buttons, flaps and all- w•ll be available to buy for 
the console. Some Will be game-speCifiC, but others 
purely design lead Prototypes on show •nclude a 
quirky wood-veneer effect a1med at the Japanese 
market, a fantast1cally bold design which croms the 
word 'console' in fat red letters along the length of 
the panel, and some abstract patterns created by 
snowboard designers. 

That front ponel houses the chromed d•sc 
drawer, two memory card slots. an IR receiVer for 
the optional DVO remote, the power button 
(deliberately made larger to make switching the 
machine on more ~rres1stible) ond o cover which 
hides two USB ports. The 360's controllers are 
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M inter and Microsoft: together at last 
After the failure of Unity, Minter's vision takes centre stage 

For many owners, their first experience of the Xbox 360 may not be a 
game at all, but. ironically enough, will come courtesy of a game 
design legend. Jeft Minter, famed for Uamatron. Gridrunner and the 
magnificent Tempest 2000 and a long·term experimenter with light 
synthesisers, is to provide embedded visualisation software for the 
Xbox 360. Launching the music player will give access to an 
interactive visualisation which can be manipulated by up to four 
players. M inter is quick to dismiss the idea that this is something 
along the lines of the plain. repetitive lightshow that comes with the 
likes of Windows Media Player: "Those things are still using the kind 
of basic techniques I was using on the Jaguar's visualiser. This is an 
entirely new thing. The starting point is effectively the best visualiser 
in the world.· Players then take control of a subtle element of each 
scene - one may work the camera, the other moderate the levels of 
feedback. another the underlying geometry. Together. they create a 
lightshow with such a high level of interaction and coordination that 
Minter likens it to being in a band, or playing together on one 
sophisticated instrument. lt is. he says. the best thing he's ever clone. 
And it seems that it may be the perfect expression of what Miaosoft 
is trying to create with the 360 - a multiplayer. multimedia experience 
which may not be about gaming but is all about playing. 
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modelled very closely on the Xbox's ControllerS­
the main change being that the Black and White 
buttons have been converted to two shoulder 
buttons that sit above the two analogue triggers. 
The controllers are wireless. with rechargeable. 
removable battery packs. Although a separate 
battery pack charging station will be available as an 
extra, the main way to recharge the controllers will 
be by plugging them in to one of the USB sockets, 
which will also allow you to keep playing as they 
trickle charge. To avoid interference from other 
360s, each controller can be bound to a specific 
Xbox by pressing a small binding button on the 
main console while holding down a similar button 
on the controller. 

The top of the unit houses a removable 20Gb 
hard drive, which be included with every launch 
machine - 20Gb being the only configuration 
available. This isn't the optional extra that early 
reports predicted - the hard drive is as integral to 
the 360 as it was to the Xbox. The official line is 
that the drive is removable to allow you to take 
your saves, profiles and downloaded game content 
round to a friend's house to play on their 360, but 

there's no question that the configuration also 
makes it easy for Microsoft to release much larger 
drives later in the machine's lifetime. 

So while this is the Xbox 2 everyone expected 
- more grunt combined with more elegance - it 
isn't the Xbox 2, it's the Xbox 360. Allard is 
adamant that the name change isn't a gimmick: 
"We couldn't name it Xbox 2 because it isn't in the 
same era. Sony put out two consoles in the same 
era- so PS 1 and PS2 made sense. But we're 
jumping ahead." But are they? So far, what they've 
shown is what everyone expected - bar the 
question mark over the inclusion of a hard drive 
and the fantasy of the removable personal media 
player. Just why is it a revolution? 

To understand that, and to understand Bach's 
seemingly outrageous claim, you need to 
understand more of what Microsoft is trying to 
accomplish w1th this console. it's a machine with a 
lot of thought - a lot of theory -behind it, which 
has led it in directions which are much harder to 

system. Demos caa. also be made available, and the 
serviCe may promise a new dawn for the concept 
of episodic games. The Live service will continue 
much as it is now. Gamertags- and even Live 
accounts - wtll be transferable to new machines, 
and subscriptions via pre-payment cards will be 
introduced to open the service up to those who 
don't have credit cards. If Xbox was proof of 
concept, 360 is intended to make Live 
omnipresent. The reasoning behind it, however, is 
a little odd. "The vast majority of gaming," says 
Bach, "is a social experience." lt isn't, of course, 
even if you include every permutation of online and 
multiplayer gaming, alongside the kind of relaxed 
socia I play where a roomfu I of people sits and 
watches one person play. But while for many 
garners the pleasure in playing is to be found from 
losing yourself in a game experience. Microsoft is 
energetically focused on expanding the social 
horizons of gaming. 

The first part of the plan is the Gamer Profile 
unveiled at GDC. An expansion of the Gamertag, 

it allows players to add a litt le 

The top of the unit houses a removable 
20Gb hard drive, which will be included with 

every launch machine. The hard drive is as 
integral to the 360 as it was to the Xbox 

personal detail to their Live 
persona- an avatar. a location, 
a personal motto. This will be 
accompanied by a choice of 
Gamer Zone. These are still not 

predict. The internal company mantra that 
explains the 360 is 'A living entertainment 
experience powered by human energy'. it's easy 
to mock, but those seemingly empty buzzwords 
contain everything you need to know about the 
machine and Microsoft's intentions tor it. 

The first theory is that garners want to be 
connected. As well as a standard network 
connection. the 360 is also compatible w ith an 
optional wifi adapter As is already becoming 
standard on Xbox games, this will allow for game 
updates and add-ons to be downloaded - both 
free and paid for by the 360's integrated payment 

finalised, but they are intended 
to reflect your attitude towards online gaming: are 
you a 'Pro' player, skilled and focused on winning, 
or an 'R'n'R' player more concerned with relaxing 
and making friends? This information is rounded 
out with your Gamer Score. All the gaming you do 
on your 360, online or offline, adds to this - and all 
sorts of achievements will contribute to it. Its 
intention is to ensure that no one needs to feel like 
a newbie when they venture online - even if all 
you've done is complete a few quests in Kameo 
and score a couple of si lvers in PGR3 you'll have a 
few points in the bank. lt's slightly peculiar 
reasoning, since if the Gamer Score wasn't there in 



The hard drive slots smoothly in and out of the top of the 
machine, and will be easily replaceable by higher-capacity 
models. At this stage there's no info about how you will transfer 
saves and content from your old drive to the newer, bigger model 

the first place no one could tell who was new to 
Live or not, but it will no doubt become a badge of 
honour to more competitive players. The final 
aspect of your Gamer Profile is your star rating. 
After each on line game, other players will be able 
to give you a thumbs-up or a thumbs-down 
depending on your Live conduct. lt's not yet clear 
how open this system will be to abuse or 
manipulation, but there's no question that it'll be 
the section of your Gamer Profile other players 
check first The overall intention is to humanise 
Live, to make it more approachable, and it's already 
clear that it 's a more user-friendly process than 
nearly all other on line gaming services. 

But that contradiction which is at the heart of 
the Gamer Profile - trying to make things more 
accessible while emphasising the competitive, 
oneupmanship aspect of on line play - forms an 
essential part of the 360's conception. Allard has a 
vision of on line tournaments attracting major 
sponsors, able to offer major prizes for the victors. 
But to attract major sponsors, 360 will have to be 
able to offer major numbers, and Allard believes 
the machine can do that by attracting spectators. 
With enough 360s- and enough of them 
connected - he believes there's a real audience 
ready to tune into gaming events, to flick on to 
360 Live as automatically as they'd flick to a 
different TV channel. The console's connected 
nature means that tournaments could effectively 
become broadcasts, and their popularity could 
mean garners become stars. Plug in the 360's high­
resolution camera (surely the least surprising 
peripheral ever, 1t w ill offer 640x480 video and 
high-quality stills) and viewers can watch you as 
you play. "Now it's not just about your thumbs any 
more," says Allard. "it's about what you're 
wearing, it's about how you handle the post-game 
interview, it's about how you handle the stress." 

For many, that 's a thought that will make their 
blood run cold. For others, it will sound like the 
usual pre-launch hyperbole - a technological 

These early 'lifestlye' images indicate 
the clean, 20-something direction that 
MS is likely to use for 360 advertising 

STAHT~ 

Those specs in full 
A look under the 360's bonnet in accordance 
with Microsoft's official hardware data 

CUSTOM IBM POWERPC-BASED CPU 
Three symmetrical cores at 3.2GHz each 
Two hardware threads per core 
One VMX-128 vector unit per core 
128 VMX-128 registers per hardware thread 
1Mb l2 cache 

CPU GAME MATH PERFORMANCE 
Nine billion dot product operations 
per second 

CUSTOM ATI GRAPHICS PROCESSOR 
• SOOMHz 

10Mb embedded DRAM 
48-way parallel floating-point 
dynamically scheduled shader pipelines 
Unified shader architecture 

POLYGON PERFORMANCE 
500 million triangles per second 

PIXEL FIL.L RATE 
16 gigasamples per second fill rate using 
4x MSAA 

SHADER PERFORMANCE 
• 48 billion shader operations per second 

MEMORY 
• 512Mb GDDR3 RAM 
• 700 MHzDDR 

Unified memory architecture 

MEMORY BANDWIDTH 
22.4Mb/s memory interface bus bandwidth 
256Gb/s memory bandwidth to EDRAM 

• 21.6Gb/ s frontside bus 

OVERAL.L SYSTEM FLOATING-POINT 
PERFORMANCE 

One Teraflop 

STORAGE 
Detachable and upgradeable 20Gb 
hard drive 

• 12x dual-layer DVD-ROM 
Memory unit support starting at 64Mb 

110 
Support for up to four wireless controllers 
Three USB 2.0 ports 
Two memory unit slots 

OPTIMIZED FOR ONLINE 
Instant, out-of-the-box access to Xbox live 
features, including Xbox Live Marketplace 
for downloadable content, Gamer Profile 
for digital identity and voice chat to talk to 
friends while playing games, watching 
movies or listening to music 
Built in ethernet port 
Wifi ready: 802.11 A. 8 and G 
Video camera ready 

DIGITAL MEDIA SUPPORT 
Support for DVD-video, DVD-ROM, DVD-RI 
RW, DVD+R/RW, CD-DA, CD-ROM, CO-R, 
CD-RW, WMA CO, MP3 CD, JPEG Photo CD 
Stream media from portable music devices, 
digital cameras, Windows XP PCs 
Rip music to Xbox 360 hard drive 
Custom playlists in every game 
Windows Media Center Extender built in 
Interactive, full-screen 30 visualizers 

HO GAME SUPPORT 
All games supported at 16:9, 720p and 
1080i with antialiasing 

• Standard definition and high-definition 
video output supported 

AUDIO 
Multichannel surround sound output 
Supports 48KHz 16bit audio 
320 independent decompression channels 
32bit audio processing 
Over 256 audio channels 

SYSTEM ORIENTATION 
Stands vertically or horizontally 

CUSTOMISABLE FACE PLATES 
Interchangeable to personalise the console 
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Windows Media Player E.xtender will 
allow images, music and video to be 
streamed directly off a Windows XP PC, 
which can interface seamlessly with 360 
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High-definition displays have so far been 
Microsoft's main focus in extolling the 
potential of the 360. For many varners this 
may seem like something of a kick in the 
teeth, since wide availability and low prices 
are still some way off, particularly outside 
the US. There's no question, ho-ver, that 
the difference Is breathtaking, and MS will 
require all games to be designed to 
widescreen, HO standard. All in all, the 
shift to widescreen may prove more 
significant, as it allows developers to 
change their approach to interface design 
and presentation from the off. LNding this 
field so far Is Ghost Recon 3 - a very early 
look shows visuals only slightly In advance 
of Xbox standards, but a freshness and 
dynamism of presentation which feels truly 
next generation. Games showing early 
signs of being more traditional graphkal 
showcases include Epic's GNrs of War, a 
thirdperson shooter whkh already looks to 
be pushing beyond the current PC 
benchmarks. However, expect E3 to be 
dominated by footage from Baslretba/1 2K6. 
Early in-game demos show a single player 
animated to rendered cut-se- standards. 

cloth flowing and rippling in the moving 
lght. muscles moving smoothly under soft. 
shHMCI skin. 

Mkrosoft's other mantra is 
customlsablllty, and on that front 
developers are being required to indude 
custom soundtrack support as standard. 
MS is also determined that the 360's games 
will be more lnduslve, offering adaptive 
difficulty to ensure all players can see them 
through to the end, Hopefully, developers 
will be given the freedom to implement 
this dlctat In a way which strengthens their 
games rather than hamstringing them. 

Backward compatibility is still under 
active discussion, but Is also still 
unconfirmed -the sense at the moment is 
that MS views it as desirable, but the 
practicalities may prevent it. This doesn't 
knock out the possibility of retrogaming 
on your 360. though - downloadable 
demos and minigames are very likely to 
mean that only a portion of your gaming 
time is spent on traditional, full retail 
,...__ n-releases,'-· are likely 
to cost. MS is clear it hopes to implement 
higher prices for the 360'5 games. 

daydream that won't QUite come to pass. But while 
there's no doubt 1t's only the m1nonty of players 
who would actually rel1sh be1ng pro-ga'Tler 
celebnt1es. there's also no doubt that a successful 
pro-gam1ng league, watchable on TV (albeit via 
console) could be the most s1gn1ficant step gaming 
could ever take 1nto mamstream awareness. 

Allard takes Tony Hawk as a startmg po1nt and 
suggests d1fferent ways for non-gamers to get 
involved. A g1rl watching her brother play m1ght 
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And there's no doubt that the mainstream is 
where Microsoft wants the 360 to take it The 
deCision lo launch the console not at an inward-

be affronted by h1s avatar's poor choice of clothes 
and use her laptop to access the Tony Hawk 
webs1te's clothing des1gn tool. A few experimental 
efforts later, and she can upload a new T-sh1rt for 
h1m m to the game. He wears 1t w1th pride. ana his 
friends online like the look of it. And now the s1ster 
can go into business. selling her design via Live's 
peer-to-peer micropayments system {previously 

announced at GDC). "Is she 

The decision to launch the console not at 
an inward-looking industry show but via 

an outward-looking broadcast on MTV 
sets out the firm's stall very dearly 

playing the game?'' asks A !lard 
" I don't know, but she's having 
fun." Mum can get 1n on the 
act. too Not much of a gamer, 
but she's keen to watch her son 

look1ng 1ndustry show but v1a an outward-looking 
broadcast on MTV sets ou~ the f1rm's stall very 
clearly But wh1le M1crosoft bel1eves that the 360's 
hardware can bnng •t the w1der market. t doesn't 
bel,eve 1ts games can. Allard 1s d1smiss1Ve of the 
poss1b1hty of try1ng to grow the market 'or games 
as they are today- elaborate and t1me-consuming. 
"How can you expand the appeal of something like 
Tony Hawk?" he asks. "You can't." What's 
1nterest1ng 1s that 1t's exactly the same conclusion 
N ntendo has drawn: gaming as it is today has 
already attracted all the people 11 can. Nintendo's 
answer i~to reinvent gaming. Microsoft's answer is 
to creative new activities around gammg to get 
more people to partiCipate in the experience. 

compete m one of these pro­
gaming tournaments. Usmg a photo of herself 
taken with the 360's camera, she can use a S1ms 2· 
like system to create a recognisable avatar of 
herseiJ, and get 1n pos1t10n m the crowd, ready to 
cheer as her son comes on for h1s run. 

lt's a v1S10n that ra1ses dozens of quest1ons 
(whether or not the sister IS actua ly play,ng the 
game, what about tre more humdrum quest1on of 
whether or not she's pay1ng for 1t? 360 may be 
able to 1nvolve her 1n the e)(penence. but unless 1t 
can mvolve her m buy1ng some hardware or some 
software, Microsoft 1sn't actually grow1ng 1ts 
market) so perhaps 1t's all to the good that th1s kind 
of hazy redefinition isn't where the 360's real 
mainstream appeal hes. Allard has already 

0 



Many titles are not yet confirmed, but here's a 
rundown of the projects currently in development 

--------'! 
GAMES 
• Avalon (Climax's vehicle combat game) 
• Kameo: Elements Of Power 
• Project Gotham Rating 3 
• Gears Of War (Epic's thirdperson shooter) 
• EPSN NBA Basketball 2K6 
• Nomad Soul 2 
• Need For Speed: Most Wanted 
• Tom Clancy's Ghost Recon 3 
• The Darkness (Starbreeze) 
• lnfraworld (new Quantic Dream title) 
• Condemned (Sega of America survival horror) 
• Q? Entertainment (Tetsuya Mizuguchi) title 
• Two Mist Walker (Hironobu Sakuguchi) RPGs 
• Two Game Republic (Yoshlki Okamoto) titles 
• Volition title 

Aher undergoing endless evolutioM, Kameo 
is the 360's flagship title. lt has a dazzling 
level of detail. and plenty to cr<m about in 
terms of full water refra<tion and stunn1ng 
partido efferu. The strength of the gameplay, 
particularly in scenes like the mass battle 
below, couldn' t be gauged from the demo 

• Perfect Dark Zero 
• Madden NFL '06 
• Relic title 

DEVELOPERS 
Phantagram 
Sega 

• From Software 
Capcom 
Namco 
Konami 
Tecmo 
Rockstar 
BloWare 
Ubisoft 
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"I'm like a shipwrecked sailor in a 
rubber dinghy thousands of miles 
from any possible rescue, stubbornly 
paddling f orward because t here's 
nothing else to do but die." 
Chris Crawford's reflect1ons on Interactive storytelling 
make for downbeat. sadly convmcing reading 

" I personally would like to be 
able t o p istol -whip someone" 
Bubble Machine makes a comment that may or may 
not be related to d1scussion on Eidos' 25 To Ufe forum 

"Resisting all Japanese goods, long 
live t he People's Republic of China" 
Some hypocnsy courtesy of Fmal Fantasy Xrs 
more politically minded gl·sellers 

"The US Army is basically clueless 
w hen it comes to making games 
and t hey don't know how to t reat 
people, especially game 
developers." 
So says an anonymous refugee from shooter· 
cum·Job·Centre America~ Army 

"The Ultimate Game Chair™ 
uses game vibration to shake 
the entire chair while you play. 
You feel the entire game! Next , 
it puts you INTO the game w ith 
30 Stereo Sound speakers so 
you can hear the most subtle 
sounds in the game. You wil l 
feel like you are in the game!" 
Ultimate Game Chair lnc sells ots $790 
peripheral, the perfect complement for 
those games you can no longer afford 

Squaring the circle 
An 'on' switch that's more than just a pretty disk 

The first thing you notice about the 360 is it's eye­
catching 'on' switch, and that's entirely intentional, 
as it's actually designed as a communication device. 
Look carefully and you'll see it's divided into four. and 
that a similar light ring appears on controllers. The 
rings can display different colours in different 
quadrants, which will help players know which player 
number they are without controller wires to guide 
them. When playing or watching a DVD, the ring of 
light can be configured to glow or flash to alert you 
to an incoming friend request or message - a subtler 
option than an onscreen message interrupting your 
enoyment. And those two systems are compatible, so 
that if four of you are playing together. a spedfic 
quadrant can flash to let a spec:ific player know they 
have a message waiting. 

Fast thinkers will notice a problem - that turning 
the machine on its side will spoil the purity of the 
system, but MS is one step ahead. Because lying the 
360 flat blocks one of the main air vents, the machine 
already has to know its orientation so it can reroute 
air to a different fan configuration, and the ring will 
consequently be able to auto-adjust for a flat or 
upright 360. Just how useful a part of the 360 
experience the ring of light will bec:ome is hard to 
gauge, but you can't fault the attention to detail. 

announced that all 360 games wi ll be able to use 
custom soundtracks stored by users on their hard 
drive: that's only the beginning. 

The mainstream revolution starts with a new 
tier of Live service. Although a subscription will be 
needed to play full 360 games against other 
players online, access to the rest of the online 
service - patches, add-ons, demos, friends lists, 
paid down loads, even access to MMOs- will be 
free. With no pricing barrier and the increasing 
prevalence of broadband, Microsoft expects 360 
Live membership to top 50 per cent of the mstalled 
base. if thts goal is achieved, then that will change 
the face of console gaming forever, as developers 
can start to assume that the majority of their 
players will be able to access follow-up content ­
whether that means the appetising prospect of 
add-ons or the demoralising spectre of patches. 
Next comes communtcation. Alongside an 
elaboration of the messaging system that Xbox Live 
already allows (no mention ts made, but it seems 
hard to bel ieve that the 360 won't recognise USB 
keyboards), the availability of the camera, with its 
high-resolution video mode, signals the arrival of 
approachable, user-friendly video messaging in the 
living room. lt may be Eye Toy Chars baton, but the 
360 seems far better placed to run with it. 

Some may find the new 360 logo a little reminscent of the packaging used to sell the 
Crystal Xbox variant. The main unit's 'ring of l ight' is echoed on the controller to help 
users know which player number they are, and may yet reveal more sophisticated uses 

Still not a revolution? As you chat you'll be 
able to play - down load a simple parlour game, 
the like of whteh have made MSN Game Zone so 
popular, and you can play chequers or Zuma while 
you talk. If you have music stored on your hard 
dnve then you can stream it to your fnend, so you 
can both listen to the same music as you chat. if 
you haven't got music stored on your hard drive, 
then plug in your iPod (or any other digital music 
player) to the USB socket on the front of the 360 
and stream it directly from that. Want to share 
photos with your friends? The USB socket can also 
be used to connect any digttal camera, and images 
can be shown direct as a slideshow, or shared for 
all your Live friends to see. And, alongside the 
360's native ability to play DVDs, there's no reason 
that the free Live service couldn't also be used to 
download music or movies. Suddenly, the idea that 
Microsoft might be looking to push enlarged 360 
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hard drives a year down the line doesn't seem 
so unlikely. 

Microsoft is certain that these innovations will 
radically redefine the 360's market, but it's far too 
early to predict if that wi 11 be the case. They 
certainly seem to have the capability to transform 
the console's user base: more than ever before, 
every member of the household will have a reason 
to turn on that box under the TV. But whether that 
will translate into more people wanting to buy 
360s- and whether those hardware purchases will 
translate into the software purchases (whether of 
games or entertainment products) which must 
surely still be the main source of the machine's 
profitability - remains to be seen. it's also a plan 
rich with ironies. Although it's some way off the 
multimedia hub that some people predicted, it's 
clear that the 360 is closer to being the Trojan 
horse that many feared (or hoped) the Xbox would 
be. And, thanks to chipping, the 360 will be less of 
a leap for some Xbox owners than others: many 
have been stonng vtdeo and downloading content 
(albeit mostly illegally) for most of the Xbox's life. 



This unfinalised version of the Gamer 
Profile shows how urefully the 360 is 
designed: the shape of the screen, or 
'blade' mirrors the curve of the 360 itself 

But even wrth all of thrs expansionist thinking, 
rs there enough to JUStify Bach's assumptron than 
the 360 wrll outdo its strll-unmade rivals? For hrm, 
rt's a srrrple argument From now on, consoles are 
no longer a sum of the1r parts. Components only 
take you so far The PS3 may be able to outdo the 
360 on every spec sheet, but without the rrght 
tools, and the rrght serv1ces, 1t will be unable to 

experience with PS2 has been patchy and Nintendo 
will be entering the arena as an almost complete 
novrce. Mrcrosoft may not be able to count on 
havrng the raw power advantage thrs generatron, 
but 1t has earned the nght to feel conf1dent about 
1ts abilrty to explon what rt has to best advantage. 

Not that Bach is done: "Last generatron we 
were thought leaders. Thrs generatron we plan to 

be market leader." That s1mple -

The PS3 may be able to outdo the 360 on 
every spec sheet, but without the right tools, 

and the right services, it will be unable to 
match the experience the 360 has to offer 

no three-console plan. Microsoft 
intends to overtake Sony this 
generation. it's a bold statement 
- not least because. however 
much Bach wants to take the 

match the expenence the 360 has to offer There's 
certainly some werght to that Sony's reputation for 
1ts toolsets and developer support has farled to 
rmprove wtth the arrtval of the PSP. and there can't 
be many holdmg out hope for a radical change of 
practice come next generatton. There's also no 
question that Microsoft has proven its ability to 
create and sustatn an online community- Sony's 

emphasis off components, 
there's no gettmg away from the fact that the most 
rmportant part of Sony·s new console wrl be the bit 
on the front that says 'PiayStatron' But w1th a head 
start, an aggressrve timetable, a marnstream­
friendly vrsion and a bedrock of gaming cred .b1l1ty, 
the 360 is unquestionably going to dent Sony's 
dominance And it's hard not to feel that 
gammg will never be quite the same agam. 

0 

WEBSITE OF THE MONTH 

April Fools Day is a trying time, as press and precious 
Internet forum-goers vie for the most outrageous yet 
believable prank, but lnem has outshone them all. 

Poking fun both at itself and at Industry trends in 
general, lrem announced not one but four new 
consoles in Its Exidna handware series: the ultra-slim 
886Phz hi-nes Xavy for the hardcore. the rideable 
swan O.Maru for the family-minded, the eyeshadow 
brush-controlled Compact for the ladies, and for the 
elderly the Stick - a walking stick with fold·out LCD 
and grip-based controls, doubling as an umbrella. 

lrem also introduced a full compliment of launch 
titles, including Hare Dokidoki Suikoden, a body· 
pillow-controlled dating sim with 108 avai lable girls. 

The front panel hides two USB ports. for 
recharging controllers and attaching 
e<~meras and iPods. Another is tucked 
round the back, along with digital AV out. 
ethernet port and will adapter sockets 
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. HARDWARE! 

Gizmondo finds second gear 
With evolution comes revolution as the handheld's game 
production facility reveals ambitious plans for the future 

he real-life Tomahawk missile that 
welcomes you to Gizmondo Studios in 
Farnborough has two things to say. 

Initially, with its gung-ho insignias that flick the ear 
of both Sony and Nintendo, it seems a crudely apt 
metaphor for the willy waving that's established 
the new hand held while earning it a dubious 
reputation. A lifestyle store in London, a launch 
studded with celebrities unaware of the technology 
and an introductory scattering of underdeveloped 
games haven't provided the best answer to the 
competing products that, between them, seem to 
have all the major bases covered. 

But the more we appreciate that this is 
Gizmondo's game studio, detached from the 
marketing forces behind the above, the more we 
appreciate the difference in outlook. "We still have 
the angle," explains UK director Erin Roberts, 
" of being the Xbox in your pocket. But the key 
philosophy is to do stuff that no one else can." 
While others wrestle with the dilemma of selling 
the Gizmondo as both a desirable gadget and 
competitive console, its games division enjoys the 
comparatively luxurious task of defining a brand 
unfettered by market reputation and expectations. 
lt's their job to justify the machine's integrated 
technology not only to the consumer electronics 
market but also to garners. Its developers, largely 
retained during the acquisition of Warthog, have 
fast settled into the role of pedigree underdogs 
free from the mainstream industry's conservative 
fear of risk, but aware of the long term strategy to 
which they've committed 

"We took over Gizmondo Studios a couple of 
months ago in mid-February," explains company 
president Eric Petersen, "and basically Gizmondo 

Augmented Reality is commonly regarded within the Gizmondo studio 
as something special- and for good reason. Of its first iteration, we're 
given a demonstration in the form of an onscreen 30 dungeon, navigable 
by simply tilting the console, its rear-mounted camera lens tracking 
movement. The possibilities for extending hand held interaction are 
enthralling. The next demonstration, however, is more impressive. A 
folder bearing a b lack-on-white insignia is placed on the desk. When 
displayed via the machine's camera, it's overlaid by the form of two 
characters- a vampire and an astronaut, naturally - that run along the 
symbol in the direction it's facing. Even when the console is shaken 
about, it tracks the image perfectly. How this will benefit future games 
isn't known, but the thinking behind it is definitely visionary. 
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had made the change from a 20 to 3D chip so 
we completely overhauled how we wanted to do 
the games. Because of that, we now need to go 
head-to-head with Sony and Nintendo and we 
need to provide the content that allows us to do 
that." The company, he explains, has adopted a 
three-t iered approach: to internally develop original 
and competittve lP. to forge partnerships w ith 
thirdparties (having already enlisted Microsoft, 
Ubisoft and several unannounced others) and 
finally to secure licences to adapt other 
massmarket products. 

Of the games we're shown today, the first is 
Stickyballs, a fantastically t itled puzzler that'll be on 

The company's rationale behind 
its dual support of Bluetooth 

and GPRS is the beautifully 
stra ightforward: "it works" 

Gizmondo store shelves within a month. The 
premise is enttrely simple, giving the player 
increasingly complex patterns of coloured balls to 
knock about a table using a pmball-style plunger. 
Balls will stick if identical ly coloured and bounce off 
each other if not. each conjoined cluster moving 
with appropriate weight Join every ball of a gtven 
colour and they disappear; repeat for every colour 
on the table and the level is over. 

Wtth trace elements of Mercury and Monkey 
Ball evident in the design, it looks pleasantly cheery 
and cnsp, even rekindling memories of the Amiga's 
E-Motion. There's a brevity to this particular 
presentation that reflects, perhaps, a desire to 
move on to more interesting concerns. To a degree, 

Augmented Reality: it's re in real life, but it all 
be<omes clear when viewed via the Gizmondo hardware 

lt's tough to know what to make of the very 'proud' showpiece 
pictured above. By all accounts, the Farnborough airfield next 
door had something to say, which is why it's now indoors 

it also suggests a game acquired to ensure that, as 
the starter pistol fires, a puzzle game is present on 
the blocks. The team are, in fact, ready to admit 
the presence of such a philosophy behind 
Fathammer Classics, the lacklustre trio that they 
themselves describe as 'checkbox games' . But as 
mental images arise of a forlorn Gizmondo 
sandwiched between the talking colanders and 
neoprene slippers of the Innovations catalogue, 
things begin to look up. 

lt begins innocuously wtth Gizmondo 
Motocross, a game as seemingly damned by its title 
as any other. it's a merry diversion that harks back 
to the days of BMX Simulator: again, vintage 
fodder designed to pack shelves that it'll likely 
never clear, but the rudimentary gameplay isn't 
where our interest lies. Motocross provides a fresh 
taste of Gizmondo's Bluetooth multiplayer. As 
Roberts reveals, the company's rationale behind 
its dual support of Bluetooth and GPRS is the 
beautifully straightforvvard: " it works." Unlike wifi, 
the protocol elect of the PSP and DS, GPRS is less 
infrastructure dependent, more cost effective and 
not quite as confined to sporadically placed 
branches of Starbucks. Bluetooth, similarly, has 
earned its stripes via the advocacy of the mobile 
phone industry. Accordingly, our link-up game of 
Motocross proves effortless to establish and stable 
from start to finish. 

Chicane - a game-in-progress that's openly 
derivative of Ridge Racer - is visibly more ambitious. 
Though it lacks the supreme artistry and widescreen 



Previously the work of Zedlwo. Stidcyballs was later acquired by 
Warthog for release on PSP.Its subsequent transformation into 
Gizmondo Studios has given the quirky puzzler a new home 

brilliance of Namco's title, as a technical showcase 
1t's impressive. Draw distance, dynamic lighting and 
shadows are all comparable, even if the resolution 
ISn't qu1te PSP standard, but 1t remains a damn 
sight more attractive than Rtdge Racer OS Its 
work•ng t1t1e IS d•sheartentngly charmless, but 
cryptic suggestiOns are made regarding 
developments yet to come. Thanks to a g•ant 
poster outs•de that reads Chtcare: Jenson Button 
Street Racmg, we ga•n a sat1sfying ins1ght into what 
these might be. along with reassurance that 
Gizmondo's marketing machine is gradually 
buildmg momentum. 

Which bnngs us neatly to Colors- a game that. 
in the absence of a killer a pp, provides hope of 
massmarket recognition. Developed by G1zmondo's 
Stockholm stud10, 1t has an overly fam1l1ar 
th•rdperson camera, character and set of 
enwonments, but as deve opment lead M1kael 
Astrom •nStStS, IS no GTA clone. •Really, the 

s1ngleplayer is there to be enjoyed by everyone," 
he revea ls. "The thirdperson act1on genre is one 
of the biggest-sellmg genres there IS, hence why 
we wanted to make a game enjoyable for people 
who are used to that home expenence. On top of 
that, though, we're addtng Turf War [model. which 
IS where we really start ut•hstng the d ~erent 
functtonalit1es of the device • 

Turf War offers a mult1player component the 
likes of which. in technology of th•s soph1stica110n 
at least. has never been seen before. it's an 
Introduction to GPRS location-based multiplayer, 
and its potential is so compelling that simply having 
it described to you may substantially influence your 
perception of handheld gam1ng's future. 

" it's like an MMO," Astrom continues, "the 
d,fference being that 1t's based on your act•ons, 
your movements, and not those of a character that 
runs around on 500 servers somewhere in Poland. 
How you move about dunng the day - where you 

Johnny Whatever is the studio's fir1t bid to create an lP that can take Gizmondo's fight to Sony and Nintendo. A punk rotk 
actioner with its tongue embedded in its cheek, the game allows players to string musical notes into aggressive combos 

go to- will have an effect on how the game plays 
for you. it's all about how you get together w1th 
your friends and f1ght in areas that you walk 
through da1ly, agamst other people that walk 
through those same areas.· 

The degree to whtch th1s d1sso ves the barner 
between gamevvorld and real world is •mpressJVe. 
to say the least, and behtnd 1t all is the G1zmondo's 
secret GPRS weapon: 'gee-fencing'. Colors d•v1des 
the entire world m to 30ft-squared zones, each with 
the potenttal to become a turf which then 
accrues value relattve to how active it is. 
Through a singleplayer challenge that 
mimics the gang warfare famtliar from 
San Andreas. players must build up an 
emp•re one turf at a ttme With money 
earned during both game modes. turfs 
are then forttf ed w1th AI homtes armed 



Chicane (above) may not stand a chance in a highway battle with Ridge Racers, but it promises an interesting set of customisation options 
that involve more than just the car you drive. Supernaturals (right), on the other hand, will use GPRS to offer a dynamic, unique experience 

with upgradeable weaponry. Though there's no PvP, 
players are notified if and when their turf is under 
siege. "We had to find a way for the player to win 
or lose their turf when they're not online," explains 
development lead Mikael Lindgren. 

lt's difficult to ascertain the experience that 
will emerge from Colors, especially in the long term 
and with such an initially small userbase. But while 
our concerns instinctively veer towards those of 
established industry models, Gizmondo is uniquely 
positioned outside of that realm, towards the more 
experimental arena of 'communicative gaming'. 
While N-Gage sought to couple the two worlds 
without ever combining them, here that integration 
is deemed essential, and Co/ors chooses to honour 
that through the refined dialogue of tagging. 

"One th ing that's common in Europe at the 
moment is texting," explains Astrom, "and texting 
is all about communication and entertainment. it's 
your little moment of fun whenever you're bored. 
You're reaching out to someone to get attention or 
piss someone off, whatever. it's the same thing with 
Turf War. " it's important, before he continues, to 
realise that a Swedish accent, when twisted around 

English words, can sound uncannily Mancunian. 
"Imagine you're standing waiting for a bus. You 
jump on and while you're going to work, you're 
travell ing through areas that are held by rival crews. 
So you just tag 'You're all tucking twats' all along 
the way to work. it's going to piss off everyone, so 
you at least know you're reaching out." 

Apparently, one Gizmondo investor branded 
Colors a game of 'naughty Monopoly' . For the 

"Texting is about communication 
and entertainment. lt's your little 
moment of fun whenever you're 

bored. lt's the same with Turf War" 

two Mikaels at least, that definition has stuck, 
albeit in a light-hearted capacity. But the similarity 
is easy to see, and it's impossible to tell if 
something that's been tried and tested only in 
European SMS triangulation games will achieve 
sufficient proliferation to realise its potential. If 
Colors falls short, however, then perhaps 
Supernaturals won't. 

Described by Roberts as an "evangelical t itle," 

Chicane (above) and Johnny Whatever (left) represent far more complete packages than the Gizmondo launch titles, 
marking a step up from idle experimentation with 30 to more marketable, competitive products. And not before time 

Supernaturals is far more attuned to the micro­
gameplay that, for now at least, sits most happily 
amid Gizmondo's suite of applications. Set in a 
fantastical Europe inspired by the Cthulhu mythos, 
it's a GPRS enabled take on Pokemon Stadium. The 
implications are that the creatures you'll find in, say, 
rural Kent will be different to those you'll find in 
downtown Manhattan. Each global region will be 
characterised by its own shops, environments and 
collectable items, while the creatures themselves 
will behave appropriately. For example, you're in 
America and it'~ a full moon; you can summon 
from your grimoire the werewolf you acquired back 
in London and its power will be duly increased. 

With an initial cast of 200 customisable 
creatures, fully f ledged storyline and a lobby system 
provisionally and suggestively t itled Gizmondo live, 
Supernaturals inhabits a modest genre, but looks 
set to offer a complete experience- something the 
platform desperately needs. There's also something 
irresist ibly fresh about referring to 'yourself' 
without the vicarious association of an avatar or 
game presence. it reflects a gamer-centred 
philosophy designed to occur around the daily 
routine, filling its idle gaps while benefiting from 
its transient nature. 

it's reassuring that, as our attention is drawn to 
the horizon, there's plenty of scenery to enjoy. 
Johnny Whatever looks to be the company's first 
stab at securing a serviceable lP and isn't without 
character or visual clout. Hardware support, 
meanwhile, continues to improve the machine's 
ability to record and play video and music. We're 
shown tech demos of Augmented Reality - a 
speculative but innovative exploration of camera/ 
game integration that, we're assured, will one day 
be fulfiled under the name Agaju. We'd like to 
think its noble intent would ease Gizmondo into 
garners' pockets and sponsor its quest to 
revolutionise mobile gaming. Hopefully E3 
will provide further evidence that it can 



. INTERVIEW I 

Revenge of the Smith 
With Killer 7 being as off-the-rails as it is on-rails, and the game on-track for 
imminent release, it's time for Capcom to shed some light on its dark horse 

Defeated enemies detonate into a 
swirling doud of Thick Blood (top), which 
can be stocked to provide health refi lls 
or converted into Serum, to upgrade 
attributes. The Heaven Smiles (above) 
begin to diversify beyond simple, 
shambling hazards soon into the game 

Kobayashi began at 
Capcom as programmer 
on the original Resident 
Evil, and his CV has 
since taken in roles on 
Devil May Cry and RE4. 
His longest time spent 
at the office non·stop? 
'About three days' 
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hat w ith Kilfer 7's lunatic art direction, its 
glorious freakshow of ultraviolence, and a 
plot that's as topical as any anti-terrorism 

FPS around, there's no shortage of questions to be 
put to producer Hiroyuki Kobayashi. 

Capcom's action games usually focus on just 
one or two p layable characters, but Killer 7 
has, well, seven: has it been a challenge to 
make them all as strik ing and memorable as 
'typica l' Capcom heroes? 
There weren't any particular challenges as such, 
but we were very conscious of that fad that all 
seven playable characters needed strong 
personalities and must be fun to play. My favourite 
is Dan Smith, but I also like MASK De Smith. When 
you clear the game, you can understand why 
director Goichi Suda loved MASK so much - you 
can really feel it. 

Is Killer 7the most experimental t itle you've 
worked on at Capcom? And, if it 's received 
w ell, would you like Capcom to produce 
f urther Killer 7 t itles, or would you like it to 
remain a unique release? 
Capcom has made plenty of experimental titles 

before, but the difference here is that we've dealt 
with Killer 7 by outsourcing it to Grasshopper 
[Manufacture, home of the game's director]. And, 

yeah, if it sells, we'd like it to become a franchise. 

Resident Evi/4 went through four revisions 
before it was completed. How many 
different revisions has Killer 7 been through 
since its conception? 

Killer 7 hasn't really gone through the same 
process as Resident Evil 4- which was changed 
completely - but has taken three years to complete 
because producer Shinji Mikami and director Goichi 
Suda are both great creators, and they had to build 
up a foundation of trust as they worked together 
on the game. 

The GameCube titles you've overseen- PN03, 
Killer 7, Resident Evi/4 - all have a dark, 
mature and stylish feel to them, which is 
something that many people say is more 
suited t o the Xbox or PlayStation2 markets. 
How do you feel about the way the GC 
market is viewed? 
That's right. This game would, generally, be best 
suited to PS2 players, but from my point of view, 

This game would, generally, be suited to 
PS2 players, but from my point of view, 

Nintendo is a company dedicated to garners, 
which is why we wanted to work with them 

and Capcom's point of view, Nintendo is a 
company dedicated to garners, which is why we 
wanted to work with them. When development 
began three years ago, we had a discussion w ith 
them, and Nintendo indicated it would like to 
expand its market into more mature territory, and 
they approved the violence and the content. 



Through Killer 7s recent press tours, y ou' ve 
had the opportunity to present the game to 
journalists, and explain how differently it 
p lays to other t itles, but how do you think 
garners with no introduction w ill take to it? 
it m1gl't be a little confus1ng for some people, but 
out of the s1x stor es in the game, the f1rst one -
Angel - is QUite short. As long as you clear that 

part1cular story, I'm confident 
that players will begin to like 
and understand the game. 

You've said that Killer 7was 
kept simple to allow players 
to focus on t he art and 
setting, w hich seems similar 
to the realisat ion o f a game 
such as Rez. How crucia l is 
th is simplicity of control, and 
do you think other games 
will mimic its approach? 
Personally, I don't th1nk Killer 7 
will be cop1ed ,n the future, 
because rt does need an 
incredible creator to push its 
ideas through. As for the contra 
method Itself, that was a 

deliberate choice on behalf of the director; he 
wanted to present the game m an understandable 
way, so that the company that backed him could 
see past the craziness of Ktller 7, so therefore I 
don't th1nk that this type of game w1ll ever become 
established as a genre. 

When we released Btohazard on the PS 1, 
everyone complained about the controls, but after 
1t sold so many copies, 1t became a norm. So, 
unless Killer 7 sells as many, we don' t think it will 
be accepted as a gameplay norm 

Killer 7 deals w ith themes of politics, 
terrorism, bomb threats and extreme 
violence - were you concerned how the 
gaming audience would react to it in the 
current real-world climate? 
As a creator, Goichi Suda is quite sensitive 
about what's going on in the world, especially 
regard1ng relationships between the US and 
Japan, so he wanted to reflect that 'n the ga'Tie. 

As for the players, however, 1f they're sensitive 
about pol1t1Cal issues, they may be able to see that, 
but for most players the sett,ng w1ll be JUSt a ~ 
backdrop for the game and noth1ng more. ~ 

MASK De Smith (top) is a pivotal character, and 
one favoured by the game's director Goichi Suda ­
so much so that the grenade-launching wrestler 
has been blessed with a total of four different 
costumes. However f ly he might look, none of them 
will help him pass that barricade of beams (above) 

Newswire 

SCEE has finally got around to confirming 
something that sensible speculation has long since 
converged on - its PSP will see release in Europe on 
September 1, retailing for € 249 (£179). As with the 
US launch, it's an obligatory Value Pack bundle, 
consisting of those essential peripherals required 
to prevent ownership of the handheld turning into 
a begrudging small print shopping list: carry case, 
32Mb Memory Stick Duo, battery, headphones and 
AC adaptor. But, unlike the Korean PSP launch, 
there's no rumour of it coming ready-equipped 
with web browsing software. And, no, we don't 
mean a free copy of WipeOut Pure. 

Since Atari stepped on the racing genre's brakes 
with Hard Drivin', a niche has existed for the 
authentic driving simulator. Such games place 
less emphasis on the sensation of speed than 
on the illusion of being sat within the bodywork 

of a real car. Earlier, in 1984, the same 
company's TX-1 had marked the first time 

that three monitors had been linked to 
provide a faux windscreen and a 

panoramic view of the world 
'outside'. §e9a's Ferrari F355 
Challenge later refined the 
technology, Microsoft demoing a 
home implementation (for those 
of limitless wealth) to promote 
this month's Forza Motorsport. 

But now M•nkyo No Tetsujin 
(Sega Driving School) - formerly a 

genuine training tool - combines 
the two Ideas for the benefit of 

Japanese arcad•s. The game does save 
a driver's progress to their IC card, 

however, so to those with the compulsive 
urge to carve Initial O.styl• drifts into sleepy 
suburban roundabouts, beware. 
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Wake up and 
smell the Xbox 
Valve breaks silence on its much 
anticipated console conversion 

hile PC garners await the Aftermath 
(see page 39) Or Breen wi ll soon be 
welcoming a new train load of 

citizens to pre-cataclysm City 17, this time 
from the Xbox community. Valve's Doug 
Lombardi reveals what kinds of changes 
they can expect: "Our goal was to deliver 
as true a version of Half-Life 2 as possible, 
without having to make excuses for things 
lost in translation. We have added a few 
things. Streaming technology has been 
implemented for loading its very large and 
dense maps; enhanced lighting and 
improved effects will also be realised. • 
Porting Half-Life to PS2 and Counter-Strike 
to Xbox has taught the team much about 
what does and doesn't work on a console, 
and the Xbox controller is "the best 
starting point for firstperson action games 
on any console." And what of the next­
generation formats? "They look very 
promising, and we're exploring bringing 
both game content and technologies 
to some or all of them." ~ 

22 

8 1NTERVIEWl 

In from the cold 
The director of Fahrenheit discusses the risks 
and rewards of interactive storytelling 

avid Cage and h1s Quant1c Dream stud1o 
made the1r statement of m tent with the 
sh1ftmg storylines and 41 -strong playable 

cast (not least David Bow1e) of 1999's so-ft thriller 
The Nomad Soul. In the upcom1ng Fahrenheit (see 
also page 40), Cage has new stones to tell, new 
characters to voice them and new narrative dev1ces 
to experiment wtth in modern-day New York. 

How did the concept for Fahrenheit grow 
after you completed The Nomad Sour? 
The rea start1ng point for Fahrenrett was 
'Everybody ikes movies or books But not 
everybody enJOys games. Why?' A lot of people 
don't consider games to be senous medta I took 
an tnterest in games when I started seetng them 
as an incred b e platform to express VISIOns. tell 
stones and offer a totally untque and tmmersive 
creatiVe exper ence 

wondered about how I could tell a story n an 
interactive form; a real, solid, cons1stent story as 
the core experience of a game. I wanted the player 
to dtrectly 'play' w1th the story. almost 1n a physical 
sense - where 1nteract1vity and story would merge 
together Without sacnfic ng one to the other. 

Did the design change over the course 
of development? 
The last thing you want to do on an innovat1ve 
game is to design on the fly. Innovation requires a 
very tight schedule: you absolutely need to have a 
very clear viston of where you want to go and how 
you want to go there 

Fahrenhei(s splitscreen storytelling gives the player a very strong sense of being a real 
character in a real environment, as well as providing sutble but crucial gameplay cues 

This type of game requires such a huge quantity 
of data that it is impossible to make signif1cant 
changes dunng productton. But we were able to 
make restricted changes when the game became 
playable - which was extremely important, given 
tha t Fahrenheit was an ongtnal concept where we 
had very few references on what would work and 
what wouldn't 

Even working on an original concept, do you 
try to stay aware of the directions other titles 
are following? 
I do try to keep an eye on everythtng and play as 
much as I can, but to be honest, I play more from a 
professiona sta'ldpoint than for personal pleasure 
I feel less and less Interest for games. JUSt because 
most of them are des1gned for ten-year-old k1ds, 
and I don't have the same Interests now I've 
played games for 20 years, and I have the feeling 
that th1s industry makes the same games over and 
over aga1n. We change the technology, but the 
nature of the experience 1s exactly the same Look 
at Resident Evil4; the game ;s visually and 
techntCa'ly astonishing, but how IS 1t really different 
from Restdent Evil 1 on the PS 1 ? 

I feel the need for richer and deeper content, 
aimed at the adult I am today. Very few games 
really explore the different ways of playing with a 



Fahrenheit has been a labour of love for Cage and his team: the shift 
to Atari has brought some frustrations, such as the removal of the 
game's sex scenes. but also some improvements, like a cleaner Ul 

story, so I was much more anspared by movaes 
than by games 

The game's development cycle has been 
convoluted - what's t his been like? 
The worst expenence on thas type of project as 
doubt: I got very depressed a couple of t1mes, had 
some very senous doubts about what we were 
doing. Would people want to play a game where 
there is no gun and no car, where the gameplay 
would be based on dealing wath choices and 
emotaons rather than zombaes and ammo? 

don't know af garners will love Fahrenhett or 
hate at, but I am now convmced that there are 
some anterestang answers to the problem of 
anteract1ve storytelling an thas game. And creatang 
an onganal concept 1s the most exhausting, 

exc1ted about the game. and can see how ~t as 
really d1fferent. 

lt's very amportant that publishers I ke Atan 
take r sks on original concepts. Thas andustry 
tends to forget that 1t's always the flfst one to 
create something new who really takes the profats 
from at. The followers just get what's left. Think 
of The Sims. Resident Evil or GTA there is a 
bonus to innovate. This industry as JUSt 
cannibalising itself by recycling the same concepts, 
when 11 can in fact be extraordinarily creative. lt is 
a wonderful place to invent new adeas. new worlds 
and new concepts. 

Have any other t it les impressed you w ith 
their efforts to alter the way games present 
themselves to the player? 

A lot of games ampressed me 

With Fahrenheit, I have tried to make the 
player feel sad, make him smile, make him 

care for the characters and share their lives. 

w1th their technology, but very 
few tried to have a real, deep, 
new approach to interactavity 
and the relationships between 
the player and the experience. I thought of it as an 'emotion simulator' 

frightenang, but also most exciting thing you can 
do as a developer. 

What was the situation with your former 
publisher, Vivendi? 
We signed With Vavend1 maanly because three key 
people 1n the company showed a ot of passion for 
the tatle. After a year of development. those three 
had left Vivendi, and the company had stopped 
production in Europe -after that, we felt it was 
not the right publisher for us any more. 

Are you f inding the relationship with Atari 
better f or Fahrenheit? 
it's extremely anterest ng and constructive for the 
product They've ass1gned us an expenenced and 
supportive American producer, whach was defmately 
a good decasion - 1t helps reduce the usual 
communicatiOn gap between the US and Europe 
it's very rare to see so much enthusiasm for a 
proJect with an a publisher. they are smcerely 

One of my favounte games as 
Ieo. because of the ways 1t bu1lds the complex 
errotJOn of empathy. 

With Fahrenhetr, I have tried to make the 
player feel sad. make ham smale, make ham care 
for the characters and share thear lives Ounng 
development, I thought of 1t as an 'emotion 
samulator', like a rollercoaster based on 
emotional immersion. 

How would you describe Quantic Dream's 
strategy as an independent , creative studio? 
There wall always be games that are 'toys', based 
on destroying and k1lling, but we beheve there wall 
be increas,ng space for creators w1th a vasion to 
share. Both will exist. but 1f the 1ndustry wants to 
expand its market, tt will have to offer content with 
more depth, diversity and nchness 

From a busaness pomt of view. we believe 
publishers will understand that thas industry needs 
new talent, and that this talent can only be found 
an smaller creative groups like ours 

If tile likes of Mercury and Smartbomb signify PSP 
developers' willingness to innovate, Adventure 
Player suggests that From Software Is hell-bent on 
doing so. Not just a handheld 20 explorer, the 
game features a PC-based toolklt through which 
budding architects can build their own games. The 
menu-based foundations are set in stone, but the 
scripts, sounds. text and graphic elements can all 
be customised without a shred of coding ability. 
Finished games can then be shared via email, 
Memory Stick or publisher Genki's homepage (this 
last point. however, has yet to be finalised) lt's 
sadly unlikely that Adventure Player. together 
with its three induded games. will make it to US 
or European shores. Western garners see too few 
examples of developers thinking outside the box, 
even if two boxes - a console and a computer ­
are subsequently required in this case. 

What would you like t o see Fahrenheit 
achieve? And where do you see yourself 
going from here? 
I hope to prove that a game based on mteractwe 
storytelling can be as fun as any other kind of 
game I hope 1t w1ll be commercially successful -
to demonstrate that anteractive storytelling has 
real potential as a genre. to get new talents to 
explore it, and to prove that innovation can also 
be profitable. I am currently working on two new 
proJects, both very different from Fahrenheit one 
as Nomad Soul 2 That wall be a new kind of 
experience for me usually, when I start a new 
proJect, no one believes n it, which to me means 11 
as an anterestang adea With Nomad Soul 2, everyone 
seems to thank it is a good 1dea just heanng the 
title! I would J,ke to explore some ideas I have 
about procedural storyteilang an an open world. I 
know that there as a strong community of fans 
that enjoyed Nomad Soul, so we wtll do our ...., 
best to surprise them. ~ 
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Edinburgh Edge Award 
nominations line up 
Ten games enter the running for gaming's only 
gong voted for by the industry and public alike 

OddwO<Id's Stranger ranks u one of the 
most charismatic, complex and downright 
beautiful game characters ever created 
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New hardware, new 
hardware, new hardware 

lt may only be eight 
hours' worth, but, hey 

Throw away your phone 
and use your XboM 360 

Aka when videogame 
developers lose the plot 

With all this happening, 
who has time to go out? 

he third Edinburgh Interactive Entertainment Festival is taking 
gaming to what, for a month each year, 1s the world's cultural 
capital. EIEFOS, from August 10-14. includes an mdustry 

conference, a series of game screenings, and Go Play Games. wh1ch 
showcases new titles to the paying, playing public. 

An integral part of the festival is the Edge Award, wh1ch focuses 
on the ten games of the last year whiCh have done most to redef1ne 
our expectat1ons of what games are capable of - whether by nsk1ng 
new InnovatiOns, or by settmg new standards of tradit1onal excellence. 
Th1S shortl1st IS then considered by a panel of Judges drawn from all 
se<tors of the v1deogame world - mcludmg developers, academiCs and 

DRIVING THE GAME 
The book to get if your 
coffee table has a spoiler 

Following the recent trend, as seen with Doom 3 and Half-Life 2, comes 
another 'making of the game' book, in this case for Gran Turismo 4. 
Playing up to the eye-candy nature of fast cars and a game with a photo 
mode, this is much more of a coffee table book than a detailed eMpos~ of 
the development process. But for any GTscreenshot and render junkies, 
it's a lavish treat. 170 pages long, it gives an overview of how the game 
was put together as well as page after page of motion-blurred, super­
shiny gloss and details on some of 650 cars in the game, including the 
Mazda RX-8, Mc.Laren F1 and Nissan Skyline GTR. 

The problem, however, lies in the text. There's something of a 
pooterish quality to it. as if Hartas is struggling to get any critical 
distance. GT4 may be a fine-looking game, but it's certainly not perfect. 
So issues such as the continuing decision not to include damage, GT3's 
pop-up or the prolonged delays and uncertainty over the on line mode 
are swept under the carpet. Creator Kazunori Yamauchi's role is also 
overplayed to such an extent that it might be assumed he models the cars 
and does a bit of coding on the side, as well as designing packaging and 
doing all the PR. Yet there are some interesting snippets, notably photos 
of Yamauchi and his 70-strong team at work. There's even an Ironic view 
of the on-site dormitories for when it's t ime to really 'eat, breathe and 
sleep Gr - a maxim that describes the audience of this book. 

Rome: Total War takes an old 
idea and brings to it a level of 
detail and scale which gamers 
have always dreamed of 

journalists. Uniquely, the same shortlist is also open to the gaming 
public, as Edge readers and festival goers will be able to have the1r say 
on which they feel deserves the award. Keep an eye on www.edge­
online.com for details regard1ng the judging panel and ways to vote. 

The w1nners will be drawn from the followmg. Catch! Touch! Yoshi 
(Nintendo), Datgasso! Band Brochers (Nin tendo), Darwinia (Introversion 
Software), Donkey Kong: Jungle Beat (Nmtendo), God Of War (Sony 
Santa Monica). Half-Life 2 (Valve), Lego Star Wars (Traveller's Tales), 
Oddworld Stranger's Wrath (Oddworld Inhabitants), Resident Evil 4 
(Capcom's Production Stud1o 4) and Rome: Total War (The .._, 
Creat•ve Assembly). More details at www.eief.co.uk ~ 

RUBIK SPACE 
From the cities of the world to your 
house, the invasion is coming home 

The secretive Frenchman, known only as Invader. spends his time 
travelling around the world's major cities carrying out his so-<alled 
invasions - well, actually he's sticking Space Invaders mosaics to the 
walls, but you get the picture. 

In his third photobook project. he takes a look back at the locations of 
some past triumphs; the Invader iconography has spread from his Parisian 
base to Hong Kong, Tokyo, lyon, Osaka, Manchester, New York and LA. 
But unlike urban restylists such as Banksy, whose graffiti mixes humour 
with a sharp shock of cultural polemic. Invader's work is purely symbolic. 
There's nothing but a Space Invader figure. In fact, as every invasion is 
followed by the release of a map showing the position of all the mosaics, 
each invasion is akin to tourism for the game generation. 

And maybe that's why he's trying to move on his oeuvre. Recent 
developments include the Invader shoe - a trainer with an invader 
blocked into the sole. This can be inked up and then walked around the 
streets. Another new tack has been invaders created on or using numbers 
of Rubik Cubes- hence the book's title. it's the least visually strong wave 
of his art. though, because by definition it has to be gallery·based. As for 
the future, he promises a sticker theme. There's also a taster of a new 
trend he's attempting in Paris, which is to wrap statutes in red invader 
tape. lt's hardly Cristo, but at least it's a development. 
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PPm Antoniades of Ninja Theory continues his next-gen push 

I 
t's now comong up to the end of 2004. The last 
year has seen a faor bit of action: we wowed 
publishers with a demo of our next·gen game, 

Heavenly Sword; we came wothin a hair's breadth of 
signong a publoshong deal twoce; we went bust once; 
bought back the bus1ness and re·emerged as Ninja 
Theory. Now 1t would nice to cap it all off with a 
publishong deal. 

By the way, when news went out that we were 
about to disappear, I must thank Edge for its support. 
Here's a touching email from the magazine: "How's i t 
going? Are we sti ll on to continue the diary?" 

l t made me chuckle and think of Steve McQueen 
in Papil l ion where he is f loating in the midd le of t he 
bog blue ocean atop a bag of coconuts screaming: " I'm 

Years ago, a developer brought in 
a bunch of guys from the local Job 

Centre to sit around and pretend 
to w ork while a prospective 

publisher w as shown around 

still here, you bastards•· The first thing we decide to 
do as an ondependent os to get the bums on seats we 
need to get thongs movong. And why not; of we don't 
expand our bumcheeks, publishers may not dive in, 
and of we don't sogn a deal, we're screwed anyway . 
Yep, we're lov1ng the dream! 

I've heard there's another enterprising solution to 
the bums-on·seats problem: the story goes that, years 
ago, a developer brought on a bunch of guys from the 
local Job Centre to sit around and pretend to work 
whole a prospective publisher was shown around. The 
publisher went away warm and fuzzy knowing that 
there were enough good people there to do the job! 

Anyway, over the next few weeks and months, we 
manage to hire good people from some of the finest 
dev houses in the UK and from as far afield as Korea, 
taking our head count up from the 22 we've been 
stuck at for the last year to 32. 

Meanwhile, in the big bad world, a couple of 
publishers love us again now that Argonaut's out of 
the picture. They figured that Argonaut's time had 
come and d1dn't want us, together with their cash, to 
suddenly d1sappear. We ong1nally became part of 
Argonaut for their publisher relationships and 
financ1al security. Oh, the orony! 

Our publ1sher chooce os made very easy ... 
Publosher • 1 ·we want you to make the game 

that you are passoonate about. Make it memorable. 
Be ambotoous • 

This concept an shoM the epoc <Mid colourful f~l Non1a Thoory os 
aiming to capturt with Hoawt~ly Sword Tht developers' signing of a 
deal with a publi~r btings thos concept a large step dOH< to rtality 

Publisher •2· "We're wa1t1ng for our Amerocan 
office.· You needn't have bothered as the Amencan 
'Offoce' os terrible! Bada·boom-tishl 

Publisher# 1 ot IS, then. 
Contract negotiatoons start up aga1n, but drag on 

and on as these things inevitably do. Twice now. 'done 
deals' have been pulled from under us at the last 
minute, so I smother my hopes before they pull a fast 
one on me again. 

I need to take my m1nd off the agony of not 
knowing whether Heavenly Sword w ill ever see the 
l ight of day. I long for some 13-year·old to play the 
game and then post his critique on the internet 
forums: 'Da graffix is gay' or the perennial classic­
'This game OWnz JoO!' 

I so need a break. 
Six months earlier, I had booked a three-wee< 

holiday over Christmas and New Year. Travelling to 
Hong Kong. Tokyo and Melbourne is JUSt what I 
needed A lot of people travel to other countries to 
see the major tounst sights th1nkong that they are 
seeong culture My version of culture onvolves chatting, 

eating and getting lashed with the locals So on 
Chrostmas Eve in Oz. while getting lashed w1th the 
locals, a text message comes through from Mike: 
"We've signed the deal! • Hooray! Cheers! Glugl Glugl 
Glug! I sit down in disbelief that it's finally happened. 
I check the message again, this time scrolling down to 
read the rest: • ... now it's j ust up to them to s1gn on 
their side!" Damn you, Hope! You tricked me again! 

Back from holiday we can do nothing but sit and 
wait which gives me plenty of t ime to rant, typically 
like this: "If this falls t hrough, I'm through w ith 
games!" " If it's this bloody hard to get a next·gen 
game off t he ground, how is anyone going to 
survive?" "Everyone's so petrified that, by not 
wanting to make a wrong move, they aren't mov1ng 
at all!" Rant, rant, rant ... 

One night in January 2005, Nina gets off the 
phone: "We're done.• We call a meeting the next 
morning. Lots of worried faces walk 1n. Cheerong, 
clapping and gasps of relief ensue We cut the day 
short and head out for a celebratory dnnk or two w1th 
the Cambridge locals. "We're stoll here, you bastards! " 

The Machine, by Gennan designer Tilman, scrapes an 
intriguing flake from Alternate Reality Gaming's crown 
without tapping the crazed obsession of Its lwain. 1t 
explores the notion that anything our minds take for 
granted is a potential dpher, Its assumed meaning 
corruptible for the purpose of concealment or, in this 
case, fleeting pleasure. 

presentation may be deliberately overcomplicated, but the 
solutions are so simple that to describe them would also 
spoil them. 

Beyond its mock OS lies a s.rias of simple tests that toy 
with our commonplace interactions with computers. The 

It'll be interesting to see if the mileage and depth of this 
idea is extensible, allowing for a more substantial, perhaps 
saleable ARG-style game that excludes the alarming possibility 
of baffling objet d'art falling through your letterbox at two in 
the morning. We do, after all, have Microsoft Game Studios to 
blame for fuelling the phenomenon in the first place. 



Sega spreads 
Loveinjapan 
A new coin-op proves that 
lightning can strike twice 

hose who said that Sega's incredible 
success with its beetle-battling 
Mushiking coin-op and range of 

related merchandise (it has sold a 
staggering 150 million trading cards to 
date in Japan) was a one-off may have to 
eat their words: the company appears to 
have done it again with Love And Berry 
(above). Proof of this came at the 
company's GameJam 2005 event at the end 
of March in Tokyo, where fans queued for 
up to an hour to get some time with the 
coin-cp. Unlike Mushiking, however, which 
appeals to all children of all types and ages, 
Love And Berry is firmly for girls, mixing a 
'dressing up dolls' theme with a rhythm­
action section inspired by BeMani titles. 

Though it seems to have the kids' 
arcade gaming market sewn up (the 
popularity of Mushiking is such that a 
comic strip has been produced, with an 
animation series to follow soon), Sega is 
faring less well in other areas, something 
illustrated at GameJam by the absence of 
visitors to the area offering The Rumble 
Fish on PS2, and a distinct lack of interest in 
the company's Atomiswave coin-ops 
(indeed, rumours suggest that Sa m my's 
cheap board may soon be discontinued). 

Initial 0 Arcade Stage ver. 3 and Virtua 
Fighter Final Tune tournaments gave Sega's 
arcade divisions some cheer, with hundreds 
of fans from across Tokyo turning up to 
take part, paving the way for new 
iterations of both series in the future. 
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Mostly thanks to children, Mushiking 
(left) is Sega's most popular lP in years 
-it introduced 40 new items of related 
merchandise at Game Jam. Meanwhile, 
Initial D attracted older gamers (above) 

Prince Of Persia 3 
FORMAT: GC, PC, PS2, XBOX 
PUBLISHER: UBISOFT 
EXPECTED: Q4 2005 

The sight of stealth kills may rub sand in the wounds of those left 
smarting by Warrior Within's jagged edges, but Splinter Cell: 
Chaos Theory proved good things can come in Ubi's threes 

Metronome 
FORMAT: TBA 
PUBLISHER: TBA 
EXPECTED: 2006 

Dark City: The Musical, anyone? Audio becomes the weapon in 
Team Tarsier's prototype adventure, the player recording in·game 
sounds and using them to seduce, confuse, distract and destroy 

Star Wars Battlefront 2 
FORMAT: PS2, XBOX 
PUBLISHER: LUCASARTS 
EXPECTED: Q4 200S 

American developer Pandemic1aunches its Star Wars toyset 
into orbit with fighter-to-fighter space battles and capital ship 
boardings: all it needs now is an "IT'S A TRAP! " voice macro 

Announcements and updc-tes 

Age Of Conan: Hyborian Adventures 
FORMAT: PC 
PUBLISHER: FVNCOM 
EXPECTED: 2006 

Funcom jumps from the sci-fi of Anarchy Dnline to the pulp 
fantasy of Robert E Howard: Conan's most promising (or 
concerning) aspect is a detailed, realtime combat system 

Rebelstar: Tactical Command 
FORMAT:GBA 
PUBUSHER: NAMCO 
EXPECTED: AUGUST 

Advance Wars and Final Fantasy Tactics' dominance of GBA 
strategy gaming is to be challenged by the Gollop brothers' 
combination of tactical shooter nous and a chibi-style make over 

Tomb Raider: Legend 
FORMAT: PC, PS2, XBOX 
PUBLISHER: EIDOS 
EXPECTED: 200S 

Crystal Dynamics suggests a more 'natural structure' for Croft 
in this rediscovery of the series' roots. Can its soul searching 
uncover a control system as smooth as its heroine's looks? 



Exactly the sort of kit that gets 
Bardo's juices flowing. it's not 
difficult to get started- Holgas 
are online at reasonable prices 

The cnclogua ganarction 
Game producer Brick Bordo thinks he con picture the future 

-A bout a year ago, 
1"\ I developed a real 

passion for tameras. 
When I speak about this 
new hobby to those around 
me, they all have the same 
things in mind: the top-of­
the-range Leica, Canon or 
Minolta- digital cameras 
that would, admittedly, 
be very useful in my l ine 
of work. But they're all 
wrong. My interest lies in 

cameras t hat are simpler, but not necessarily 'worse' than 
those perceived to be t he best. 

The fir~t two I've collected are from Russia: one from a 
manufacturer called Lomo, the other a 'top-down' camera 
manufactured by Voshod. There's also the twin-lens reflex Yashica 
camera my father gave me. Finally, there's a Chinese camera- the 
Holga- made entirely of plastic and very similar in appearance to a 
toy. These are far from bei_pg top of the lrne. Instead of APS or 
~tanda rd 35mm films, they tend to use more peculiar f ilm types like 
Brownies or Polaroids. You'll likely have difficulty obtaining good 
results with them if you're used to modern digital equipment. They're 
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anything but compact and you'll encounter 
problems getting the perfect focus, the camera 
relying entirely on the stability of your hand and 
not on some compensatory digital mechanism. To 
make matters wor~e. your photos will typically be 
either too dark or too bright. The chance of you 
spoil ing a shot, in fad, is less a remote possibility 
than a near certainty. Oh, and did I mention that 

because I'm getting old, but more and more I find 
myself drawn to these retro, analogue device~. 

They are, quite simply, fun. 
Before long, another E3 will be over and I gue~s 

the mystery surroundtng the next generation will 
have been dispelled. I a I ready know a lot about the 
new machines, but I suspect I'll discover more 
features and applications dunng the conference. 

Discovering the insane number of polygons that con be delivered, whether the 
platforms will support progressive scan, a hard drive or online - all these may 
seem impressive, but at the same time, so what? Frankly I'm a little bit fed up 

the viewfinders are so vaguely calibrated that the 
photograph's subject often ends up outside of 
the frame? 

Yet with all this in mind, such cameras are still 
enjoyable to use. Seeing the old-fash ioned nature 
of their output is like travelling back to the '50s. 
Sometimes, there's even enjoyment to be found in 
discovering some of the less intentional results. 
Unlike digital cameras, you can't just erase those 
pictures that went wrong - and there's nothing to 
warn you when they might go wrong. Perhaps it's 

it's an exciting time for a game developer, but one 
about which I still have reservations. Discovering 
the insane number of polygons that can be 
delivered, whether the platforms will support 
progressive scan, a hard dnve or on line - all these 
things may seem impressive, but at the same time, 
so what? Frankly I'm a little bit fed up, a bit tired 

Xbox turning into Xbox 360 and PS2 becoming 
PS3 fails to excite me nearly as much as when 
Super Famicom gave way to PlayStation. If there's 
one thing of which I'm certain, it's the tremendous 



pressure that awa1ts the teams developing tomorrow's games. They'll 
learn new technologtes and tricks. suffer the Increased development 
t1mes and costs, and see people get ftred because they don't f1t w1th 
the new reality. Th1s new generation may deliver hugely rea isttc 
graphiCs allowtng creators to bnng games ever closer to the movies, 
but digttal wdl std l be dtg1tal Command A wil l trigger predetermtned 
response B. rigtdly scnpted 1n advance. There'll be no place for chance 
or unexpected happen1ngs. the only aCCidents wtll be bugs 

In such an enwo'lment, feel N1ntendo's DS will offer a VItally 
refreshing approach. Yes. most of ItS games are about just scratch1ng 
the screen or directly po nt•ng at an Obje<t Bu· at the same t1me you 
have a game ltke Pac·PIX whiCh al ows you to have your own very 
personal creauon set 1n mouon and controlled Thts can, of course, be 
categonsed as JUSt another d1g1tal appltcat1on. but the analogue 
appl catton 1t represents is both tnterestlng and tmpresstve. 

That th1s new mode of enjoyment IS becommg more pooular can 
only be attributed to a desire for analogue gammg. as opposed to the 
prec•sely designed d1g1tal realm. Of course there's a strong demand for 
games with ncredible graphiCS, but more and more creators are 
delivenng very ongtnal, even bizarre experiences. Accordingly, there 
are more and more users willmg to indulge 1n them. I'd like to feel I'm 
part of th1s latest category of developers Given the choKe. I would 
choose the way of my toy·hke Chinese camera. the results 
always being unpredictable. Whtch would you pick7 

The mainstream industry races 
towards its goal of ultimate 
r~alism. but Bardo remains 

hesitant about taking the ride 

The Holga's charm lies partly in 
its unpredictability. How does 
the nature of its output relate 
to what you upect in games? 

Namco's Pac-Pix is a heart-warming alternative to 
the rigid mechanics and scripted spectacle of the 
technological elite, indulging not the eyes and ears of 
garners. but their desire to create and be surprised 
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Edge's most wanted 

Odama 

Geanng up for this year's E3 brings 
happy memories of one of last 
year's biggest suprises: Odama 
remains the most allurong feudal 
pinball game ever pitched. 

Grand Theft Auto: San Andreas 

A mouse for eyes, a keyboard for 
feet and a USB adaptor for that all 
important DuaiShock steenng: how 
we'll enjoy our sandbox mayhem 
when the PlayStation2 fog lifts. 

Dream fall 

A chance to catch up with Zoe is 
a reminder of just how charming 
her world is. Even those who 
couldn't bear to finish The Longest 
Journey should be eager to visit. 

"t-INCO 1 

The future of electronic entertainment 

Massive multiplayers 
How aiming for more may bring you less 

I 
t's more of an inflationary 
spiral than an arms race: 
Novalogic, which pushed 

the PC's boundaries with Joint 
Operations' 150-player battles, is 
bringing Delta Force: Black Hawk 
Down to console. Rebellion. 
working on the P$2 version, has 
been inspired by this to get 32-
player maps running on Sony's 
more limited online service. Climax, 
working with the Xbox, can 
promise 50-player games. 
Battlefield, once the very definition 
of what PC gaming could offer 
over any other platform, is also 
on its way to your TV. And it's a 
trend which is set to continue. 
Persuasive rumours persist that 
Perfect Dark Zero, a likely 360 
launch title, will support 64 
players online. 

But more isn't ever a guarantee 
of better. Putting dozens of players 
in a single death match and 
shouting 'go!' is inevitably fun for 
a while, but many find it wears thin 
pretty quick, as chaos and camping 
take the skill and the structure out 
of the game: big numbers present 
big challenges all round for game 
designers. The first is to make sure 
enough people come: if you sell 
Black Hawk Down on the promise 
of 50-player maps, then you'd 

better be sure that when people go 
on line they've got a good chance 
of finding 40 other people ready to 
get started. And at a time when 
Halo 2 is sucking in the attention of 
almost every Xbox Live player, 
that's a stiffer challenge. 

And then there's the question 
of giving those people enough to 
do. Big teams need big tasks - even 
the new Halo 2 maps designed for 
a modest 16 players offer a scale 
and complexity that many corridor­
and-alley shooters don't manage in 
their singleplayer games, let alone 
their online arenas. 

Ultimately, though, there's the 
question of whether or not you're 
aiming for the right place to begin 
with. Despite Microsoft's utter 
certainty that on line gaming is the 
only place to go, there's still no 
compelling evidence that anything 
other than a minority of garners 
wants to play multo player games 
against remote opponents. Even 
fewer seem interested in playing 
against an army of them. Those 
that are are undoubtedly 
passionate and vocal about their 
support for these games, but 
developers might just be aiming 
titles that need the most players 
at one of the most limited 
demographics in gaming. 
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Phantasy Star Universe 
PC. PS2 

Half-Life 2: Aftermath 
PC 

Minna Daisuki 
Katamari Damacy 
PS2 

Fahrenheit 
Pc. PS2 

Project Zero 3 
PS2 

Destroy All Humans 
PS2. XBOX 

Delta Force: 
Black Hawk Down 
PS2.XBOX 

Shin Onimusha: 
Dawn Of Dreams 
PS2 

Starship Troopers 
PC 
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FORMAT: GC, PS2 
PUBLISHER: CAPCOM 

DEVELOPCR: GRASSHOPPER MANUFACTURE 
ORIGIN: JAPAN 
RELEASE JUNE 

I I 

I I 

Despite being wheelchair-bound, Harman Smith still brings 
firepower to the fray - a rocket launcher clipped to the back 
of his seat. You'll see it in action at the end of the first story 
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Killer 7 
Multiple-personalit y disorder, domestic abuse, liberal self-mutilation, 
grenade-launching wrestlers: is this the most dysfunctional family ever? 

S 
o - elusive and enigmatiC, or JUSt 
long-delayed and messy? " I expect 
you've all cleared Res•dent Evil 4, • 

JOkes Killer l's producer Hiroyuki 

I I 

I I 

Kobayashi before beginning a lengthy and 
comprehensiVe presentation of Grasshopper's 
barmy c1rcus-of-horrors adventure Most 
shockingly, and despite the unfathomable 
nature of the shots and footage dr•pped out 
over the past year, K•ller 7 proves itself to be 
easy to grasp - part high-pressure shooting 
gallery, part survival horror-style exploration 
and puzzling. Not a world apart f•om 
Resident Evi/4, then 

Before we get to that, a little mood 
enlightenmg. Ktller l's style is Infamously 
1nd1vidua1. an uncomprom1sing schlock 
mghtmare of sharp eel-shaded edges and 
acidic colours. Th 1s distinctive d~rection 
means that even the most humdrum of 
urban and 1ndoor enwonments are given 
a un1que personality beyond their setting, 
somethmg emphas•sed by an on-ra•ls 
camera that's just as crazed as anyth1ng else 
in Killer l's repertoire. 

The game's story is one that's equally easy 
to grasp, too, even 1f t IS played out w1th a 
cast of diSJOinted characters who seem to 
share nothing but a drab surname and a 
capaoty for murder But there 1s someth•ng 
much more \wlsted that links them: none of 
them really ex1st. Harman Sm1th, the 
seemingly •mmobde leader of the troop, •s 
the world's greatest assass1n. H1s team of 
killers IS an all-too-real and 1nexpi1Cable 
manifestation of Harman's multiple­
personality d1sorder which may or may not 
be explamed as the game takes m s1x 

You can switch between Smiths at •ny time, provided 
they're not bagged-up corpses elsewhere on the stage. 
Garcian Smith is only accessible when a Smith has 
died, but since his maJor role is that of cleaner and 
retriever, he's too w.ak to take into serious combat 

connected stones, brought together under 
one anti-terronst theme. With the world on 
the verge of peace and nuclear disarmament, 
the Heaven Sm1les - an army of wa:kmg, 
•nv1s1ble bombs - emerge to cause gruesome 
destruction, givmg Harman and his team 
carte blanche to assass1nate the assass1ns. 

Each Sm1th has t'1e1r own part1cular 
talent, one that's often obv1ously prompted 
by the gameworld, but they each bnng the~r 
own style of gunplay to the frontline KAEDE 
Sm1th - the w1llowy, ghostly g~r of the 
group. clad 1n a slinky, bloodstamed slip -
carnes a gun with a scope and can knock 
down certa1n barners by s ash1ng open a 
wnst and d1ssolvmg them w1th a bloody 
spray. Kev1n Smith can turn mvis1ble, essentia 
for stalk1ng past Sm1les w1th weak spots on 
their backs. and Wields an 1nfin.te stock of 
throwing kmves. Thankfully, there seems to 
be plenty of room to use the Sm•th that best 
SUits your preferred approach - the rapid-f1re 
intensity of Con Smith's dual pistols, or 
MASK De Sm1th's smart-bomb-alike grenade 
launchers throughout the game. with 
reqwed roles being dictated mostly by 
enwonmental obstacles. 

The Heaven Smiles. however, are terrons 
1n a fa· truer sense than JUSt pol1t1Cal 



Fallen enemies splatter into 'thick' blood, a power·up currency 
that can be used to recharge health on the spot or cashed in 
for upgrades in the TV room. All the typical categories can 
be improved - power, speed, health, etc- unlocking extra 
defensive and offensive specials as you strengthen them 

extrem1sts Appearing as barely V1S1ble blurs 
and given away by the1r sniggenng. the 
player has to swatch to firstperson-aim1ng 
v1ew and scan the vicinity to reveal them. 
Every Sm1le has its own weak spot that'll 
prov1de an mstant takedown, but can often 
be destroyed with enough shots to the rest 
of 1ts body Some require a more tactacal 
approach, and the applicatiOn of the skills of 

but •t could well become 1rr-taung as the 
game progresses. The soundb1te spouted by 
each Smith upon a successful kill, too, is 
likely to irritate. 

Confrontations with Smiles aren't always 
necessary. Plenty of them can simply be 
bypassed, or the player can often s1mply 
turn around and back off ·'a ittle space is 
needed But, wh1le Killer 7 may be s1mple to 

The biggest fear surrounding Killer 7 can be dissolved -
there is actually a game in there, and a tangible one at that, 
one that isn't just guff masquerading as highbrow fluff 

a particular Sm1th. And th1s 1S where Killer 7 
becomes a surprisingly stralf91C shootmg 
gallery. wath Smales lumbering or runnang, 
or rollarg- towards the player. l1ke a less 
tw1tchy but more threaten1ng House Of The 
Dead. Smales themselves are often terrifymg; 
the bravely punned Ulmeyda Smiles. for 
example, bear caustic purple skm and teeth 
like torn fingernails and, like all other Smales, 
will explode vaolently if allowed to get too 
close to the player. And when a Smile 'dies·. 
11 doesn't scream or howl w1th agony, 11 lets 
loose with a loud, gleeful cackle. Th1s 
1nsult1ng death three is an unsettling touch, 

understand, that doesn't mean 1t's in any 
way conventaonal - cnaraders are moved 
through the game by holding down the A 
button, jogg,ng along predeterm,ned paths, 
with the B button turning them on the spot. 
When a JUnCtion is reached, the screen 
fragments mto shards that point out possible 
paths for progress; pushing the stick 1n that 
d'rectton moves there, so if the player knows 
where they' re headmg, it's a surpnstngly 
smooth - rf strange - configuration 

'ts puzzles, however. do feel more 
conventional an struaure, if not in 
appearance. Early obstacles reqwe simple 

A number of Killer 7s beautiful cut-scenes are handled 
by respected UK production house Unit 9, and have a 
strong ani me feel. Although, with Killer rs style being 
so fractured, vivid and abrupt, the cut-scenes could 
have been rendered in any manner or mood and still 
fitted in neatly with the game's overall appearance 

exploratton, dedud1on and backtrack1ng 
and at's th1s aspect of Killer 7 that could 
turn out to be the weakest, however 
buoyed at as by visual imagination So, 
whtle the biggest fear surroundtng Killer 
7 can be dissolved - there is actually a 
game an there, and a tangible one at that, 
one that 1sn't JUst guff masquerading as 
highbrow fluff - 1t's replaced by a more 
genenc one But that structure is goang 
to have to work very hard to break what 
appears to be one of the most startling 
and enjoyably peculiar gameworlds 
ever realised. 

1-tYPf ~ 

Whet- a Smith snuffs it. 
you're nrturned to the 
_.TV 1V0m- which 
ads a checklsavepoint ­
allowint you to assume the 
guise of Garclan Smith. 
Suitcase and -k pistol In 
hand, Garclan can retrieve 
the 'body' of the fallen 
Smith, located at their piKe 
of death In a squirming. 
bloodled lunch bag. 
Retriewcl chanKters can be 
resurrected 1hrough inteme 
button-bashing, or just left 
to rot until the start of the 
next mission. But if Gardan 
succumbs to the Heaven 
Smiles during his rescue 
mission, the game's over. 
The TV IVOm Is also home to 
Hannan Smith's 'c.arer', 
samantha. lf you find her 
dressed • a maid. your 
v-can be saved. and 
you'A find her in a polite, 
submissive mode. If she's 
dressed more casually. 
ho-r. only a checkpoint 
can be activated, and it's 
likely that Harrnan is about 
to be on the receiving end 
of some abuse from her 
more psychotic~-

Ghosts- the past victims of the Killer 7- man1fest in a variety of places across the stages. to give 
differing hints. The gimp on a string is a tutorial teacher. whereas a disembodied head turns up in obscure 
places - like inside a washing machine -to mumble puzzle dues, tailing each one with a curious emoticon 
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Battlefield 2: Modern Combat 
The allied forces of Dice and an in-house EA team take the 
f inely tuned master of sandbox warfare t o a brave new arena 

The radar provides an informative overview of the action while keeping it relatively straightforward. 
Travel towards a more distant location, however, is best coordinated via the comprehensive cutaway map 

Good balance exists between gratifying 
destruction and conservative use of the 
two platforms' visual effects resources 
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B 
attlefield 2: Modern Combat is not 
Battlefield 2 ported to console, nor is 
it an expansion pack thereof, nor is it 

the sequel to any game that has previously 
appeared on either Xbox or PS2. On paper, 
it bears a close resemblance to its PC 
namesake- both games meeting at the 
same point along the series' progressing 
chronology of warfare. But developers 
Marcus Nilsoon and Dan Blackstone are 
insistent on the distancing of one project 
from the other, making the titular similarity 
nothing if not confusing. 

Nilsoon represents the Swedish team at 
Dice that is working to faithfully bring the 
renowned Battlefield multiplayer experience 
to virg n territory. Blackstone, on the other 
hand, hails from an in-house unit at EA 
Chertsey, charged with the task of building a 
singleplayer experience that, in his words, "is 
better than Halo 2" -one that it's hoped will 
sell the overall package to a market where 
online multiplayer still lacks the support to 
survive alone. Between their respective 
teams, the mutual concern is ensuring that 
the best of two worlds make the final cut, 
neither wanting their considerable efforts in 
doing so to be understated as mere 
conversion. For the marketing folk at EA, this 
presents the unenviable task of selling two 
games keenly associated with a single brand, 
but not with each other. 

Politics aside, however, the singleplayer 
footage that's been seen and the multiplayer 
code that's been played both indicate the 

Helicopters should be obvious weapons of choice, but the LAN 
tests in which we participated saw their popularity dwindle 
with time, largely thanks to their initially awkward handling 

degree to which Modern Combar has 
traversed the gulf between PC and console 
gaming. "We started doing Battlefield: 
Modern Combat at the same time as 
Battlefield 2," reveals Nilsoon, "but we 
realise that the PC market is the PC market 
and console is console, so everything is 
aimed straight at the console gamer. 
Everyth1ng that's too PC or doesn't actually 
work on a console just hasn 't been put in. " 
Accordingly, the heart of the Battlefield 
experience has been preserved while the 
peripheral luxuries afforded by high end 
hardware and a keyboard have not. On both 
of its new formats, Modern Combat 
multiplayer already boasts those distinctive 
sandbox credentials- myriad tactics, versatile 
equipment and instantly frenetic game play. 

"All the cool moments that have, 
historically, been in the Battlefield games," 
declares Nilsoon, "like packing your Jeep 

with C4 and ramming it into the side of a 
tank, we want to encourage. We don't want 
to force the player to do it because the 
whole idea behind Battlefield is choice. In 
sandbox you've got really cool toys and you 
do what you want with them." 

Choice, indeed, is what the game's alpha 
code auspiciously provides -the endless buzz 
of emergent scenarios that make each match 
greater than the last and made phenomena 
out of Battlefields 1942 and Vietnam. 
Though the finished build will feature over 
ten contemporary environments ranging 
from canyons to arctic wastes, what's 
available at this juncture is a demonstration 
of two - a cold, dense city and a bridge 
crossing surrounded by a modest urban 
spread, each of which encourages an entirely 
different set of opposing strategies. Though 
there's nothing as ostentatious as an aircraft 
carrier to play with, both maps feature 



analogue sensitivity and ballistics have yet to 
be fully calibrated. We express disquiet at the 
proximity of spawn points and the ease with 
which players can be massacred at birth by a 
nefariously placed sniper, but Ni lsoon has 
come armed with a retort: "There are always 
going to be people who exploit the game 
that way and we're spending much time 
lookmg into how we can avoid that. All 
those values [regarding spawn points] are 
server based so we can change them - we 
ca!1 change tt so if someone's standing in the 
spawn area you spawn elsewhere." 

During a resoundingly stable LAN test, players are seen to 
parachute, camp, cooperate and kamikaze in satisfyingly 
equal measure, the infrastructure falling neatly into place 

helicopters and a variety of land vehicles. 
Functionally, everything works as you'd hope 
it would- the desire to pile multiple troops 
into a single armoured dreadnaught being 
accommodated in every instance. During a 
resoundingly stable LAN test, players are seen 
to parachute, camp, cooperate and kamikaze 
in satisfyingly equal measure, the 
infrastructure falling neatly into place. 
Though we've seen nothing thus far of the 
very EA-centric' Battlefield Moments', such 
overblown statements of player greatness 
are, in a game like this, more than welcome. 

What's also lacking, as you'd expect for a 
game that's months from completion, is 
refinement Maps are easily exploitable while 

Nilsoon continues by extolling the game's 
ranked servers, determined as they'll be by a 
routinely monitored set of points-per-hour 
statistics. The lobby system, we're told, has 
been rebuilt from the ground up, looking to 
the likes of Halo 2 for inspiration while 
heeding the misfortunes of less successful 
efforts - " Kilfzone, ·• says Nilsoon, "I couldn't 
even get online with. We're trying to look at 
everything that's great and improve it" 

For that important singleplayer campaign, 
it's sti 11 early days. Since its inception in 
December, it's established much of its 
atmospheric hook - the enveloping chaos of 
war. Squad members exchange verbal 
feedback, seeking cover from entrenched AI 

opponents while an impressive sound mix 
(from the audio director of Band Of Brothers} 
has the ground shaking. The AI, however, 
seems muted - either trapped in 
emplacements or rooted to spawn points. 
This, apparently, is more thanks to the linear 
segment we're shown than to any general 
direction, the levels themselves described as 
singleplayer zones. "The idea of the AI, ·• says 
Blackstone, "is to emulate what you get in 
multiplayer. Infantrymen will communicate 
with each other, point out threats to each 
other and respond to threa ts as a group." 

Despite the paucity of evidence, we' re 
quietly satisfied with this explanation. 
There'd be litt le sense in confining a game 
celebrated as the pioneer of sandbox 
multi player to a linear campaign. As to 
that claim regarding Halo 2, however .. . 
well, if they start at the end they'll 
already have one up on it. 

1-!YPE~ 

Between them, Dice and 
EA have handled the 
downgrade to console 
extremely well. The Xbox 
version freely plays to the 
strengths of its platform, 
featuring a host of 
environmental effects that 
imbue the Kazakhstan 
landscapes with heightened 
ambience. Though visually 
inferior, the PS2 version 
more than holds Its own. 
Besides a closer draw 
distance (that rears its head 
mostly during airborne 
manoeuvres) there's little 
in the reduced visual 
composition to ever suggest 
that the all-important 
Battlefield experience will 
suffer. Framerate on both 
formats is stable, though 
quite how the game will 
guard against the spectre of 
lag remains to be seen. 

A vehicle laden with soldiers can, through coordinated effort, become a formidable killing machine. A 
tank driver with a decent aim, however, can happily turn it into a flaming multikill for the opposing team. 
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FORMAT: PC, PS2 
PUBLISHER: SEGA 

DEVELOPER: IN·HOUSE (SONIC TEAM) 
ORIGIN: JAPAN 

RELEASE: WINTER 

Boss encounters are likely to be epic. and 
may well benefit from the presence of 
your Al-controlled team mates. whose 
skills will no doubt complement yours 
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Hard times 

What 1s known about PSVs 
online aspect is that it 
won't require the P52's hard 
drive, as Final Fantasy XI 
did. After the functionality 
was unceremoniously 
dumped with the release of 
the slimline PS2, whkh is 
incompatible with the hard 
drive add-on, developers 
were forced to remove its 
capabilities from their plans. 
The decision rec:eived a 
hostile response from some 
Japanese developers, where 
the success of FFXI had 
meant that many felt 
they could start taking 
advantage of its potential. 
lt's not clear if PSVs 
development was affected 
by the decision, but it might 
provide some explanation 
of why the online aspect" 
of PSU remains a little 
hazy at this stage. 

lt seems possible that players may have to create a secondary 
character for online play, hopefully offering a range of races, 
styles and combat types to treate a real sense of 'universe' 

Phantasy Star Universe 
Five years on, Yuji Naka's ambitious online 
console RPG is still breaking new ground 

li 
he last time Yuji Naka spoke to us, 
he expressed a profound weariness 
for making online games. Ta lking 

about the frustrations of having to focus so 
much on preventing 'bad users' from ruming 
the game for others, he said he was 'sick of 
online' and that, until hardware 
manufacturers create a hack-proof system, 
he found it 'hard to be enthusiastic about 
online gaming'. And that makes PSU a very 
interesting proposition indeed. 

There's no doubt that the PS2 isn't Naka's 
hoped-for hardware: even in Japan its online 
existence is still exploratory rather than 
established, and there's nothing specifically in 
place to protect players from the cheaters 
and 'NOL'ers which made PSO players (and 
Naka) miserable. So it 's perhaps unsurprising 
to learn that PSU's emphasis - at this stage ­
is on the standalone, singleplayer game. 
Unlike PSO. it will feature named characters: 
two have so far been announced, Ethan 
Waber, a 17-year-old human, and Karen Ella, 
also 17, from a race called the Numan. They 
inhabit the Grail star system, whose warring 
factions (spread over three planets) formed a 
peaceful commonwealth 100 years ago. 
Ethan's story opens on the night of the 
centenary celebrations, which are brutally 
disrupted by mysterious aliens ea lied The 
Seed. Their attacks ravage the Grail planets, 
and lead Ethan to join the Guardians, a force 
established for their defence. 

The game's hub is the Guardians' Colony, 
an orbiting space station where players will 
each have their own rooms, which can be 
customised and used for recuperation while 
Ethan waits for his next assignment. From 
here, he can warp down to the surface of 
each planet and explore environments which 
seem substantially expanded from PSO's 

slender but stunning selection. Fighting 
follows the PSO pattern, w1th melee, ranged 
and magic attacks, and it seems that Ethan 
will often be fightmg in a small team, 
alongside other, Al-controlled characters. 

What's not evident is how this framework 
will adapt to support online play. While it's 
clear that PSU will be able to mirror PSO's 
system, with players meeting in the Colony 
hub and then warping down to the surf ace 
as a team. it's not quite clear what the game 
will do about the fact that everyone will have 
been playing the singleplayer game as Ethan, 
rather than as their own character. There's 
also no mention of coop offline play, despite 
this featuring in later incarnations of PSO. 

it's not yet known if PSI/s combat will bring more varied 
complexity to the fights than the soothing- but hardly 
challenging -thwack thwack THWACK of the DC's PSO 

Even as an offline game, PSU's potential is 
substantial. PSO proved the team can create 
unforgettably atmospheric worlds and a 
streamlined, if simplistic, take on the action 
RPG. And if Naka and his team have retained 
even a fragment of the enthusiasm and 
foresight which made the DC original such a 
success, PSU on line could still be the ~ 
PS2's defining on line experience. ~ 

While nothing is yet known about other races, it seems 
that PSU will continue the series' trend for elegantly­
although perhaps rather impractically- dressed warriors 



Half-Life 2: Aftermath 
Rise and shine, Doctor Freeman. 
A new day in Half-Life 2 awaits ... 

P 
ity the FPS development commumty 
While they attempt to match the 
majesty of Half-Life 2, Valve IS 

work•ng to surpass 1t. Aftermath IS the 
developer"s first attempt to create cred•ble 
'ep1sod'c content'. The expans1on. ava1lable 
through Steam, a1ms to offer around e1ght 
hours of play, takmg Freeman's story on from 
Half-Life 2's slightly underwhelming ending. 

This apparent space 1n the market meets 
Valve's own desire to explore the boundaries 
of 1ts fiction. Marc Laidlaw, its in-house 

Gordon's companion Alyx will survive the end of H~lf-lift 
2t becoming a mor~ prominent feature tn thts episode 

wnter, 1s enthused by the possib1lit es: • One 
of the reasons we don't def1ne the edges to 
our world is that we want to hold some stuff 
1n reserve. We're laying track for ourselves." 
In that sense, Aftermath follows a very d1rect 
route Play1ng as Freeman. you're re-inserted 
into C1ty 17, moments after doing 'cnt1cal 
damage' to the c1tadel at the very climax of 
HL2. Alyx and Gordon are to lead the flight 
from its walls. "In some ways," cont1nues 
Laidlaw, "the end of Half-Ltfe 2 m1rrors the 
closmg scenes of Half-Life. You've broken 
this great machine, and now you're going to 
have to deal wtth the result." 

For those who felt the over-saturatiOn of 
HL2's media build-up underm•ned the 
experience, Ahermath should offer a more 
reticent alternat•ve. All La1dlaw w1l reveal 
about the proJect is that Atyx w1ll play a 
much more 's•gn,ficant' roe in proceed1ngs 
"it's ktnc of 1ronic that desp1te so much of 
the theme of Half-Life 2 bemg about other 
characters and other people, you spent most 
of the game alone. We really want to grow 
A yx as a cnaraaer. There was the prom1se of 
that 10 the first game but we spent so much 

Minna Daisuki Katamari Damacy 
A new chance to become the destroyer of worlds, as t he 
cheeriest apocalypse in gaming rolls up for its encore 

Coop mod~ sets the challenge of both players pushing 
the same ball - although it's clear that the game offers a 
tutorial mode to help players adjust to the spatial 
peculiarities of using a beach ball to go flower·collecting 

E 
verybody loves Katamari Damacy to 
the extent that its sequel can get 
away with a title saying exactly that 

and be accepted with a smile. Namco may 
not have known that a project so small could 
build up a following so large. but it's certainly 
will.ng to put that momentum to the test. 

While the core gameplay 1n Mmna 
Da1suki rema ns unchanged, gentle tweaks 
have been made to both s•ngle- and 
mult•player. The Pnnce's extended royal 
fam1ly •s now ava,lable as p1ayable characters 
1n the ma•n game, although as •n the 
ong•nal's multtplayer 1t seems th1s sa purely 
aesthetic choice On the subjea of aesthetic 
choices, the wardrobe of unlockab e apparel 
has been greatly expanded, with l-ead-, face­
and body-wear up for reward. 

Level design is now more strongly 
themed, nclud ng the schoo• setting shown 
1n early shots - surely the fulfilment of a 
thousand •die classroom daydreams -and a 
rac1ng circuit, in whiCh the player must catch 
up w1th the pack before literally overtaking 
them. Perhaps recognising that the 
competitive multiplayer mode is si ghtly at 

FORII'AT PC 
PUBLISHER VALVE 
OEVELOPER: IN·HOUSE 
ORIGo~· US 
RELEASE· SUMM ER 

of our t1me 1ntroducmg her, everythmg had 
to take place in a certa•n amount o' t1me. • 
And that, tantahsmgly, 1s •t- a prospect as 
l•kely to excite gamers as 1t is to 
demoralise Valve's compet1tion. 

The original's quasl·dtathmatch multi player will be 
supplemented with more peaceful options. like this race 
through city streets to collect quiff-laden passers-by 

odds w1th Kataman's nclus1veness (though 
1t's Still reonsed here), level objectives can 
now be complicated w1th a cooperative 
twoplayer mode. Each player IS tasked with 
push1ng one Side of the ball, requir ng both 
to work in tandem to keep the1r slightly-less­
lonely star rolling smoothly 

W1th Namco's aud1o staff in rude hea·th, 
as shown by R1dge Racers and Tekken 5, the 
as-yet-unannounced soundtrack should 
prove a delight. The quest;on. then. s 
whether Namco loves everybody enough for 
a PAL version: the ong1nal's absence was 
rumoured to be a techn1Cal1ssue rather than 
a K1ng Of All Cosmos-s1zed nose-cutting, and 
for many a European release would 
be the best addition imaginable. 

HYPf ~ 

A.nt·Lions have broken into the city as 
the Combine weakens. Their fights with 
the city forces should prove fascinating 

FORMAT PS2 
PUBLISHER: NAMCO 
DEVELOPER: IN ·HOUSE 
ORIGIN: JAPAN 
RElEASE: JULY 7 (JAPAN) 

The prince's wardrobe has been 
expanded consi~ably, woolly hats 
and comedy moustaches nearly 
disguising his unmistakable antenN 
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Fahrenheit 
An int eractive movie? David Cage's 
new t it le set s its sights even higher 

Game over can result from Kane being caught, or from any character falling prey to depression and madness. 
Completing tasks or grabbing a drink c.an boost your mood, but the best feeling you c.an hope for is neutral 

Fahrenheit opens with a 
cameo from creator David 
Cage, walking you around 
his virtual movie set. 
explaining how to control 
the game and how you'll 
act as both star and director. 
it's more than a conceit, 
however, as the cinematic 
theme is used through the 
game in a way which has 
real impact on the 
gameplay. The screen 
often splits, showing 
you actions happening 
elsewhere, simultaneous 
to your own, or showing 
two perspectives on the 
same scene, drawing 
your attention to an 
object or guiding you to 
your destination. 

ahrenheit is infuriating, but it's a 
f typical reflection of its ambition that 

it's infuriating on levels most games 
don't even acknowledge exist. Although 
conceived as a movie that the player can 
direct, most will recognise Fahrenheit as an 
old-fashioned adventure game. lt stars Lucas 
Kane, a young man who finds himself the 
puppet of a mysterious power, forced into 
the brutal murder of a total stranger against 
his will. The story follows his attempt to 
understand and escape this malign influence 
before the police lock him up as a simple 
psycho killer. If there's an amount of hokum 
involved in the plot - and an amount of 
tradition involved in the central mechanics 
of exploring environments, choosing your 
way through dialogue trees, and following 
QTE-style button prompts- there's very little 
in how the story is framed. 

At its best, Fahrenheit has elegance and 
maturity that most games only dream of In 
the course of the story you'll control Kane, 
the officers investigating his crime, and even 
the witnesses to the murder, sometimes 
during the same conversation. The game's 
utter refusal to reduce the situat on to good 

One of the changes Atari has introduced is to rework the game's Ul. Analogue-stick prompts are now 
bolder. making it easy for you to follow the action on screen while your thumb movements mirror Kane's 
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Fahrenhei(s visual presentation ranges f rom the solid to the 
stunning. Animation can be clunky in enclosed spaces, but 
some, like these children playing in the snow, is breathtaking 

versus bad, hunter versus hunted, gives the 
player the opportunity to explore fascinating 
middle grounds. Presented with the 
opportunity to control the main witness as 
she helps the police make a photofit of Kane, 
what do you do? Attempt to accurately 
recreate his face making it more likely that 
the police will capture him? Throw them off 
the scent? But the police aren't 'baddies', 
they' re smart, careful investigators as keen to 
get to the truth as Kane is. And they hold 
parts of the puzzle he will need in time. So 
shouldn't you rather work to bring both sides 
of the equation together? The game gives 
you no cues, and its streamlined, well­
controlled structure gives you the confidence 
to experiment and explore. 

But these moments of brilliance are 
strung together with lumps of retrograde 
game design you'd hoped had been 
consigned to the dustbin Interaction with 
the enVIronment hinges on walking up to 
things and seeing if a context-sensitive 
option pops up. Try to answer a phone and 
you'll spend a few seconds wiggling into 
position, cursing every time the symbol 
flashes nand out of view before you've had 
time to activate it. There's rarely any penalty 

The game gives a choice of fixed camera 
angles, which can also be tilted and 
panned. lt's best to trust Cage for the big 
moments, presented via dramatic angles 

Although Atari has insisted that all sexual content is 
removed from the game, characters are still physical and 
sensual. But interaction can still hinge on button bashing 

for having to take your time, but it feels 
unforgivable clumsy. QTE sections - although 
a number use the analogue sticks to try to 
create a more organic movement more 
closely reflecting your actions onscreen - can 
also be frustrating. Four identical, mindless 
button-mashing marathons in a row just 
make your fingers hurt, no matter how 
sound the intention to help you more 
closely identify with the characters you 
control as you share the 'burn' caused by 
their pre-fight warm-up. 

Fahrenheit still needs -and has time 
for - all its elements, both inventive and 
infuriating, to be smoothed over. The 
likelihood, however, is that it won't be able 
to iron out all its frustrations. But the simple 
fact remains that if games - as many players 
constantly demand - are to mature and 
evolve, they won't do so by playing it safe. 
Fahrenheit doesn't, and as such, is an ~ 
enormously va luable project. ~ 



Project Zero 3 
Tecmo's other notable franchise cont inues its less 
salacious take on the theme of being Dead Or Alive 

Z 
ero has been a surpnse success for 
Tecmo, perhaps expected to enJOY a 
cult fonowmg like d•rector Ke suke 

K•kuch1's other senes. Decepvon, but nstead 
fmdmg strong popular appeal in both eastern 
and western markets - aided by its fortuitous 
timing to ride the new wave of Japanese 
horror that the Ring films led. Even with that 
Jump-start it's a series deserving of 1ts 
follow1ng, the game's contrast of slow­
burning, rope-burmng ntual horror and 
threaten•ngly personal firstperson combat­
danng you not to shift your soul-stealing 
camera's unblinktng gaze until you see the 
black ptts of the1r clawed-out eyes- havtng 
ensured its infamy and, now, its trilogy. 

Following what seems to be an internal 
logiC that eaCh new game provtdes an 
add t1ona1 cast member, Zero 3 has a tno of 
playable characters, !ed by freelance 
photographer Rei Kurosawa Already 
haunted by nightmares stnce her boyfnend's 
death in a car accident, she ts further 

perturbed by h1s appearance in a photo 
taken on ass1gnment in an abandoned 
mans on. W1th the snake tattoos of her 
dreams' 1nhab1tants startmg to work the•r 
way across her own skin, Kurosawa •s 
spurred on to mvest•gate the manston w1th 
her lover's fnend, Kei Amakura (1t's unlikely 
to be a coincidence that he shares the family 
name of Cnmson Butterfly's twins) The fmal 
ghosthunter IS Miku H.nasaiCI, hero• ne of the 
or g•nal game and thus someone who really 
should know better. 

In a departure from the long, hellish ntght 
of previous stones, Zero 3 plays out m both 
the real world - during unsetthngly tranquil 
daylight, it seems- and the mansion of 
Kurosawa's ntghtmares. If only the dream 
enwonment 1s laced and bound 1n the 
blooded restra•nts of the senes' dread 
ceremonieS, 1t seems ne.ther world 1S safe 
from the nfluence of 1ts ravaged, wrong­
limbed sp~tits The prospect of them 
flickenng and lurchmg into well-ht, 

The Camera Obscura resurfaces. although it seems to 
have been given a slight upgrade in the form of a flash 
(above right). This has a brief repulsing effect on spirits. 
giving Kurosawa time to reposition for a switch to 
firstperson and line them up for the exorcising shot 

supposed y safe environments is an •ntriguing 
one, and a brave choice for a horror game to 
not be afra1d of the ltght. 

Silent Hill and Slfen have shown that 
sh1ftmg realities and mult•ple vtewpotnts 
won' t necessari ly deaden Zero 3's ability to 
tell a gripping ghost story, but there's still a 
concern over how the gameplay will 
complement 1t The ongma''s unforgivmg 
difficulty and the sequel's hugely relaxed one 
both drew attentton away from the•r 
carefully plotted laments: hopefully, their 
experiments w1ll have g1ven Zero the ~ 
t1me it needed to fully develop. ~ 

YPE~ 

Zero 3's spirits. at least the 
brood shown so far, are united 
by their livid tattoos rather 
than horrific injury, although 
the blood- and bruise-coloured 
coils hardly look voluntary. The 
marking1' gr~duallnvasion of 
the soft-focus rtal world ~eft) 
is a new step for Zertls horror 

FO~MAT '52 
PUBliSHER TECMO 
OEVELOPE~ IN-HOUSE 
ORIGIN· IAPAN 
RELEASE. SUMMER (IPN) 

While the series' PAL 
releases have retained 
the original Project Zero 
thle rather than switching 
to the American Fatal 
Frame, the significance 
was still lost In the lack 
of translation. The game's 
Japanese title Is symbolised 
with a single kanji. 'Rei'. 
whidl can signify 'spirit', 
or as lt's more commonly 
taken, 'ghost' - and also, 
of course, 'zero'. 
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While Crypto's hypnosis power takes a few 
sec-onds to wrest control of a human's mind, 
once in place it can be used to put them 
to sleep, or cause them to act the fool in 
order to distract any others in the vicinity 
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Crypto's most basic skill is 
that of scanning, of plucking 
thoughts from the heads of 
people as they dawdle past. 
Scans return to him in the 
form of a few lines of 
dialogue, some of which 
contain useful information, 
some of which are witty 
little riffs on the soulless 
existence of mid-20th 
century US suburbia, and 
too many of which begin to 
grate if you insist on 
Invading the mind of every 
single passer-by. Scanning is, 
however, a useful way to 
top up your psychokinetic 
energy when disguised as a 
human, rueaning that you're 
in little danger of breaking 
your cover provided that 
you can stomach the 
inevitable babble of 
soundbites that'll follow 
Crypto wherever he goes. 

Destroy All Humans 
A chance for extraterrestrials to turn one of mankind's 
crowning achievements - GTA's template - against humanit y 

While a local radar is available to display any nearby 
humans or hostiles (top), Destroy All Humans is 
desperately lacking a map, something which can 
prove annoying in the wide·open suburban areas 

The game offers page after page of 
slats that chart Crypto's cruel 
achievements. but they also double up 
as overall mission goals. Despite the 
title, Crypto isn't required to destroy 
all humans, just a mere 1,000 of them 

W 
ith so many games borrowing so 
many bones from Grand Theft 
Auto's free-roaming skeleton, it's 

inevitable that a few of them are going to 
get broken along the way. Spider-Man 2, for 
example, benefited from its new-found 
expanse, but neglected the variety needed to 
make it truly worthwhile. And Mercenaries ­
Pandemic's other sprawling action game ­
felt like it diluted thirdperson warfare 
perhaps too much in a bid to give the player 
the run of an entire warzone. 

Destroy All Humans is looking to avoid 
this by chopping its world up into several 
themed stages scattered across America, in 
towns, farms and rural carnivals. Crypto- a 
psychotic Grey - is spearheading an alien 
invaston of this comic-book world, a take on 
the cheesy, tacky baby-boomer America that 
has felt the B-movie wrath of many an 
otherworldly creature. Since Crypto's 
presence in the game world isn't persistent. 
missions can be regimented and varied 
without feeling laboured. This is also useful 
since the human resistance forces- based on 
a typical sliding scale of opposition from local 
police through to the military - can be 
particularly aggressive, and scraps with them 
quickly become furious and dead y. Because 
C rypto can evacuate to the mothership at 
any time, these battles can be indulged in 
without fear of having to mop up or escape 
from the consequences. As a result, the 
game's opening hours are gratifying, but its 

Most of Crypto's abilities will only function from a 
dangerously close range, but disguises can be activated 
from afar, stealing the identity of any human in sight 

abi lity to maintain this feeling will be vital for 
it to survive beyond a clump of hidden token, 
checkpoint race and rampage side quests. 

Those first impressions, however, are 
excellent Crypto's powers are handled 
well - psychic abilities on the left trigger, 
guns on the right- and the opening tutorial 
exposes a wickedly dark slapstick streak. 
Cows, the game's tutorial punchbags, are 
strung up and flung around like fat ragdolls. 
Human heads explode as Crypto takes a 
brutal approach to acquiring their DNA. The 
Zap-0-Matic gun electrocutes bodies before 
spinning them limply into the air and, later, 
people vapourise like straw dolls before the 
Incinerator Beam. Terrified citizens cower and 
wail when confronted with the Anal Probe 
launcher. Moreover, for mass destruction, 
Crypto can hop into his saucer- from fixed 
access points - and raze buildings with its 
death ray or use a tractor beam to turn a car 
into a makeshift wrecking ball. And, while 
environments generally feel deserted, there 
are plenty of props - from chickens to circus 
tents - to toy with. 

Destroy All Humans holds together 
extremely well, but as GTA and its imitators 
have proved, it's worth little if it doesn't 
actually go anywhere. Forget the skies, and 
keeping watching the Review section ~ 
in the coming months. ~ 
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The PS2 version features 2S 
multiplayer maps themed 
around the game's Somalian 
locales. There's no great 
diversity- a mix of alleys and 
open clearings - but securing 
and succeufully exploiting a 
sniper spot is a gleeful rush 
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Delta Force: Black Hawk Down 
Hitting consoles fast, hard and late, Novalogic's 
two-year-old campaign still has a little fire in its belly 

T 
his is liberat•on on a global scale for 
a very d fferent set of oppressed 
people - online P52 owners. Black 

Hawk Down may be an age1ng PC title, but 
ts conso e descendents draft a generous 
11umber of players for muluplayer - 32 for 
PS2, and 50 for Xbox. a technical prospect 
that bel,es the game's agemg appearance. 

The smgleplayer campaign appears to be 
a close relat1on to 2003's PC version but, on 

PS2 at least, Rebell1on has implemented a 
conversion that plays well on the OuaiShock's 
StiCks, perhaps a greater achievement than 
any breadth of online bustle. Wh•le the 
models and enwonments seem rough. 
there's enough scale to facilitate a game 
that's closer to the Conflict school of combat: 
fast, accurate. simple and as much Serious 
Sam as Uncle Sam. Enem1es pop up in 
implausible numbers, leadmg to a frantic 
series of duck shoots as misrepresentat•ve of 
real-world combat as BHD's bombastic music. 

Vulgari ty aside, though, Climax has come 
good w1th 1ts promise of 50-strong matches 
over L1ve. They're chaot1c and cutthroat, w1th 
the window between confrontatiOn and 
casualty being just IT'ill1seconds. when BHD's 
maps are fully populated, tact1cs are flung 
Into the background and best reserved for 
scraps between more modestly s1zed teams. 
In full f low, it's nasty and pulvens1ng stuff, 
the kind where you'll rarely get to see your 
assassin. But with so many on line gamers 
revell•ng in such vicious hostility, BHD 
shouldn't have any trouble f1lling up ._, 
that generous quota of combatants ~ 

Despite the kill·heavy nature of lhe Xbox's online mode, 
there's still scope for strategic auaults and support. 
Snipers can snuggle inlo panoramic vantage points and 
small squads can assemble effective helicopter sorties 

Shin Onimusha: Dawn Of Dreams 
Capcom decides it's better the devil you don't know than 
the one you do, as its samurai series begins a new chapter 

he core Onimusha senes may have 
gone out with a Gallic time-travelling 
bang - and a slightly subdued 

reception, considenng the lav1shness of Oni 
3's production - but the name is return1ng 
with a new game, a new lead, and a new 
outlook from producer Ke1j1 lnafune. 

Dawn Of Dreams f1rst departure •s •ts 
hero, sportmg an original character des1gn 
1nstead of a popular actor's l1keness The 
dual-blade-wield1ng 'ead 1s, uncommonly, 
blonde, and referred to as a 'blue dev1l', his 
horned headplate playing up th1s 1mage -
Capcom may have found h1s msp~ration in 
Akira Kurosawa's unfi lmed work Oni (itself 
licensed by Koei for a film and P53 title t1e-in, 
as the Japanese histoncal act•on genre 
becomes ever more incestuous). 

lnafune's Intention is for DOD to appea 
to a VVlder audience than Ommusha's 
wanmg trad•uonal one, and to this end 
progress on has been a tered from the f1rst 
trilogy's door-to-door travel to a more 
adaptive envi ronment, requ nng some lateral 
thought to clear obstacles and unlock areas. 
The storylme is also promised to be more 

OOrts luminous cherry blossoms and electric sword-trails 
emphasise its action focus. along with a tighter camera 

extensive but less linear, and players wi ll be 
able to divert from their destmed path in 
order to explore or fight as they choose. 

Whether the addit1on of a freely 
controllable camera will carry a combat 
overhaul as dramatic as the latest Res1denc 
Evifs may not be apparent even at the game's 
proposeo E3 show1ng DOD IS currently ess 
than half complete. There's a year of 
development ahead for the dream to become 
a reality. though, and for lnafune to show he 
can reinvent a franchise as ably as he ._, 
can establish one. ~ 



Starship Troopers 
lt's a bug-hunt infested with more onscreen enemies 
than the FPS has ever seen. Do you want to know more? 

S 
tarshrp Troopers, the RTS released m 
2000 by Hasbro, wasn't so much a 
game that was beggtng to be made 

as an excuse concocted in its absence. Its 
amalgamation of both novel and movie 
references felt like a failed tllusion, a 
suggestion of more in a package that was 
doomed to offer less For all the icons that 
Interfaced tts moderate strategy wrth the 
player, tt would never - could never - convey 
the one ICOn t reQUired. a soldier with 
trembling nfle and a look that tells you tt's 
laundry day, turnmg from a precarious gantry 
and screaming. "BUGS!" 

Starship Troopers, the forthcommg FPS 
from UK developer Strangelite, is all about 
that tmage. Not the re-enactment of five 
years ago, With its Irritable posse of creepy 
crawlies danc1ng an Al·afflicted conga across 
the terra1n, but the real deal - a 'ierce 
arachnod ocean gnash1ng 1mpulsove!y at the 
alf, scramblong atop ttse f to relieve human 
torsos of the1r limbs. The destre 1s to provide 
the right mgred ents th1s time rather than 

change the rec1pe. The results are an 
mcreasingly accurate portrayal that 
nonetheless ratses questions about the 
experience ot has to offer. 

Prev1ewing an early build, our attentton is 
guided towards a number of recogntsable 
set·poeces that are unquestionably riddled 
wtth bugs. Qu1clc:ly dispens1ng wtth the 
1nev1table Dnver 3 gag, thos is an entlfe!y 
1ntent1onal ach evemem and the 70+ 
creatures that gradually foil the horizon 
before cours1ng 'orth come courtesy of an 
tmpresstve propnetary eng,ne. Optim1sed for 
the simple, homogenous anatomies of 
insects, tt's reportedly capable of handling 
over 100 onscreen enemies wtth AI 
governmg three ttmes that amount. Ph1l 
T1ppett's mtmitable creature design has been 
modelled to perfection, as have the 
eccentnc1ties of Paul Verhoeven's dlfection, 
that creat1ve stgnature representmg a third of 
the task at hand that's already in the bag. 

Of the rema nder, half tnvorves the AI that 
w1ll govern both troops and bugs, along w1th 

It'll be interesting to see how the 
addition of AI routines transforms the 
formations of the bugs. as well os the 
tactics of the troops. In early code, bugs 
are seen to press forward as a wave 
before crashing into whatever is ahead 

Strangelite's bespoke engine Is able to juggle an 
impressive range of bugs and objects, from the giant 
lava·spewing Tanker bug to its army of footsoldiers 

those scnpted sequences that'll cast the two 

1n memorable encounters such as Hopper 
Canyon, the Klendathu Drop and Tango 
Urlla. Presently, bug aggressoon 1s largely 
lim1ted to their great numbers, the indivtduals 
proving easy to mcumnav1gate and reluctant 
to give chase. We're reassured, however, 
that the endowment of ref1ned AI wtll 
ultimately milk from them a worthy 
performance as they flank and pursue the 
mobtle infantry, tossing humans between 
each other before pthng tn to feast on 
the pieces. 

What rematns beyond that tS the nestling 
of those set p eces tnto a reward1ng 
assortment of levels. it's already known that 
bndg1ng those levels wtll be the same 
mtni satires and fasCISt sk1ts that 
enlivened the movie, but quite how 
much artistic licence w1ll be used to pad 
out the action is yet unseen. Presently, the 
missions have an unpretentious objective 
system that channels the player from one 
ambush to another, performtng relevant 
tasks at each waypo1nt The weapons 
found throughout, from shotgun to famil1ar 
battle rifle, are all fa1thful, but wtll the 
tmposed conventtons of ammo conservat1on 
and acquis1tion eventually serve to harm 
the relentless flow of the subJect matter? 
Based on what we've seen so far, we ~ 
look forward to finding out. ~ 

HP ~ 

FORMAT: PC 
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Strangellte has ~ Its 
disposal not just the lP of 
the first Sranhlp Troopers 
feature, but of the entire 
franchise. C.Sper Van Dlen 
is currently the only cast 
member to sl~n up to voice 
duties, which sadly means 
no "they sucked his brains 
out" redtal from Mlchael 
lronslde and no torrents of 
saccharine melodrama from 
Oenlse Rlchards. Funnily, the 
publisher Isn't In a hurry to 
play up the Inclusion of the 
movie's execqble sequel, 
though the game will 
feature the laser fences it 
depicts. Roughnecks, the 
series' foray Into animation, 
has also been mentioned, 
thou~h the degi'H to which 
It'll be lnduded has not. The 
preview demonstration 
does, In fact. su~~est little 
of the peripheral events 
outside of the first movie: a 
reassurl119 Indicator, 
perhaps, of the ~ame's 
primary focus. 
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young GenJI samura1 Yoshltsune os to prove the 
He1shi's stumbling block. If some observers were 
d1sappoonted that Okamoto had apparently left a 
company making a stnng of samura1 actoon titles to 
produce a samura1 act1on title, Genj• holds qu•et 
revo utions beneath its showy armour 

"Big game makers have to create titles that 
they are sure will sell, as they have to cons•der 
stockholders and yearly sales." Okamoto reasons. 
"However, 1f you start your own company you 
can create new t1tles, and that's the b1ggest 
M1erence between GarT'e Republic ar~d Capcom. We 
can also be metiCulous '" rnal'y aspects so that the 
game content and system are new as we! - but 
pease, JUSt play and feel1t rather than I stenong ~o 
IT'Y exp anat•ol' • 

So we do, and wh1le the graceful ferocity on offer 
fees every bu tre conftdel't wo·k of an old sword­
hal'd 1t's not a lazy SliT' lanty, but one borne of the 
controls reacting n exact:Y t'le way you want theiT' 
to. Genps combat operates on a standard I ght· and 
heavy-attack systeiT', but 1s context-sens live w1th 
rega•d to d•stance and enemy locatiOns, produc~ng 
learnably d1fferent results n d1fferent s1tuat1ons. 
Yosh•tsune's flash•est swordsmansh p comes from h•s 
Amahagane-powered Mind's Eye move, whiCh drops 
the world 1nto a ghostly haze and spurs his enemies 
on 1n underwater mot1on Meet1ng sudden button 
prompts sees him tv•llfl and strike through the 
charging throng, with a bonus awarded for 
unbroken sequence. Even bosses can be stopped 
w1th a M•nd's Eye h1t, but the nsk of m1stiming ano 
tak•ng the•r heav•est attack ·n return cour.terbalances 
the reward- and satisfact•on- of success. 

Yoshitsune and Benkei's first meeting at a river crossing isn't on cordial terms: the 
bridge is also the stage for a later face·off between Benkei and scores of attackers 
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Not to be outdone the IT'Ountamous Berke1 
has an extended moveset to make up for be•ng 
resOlute y earthbound, a lo\vmg charge-up str1kes 
ano wl-)ole l'f!W Sl.lbset of attacks for erther tree­
~n.m: cudgels or WICked 'lalberds. Intended to IT'ake 
!m1" as Vlaole a choiCe 1or ful-ttme pay as Yosh1tsune 
ra:her :han ar unloved secondary character, 1ts 
success wli. I kely fa I top ayers abltt.Ies to grasp the 
arger contenders 1n 2D f1ghters, as tl'ose games 

As the heroes skip between levels. tho lovols 
skip between seasons. an appuling graph1cal 
touch. Even indoor areas are moodily painted 

the most Important th ng I earned from t~e 
expenence w ~h 2D was a pht osop~y to 
enterta n users • 

As PS2 visuals ha·;e had some of then greatest 
suc~esses .·.,t; mono11t"'1c sea e. washed-o~1 tones 
and hazy deptr-o'-fe d. rt's start ng to f nd that 
GenJI draws the camera m ciose to nt1mate scenes of 
ust>ly overgrown seasonal colour Rev1s ling ocat ons 

"BIG GAME MAKERS HAVE TO CREATE TITLES THAT 

THEY ARE SURE WILL SELL. HOWEVER, IF YOU START 
YOUR OWN COMPANY YOU CAN CREATE NEW TITLES" 

meaty sense of contact nfuses GenJ' AsKed how h1s 
work as a 2D creator has affected h1s approach to 3D 
actiOn, Okamoto modestly corrects us: " I feel k1nd of 
surpr sed to be called a 20 creator- tectlniCally 
speak;ng. I was only nvolved wtth the past 2D 
f1ght1ng games as a gel'era: producer and after trat I 
was rnvo ved w1tn many 3D games. Each !I tie has 1ts 

owP d1st1nct1Ve elements, so yo11 cal''t JUSt tral'spose 
another games methods or tecrn•ques but I th1nk 

as a growing world map threads them together f10ds 
them cast in a year's worth of sh1ft•ng hues sour 
ra1nstorms, inky twilight, golden sunsets. "We 
partiCuiarly focused on Genji's v•sua! appearance: the 
mot f •s the perioo when Chirese culture entered 
•nto Japan, a beautiful, gorgeous period." says 
Okamoto. "it s called Myab1 il' Japanese, and the 
way to express th•s Miyab1 was through br•ghtness. 
Many ga'Tles a•e so dark they can conceal graph1cal 
shortc0r11ngs. Because our game 1s bnght, we 
cannm h1de anyth1ng, so we s mply had to mvest the 
tHl"e and effort. • lt's a hefty ach1evement for a la:ter­
day PS2 t.:.e, and ior a f rst-time team: "There are no 
starers w1th experience s1nce the PS2 's beg nmng on 
:re Genji team - 10 ;ac. trere were some young staff 
:hat had never deve opeo any games before, so the 
early stages \'.-ere very d1ff1cJltl " 

If coax1ng a smooth trans•t•on from concept 
paintings to screen was a test of Game Republic's 
technical prowess, Okamoto had seen a greater 
challenge for h1s team 1n confronting the act•on 
gen•e's shrinkmg userbase. "The 3D act1on game 
gen•e a ready has an 1mpress1ve h1story w1th many 
masterpiece titles. But 1t also has a downs•de that we 



can't 1gnore: the games are genmg more and more 
diff cult for begmners. Adva'lced players prefer 
complicated controls and exact1ng battles. but if 
we focus on their preferences only, beg1nners 
cannot enJOY the game," he explains "The biggest 
challenge w1th Genji was find1ng the perfect 
feature-set and garre tunmg to enable beg1rners 
to fmis!'l the game and aovanced players to play 
Without gettmg bored I thr:1k 1t's a cha enge tnat 
we've rret so far • 

Ded cated playe-s can frnrsh of< r 1gi1-rank 
enem1es and bosses w1th spec1al attacks to win 
troph1es. wh1ch can be taken to the local swo'dsmith 
and forged 1nto powerful elementnl weapons, 
unassummg corne•s of levels hod h1dden depths­
and 1tems- for the ca•eful explorer Get:mg to them 
s anotner matter - Yosh :sune car eap ..JP waterfal s 
a'ld bound along rooftops, whe:-eas BenKel can take 
a more shoulders-on approach of ba•g ng down 
barred doors and smash1ng obstructions, 
encourag ng two-pronged backtracking. 

Benke•'s Silt advantage allow. h•m to barge 
a platoon of enemies to the&r knees or swat 
them into the air with a single crushing sweep 

Vest1g1al RPG and story elements as1de (a !'I 
ongmal Japanese voce track INith suot.tles optiOfl s 
ntended for the Europear release. SCEE hav•ng 
taken cri ticisms of S1ren·s atmosphere-destroy•ng dub 
to heart), Genjl is a return to non-compet1t1ve arcade 
form. not pumsh,ng players who only came for the 
spectac e but s:1ll reward1ng those who want to flex 
therr tech'11qt..e On that note, we wonder ' 
Or:amoto has any plans for the arcades, now he IS no 
longer subject to Capcom's Withdrawal from them 

l' I come up wttn some good 1deas, would like to 
make arcade games aga1n, • he says, "but wh1le the 
cost to develop arcade software 1tself IS low, 1! 
requ res a lot of money and effort to establish a 
system, and unfortunate y Game Repub ic has no 
room for that 'or a wh e • 

Fortu'lately, thougt>, the f ght ng sp nt obVIously 
Ives on 1r nis growmg stud10 -from 20 staffers and 
one nt e to currently over 100 staff and s x t ties ,~ 
development- ard Gen)1looks to be a hm 
decla•atiOn: here comes a new challenger. 





ounded back in 1997, Stud1o Montreal 
st1ll rides the shockwave of the Tom 
c Jancy explosion at a speed ne1ther 1ts 

environment nor in tenor decorat1on can 
Withstand. it's an 1ndustnous hive that, in two 
years, has grown to accommodate a doubled 
workforce of 1 ,000 employees One floor at a 
time, it steadily devours the build1ng 1t shares 
w1th other unrelated firms, securmg each new 
boundary w:th fearsome turnst1les and 
electronically secured doors. 

Once ms1de, everything bar the des1gn of the 
games themselves seems ImproVIsed, no smgle 
texture runmng cons•stently ac-oss more than a 
dozen surfaces. Concrete stau· .. vells play host to 
the echoes of footsteps, dense arcs of shadow 
a'ld the falling m1st of cement dust One end 
opens into vast expanses awasn w1th sunlight, 
held a oft by 1ron upnghts and pock-marked 
bnck. At the other, a corndor juxtaposes wooden 
panel floors w•th an exposed latt•ce of w1res and 
tubing. No one aesthet1c prevails beyond the 

sense of organised chaos, yet there's a tangible 
susp1cion that the telltale artistry of Ub1soft 
Montreal's games has, to a degree, been plucked 
stra1ght from the interior of the studio 1tself. 

Withm th1s enclave, a team of 255 recently 
put the1r flex•time hours into the complet1on of 
Splmter Cell: Chaos Theory. In their wake, 
d•scarded p1les of offiCe chairs and monitors now 
partttiOn those who polish the fourth 1n the 
lucrative Rambow Six series "People do vanous 
thmgs a~er projects," reveals communications 
dlfector Martin Carrier "Some go away for 
three months and we don't even know/ they 
st1JI work for us, then they come back and start 
someth1ng new • He oreaks into laughter, but 
he clearly 1sn·t jOkmg 

The underlying philosophy 1S one that 
bala'lces freedom of form \'11th regtmented 
purpose and function. Crunch times, suggest 
earner, are "not as long, not as huge" -the 
governmg bel1ef being that expenence ts a more 
valuable asset than burned-out staff with 



noth,ng left to g1ve but the1r not1ce Liberal as 
the allus,ons m1ght be, howeve•, the wat of 
m1crowave ovens, the cerea boxes and the 
wealth of 1n-house equ p!"lent (Hollywood­
standard foley stud10 mcludedl suggest a 
work place ded1cated to exped1t1ng the long 
hn or< of people devoted to the1r work 

Presently, for 80 of its staff, ~hat work 1s 
Far Cry lnstmcts- a courageous Xbox 
adaptatiOn oi Crytek's groundbreaking PC 
f1rstperson shooter. As a bndge between ti:e 
realms of PC and console gam,ng, the Xbox 
makes for an Interesting platform - the last th1ng 
1t guarantees 1s a"' easy or straightforward port 
yet, w1th 1ts related arch1tecture, it presents an 
11resistible opportunity Still a PC showcase title, 
Far Cry ra1ses hoops through which a console 

s1mply cannot JU!"lp. As a testament to 
Montreal's progress. however, there aren't as 
many as you m1ght expect. 

"The f1rst month of production was about 
dec1d1ng what we wanted to keeo, what made 
" e brand on the PC.· reveals producer 
Roxanne Gosselin "There's the tecnmcal 
qual ty. the AI ti'P mu it, player.· 01 these, 'ans of 
the ongmal game w1ll Jmmed,ately ISO ate tne 
first as the most 1mmed1ately troublesorPe Far 
Cry approached the established boundanes of 
firstperson enwonments WJtn the outlandish 
not10n of removing them altogether - and the 
results were truly breathtaking. 

lt dep,cted, for the first t1rre, the wilderness 
beyond the blanket1ng fog and the 1mposmg but 
often nv1sible walls of the FPS- rol!ing hills that 
langu1shed beneath dense canopies, shores of 
brilliant sand and crystalline water, towering 

peaks and d1sta11t nvers. Th1s grand10S1ty lay not 
at the end of an exped1ent device like a sniper 
scope, but everywhere the player chose to look 
wth the1r vtrtual naked eye, rendered to the last 
feaf w1th unprecedented depth To suggest that, 
for PC owners. t fe.: sat sfymgly, exclus vely h1gh 
spec would be an understa:ement ·we can't 
have those textures w.th the Xbox. • Gossel1n 
concedes. "so we took the ong1nal eng1ne and. 
for the f11st few moPths. we researched We 
knew we had to keep a ot of thmgs and that 
meant we had to adapt. • 

The frUitS of the team's 1abours will surpnse, 
both m terms of what they've kept and the 
degree to whiCh th1ngs have changed What 
began, des1gner and scr·ptwnter Patrick 
Redding descnbes, as a "balls-out, great­
lookmg shooter" is becoming what des1gn 

colleague Jean-Francois Dugas sees as "a 
complete expenence w1th 1n-depth stones and 
vaned gameplay poss,billtleS [but wh1ct> remains) 
accessible at the same t1me " In short. th1s 1s a 
conso e game With console sens,bd1t1es, 
1nhent1ng from the PC few of the features that 
would prove ether 1mposs1ble or unw,se to 
1mplement Far Cry: lnsttncts Will be more 
onemat1C, more diVerse and, though sa1d to 
retam the openness of 1ts for~bear v1a dynam1c 
load1ng, Will be a faster. more streaml,ned nde. 
"We wanted, • says Redding, "to make sure our 
storyhne adhered to that 12-20 hour wmdow of 
opportun1ty and d1d a good job of driv1ng the 
player forward." 

From a narrative standpo1nt. that 1mpetus 
stems from an early tw1st 1n wh1ch Jack Carver 
receives an mject1on that unlocks w1th1n h1m 

looking s~t to b~come one of the last AAA titles before Xbox 
360 shakes things up, Instincts is a showroom of technical 
tricks and stylistically stronger than the original PC Far Cry 

something primal, potent,ally frenz,ed and 
1ncreasmgly uncontrollable. If there's a Hawanan 
sr1rt to be found 1n lnstmcts. t's unliKely to last 
long be'ore oeing r.ppec to tatters by 1ts hero's 
mutatmg frame. Mechanocally, th1s 1sr.'t far from 
where T1gon took Th~ Chromdes Of Roddtek­
somethmg of whiCr R.edd1ng 1sn't 1n den al. 
"You're loo< ng for the most JCOCliC cultural 
reference you can create,· he adm1ts. "There 
was a lot of d1scuss,on about R1dd ck as a 
reluctant anti-hero, and how that ties 1n w1th 



ha~1ng :hese very v1sceral ab1ht1es As Carver's 
nJected and becomes more attuned to h1s 
surround1ngs, we start to play Wlth h s mner, 
mstmctiVe monolog~.:e • Th1s ISn't JUSt a battle of 
w1ts. then. between an •ntruder ard hiS 
unknowing hosts- 1;'s an mtens1fymg drama m 
wh1ch the protagonist must batt e With h1mself 

"Combinmg storytelling and game 
mechanics 1s an age-old problem and I don't 
think anybody has really f1gured out how to 
crack it," Redding continues. "I hear very 
s1gnificant differences of opm1on, though eqvally 
respected, about how Important storytellmg 1s m 
a game S1tuat1on. In so far as players like to have 
a consistent, logical metaphor upon wh1ch to 
base their expenence, it matters." We're assured 
that, as contnved as the new story may sound. 
it's been successfully married to a suitably rev1sed 
game: 'The cntical path of the story evolved m 
tandem w1th a better understanding of what the 
systems were going to be and a more ngorous 
understanding of what the level des1gn was 
going to be. Those th1ngs need to happen 
s1multaneously and that's becom,ng the 1n-house 
pn1losophy at Ub soft." 

He alludes to a range of nf!IN systems that 
each of 1ts develope·s. at one po1nt or other 
du•1ng conversation. t e to the theme of prey 
becom1ng predator lnevnably, the names of a 
certa1n Schwarzenegger mov1e and a cert.11n 
Sta lone character are read<ly banded about. 
coupled wit 'I detailed descnpt,ons of how the 
player will learn to t.Se the enwonment 1tself 
as an 1mpromptu arsenal of traps. "it was 
natural." expta,ns o..~gas. "to give the ma1n 
character some abillt<es that reflect both s1des 
of the 'hunt' Stealth manoeuvres w11l be 
perfectly su1ted to the first part of the game, 
while new feral abilit1es will start to emerge 
more in the second." 

Of these abilities, we're told enough 
to assure us that the gameplay changes 
suggested are signlf1cant and very much 
appropnate to its new-found d1rect1on . From 
injectiOn, Carver wll benef•t from heightened 
strength: recuperat1ve faculties and new, 

The question of how /nsrincu would adapt the PC game's 
wavering sniper scope has been answered with the 
employment of an adapted breath-control technique. 
Currently, players can take a breath before pulling the trigger, 
steadying the camera and allowing for that vital headshot 

From leh: Christophe Bedand (art director), 
Shawn le Blanc (map editor lead), Aleundre 
Mandryra (multiplayer d<"igner), Sebastien 
B<"Sette (multiplayer lead), Roxanne 
Gosselin (producer). Jean·Francois Dugas 
(l~ad designer), Benoit Richer (lead level 
d<"igner), Patridc Redding (designerlwtiter) 

R1dd1Ck -s:yle sneak attacks As the story un'olds. 
these base skills become Increasingly elaborate. 
an adrenaline gauge metenng their use. Feral 
Vis1on steps 1n to replace the 'CryV1sion' of the 
orig,nal, Feral Run and, interestingly, Feral Smell 
also becoming unlocked. Procedural AI means 
that, as well as manipulating scenery and testing 
the player with elaborate flanking manoeuvres, 
enemies may simply run for the1r lives when 
witness to decisive acts of aggress,on. Carver w1ll 
later become capable of wrench<ng the heavy 
weapons from veh1cles before usmg them 
h1mself, though w1th all of th1s primeval excess 
corres a warning - explo1t 1t with reckless 
abandon and you effect1vely abandon your 
humamty to the beast W1th1n Mechamcally, the 
spec1ks of th1s rerra1n unknown- surpnses. 1t 
seems. Ubi 1s hapoy to keep close to Its chest 

Will there oe those, we ask, who resent 
these added dimensions to the Carver character' 
Perraps there was someth<ng of the lames Bond 
type 1n a man uncomp ICated oy the burden of 
suoerhuma'1 powers Moreover, will a denser 
narrative not restrict tne emergent decis1on 
mak<ng that Far Cry's sandbox world IS famous 
for? "I don't think so," Dugas replies to the f;rst 
po1nt, "I think Jack Carver IS way more 
mtegrated to the actual plot and gameplay than 
ever. The motto 'in wilderness, to survive you 
must evolve' suits perfectly well the experience 
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we want to offer· Regard1f'lg the latter concern, 
Redd1ng 1s ph1losoph1cal: ·we don't have the 
luxury of be1ng 100 per cent exp oratory when 
domg ar Xbox game - 1t's Jus: not poss1ble So 
we needed to fmd way<. to preserve the rnultl· 
patr. sp1nt of the game wh,le still f1nd ng choke 
pomts ~o he p structure and con'me the player • 

,~·sa progress1vely convmc1ng argument, 
made all the more reassunng by the com1stency 
w1th wh1ch the theme of evolutiOn 1S ntroduced 
in character, narrat,ve, act,on and. as Redd,ng 
reveals, env·ronment. 

"We looked at mov1es like Apocalypse Now 
and at the themes of how thin the veneer of 
humamty 1s. Tre game, we dec1ded, should feel 
more mfernal and apocalyptiC as 't goes along. 
Someth1ng Christian Bed and .the pro1ect's art 
di,ector} focused on was the 1dea that you start 
out 1n paradise, so the game should reso ve itself 
n a n1ghtmare " 

Bedand, it emerges, is wry much an 
artste a v sion~·/ v .. ·h" sieddfast eye and 
unshakab e IdealS who, hav1ng worked on the 

The silenced pistol is one of many new 
additions to the game's arsenal. Considering 
the original gnme's cacophanous weapons, it 
should make stealth a more feasible tactic 

orig nal Splinter Cell. boasts an authontat1ve 
v1sual CV "Contrast." he states. "is what 11 ke 
more than anythmg. When somethmg's hght, I 
want 1t to oe light, when 1t's dark, I want 1t dark 
We dec1deo to g1ve a d'"erent expenence With 
Far Cry, one w1th a lot of d "erent amb1ences 
such as when you're 1n the mmes and 1t's very 
dark, then you escape and you're 10 the • ear­
the comolete oppos1te • it's through B~dand 
that Ubi is puli1ng perhaps 1ts most 1mpress1ve 
coup - a conversion that JOVIally confesses, v1a 
Redd ,ng, to using "a lot of smoke ana mirrors," 
yet artiStically a1ms to better Crytek's anginal 

One example, wh,ch is already omnipresent 
m the game's alpha code, is overbnght Unlike 
Crytek's expenmental HDR (High Dynamic 
Range) PC patch that often washed out n1ght 
scenes by mistake- and went hayw1re when 
confronted w1th an intenor- the sun flares, heat 
haze and shadows of t'le Xbox game are 
fundamentally mtegrated into B~dand's v1sual 
strategy "Just having dynam1c shadows 
everywnere," fle re'Tlarks, "1s amaz1ng. In 
meetmgs, 1 thougtlt they were gomg to laugh at 

me wren I suggested 1t, but now we have 11 and 
1t looks good Some~imes we just have to push 
someth1ng - 10ent fy the ma1n th1ng we need 
and won< to make 1t better, to have 1t. • Though 
it's still striVIng to secure ar overall upoate of 30 
frames per second, the game doe5 look 
marvellous w>th va5tly improved undersea effects 
and the early signs of eye adaptat,on blooms to 
accentuate that clash of light and dark 

" it's a matter of compos1t1on," Bedand 
a55erts, "and I think in mov1es they have control 
over every single angle, which IS something we 
don't have in a game. So what we're doing now 
1s taking grabs every f1ve metres and seeing how 
we can >mprove that 1mage to be screen5hot 
potent1al." Faced w1th a task di5miS5ed by many 
as technical su1cide. h1s 5taunch perfect,on1sm 
warrants applause. "it's also in the little details, • 
he adds, "that can become almost subconscious 
l1ke we know 'le's go1ng to go mto the forest. so 
why don't we put a red or yel ow flower there to 
make up a rea. pidure?" 

Before long, the p1tch- that of a more 
rounced Package that addresses one techn cal 
constra1r.: w.~h an equal and oppos1te creat1ve 
push - >S sound1ng both ach1evable and enucmg 
Far Cry's familiar world- memorable assets 
preserved - s be1ng imbued w1th themes that. 
though never stridly m1ssing, were never fully 
appreciable on the PC "Al l of our arch,tecture, 
whether it be WWII stuff or someth1ng Krieger 
has built," Redd ng states, "has this sense that 
there's a war go1ng on between nature and the 
artificial. All of our artdic1al settings are 1n some 
state of decay - all on the verge of break1ng 



Workers throughout Studio Montreal are dearly used to the 
barely contained disarray that's prevalent throughout Such is 
the price of financial success and almost continual expansion 

down." Th1s sense of character. 1t's furthered. 
w help to enliven the ong na ga~e·s rr1uch· 
ma 1gned 1ntenors 

"it's an absolutely far po1nt," says Redd ng. 
to say that you buy the game to enJOY beaut1ful 

lush settings and crazy outdoor levels and, all of 
a sudder, you're wal<1ng down corridors and 
•he same old environment " The solut on, then. 
IS a compensatory boo~ter shot of character, 
e IC ted by evocat1ve des1gn together w1th 'ayers 
of normal and specular mapp1ng. "What makes 
the game feel alive." procla1ms Bedand, "1s 

when someth ng IS not new When someth1ng s 
not clean there's a I fe - somebody took 1t, d1d 
somethmg wth 1t and now 1t s broken. du'ty or 
used The same s true of enwonments. • 

lt seems that, 1n th1s team's hands, the 
cha llenge of translating Far Cry has become a 
playground for 1deal<st1c expert1se- the subject 
of var ed individual quests to push the FPS, the 
Xbox and. wh le they'•e at 1t, produce a worthy 
adap:atlon Accordingly, ts mult1player 
component, for des1gner Alexandre Mandryra, 
prov1des a welcome opportuMy to put back 1nto 
gam1'~g f1ve years of exper ence as an Unreal 
Tournament coact- and a card-carry ng member 
of tf1e FPS ha·dcore "Wha: we· re try1ng :o do 
w1th Far Cry. Jnstmcts- WJth map shar ng, map 
ed 1t1ng and dedicated servers - s one of the 
coolest thmgs: trying to focus on what makes 
the PC commun1ty happen and what makes 1t 
a11ve " Together w1th col eague Sebast1en 
Bessette. Mandryra •s keen to refme the 
dynamiCs of Capture The Flag and Assault. 
satisfy,ng en route the casua1 demand for 
deathmatch and staging 1t all on maps inspired 

The team are taking a great deal of pride in how they've 
brought the shommering waters of the PC game to a lesser 
piece of hardware. Not only does the surface look pretty. but 
underwater sequences are substantially more effective thanks 
to a novel use of blurring that adds weight to the illusion 

First Blood-style traps will help to deepen strategy while 
giving the procedural AI something to think about. Ideally. of 
course, your hapless targets won't realise untll •t's too late 

by the feel ng of Quake /11 There are land and 
sea veh cles, weapons that already feel balanced 
and maps that suggest the evident touch of a 
devoted on line clansman 

In mu1:1player. the oroJect s agam bu ld1ng 
a bndge- •nev1tably to .ts PC or g n, but also 
to the emerg1ng futu•e of console mvltlp ayer 
and the associated amb1t ons of Xbox Live. 
With a fully featured map ed1tor and dedicated 
server support. Instincts seeks to foster a 
conso e community where creat v1ty and 
drama (see 'lt am't no mal"') are shared 
a ongside compet1t on. "Wr.en yov g ve payers 
the tools to actually produce content 
themselves," suggests Mandryra, "e1ther by 
making the~r own maps, des1gn1ng the1r own 
rules, record1ng their own footage or contra I ng 
the1r own server, you make t a truly 11"teract1ve 
medium Interactive doesn't JUSt mean that. 
when you press A, someth ng happens 
onscreen - 1t means that yoJ rece1ve a very 
creative 1tem as a game." 

If Instincts makes one th1ng c ear, 1t's that 
crea1iv ty s not to be understated- 1t's a VIrtue 
by wh eh Ub1soft has sunk 1ts teeth far into a 
seem1ng'y untouchable licence. drawmg ..._, 
from its heart a nver of fresh blood. ~ 
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In February, at the DICE 
Summit in Los Vegas1 he 
famously told the videogame 
industry what it was doing 
wrong1 that it didn't know 
what its customers wanted. 
This from a clothing brand 
bigwig who's never been 
involved in the production of 
a game in his life. Until now ... 

arc Ecko gets angry only once dunng the 
~ntervrew Wel., exasperated is perhaps more 
accurate. lt's when the rneVJtable comparrson 

with Jet Set Radro comes up. "it's the same game, • 
he says w1th heavy irony. ·we wamed to do Jet Set 3 
and srnce they let go of the franchise we prcked 1t 
up where rtleft off " He turns to Atari's PR 
representative. "Is that OK to bring to press?" 

The two games are very different animals. he 
goes on to expla1n: "There's no rollerblading, the 
graff1ti mechanic 1s very different. tt's 1mportant that 
we g1ve you a really cool, immersrve expenence as rt 
relates to graffiti culture. I want you to expenence 
graffrtr from srmple strckers, to an aerosol, to wntrng 
with glass etchrng cream and putting it on glass, 
nght up to do1ng huge roll-ups. • 

Yes, both are about terntona conquest through 
artrst1C expreSSIOn, but Getting Up Intends to get 
closer to what rt's actually like to dangle 40 metres 
below a bndge and spraypaint a tag across a huge 
expanse of concrete. You may have wondered how 
someone managed to get graffiti on the top of a 
tower block in the m1ddle of the night. This game 
aims to answer that quest1on. 

Ecko also hopes that Gettmg Up will do 
somethrng even grander: give players a herghtened 
sense of the1r own urban env1ronmem, and 
ultimately, to grve gra'fitr the recognition it deserves 
"There hasn't been an art1strc medium - maybe 
besides Dada -that has had such a global explosion. 
Despite what language you speak or what part of 
the world you're from, graff1ti and the graph re 
aesthetic of graffiti is a global language of youth 
culture and rebellion- it informs everythrng that 
young people consume. Yet there hasn't been a 

T '1i MARC EC~O'S GmiNG UP: CONTIHTS UNOER PRESSU~E 
FOIWAT PSt XIOX 
PU3LS•!' ATARI 
OfVElOP£, THE COllECTIVE 
O~rG N US 
AhEASE. SEPTEMBER 



Although th~ soundtrack for th~ game hasn't b~~n reveal~d. you 
can expect some well·kno\•Jn hip·hop acts to deliver tunes to 
accompany your graffiti adv~ntur~s. Hip· hop artist Talib Kw~li 

is alr~ady providing th~ voice for the main charact~r. Trane 

medium other than graffiti that hasn't been taught. 
There's no proper institution to teach it. There are no 
art galleries chasing to showcase it." 

Ecko speaks with passion, liberally throwing in 
expletives to his monologues whi le fending off 
phone calls and requests during the interview. His 
name hasn't been added to this game by Atari as a 
token nod to pop culture - it's his project and one 
that he harangued Bruno Bonnell to publish. 
Impressive when you consider that Ecko was $6.5m 
in debt when Getting Up was first proposed. But 
business is rude again, and so is Ecko. 

"Videogames, despite being the coolest fucking 
things in the world, have a really bad self image," 
he continues. "To me. from a pop cu lture medium, 
they're always three years late to the party ­
compared to music. film, television. There may be 
people out there reading that, thinking, 'What an 
arrogant piece of shit'. but if you take an inventory 
about what moves the needle in pop culture, gaming 
is always late to the party. it's kinda like the prom has 
come, you went to the prom and now mom is letting 
you drive without any supervision. Gaming needs to 
realise that we're grown up, we're older, and it's time 
to go exploring new things." 

The way Getting Up's development chain is 
set up is unique. Ecko is the game's executive 
creative director; he spends approximately half his 
time managing the creative content of the game, 
liaising with The Collective and Atari, ensuring that it 
all concords with his vision. He talks about core 
competencies and how developers rarely get the 
opportunity to focus on what they're good at. To 
make it 'culturally precise', Ecko is employing 
specialists in other fields to hone everything from the 
camera work to the graphic art. Graffiti legends 
Futura, Cope 2, Scene, T-Kid, Smith and Shepherd 
Fairy are not just allowing their work to be used in 
the game; they are in the game. 

But isn't this just the Tony Hawk's Pro Skater 

-~~~:t••!,~t·••:t:tt =I~J!,ii•Jiilrllwl~••••••••• 
Marc Ecko began his creative journey as a graffiti artist in New York 
while still at school, though he modestly dismisses any notion that he 
was ever 'the real deal'. His creative impulses soon took him into the 
world of fashion where he began designing hand-made T-shirts / 
eventually leading to the establishment of Ecko Unltd in 1992. When 
Spike Lee and Chuck D were seen sporting his apparel the brand began 
to get an underground reputation but then a fashion spot on Good 
Morning America suddenly gave Ecko national recognition . Now Ecko 
Unltd has expanded to include well-known brands such as Zoo York 
(a line of skateboards and skate-influenced clothing and accessories), 
Femme Arsenal (an upscale line of women's clothing, accessories and 
cosmetics), and Complex (a new men's culture and fashion magazine). 
Perhaps Ecko's most visible logo, however, is Rhino Unltd, a brand 
that he says encapsulates the company philosophy: tough and 
uncompromising (also, the rhino is the only mammal that cannot 
move backwards, only forwards). Although Ecko's brands will be 
advertised in the game he is keen not to go overboard. So don't 
expect an unlockable clothing range and baseball cap collection. 
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route to success? An easy way to give your game 
cultural relevance7 Ecko shakes his head. "''m an 
outsider," he says ruefully. "I'm a fan but l'm1not a 
graffiti artist - I was the kid reading Henry Chalfant's 
Subway Art . These cats are the real deal. The whole 
core of my aesthetic, as a designer, is that I've been 
informed by graffiti. I think people entrusted that I'd 
do the right thing, but no one was bending over 
backwards. A lot of these guys didn't even want to 
show their face. lt was more trust. For this game to 
be made it needed a guy like me in the mix that 
respectfully paid homage to the culture. The white 
noise in the world that you dismiss as filth - graffiti­
is something that you won't dismiss any more " 

The 'getting up' of the title informs everything 
the game stands for. You play rebellious street artist 
Trane, a kid looking to get street cred and take on 
the oppressive authorities that control the semi­
fictional world of New Radius. Each level presen ts a 
discrete location in the city and while early levels get 
you used to the controls, combat and platforming 
devices, later levels ask you to climb up high. Really 
high. One of Ecko's producers refers to it as "an 
urban Prince Of Persia." lt seems like a silly tag at 
first, but when you see Trane tiptoeing across 
scaffolding and leaping on to advertising hoardings 
the inspiration is obvious. Already the game has a 
wonderful verticality and induces the same queasy 
vertigo that made Ubisoft's title so thrilling. 

Trane is suitably agile and can navigate the 
environment via ladders, pipes, poles, ledges, 

scaffold and crown mouldings, while a clever look­
back camera ensures there are minimal leaps of faith. 
it's all built around analogue control, of course, and 
there's a degree of risk involved when judging 
distances, but hopefully the spatial relationships 
between ledges and objects will remain consistent. 

On present evidence there's also much game 
balancing to be done At its heart Getting Up is a 
platform game but it also has stealth, close combat 
and a wall spraying mechanic mixed in. There are 
also some ludicrous traffic-avoiding sections that 
make Eddie Murphy's freeway sprints in Bowfinger 
look easy. Although Trane has an energy bar, 
presently there's no way of knowing if falling from a 
high ledge or getting run over by an articulated truck 



1s going to fee fatr or frustratmg. But from what 
we've seen, traff1c-based areas only play a mtnor part 
10 the adventure Mostly, they'! appear as fast­
movtng dots from your high vantagepotnt. 

The stealth, too. has yet to be fine-tuned 
Perhaps aware that tt's done so badly elsewhere, 
Ecko decided to give 1t another name: sneak. "In 
traditional stealth gameplay the AI of your enemy 
has an orderly path and he's armed, and you are 
some trained operative that can wall-hug and can 
htde 10 alcoves and boxes," he exolains. "Yes. thts 
creates tension. but it doesn't create the same kind 
of anx•ety as when you're sneakirg. Rival gangs are 
not armed They have what we cal social patrols 
Then we have urban alarms - l•ke a window might 
open and an old lady will aiert a secondary alarm. 
There's a dtfferent kind of anxiety. The cause and 
effect of learntng an alarm in sneak is almost as 
gratifytng as the rest of the gameplay. We don't gtve 
you the optton of ducking out and waiting. There is 
a fundamental difference in how the AI is set up. 
Graffiti arttsts use one patrol, pedestrians another, 
and police another." 

We try to ptn htm down on how sneak works in 
praclica terms, but the concept remains woolly. lt 
appears that the conventional visual language of 
stealth - secunty caMeras, cones of vision. radars -
will not be used, or at least not be obvious. And 
when your presence ts noted by rval gangs or police. 
there's no htding in alcoves or boxes. you have to 
deal wtth the threat head on or climb your way out 
of trouble. If it works, it should shake things up. 

When it comes to explaming the cultural 
relevancy of Gettmg Up, Ecko is more sure-footed, 
batting aside the notion that his game ftts into any 
neat pigeonhole. " I see games as not quite reflecting 
popular culture," he laughs. "You know, I don't lim•t 
my crit of the gamtng space to W'lat's 'urban' or not. 
In the current cycle the press is trying to editonahse 
th•s boom tn the genre of urban. As an mdustry tt's 
very me-too, it's very tteratlve and derivat•ve of itself 
But newsflash. When you see what moves the ticker 
for the publishers - the IPs that move the ticker for 
these publishers are massmarket concepts, like 
sports. But these guys are not spending 30 hours a 
week playing MMOs. it's only mainstream concepts 
that drive the market." 

Ecko is clearly miffed about the possibility of his 
game becomtng so eas•ly labelled. it's bigger than 
that. he cla•ms He ooesn't say it outnght, but he 
feels he's tn a untque pos1t1on to deliver an 
expenence that connects with people, especially 
those who wouldn't ordtnarily play games. "Does 

New Radlu< draws heavily from the <ight<, <ound< and architecture 
of both New York and Tokyo. The highest point of the city, and the 
final destination, I< not the top of a <ky<eraper, but a giant blimp 

"San Andreas 
was urban, but 
you could have 
done a country· 

and· western 
GTA and it 

would've sold'' 
San Andreas count?" he continues pell-mell. " San 
Andreas was urban, but 1t was also Grand Theft 
Auto, motherfucker, you know. You could have done 
a country-and-western GTA and it would've sold." 

So what's the specialmgredtent? How do you get 
it right? " Grand Theft Auto wasn't people only 
reading this magazine or readtng a blog onlme and 
driving X amount of units. lt was wider than that. lt 
was a cultural phenomenon like a blockbuster, one 
that's ma•nstream. Well, on th•s product vve've 
focused on bemg as culturally prec•se as poss•ble. 
But at the same lime this is not a s•mulator. We are 
not creattng a grafftti simulator There's a story. lt 
blends sci-fi with an urban tale. Our product is very 
unique because it takes the best practtce of 
traditional gameplay, of storytelling convention, 
and blends it w ith someth1ng that's modern and 
stylish. How are we gettmg tt nght? I don't know. 
We' re really standing naked tn front of the mirror 
and dectdtng what we've got good go•ng on and 
what we haven't.· 

Getting Up's appeal ts tnstant. Unlike Pflnce 
Of Persia the motivation for reachtng New Radius' 
htghest rafters is not just to get to the next level, but 
to leave your mark, gain respect and, ultimately, 
show def1ance to the police state. Taggtng areas ts 
also an enormous part of the experience and as your 

New RadiU< is governed by a corrupt mayor who employs Civil Conduct Keepers to 
thwart your night·tome e<capades. With 11 distinct environmenu and 20 levels, the 
game is only complete when you collect every bit of art from over 50 graffiti legends 
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reputation increases so do the methods with which 
you can graffiti your environment. Aerosol, rollers, 
markers, wheat paste, stickers and stencils all 
become part of your artistic arsenal. The shoulder 
button locks Trane to the section of wall that you're 
taggmg and the left analogue stick moves the hero's 
arm. Small tags can be done in a few seconds; larger 
murals might take several minutes. 

All the art has been designed by authentiC graffiti 
artists and it's important to Ecko that the game 
retains 'integrity' throughout. Maybe this is an 
excuse for not allowing custom1sed, player-created 
tags, but with thousands of predesigned graffiti 
logos and murals in place it's difficult to see anyone 
becoming tired of the artwork available. And if 
you are a graffiti aficionado then you will recognise 
the work of famous graf artists, some of it going 
back to the 1980s. 

Indeed, one of Getting Up's more attractive 
features is the opportunity to copy the work of over 
50 graffiti legends into your black book Pressing one 
of the shoulder buttons triggers an intuition vision 
that highlights areas where tags can be laid down 
but also foregrounds mission-specific and 

non-mission-specific goals along with the location of 
legend tags. The latter, as you might expect, can be 
1n very difficult-to-reach locations. 

As Trane's skills increase and his reputation 
grows, more complex graffiti styles become 
avai lable. Rep labels go from Toy through to Legend 
and right up to All City King as the graffiti style and 
the state of graffiti in New Radius evolve over the 
course of the game. In terms of the plot, details are 
scant but it's clear that there are some loose 
narrative strands based on historical fact. One such 
plot line involves the 'Take Back The City' campaign 
which saw graffiti artists battling with New York 
authorities to keep their work displayed on trains. 

Anyone familiar with the work of 
Getting Up developer The Collective will know that 
many of its games contain a robust rough 'n'tumble 
kind of close-quarters combat, or what Ecko calls 
" real kick-in-the-balls" fighting. Getting Up's combat 
is closer to Indiana Jones And The Emperor's Tomb 
than Buffy The Vampire Slayer, and there are even 
rottweilers to contend with. Fighting with other 
gang members (none of which is armed) looks to be 
suitably engaging, though it's a concern that the 
tougher goons carry firearms, and you can't dodge 
or defend yourself against bullets. 

Getting Up may do that rare thing and truly cross 
over into the mainstream, but from a pure gaming 
perspective it's its verticality that appeals. At first 
glance it's a platform game with that same dizzying 
sense of scale that the original Tomb Raider gifted to 

3D gameworlds, but there's also an Escher-like 
architectural beauty here. The intuition feature works 
like a blazing red trail that quickly leaves fading 
stains over the landscape, the primary places for 
graffiti art. Some are within touching distance, 
others seem impossibly out of reach. lt's here where 
Ecko's project is likely to succeed or fail - in how 
gratifying it is to actually get up and advertise your 
rebellion to the world of New Radius. 

As for getting down with the kidz, Ecko is deadly 
serious: "Games need to cross that bridge from 
games to entertainment products that are culturally 
rich and reflective of pop culture. it's easy for MTV or 
Coke to use it [graffiti] as a device to get your 
attention. I'm appealing to you, young person." 
Only the charts will prove if he's got what it ~ 
takes to give them what they rea lly want. ~ 

MARCECKO~ 

The highest and most precarious 
tag locations are referred to as 
'heaven spots'. As in the real 
world, if you make one false move 
while applying your paint it's a 
long fall followed by game over. 
Meanwhile, genuine graffiti artists 
(below) put in appearances 
throughout: look for their tags 

"Games need 
to cross that 
bridge from 
games to 
products that 
a re c u ltu rally 
rich and 
reflective of 
pop culture" 
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The centrepiece of this 
demonstration (and most likely the 
focus of upcoming play able E3 
code, too) is a chance to sample an 
imaginative, two-stage boss battle, 
highlighting the dramatic 
horseback combat Nintendo has 
been so keen to promote. 

The first stage sees Link 
chasing a fat, huge-horned moblin 
astride an armoured boar, all the 
while being harried by a small 
army of henchmen wheeling 
around on mounts of their own, 
two to a saddle. There's a fine 
balance to be found between 
hanging back to pick off pursuers 
and keeping up enough 
momentum to jump fences and get 
within swinging distance of the 
fleeing boss. Refresh ingly, there 
are no attack routines, weak 
points or walls: this is freeform, 
busy, organic combat in an area 
defined only by where your enemy 
leads you. Get in enough hits and 
he'll lead you to a narrow bridge 
where he engages in a deadly 
game of chicken. 

This link is a more 
accomplished equestrian than his 
N64 counterpart, and his steed is 
more agile than Epona. As before, 
the horse is urged on with the A 
button (the recharging meter this 
time is lashes, not carrots, a subtly 
grown-up touch). But it steers 
more willingly, and can perform 
quick stops and about-turns by 
rearing onto its hind legs. 

Combat has been grafted on 
to this so simply and intuitively, 
it's second nature. Lock-on, sword 
attacks (including the pent-up 
spinning slash), and bow and 
arrows all work exactly as they do 
on foot, and The Wind Waker's 
gratifyingly visceral strikes have 
been amplified yet further. it's a 
slender, but very encouragin_g 
glance: this game has greater 
potential for grand action set· 
pieces than any previous Zelda. 
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"From the very early stages of the game's 
development. we decided that from the 
beginning the player character shall ride on a 
horse and explore a huge area." The central 
importance of the horse, and the sheer scale and 
freedom of the playing field, are stressed several 
times. Aonuma draws a parallel with The Wind 
Waker's ocean, and indeed what little we see of 
the wide prairies Link will be roaming Wild West­
style seems just as vast, and as featureless. 

There's another name that Aonuma is 
more keen to invoke, however: "We are going 
to come back to the theme of Ocarina Of Time, 
in a sense. We are going to provide a huge area, 
and it's almost up to the players what they are 
going to do or what they are not going to do at 
all." lt's as clear from this preview as it was from 
the trailers shown at E3 2004 and at GDC a few 
months ago that th is game is in the serious, epic 
mode for which many Zelda fans have been in a 
state of unrequ1ted longing ever since they 
finished Ocarina. Spurring your steed across 
open grassland at sunset, it's easy to bel ieve 
that Ocarina's very first image - of Link galloping 
in silhouette across the horizon at the start of 
that classic, elegiac intro - is the mainspring 
from which the new game draws all its style, 
and its soul. 

Ocarina Of Time was the first Zelda game 
Aonuma worked on, but his personal history 
with the series goes back further than that. 
The mellow-voiced, watchful 42-year-old from 
Nagano describes himself as an "avid fan. " 
Ten years ago, he made his admiration obvious 
for all to see. 

Aonuma joined Nintendo straight out of 
college in 1988, with a degree in composition 
design. He began as an artist, and his ver; first 
task was to adapt the sprites for a special version 
of Mario Bros. promoting a food company, for 
the Famicom Disk System (fittingly, he was 
reinterpreting Miyamoto's work from the start) . 
But when he was finally given free rein to direct 
one of his own game proposals- an action-RPG 
for the SN ES called Marvelous, never released 
outside Japan - his primary influence didn't 
take long to surface. 

The spinning sword attack is performed as it always has: hold down and release B. Controls 
seem the same as previous 30 Zeldas, with a button display for items and context-sensitive cues 

Aonuma is amused by the idea of the new look being a lord 
Of The Rings influence: "When I saw one of the film's enemies 
on a horse, I thought maybe they were thinking of Ganon!" 

"Marvelous was said to be similar to The 
Legend Of Zelda in terms of gameplay, and as a 
matter of fact ... I really wanted to incorporate 
some essence of Zelda into it." If it was intended 
as a call ing card, it worked. Miyamoto noticed 
the sincere flattery, and approached him, asking 
if he was interested in making Zelda games. 
"I said: 'Yes!"' He was made a key member of 
the Ocarina Of Time team, with responsibility 
for the dungeon design. 

Even with years of hindsight, the epic 

"We are going to come back to the 
theme of Ocarina Of Time. We are 
going to provide a huge area, and 
it's up to the players what they do" 

gestation of that game overwhelms Aonuma. 
"The thing with Ocarina Of Time is that in order 
for players to have new expenences, we have to 
extend the field. In order to expand the field we 
need manpower, we need data, we need 
additional hours of hard work. In the end we 
spent three years in order to complete Ocarina 
Of Time, one single game." The result was 
towering, but so were the expectations it raised, 
and the implications for the continuation of the 
series were daunting indeed. Miyamoto, 
Aonuma and their colleagues have been 
wrestling with them ever since. 

Their first answer to the problem was daring 
and experimental, but arrived at through simple 
logic. "If we cannot expand the area, the game 
field, what should we do? Our conclusion was, 
let us use time." So it was that Majora's Mask 
and its strange, looping structure, came into 
being. Aonuma was made director of "the 
whole process" under Miyamoto's watchful eye 
as producer. He explains how the game's 
unusually rich supporting cast and mature 
storytelling were consequences of the three-day 
timeframe: "We hadn't had enough discussion 
about how we could describe the flow of time in 
the gameplay, and in the end we decided to 
show time passing we really have to depict each 
character, each human being as having his or her 
own life, and it's something like a drama." 



The village"' style of dress is an arresting mix of historic Japanese attire and 
Mad Max bandit chk. it's the most confident and individual stylistic touch yet 
seen from the game, suggesting it may yet wander from the well-trodden path 

Necessity was the mother of tnvention. invent1on 
the mother of soph1sticat10n. But the result. 
though still a landmark exploration of what is 
possible m videogames. was deemed too 
cumbersome to be a viable model. 

" I th1nk in the end it stands as a great 
game," says Aonuma now, "however, for some 
players, they say that they cannot afford the t•me 
to play w1th that kmd of system ... If they are 
supposed to s1t in front of the TV set for say one 
hour or two, but they need to go to certain 
areas m order to save the data, that's not a game 
that they can freely enJoy." lt was back to the 
draWing board W1th Aonuma as d1rector aga•n. 
under producers Mryamoto and Takashi Tezuka, 
a solut1on was sought to sa t1sfymg players' 
hunger Without incurring a development t1me 

that would leave them more staNmg than 
hungry. "So we thought that, OK, we should 
come back with the original theme of The 
Legend of Zelda. We are going to have some 
huge frelds once again, and in that case, it 
was the ocean." 

The Wind Waker - not the loved/hated 
Majora's Mask, nor the reviled Adventure Of Link 
- is the most contentiOUS game in the Zelda 
series. lt doesn't take tong for any discuss1on 
among Zelda fans to turn to rak1ng over its coals: 
the controverstal v1sual treatment, the slender 
conclusion, the long stretches of sailing. Its 
startl ingly stylised shadow looms as large over 
this new game as the infamous Spaceworld 
demo (that so closely resembles the current 
graph•ca approach) loomed over 11. 

One more time: is the stark shift 1n style an 
attempt to heal the rift in the fanbase The Wind 
Waker caused? Aonuma will on ly admit to being 
picking a look appropriate to the story they 
wanted to tell, tn each case "In the case of The 
Wmd Waker, as you know, there was a cheerful 
boy as the mam character ... and also, as we 
were going to have the ocean as the main stage, 

we really wanted to develop a kmd of a 
fatrytale, so that's why we thought that the 
toon-shading was the best method to depict 
that kind of theme. In the case of this Legend Of 
Zelda game. we are not think1ng about one of 
those fantasy fa1rytales at all, but more a realistic 
game with a huge scale, and a much more 
senous atmosphere." 

Aonuma betrays some frustration at the 
narrow portrayal of the game's tone as 
'dark' or 'mature' (as 1f any previous game 
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From the familiar (above and above right) to the 
rather le<s typically Zelda (right): link's latest 
adventure is informed by elements old and new. 
Diversity promises to be one of the title's key 
draws, not only in the style of the customary 
minigames but also graphical presentation 
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A cowboy's work is never done (main). There'll 
be plenty more time spent around animals, too 
(above). And then there's unruly vegetation 
that' ll need some urgent tending to (right) 



One area of con<em is that the environments are plain and 
lack atmosphere, but we've only glimpsed parts of the WO<Id 

in the senes had restncted itself to such a 
monochrome mood). "Mak1ng it dark is not 
necessarily our •ntentton," he says, firmly. 
"Because we have shown the battle scenes 1n 
the E3 video footage and so forth, and mainly 
they used some of the darker images in that 
footage, you may have that 1mpress1on of the 
game. But the fact of the matter is that, as you 
could see in the Toaru Vtllage sequences, 
sometimes 1t's a rather bright and cheerful 
atmosphere that we are going to incorporate." 

When it comes to another side of The Wmd 
Waker's thorny legacy, however, Aonuma's 
defiance melts away, and honest contr tion takes 
1ts place. How would he answer those cntics 
who say the game feels unf1ntshed, or 
shortened? He sm1les sadly and shakes h1s head 
"I think that that's my fault. To tell the truth, 
originally we were thmking about something 
bigger, and m order to make it on time we had 
to make it more compact-s1zed. But even though 
I say compact, we were trying our best so that 
we could enterta1n people enough. That was our 
Intention and I thought that we could do that 
But 1f people are feeling that way, that was my 

fault for lack of effort, and of course when 
1t comes to the new Legend Of Zelda, I really 
don't want to have that kmd of impression 
from the players." 

So how is he going about avoiding it? Th1s 
time, the answer to players' insat1able demands 
of the franch1se seems to be variety. "What we 
rea ly want to emphas1se s the many different 
gameplay styles and emotions you can get from 
expenenc1ng the many different events and 
games in the new Legend Of Zelda. The mam 
theme in the end shall be, you know ... " -he 
shrugs - "play. Entertamment!" 

For now, buildmg a p1cture of th1s multi­
faceted entertainment is a matter of return1ng to 
Toaru Village, and JUdg ng a book not so much 
by its cover as its f1rst page, combtng every line 
for clues. Aonuma demonstrates a fishing 
minigame (another Ocarina touch, but only 
included "as an experiment" for now, he warns) 
from aboard a canoe, perhaps a hint that Link's 
boating days are not entirely behind him. A 
tightly zoomed camera tracks the ba1t, 
showcasmg the breathtaking, refractrve clanty 
of the water 

At th1s stage 1t's eas1ly the most impressive 
visual element, but Aonuma points out that 1t's 
not just decorat1ve. "Because The Wind Waker's 
water was not transparent, we couldn't do a lot 
of the events or tricks by utilising water," he 
notes. "But now as you can see the water is 
always transparent or half-transparent, so we are 
th1rk1ng about including many tricks by ut hsing 
that. • Coming from the chief architect of 
Ocarina's notonous Water Temple, th1s 
information ought to cause joy and despa1r 
in equal quant1t1es. 

Another tiny moment. a more substantial 
clue: Link picks up a m1a0w1ng cat, recall1ng a 
similar scene from the GDC trailer. "One of the 
the'Tles th1s t1me m the new Legend Of Zelda 1s 
the communicatiOn w1th an1mals, • Aonuma says 
casually, making Link stroll around with it 
clutched to his shoulder. Care to elaborate? 

"In the past. these animals were there m 
order for us to describe the human h1story or 

mtE THE LEGEND OF lELDA (WORKING TITLE) 
FORMAT: GAMECUBE 
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The horseback battle takes place on a gently rolling plain. 
There are no barriers to eKploration visible between 
foreground and glowering horizon: this is truly open country 

human story. But this time I was thmkmg about 
putting more emphas1s on the commumcation 
with, on encountenng the ammals. Ltnk 1s gomg 
to encounter many an1mals 1n the course of the 
game, and sometimes animals are gotng to g1ve 
him a helpmg hand. But of course 1t's not always 
easy - he has to learn how." This is as close as 
we can currently get to the game's true hook: 
perhaps Link will be able to command the 
world's fauna as he once commanded t me, or 
the winds. t's an Immediately ent1cing prospect 
with almost hm1tless possibilities, and 1t lends 
even more resonance to that teas1ng 1mage that 
closed the GDC tra1ler: a wolf howling 
sorrowfully at the moon. Is that wolf an 
important figure? 

Aonuma chuckles ruefully and looks at the 

"What we want to emphasise is 
the many different gameplay styles 
and emotions you can get from the 
many different events and games" 

floor. ''I'm afra1d I cannot tell you exactly what 
kind of role the wolf is going to have. I think at 
the E3 show we are going to show you many 
other th1ngs about The Legend Of Zelda, and 
the wolf IS go1ng to become one of the most 
important themes for us to reveal at the E3 
show." The answer is yes, then. And if you 
don't know why already; chances are you'll 
know soon. 

After directing two games, eo-producing 
Four Swords Adventures and acting as adviser on 
the outsourced development of The Mtmsh Cap, 
Aonuma has set the seal on his rule over the 
franchise by assuming the role of producer from 
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MUTE AS A BUTTON 

Once again, all speech in the 
game will be handled in text. 
According to Aonuma, this is no 
cost-cutting exercise, but crucial to 
bringing the game to life for 
players. "The reason why we are 
having players read the text in 
Zelda games is because we want 
them to expand their imaginations 
as to how these words are 
spoken,• he explains. ·we do not 
want to impose on playe~ how 
the words are spoken in Zelda. I 
think this freedom of imagination 
is one of the important aspects of 
the franchise.· 

As to why Link never utte~ a 
word - even in text - the answer, 
of cou~e. is in his name: " Because 
Link is you! You are looking things 
through Link's eyes. hearing things 
with link's ea~. and you are 
speaking with link's voice. I do 
not want the playe~ to feel the 
existence of a wall between you 
and Link by having link speak 
with a stranger's voice.• 

The climactic game of chicken requires you 
to build up speed, swerve at the last 
moment to avoid being barged into the 
abyss. and use a well-timed swing to send 
your brutish foe flying. it's a simple. tense, 
original scenario, if a linle fNstrating 

M~yamoto. heading a team that now exceeds 40 
people. But this wasn't necessanly h1s heart's 
desire. Asked how it came to pass, he confesses 
to being unsure he wanted to make another 
Zelda game at al l. 

"I had worked on three d1fferent Legends Of 
Zelda ... 1 thought 1 had done almost everything 1 

could. So I told Mr Miyamoto: 'look, I have 
already done that and I have already done this, 
there seems to be few more things that I cou Id 
do with Zelda. So can I graduate from 1t?' And 
Mr Miyamoto said: 'OK!· So I took h1s word. but 
the next assignment he gave me was: 'You are 
going to take care of this new Zelda game· I 
sa•d: 'Wa•t a m•nutel I thought that you gave me 
permission to work on some other proJects'. 'No, 
I say that you are go1ng to be the producer, not 
the director. th1s t1me. and I really want you to 
take some distance away from the actual 
designing of the game but see th1ngs differently. 
so that you can see the whole process from a 
much higher-up poslt•on· • M1yamoto, 1t seems. 
IS not f1n1shed With tra1n1ng hiS prot~~ 

Aonuma is at pains to point out that the 'realistic' visuals are based on hand· 
drawn illustrations: "like cartoons which have a serious and realistic look. 
rather than comical." There's plenty of humour evident in the villagers, though 

Can it be that Aonuma IS frustrated, shackled 
to another man's creation. w1th 1deas of h1s own 
warting to be realised? He is quick to retreat 
from this implication: h1s Involvement w1th Zelda 
is too deep, too old. to allow it. "The fact of the 
matter is, I could not th1nk about any concrete 
idea other than Zelda. As I sa1d, my first. the very 
first game I hit upon myself shared some essence 
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w1th Zelda. So. yeah, somewhere in my mmd I 
really want to take some distance away from 1t, 
but the fact of the matter is I am more and more 
involved in The Legend Of Zelda. and sometimes 
I thmk 1t is a kind of.. . fate for me. so I should 
give up escaping from that!" 

Is there a game outside the franchise ­
outside Nintendo, even- that he's particularly 
fond of? His answer is unsurprising. but 
genUinely humble, and clearly deeply felt. "Quite 
recently I am playing Resident Evil 4. That's a ... 
stunning, a very. very nice game. Sometimes I 
have to feel that. yeah. they did 11. 1 should have 
done 1t myself.• He rallies his pride a little. • And 
sometimes I have to say that, well. maybe they 
are making this section in part by thmkmg about 
Zelda. But all1n alii think they have chosen a 
very right direction in terms of makmg the game. 
think I can learn quite a lot from RE4. • 

Th1s 1s Aonuma to a tee: unl•ke h1s mentor, 
he presents h1mself not as a singular creative 
force. but a modest craftsman. constantly 
ref1n1ng h1s trade, learning from his work and 
the work of others. He's only too ready to 
suggest that Miyamoto's wh1ms and insp~rallOns 
st1ll gu1de the series: the idea to make Link a 
cowboy was borne of the legenda!Y designer's 
love of Western movies; the animal 
communication theme has its source, hke Pikmtn, 
in his s1mple domestic pleasures. "As you know, 
Nintendo is introducing a quite unusual game 
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Producer Eiji Aonuma has experience of the series that dates 
back to the dungeon design of N64 classic Ocarlna Of Time 

called Nmtendogs for N1ntendo OS," expla1ns 
Aonuma "Mr Miyamoto h1mself has a dog at his 
house. and he enjoys himself communicating 
with the dog. Probably we have some Influence 
from Mr M1yamoto here!" 

Does he not put himself 1nto h1s games, JUSt 
as Miyamoto's memories of the bewildering 
sl1d1ng screens in his parents' hot-se famously 
became Zelda's labynnths' H1s arswer 1s much 
more focused on pract1cal appllcat1on than 
artistic inspiration, on communal rather than 
personal expenence. but perhaps it gets closer to 
the root of the series' almost universal appeaL 
"I th1nk that there are a number of things that I 
am incorporating from my past memories, but I 
should say that I am doing that rather 
unconsc1ously ... Of course. not everyone shares 
the same memories and expeflences, but when 
we were all much younger, when we were 

boys and girls. we have had some sim1lar 
experiences domg s1mitar kinds of play and 
thmgs. And ' think m most cases. I am go1ng 
to take the game in a d1rect1on that can 
stimulate those parts of your memory. I am 
trying to do those k1nd of tricks whenever 
poss ble And, after al. I th1nk that 1s a b1g part 
of what makes the game called Zelda." 

Aonuma has not been made in his master's 
image. He's a democrat, an everyman. and 
nowhere is thiS More clearly re'lected than in the 
one area where he claims strong creative 
Influence: the characterisation of Link. 
Miyamoto's link always started the game as a 
spec al Child. orphaned, d1fferent, somehow set 
apart from the world he's destined to save. 
Aonuma's Link, the boy who starts the game at 
home 1n h1s own clothes. IS the exact opposite. 

This mlnigame involvH herding cows while avoiding those horns. Since we 
learned that Link is a cowboy, a lasso has leapt to the top of our item wishhst 

"I think that I started that k1nd of custom JUSt 
aher I started working on the Legend Of Zelda 
series. I really want one of the ordinary boys to 
become the hero in the end. So, whenever I start 
the game, there is a boy who is one of the 
ord1nary boys, you can find him all around. Of 
course. he has some destiny, but he doesn't 
know that, and he has to understand that he has 
to face the destiny anyway, and he has to 
overcome tt to become the real hero 1n the 
game. That kind of storyline is always what I 

"I really want one of the ordinary 
boys to become the hero in the 
end. Of course, he has some 
destiny, but he doesn't know that" 

really want to descnbe 1n the Legend Of Zelda 
series ... So. who Link IS this time is not very 
Important for me at the very beg1nnmg TI-e 
mportant th1ng s that he 1s the anonymous guy, 
but he ts go1ng to face with a huge dest1ny that 
he has to overcome. in order to kind of ... morph 
himself into the 'lero." 

As he says th1s, you get a strong sense that 
Aonuma is actually talk1ng about h1mself; he's 
just an ord1nary boy, he's saying, domg 
someth1ng extraordinary as best he can. If that's 
the case ' Lmk 's as much of a hnk to his 
creator as he 1s a link to the player, and to all the 
other Links throughout the series· muddled 
history - then with this simple, subtle change, 
maybe Aonuma really has made the ser es ~ 
h1s own, after all. ~ 

The village kids assume link knows how to wield a sword, and demand he demonstrates his skill by dubbing a scarecrow. egging him 
on to ever more extravagant attacks. lt's a witty, if lllin. disguise for llle usual tutorial. The village has a peaceful air, butlllat peace Is 
protected by the heavily armed guards patrolling its pathways. The world beyond lhose hills is, it would seem, a threatening one 
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Now playing ... 

God Of War 

So successful a popcorn matinee 
that, as the dosing credits roll, you 
may be t empted to walk r ight back 
into your virtual theatre to see it all 
over again in the evening show. 
PS2. SCEA 

Splinter Cell: Chaos Theory 

This time we'll walk between the 
raindrops, become darker than the 
shadows and quieter than a 
muffled scream: a painstaking tap 
of honour for the series' best. 
GCIPC/PSVXBOX. UBISOFT 

Half-Life 2 

it may only have been because 
World Of Warcraft's patch delayed 
play for half a day, but a return to 
Half·Ufe 2 bears out just how much 
brilliance the game contains. 
PC, VIVENDI 

Does Xbox 360 mean Xbox RIP? 
The most ill-deserved of early graves 

._...!]our short years. Back in May little doubt that its glory days 
2001 many people were sti ll will soon be over. 
healthily sceptical about And this month sees the last big 

Microsoft's ability to break the push: Bioware's Jade Empire, 
console market. Even after the Microsoft Game Studios' Forza and 
shock of Halo's excellence, there Phantom Dust. made by MGS Japan 
sti ll seemed plenty of reasons for as a key part of X box's eastern 
doom and gloom: the high price, push, and then abandoned for 
that controller, the on line service release in the west. Each, in its own 
which wasn't ready and not way, shows how high the Xbox has 
wanted by enough people. raised t he bar of our expectations. 

Less than four years on, and the Jade has a level of beauty and a 
X box feels like it could go on sense of scale which we've come to 
forever. Its visual power is still take for granted. Forza an elegant 
being pushed, as something like and extensive on line service which 
Oddworld: Stranger's Wrath has shows it doesn't al l have to be 
shown. We've sti ll only seen a about death matches. Phantom 
fraction of what the hard drive and Dust makes custom soundtracks 
the Live service can offer. As the feel like an essential addition, 
PS2 starts showing its age, and the letting you overlay the game's rich 
GameCube fails to ignite atmosphere with your own 
Nintendo's potential, the Xbox anthems for destruction. lt stil l 
should be striding ahead. feels like the future. 

Instead, it's off for an early And it still is, of course - the 
shower. although Microsoft Xbox 360 may have revolutionary 
protests that it's not being reti red. aspects, but at its heart is an Xbox 
Even once the 360 is launched, it 2. More of the same, only stronger, 
says, there's no reason for better, faster. But while the first 
publishers not to port the PS2 machine may have established 
games they'll still be making to Microsoft's affinity with the console 
the system. But w ith st ock drying market. it may have left the 360 a 
up in stores, and exclusive content harder task: the Xbox is going ~ 
drying up on the shelves, there's to be a tough act to follow. 

80 Jade Empire 
XBOX 

82 Pariah 
PC. XBOX 

84 Rise Of The Kasai 
PS2 

85 SWAT4 
PC 

86 Untold Legends: 
Brotherhood Of The Blade 
PSP 

87 Phantom Oust 
XBOX 

88 Spikeout: Battle Street 
XBOX 

89 Forza Motorsport 
XBOX 

90 Kirby's Magical Paintbrush 
os 

91 Archer Maclean's Mercury 
PSP 

92 Midnight Club 3: 
DUB Edit ion 
PS2, XBOX 

93 Electroplankton 
os 

94 TonJ: Hawk's 
Un erground 2: Remix 
PSP 

94 Twisted Metal: Head On 
PSP 

95 Juiced 
PC. PS2, XBOX 

95 Remote Control Dandy SF 
PS2 

Ed!Je ·s sconng s~t~rn ~xpla rx'd 
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Thanks to its rich eastern therMs and 
heavy western voice work, Jade Empire 
may seem to be an unbearable culture 
dash. but it rarely feels that way. If th1s 
was a blockbuster kung·fu movie. it 
wouldn't be aiticised for poor dubbing. 
but for a patchy cast and ungainly saipt 

t the Game Developers Conference 
m March, B1oWare talked openly 
about its seemingly rigid formula 

for storytelling through game structure-
five per cent of prelude, ten per cent of 
'linear start', and so on. As severe an idea 
as it may be, BioWare has litt le competition 
but itself. and so while this recipe may 
serve it well for some t1me to come, 1t's 
questionable just how much longer it'll 
serve its fans: 1t's a fact shown up a httle 
by Emplfe's dangerously lean opening few 
hours But, whatever convergence is at work 
beh1nd the scenes, it does eventually hit 1ts 
1ntended sweet spot, meaning that once that 
B1oWa•e bug begms to b1te - once enough 
ground has been covered, enough dialogue 
has been absorbed, and the player beg1ns to 
feel that claSSIC adventunng sensation of 
escalat,ng empowerment - it's still supremely 
hard to break free from the journey that 
unfurls before you, a narrow but double­
Sided RPG adventure that's eventually as 
winning as 1t IS reminiscent of Knights Of 
The Old Republic. 

Players can take just one ally into battle. They' re autonomous, but their involvement can be switched from 
active fighting participant to a 'support' role where they'll buffer the player from the sidelines. Henpecked 
Huo, however, is a support-only ally, plying the player with enough booze to fuel a powerful drunken style 
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Jade Emplfe does. however. tread a 
nsky hne between weaml1n1ng and dilut1on, 
one that's hkely to repel as many fans as it 
attracts. 'ts character development 1S more 
PG than RPG, a detail-lite refurb1sh1ng of 
KO TOR's upgrade system. Attnbutes and 
character enhancements are few, l1m1ted to 
'techniques' (s,mple. permanent stat 
improvements) and amulet stones (gems 
that, aga1n, prov1de improved traits, plus few 
secondary effects). Its tno of energy bars ­
health, spint and ch1 and the interaction 

between them, 1s elegant, and IS one 
area where s1mplioty has been a true 
boon. Puzzles and ge'luinely profound 
scenarios are incred,bly rare; there's noth1ng 
to match KOTOR's murder tnal on Manaan. 
for example. However, there are moments 
when 1t skims gratifyingly close, such as 
your infiltration and explo1tat1on of the 
Lotus Assassin Gu1ld, a setup that eenly 
echoes KO TOR's S1th Academy ep1sode 
on Korriban. 

Its morality system is painted as 
something loftier than a s1mple lighV 
dark persuasion, imtially claiming that its 
two differing approaches to situat1ons ­
Open Palm and Closed F1st- break up 
the karmic schism of good/ev1l into 
something far more f lu1d and ambivalent, 
but the actuality feels far less sophisticated­
smash heads, or cradle them? Th1s potential 
complexity is little more than a choiCe 
between strength or subtlety. but 1t's 
ohen hinted at during conversat1ons w1th 
your allies, most notably SagaCious Zu, 
one of the game's most ntriguing eo-stars 
To its credit, however, Jade Emplfe does 
seem to offer a p1aus ble third way- of 
accruing riches above all else - but. 
ult,mately, it's one that eventually falls 
before the inescapable dual1ty of the 
game's narrative. 

Rega•dless, 1ts beauty 1s regularly 
something to behold. While the game's 
environments may feel broadly similar and 
be bloomed enough to g1ve the player a 
tan. Empire's art direction and hefty 
production values often meet to provide 
some phenomenal sights - the rainbow-



At some poin~ defeated characters 
explode in sclllocky splatter of gore. 
jarring after the injury-free thumps and 
thuds that make up the rest of the 
fights. Your character, however stoic. 
can't resist spouting occasional dabs 
of smack-talk during combat either 

m fused mag1c of the Sp1nt Fox's realm, the 
dusky glow and detail of the Necropolis, 
and many later examples that can't be 
ment•oned for the sake of plot revelations. 
And, while these revelations are never truly 
startling, there's a well-paced unfolding of 
the game's key characters that, 1f noth1ng 
else. takes the player to a fresh new marvel 
to play through. Of those characters. the 
most interesting are the most throwaway, 
but they' re nonetheless an •ntegral part of 
the show; aside from a range of pleasmgly 
ludicrous fortune-cook1e-style names, 
personalities such as the Magnificent 
Bastard prove to be memorable- as, 

A wide range of combat styles is available, but powering them up is a gambit Whereas KOTOR allowed players to view 
every available upgrade from the off. with Jade you'll never know if a preferable style is just around the corner, causing 
reluctance when spending upgrade points. Here's one of the chi·sapping transformation styles- Jade Golem -in effect 

in this example, is h1s debat•ng challenge. 
Combat 1sn't so much style over 

substance as styles over substance. The 
basic reperto1re is of weak and strong 
attacks, with the latter reqwing a charge 
that leaves the player open, but can also 
break through blocks The fac11ity to dodge 
and block is generous, but overall it's not as 
exc1t1ng a system to JUSt•fy 1t be1ng such a 

numerous opt1ons cast across categories of 
magic, support, weapon and transformation. 
There's no real texture to 1t except, maybe 
for the spec1f1C series of anacks reqwed for a 
Harmon1c one-h1t-kill combo - but there's 
plenty of fulfilment to be had m carvmg your 
own slight or heavy-handed path through 
each coni rontation. And what 1t lacks in 
subtlety, 1t makes up for in abundance, as 
fights break out everywhere and can get 

~ Fights break out everywhere and can get 
"-. ~ surprisingly rowdy, allowing players to approach 

the fray with their own overorching style 

surpris•ngly rowdy, allowing players to 
approach the fray with thelf own overarching 
style of styles. 

ep1c, patronising. pretty, bland, compulsive, 
easy to enjoy and easy to d1slike. Despite 
1ts pauoty of detail, Jade Empire •s st•ll 
many, many th1ngs. some f•ne and some 
poor, but for a game to conta1n so much IS 
a testament to its breadth, and the reason 
why it'll remain a worthwhile expedition 
for many. Just how many, though, IS 
something for BioWare's next product•on 
to worry about. [7] 

Enemies differ in status as well as form. with 
spirits immune to weapon attacks. for example. 
Building your own quartet of complementing 
styles is key to getting the most satisfaction 
out of combat. For the record, /Me Emplrt 
is roughly half as long as the first KOTOR 

House Of Flying Paggers 

Bizarrely but amiably, Jade is 
home to a series of 20 shoot 'em 
up minigames. They're optional, 
and chart journeys between 
cities on the back of a 'flier'. 
They're not long or intricate, 
consisting of a few dull waves of 
enemies, and unlocked stages 
are stored on the title screen for 
highscore replay, but their worth 
is questionable, regardless of 
how charming they may appear. 
With the final third of the game 
virtually devoid of subquests (to 
its credit. the penultimate 
chapter has an interesting and 
welcome change of pace, and 
the finale is much grander than 
KOTOR's), this is perhaps an 
attempt to plug the gap. 

strong focus. And most enem•es fail to be a 
challenge; any block ng opponent can easily 
be vaulted only for them to forget to turn 
around for several seconds, leavmg the~r 
backs fully exposed But ·t's Jade Empire's 
collect•on of styles that br.ngs the combat to 
l•fe. Desp•te each one adhenng to the 
aforementioned structure 1n its use. there are 

For those versed in the ways of KOTOR, 
Jade's scnpt and universe s•mply won't 
resonate as powerfully, and 1ts forked, 
non-linear structure will come across a 
little too much like deja-fu. By turns. 1t's 

There are few fully fledged hub areas, such as the Imperial City (right), but they do feel staggeringly large 
and seamlessly connect to the smaller environments where the bulk of your quests will be taking place 
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Pariah's later stages look excellent. and 
host some classy glass and rodt textures. 
lt falls foul of H.J/o's environmental 
repetition, though. and it doesn' t have 
the sparlde or tht interplay of weapon 
strategies to keep players captivated 

1th 'ftrstperson looter' becomtng a 
more accurate description of the 
magpte tendencies of the FPS genre, 

it's no surprise that Pariah is so reminiscent of 
Halo. This isn't just a lazy comparison, 
though, nor one that's meant to reflect 
poorly on Pa"ah. Whereas too many shooters 
pil'er from Bung1e's godfather, few know 
what to do With thetr gains, failing to 
understand the dtfference between 
functionality and forgery. Pariah, however, 
understands a flattenng amount about Hato·s 
use of scale and open-plan combat- even if 
it's not meant to be homage, this is the 
closest anyone has yet come. Impressive, 
expans1ve forest clearings give way to military 
faohties and outposts, patrolled by guards 
that can sneaktly smped or engaged tn the 
to-and-fro of a duck-and-cover fracas. 

Moments like these are a regular part of 
Pa"ah, but they soon push home a ess 
engagtng facet: monotone enemy destgn. 
Vtrtually all of your opponents are gun-tot1ng 
soldters who assault n teams of three or 
four. Their weapons change, but the1r 
behavtours and the strategy required to 
tackle them rarely seem to. Later in the 
game, shuffling enemtes crouched behind 

Right: vehicle sections are dull, and the handling isn't sure enough. Only once are you joined by an ally for 
a vehicle raid. bpanding on this. instead of leaving you solo and feeling awkward, would improve matters 

82 

not shtelds lash out with some abus1ve 
melee attacks and threaten to change the 
pace, but don't. And, dunng the game's 
latter third, a new enemy type ts 1ntroduced 
vta the Anvi - an impressive ndustnal 
complex whose rag1ng battles are tempered 
somewhat by the repeating archttecture 
prom1sing the player a part m an aggressive 
menage-a-trois between warnng fact1ons, 
but the presence of this new foe vanishes 
soon after the stage is done. 

Pariah IS, however, buoyed by a certam 
amount of energy, m both 1ts phystcs and the 
opposition the player faces. Few objects are 
destructible, but those that are are well 
placed - barncades crumble, punctured p1pes 
vent sprays of deadly steam and the debns 
from exploded barrels all get tnvolved woth 
uncanny timing. After fieldmg a well-placed 

grenade, enemies cartwheel and spiral 
through the air in an enthustasuc slapstio: 
show of the Havok eng1ne. And opponents 
make up for a lack of tntelligence wtth sheer 
aggress1on, ztg-zaggtng and squatting at 
1rntating moments, often crushtng the 
player's energy bar and rushtng them with a 
surprising disregard for their own. When the 
game does choose to step away from its 
skirmishes, such as the repelling of dropships 
from a mounted gun pod on the back of a 
movmg train, or the Interception of mcoming 
mtssiles f red from a nearby battleship, these 
sect1ons linger for too long 

Instead of the now-common restnction 
on your gun set, Partah uses a weaoon 
wheel. Activated by a s1ngle bunon and the 
nght stick, your seven weapons become 
swiftly accesstble once the layout is 
memorised. While the weapons themselves 
may be far from mspired. most feature useful 
upgrades and come with a punchy reload 
animations. The energy bar, too, is 
rechargeable - but segmented like The 
Chronicles Of Riddick's, wtth the player 
reqUired to rettre to cover m order to 
recover vta the use of a generously stocked 
healing tool. Vehtcle sect1ons are far from 
spectacular, and feel like obhgtng stretches 
of pace-changtng to punctuate the solo 
campaign, not dazzling bouts of frantic 
hlt'n'run action. 

Pariah does, however. keep its finest 



Four vehicles feature; the Dozer, Dart, Wasp and Bogie. All are 
ground·based. and offer some kind of on·board firepower 

environments for last, including a climactic 
stretch where all thoughts of balance and 
strategy are booted out. replaced by a 
tremendous duck shoot, a pyrotechnic payoff 
w1th one of the game's most stupidly 
powerful weapons lt's a f1ne and satisfying 
climax above the rather flat sense of 
progress1on throughout the rest of the game. 

But, ultimately, 1t shares 1ts problems with 
Killzone. Its glossy product1on - including a 
su1tably brooding soundtrack - is deflated by 
a creeping sense of repetition, an absence of 
a certain spark that's needed to ignite the 
whole game from a box of fireworks into a 
captivating show Pariah 1s still a worthwhile 
expenence. JUSt one miss~ng that vital f1nal 
flounsh, an extra hmb to add more meat and 
mob1l1ty. W1th the FPS realm be1ng crush~ngly 
overpopulated, and rts upper class becom~ng 
so ternfy1ngly demand1ng and particular, 
Pariah's sohdrty 1sn't enough to allow 1t entry 
mto the genre's gentry, and 1t's destined to 
remain a notable outs1der, perhaps more so 
than its title ever Intended. [7] 

These green tokens (left) are wu pon energy 
cores, the key to upgrading your armoury. 
Each weapon can be modified three times, 
and sometimes quite significantly. Your sniper 
rifle, for example, turns Into a fearsome 
threat detector with just one enhancement 

There's no standard melee weapon bash. 
Instead, the player has recourse to the 
Bonesaw, a jagged knife that you' re very 
likely to forget is ever there. Instead of a 
general melee move. Parl,1h offers the ability 
to dash over a short distance. but it's another 
feature that's easy to overlook during play 

The violent cartographer 

Despite not having Timesplitters' 
hobbyist detail and diversity, 
Pariah still packs a map editor, an 
interesting inclusion considering 
the game's scale and pace. The 
editor's themes are composed of 
a series of wide islands that are 
close relatives of the solo 
campaign, and feel like a release 
next to the maze-like intricacy 
of Future Perfect, but they're 
not hugely flexible. The details 
are limited to appearances and 
form of the map only: textures, 
land shape, building locations 
and sparse vehicle placements. 
lt's an editor that feels exhausted 
a ll too quickly, and it's a shame 
that more features­
customisable weapon locations. 
player spawns and more -
aren't part of the package. 
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Old hands 

Three of Kasars levels are 
preludes to The Mark Of Kri, 
setting the scene for both games 
in sepia tones as elders Baumusu 
and Griz face down the growing 
Kasai army. That force's weight of 
numbers puts the revised game 
engine through its paces, and 
impressively it never drops a 
frame as the invaders swarm the 
two warriors a dozen at a time ­
bad odds for the Kasai. 
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t the t ime of its release, The Mark 
Of Kri received a mixed reception 
for forging a different path to 

other thirdperson action titles: since then, 
the road more travelled has led to ever­
increasing environment interaction, 
complexity and elasticity. Rise Of The Kasai 
wilfully ignores those advances by 
maintaining the first game's core mechanics, 
though this doesn't damn it as a button­
masher so much as confirm it as a next­
generation Dragon's Lair, more concerned 
w1th the animated beauty of response than 
demanding technical precision for it. 

New to the game is a partner system, 
intended to support an online coop play 
element- clipped late in development, this 
leaves the AI to simulate human error by 
fumbling stealth kills or blundering into 
enemy view. Warrior partners are prone to 
charging into crowds you'd intended to pick 
off by strategy, and stealth partners to hang 
back when you need them in the thick of a 
brawl - a random element that could be read 
as poor AI by the less forgiving. Even the 
more forgiving will pick up on its occasional 
failures to prioritise mortal danger over 

Boss fights are less demanding 
when playing as Tati : only Rau's 
bow can hit distant weak points. 
leaving her to fend off the troops 

Unfortunately, the strategic elements in level design that 
went underplayed in Kri, such as choosing the right weapon 
for each area or using wildlife as diversions, are even scarcer 

getting to the next waypoint, or f its of 
determinedly sprinting into walls. 

None of these glitches are fatal, but they 
inflict a more lingering injury on the sense of 
savage purpose your partner provides. When 
following separate paths through a level, 
they form a deadly ambience to the rhythm 
of your progression - distant cries of alarm 
suddenly silenced, or a mob of charging 
enemies struck down in their tracks by 
ranged attack. United, the lack of 
communication beyond occasional hand 
signals dials in to Kn's primal frequency- no 
talk and all action - disguising its limitations 
as a sense of wordless acknowledgement 
and grim determination. 

As the limb-hewing combat is now 
familia r, Kasai's draw needs to be in the thrill 

of exploring its new locales, and it's here the 
game peaks too early, in a lake town so 
sprawling and detailed it could sustain an 
RPG. The following sections are curiously 
exhausted, feeling less like parts of a world 
and more like levels in a videogame - it's 
testament to the voice cast's conviction that 
the narrator can make flicking four heavily 
guarded switches ring with mythic 
significance. While every level has its share of 
switch-pulling, it's most jarring when Kasai is 
dragging its heels on the final levels instead 
of pounding out a crescendo. 

Though the game's con fidence fa lters, 
its storytelling never does. building a 
new myth with the kind of passion and 
resonance expected from an eastern retell ing 
of an old one, and enriching the entire 
sweep of its universe - the first ti tle, Kasai 
itself, and the alluded-to final chapter. 
Should BottleRocket del iver that third 
game, it needs to improve upon the game 
design with the same prowess as it has the 
artist ic vision: but for that vision alone, Kasai 
is still a triumph [6] 



WAT 4, a traditionally by-the-book 
simulator at heart, pamts a umquely 
v1vid d1orama of socia penl, delving 

effectrvely into the extreme s•tuat10ns of 
latter-day movies- the kmd you w•sh were 
confmed to fiction, but know in your heart 
are not. Its world IS populated w1th monsters 
and lunatics, totally at the mercy of their 
rampagmg inner demons. One suspect 
tortures law students in his basement, 
casting them in gnsly home mov1es while his 
senile mother, convinced that he wouldn't 
hurt a fly, idles upsta•rs We learn th1s thanks 
to m1ss•ons wallpapered from head to foot 
with narrat1ve touches and charactensed 
decals, Irrational bnnging expert expository 
craftsmanship to each besieged location. 

Though •t also plays like a mov•e. SWAT 
doesn't do so 1n the way we've come to 
expect. Rather than Inject drama through 
chokepoints and set-pieces, it presents 
missions that are each one grand set-piece 

Doors provide a focal point for SWATs high 
level of drama and strategy. HostiiH can 
bunt through at any givon moment, making 
tho opti·wand and wedge (a tool that jams 
doors shut) your most important gadgots 

unto themselves. Your overnd1ng protocol is 
to bring order unto chaos, and thanks to the 
versatile behaviour and placement of 
enemies, every 1ssued command has the 
capacity to blow that objective apart w1th 
one fatal shot. The squad (four officers and 
you, their leader) is controlled with 
remarkable ease via a clynam1c nght-chck 
menu and context-sensrttve commands. 
Loadout permttting, you can do anyth1ng 
your teammates can, from blow1ng open 
locked doors to peering beneath them 
and around corners w1th the marvellous 
optt-wand A pop-up moMor allows you to 
spli t the team in two wh•le ma•nta1n1ng 
overall control, a fixed sniper position 
becoming available by the same means 

In all of the1r regtmented manoeuvres, 
your o¥teers are consistently, bnlliantly 
animated, not least when chargmg into a 
hosttle room havmg tossed a flash grenade 
through the door. Though it requires a 

A very real sense of danger 
pervades every last room, 
cupboard and shadowy hiding 
place. a single shot from a 
desperate suspe<t often enough 
to incapa<itate or kill either you 
or a member of your squad 

Playable by up to five people on line, coop 
mode provides another example of this 
increasingly recognised game option being 
implemented well. A mission makor lets 
playen twoak the existing scenarios. 
modifying objectives and enemy behaviour 

Your squad's At-driven manoeuvres are beautifully choreographed and synchronised, officen visibly 
counting down the seconds before a detonation breaches a door. sometimes even passing grenades 
between one anothor to balance their inventories. The subsequent explosions are no IHS improssive 

top-end gaming rig for decent performance, 
Irrational's use of the Unreal Vengeance 
eng1ne has produced a world that's vibrant, 
drenched 1n authentiCity and wholly su1ted to 
the game's sporadic pace. 

lt's cruelly ironic, however, that something 
as pedantic as SWAT should feature bugs 
that often make its ObJectrves 1mposs•ble 
Find1ng c v1l1ans that can be neither 
restra1ned nor reported leads to dropped 
marks in the subsequent debriefing, making 
hfe m1serable for those in pursuit of 
maximum scores. But when those 
uncooperative NPCs put a barrier between 
you and a pnmary objective, the enttre 
mission can effectively be written off there 
and then, save for the pepper spraytngs and 
other non-lethal ·suggest1ons' that can 
occas1onally bnng the AI to its senses. 
Another problem is that officers, when 
ordered to deploy ordnance before entering 
a room, can be somewhat conservative w1th 
their throwmg arcs, dropp1ng gas grenades 
to w1thin a metre of the door whtle hostiles 
cock their weapons and watch. 

But the game's appeal remains 
undim1ntshed, the extreme volatility of its 
every moment carrying a reward that 
overshadows the annoyances. We can always 
rely on Irra tional to make a drama out of a 
crists, and so they have with SWAT 4- a 
game that never undervalues the senes' 
nature, but tmbues it wtth a dozen ttmes 
the personality you'd expect. [7] 

Sadism Will 
Always Triumph 

The malice shown by garners 
towards the denizens of their 
games is governed less by their 
willingness to inflict it than by 
the degree to which they can get 
away with it. Though it never 
openly advocates the pepper­
spraying of civilians' eyes from 
their sockets or the stimulation 
of private parts with a tazer, 
SWAT does feature an unhealthy 
selection of non-lethal but 
endlessly enjoyable weapons 
including pepperball rifles and, 
if you can believe this, 'less 
lethal' shotguns. it's remarkable, 
in fact. the amount of police 
brutality that goes unnoticed by 
the game's otherwise scrupulous 
scoring system. it's also a little 
suspicious how well Irrational 
has portrayed the agonised 
reactions ... it's as if they were, 
somehow, reading our minds. 
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Merchant of Aven 

lt's debatable whether loren 
Haggard, the game's sole 
buyer and seller of goods, 
has a prominent role to fill. 
You'll find yourself constantly 
trying to unload on to him t he 
copious amount of loot that 
drops in the dungeons, but he 
never quite seems to be able 
to offer much in return more 
valuable than what you've 
found on your last outing, 
causing your gold reserves to 
pile ever higher and become 
increasingly worthless. lt's a 
high·level balancing issue that 
has a negligible effect on 
gameplay, other than to slightly 
diminish the impact of loot 
dropping itself. 

_j 
t's e1ther an exercise in 
bamboozlement and sleight of hand, 
or the highest accomplishment of 

self-confident design and execution: one 
way or another, the team at Sony On line 
has managed to take a by-the-numbers 
hack-and-slash RPG formula and turn 1t 
into one of the most surpris1ng1y add1ct1ve 
and engag1ng t1tles from the PSP's US 
launch library. Wh1chever it may be (and 
we're assuming 1t's the latter), 1t's a s•m,lar 
testament that all of the game's less 
attractive features can be so easily brushed 
as1de with a rubnc frequently neglected: 
Untold Legends is, to put it over-simply, 
outstandingly fun. 

it's in the pacmg, for one. As a portable 
t1tle, Untold Legends knows that its payoff 
has to be 1mmed1ate and frequent and it 

Despite its diminutive size, Untold Legends packs a graphical wallop. Players 
can jump into any of their party's singleplayer storylines and the enemy 
strength will shift accordingly. Everyone's experience and any equipment 
found can be saved and brought back to their own personal adventure, but 
only the host's storyline is advanced through the multi player game 
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grac1ously complies. with even the bnefest 
mornmg commute diversion y1elding at 
least one quest completed, at least one 
level gained and frequently another full 
wardrobe change rounding off a constant 
feeling of accomplishment. And it's simply 
1n the world, too. Grid-based though 1t may 
be, the ocat1ons that unfold are mcreas1ngly 
lush and full of character beyond the 
dungeon crawler's standard 'are of bnck, 
torch and sewer; the best1ary opens to 
reveal personality well beyond rat, sp1der 
and skeleton; each of the four classes has 
its own unique sets of animatiOn and 
behaviours, and each weapon a distinct heft. 

The game, however, isn't without ItS 
weaknesses. The storyline is presented m too 

Though your first hours seem to consist 
of no more than spider, spider, skeleton, 
spider, rest assured a more impressive 
range of foes presents itself later on 

conta ned, too b1te-s1zed and perhaps too 
eminently skippable morsels of pre-and-
post -quest dialogue, and collectable JOurnals 
and note entries that serve more as 
unwelcome 1nventory slot fillers. For as much 
as the game is able to draw you completely 
into the world of Unataca, the reasoning 
behind your wanton slaughter comes 
through m a series of toe-tapping Impatient 
distractions - drawn-out exposition when 
a s1mple location pointer and a starting 
pistol would suf<1ce. 

Though the game's Slngleplayer is a 
reward1ng venture 10 tself- espeCially 
s10ce for alchem1sts the loneliness can 
be allev1ated by summon•ng a comiCally 
top-heavy, lumbering golem - the mult1player 
is the game's primary draw, and though 
serviceably executed and with all the 
accompanying rewards of playing with a 
party of real live humans, it's here that the 
game shows more f1ssures m its surface: 
network drops are a little too frequent 
(turning off tne PSP's WLAN powersave 
seems to help), and the game's flow comes 
to a lurching and stuttenng halt as party 
members access tne1r 1tem menus 

Despite the niCks 10 the sheen, Unrold 
Legends 'sa strong first volley from Sony 
Online, and if it's only uphill from here, 
we're in for a hell of a ride. [7] 



ust 1 5 m1nutes spent m Phantom 
Dust's haunting world 1S enough to 
w1pe anyone's memory; an amnesiC 

c oud is chokmg th1s future landscape, 
blanking the mmds of any who dare hnger 
on the surface for too long. An awdental 
metaphor for Microsoft's refusa to globally 
publish th1s decept1ve th,rdperson arena 
scrapper? However forgetful or neglectful a 
parent it may have had, Phantom Dust's 
ideas have proved 1rrepress1ble enough for 1t 
to be adopted by another, and granted a 
budget release m the west 

Ostensibly a realt1me third person 
death match game, Phantom Dust h1des a 
complexity and breadth that's m league w1th 
more sedate turn-based card-battlers. Its 
depth is h1dden by a gameworld that seems 
a fitting host for more frantic out-and-out 
blasters. Battlefields are ready-demolished 
urban arenas, memor als to a former 
civilisation shattered by the emgmat1c events 

Lock-on is essential, available regardless of where opponents 
are located, providing into on their distance and what attacks 
can be made. Knowing the arenas is essential for effective 
use, though, to prevent fall ing out of the level while duelling 

that dnve Dusrs story, but npe for further 
destruction via the actions of Espers -
combatal'ts able to access the powers 
conta1ned 1n orbs scattered around these 
post-Armageddon landscapes. lt's a 
disquieting and individual world, a S1te of 
extreme oisaster but one populated by 
seemingly 1a1dback characters as clueless to 
the backdrop of sinister amb1ence and 
desperat1on as the fledgling player. Dust is as 
unlikely a setting for a thoughtful strategy as 
any, and all the more likeable for 1t. 

But it h1des its depth in a far less worthy 
manner- by offering a singleplayer 
campaign that takes too long to ignite, 
requiring a plod through numerous dull 
missions while the battle system reveals itself 
by depressing fractions. Combat is based 
heavily on lock-on techniques, of equ1pping 
yourself with abilities (attributed to the pad's 
face buttons at the player's demand), and 
fl,ngmg them at the enemy while defending 

Colours play an important part, 
and need memorising. Skills aren't 
just broken up into vivid schools 
(colouring the vapour around a 
character), but also categories 
for Aura, Attack, Defence, Erase, 
Status, Environmental and Special 

REVEW~ 

Despite being patrolled by some mysterious characters. 
the game's hub is pretty but sparse. and futures as 
many loading screens as it does useful conversations 

Dus(s music is excellenl, and often piped in via the tinny output of a radio pumping out an unnerving 
tune. Strangely, custom soundtracks are also supported; Silent Hill 3's soundtrack is a surprisingly good fit 

agamst mcoming attacks. lt seems like a 
stilted back-and-forth to begin w1th ­
especially thanks to the d1m AI of your 
opponents - but soon burgeons into 
something far more entertaining once the 
mterplay between d1fferent skills and status 
effects IS g1ven room to breathe. Indeed, 
Phantom Oust 1sn't a game that rewards 
twitch ability; desp1te 1ts colour and 
destructton, famil1anty w1th your library of 
powers IS the key to winn1ng battles 

Wh1le 1t feels dynam1c for what is, 
essent1ally, a RPG of skill harvesting and 
expl01t1ng. the end result IS more about 
flex1b1hty than exhilaration, more a colourfully 
framed and extended session of rock-paper­
SCISSOrs than any k1nd of rush. The game's 
few arenas do beg1n to dull very qu1ckly, 
though, remforcmg Phantom Dust's worth 
among on y those players who rel1sh the idea 
of collecting and refln,ng an arsenal of skills, 
and us1ng them effect1vely. Otherwise, 
anyone willing to forget a game that can't 
thrill them withm 15 minutes will become 
a v1ctim of Phantom Oust's world, rather 
than its sav1our. [7) 

Dust to dust 

As well as splitscreen battles, 
Espers can engage in fourplayer 
confrontations online, a feature 
that's a greater stage for Dusrs 
strengths than singleplayer. 
Forty new skills can be earned in 
this mode, but the effort needed 
is a testament to the game's 
requirements: a new ability for 
every 30 wins. lt may sound 
intimidating, but ekes out more 
of the game's worth than CPU 
opponents, and is one of the 
most thoughtful counterpoints 
to the blur of loud, upfront 
conflicts that are a significant 
portion of Live offerings. 
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'Breaking the gate' Is required for level completion, though it's more a case of press button, question the lack 
of animation, receive score. Multi player scrambles for the gate bonus fall to be as thrilling as they suggest 
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FORMAT: XBOX PRICE: BO (£15) R£L£ASE: OUT NOW (JAPAN, US) 
PUBUSHER: SEGA DEVELOPER: AMUSEMENT VISION 

Snappy campers 

LAN and broad band connectivity 
allowed the arcade trilogy of 
Spikeout, Slashout and Final 
Battle to bring a heightened 
coop dynamic to a coin -op genre 
gasping for a twist. Their story, 
however, is the age-old backbone 
of the beat 'em up genre: a tit· 
for-tat war between marauding 
gangs of ruthless prettyboys. In 
Battle Street, the saga continues, 
ten years older but still 
preoccupied w ith Team Spike 
and Team Inferno. Its dramatic 
episodes are so spectacularly naff 
that only a Michael Jackson 
dance-off could resolve them. 
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m1spercept1on of the Spikeout senes 
would be that it's a deliberate 
throwback, born of the same 

nostalgic pulse that brought us Dynam1te 
Cop, D1e Hard Arcade and, have mercy, 
Zomb1e Revenge. But instead it's a d1st1nct 
creature that deservedly occup es its own 
subgenre. Battle Streer, a belated home 
vers•on. represents Tosh1h1ro Nagosh•'s 
recogmt,on that, 1n the proven stability of 
Xbox Live, an Infrastructure exists that can 
bring the Innovative mult1player brawl to an 
exc1t1ng global arena. 

The overvvhelming conclusion, however, 
is that something ma1or has been either 
overlooked or neglected: that while domestic 
online multiplayer may have finally caught 
up, the rest of the gam1ng world has 
overtaken Sp1keour by eight years. The vocal 
hardcore can still leave the1r piCket lines at 
Sega's door and ret-eat to 1997 courtesy of 
their Interconnected living rooms, but 1t's 
likely that most wlllmstead offer the1r choice 
of apathy or bemusement towards a game 
that remains unchallenged in its peculiar 
realm but becomes a howling anachronism 

when set against the modern landscape. 
Battle Street mostly feels like a latecomer 

to the Dreamcast shindig, arnving long after 
the host and loitering guests have left. The 
s1gnature vibrancy of Sega's visuals st1ll has 1ts 
place 10 th1s RenderWare-accustomed age, 
but not •n a game where the humans are less 
charactensed than the cars 1n Crazy Taxi. 
Cut-scenes, Similarly, are rendered Wlth the 
technology of yesteryear. The chansmauc 
artwork of the 2 D era may have reliably 
converted the genre's very camp brand of 
action and storytelling, but there's little to be 
chenshed in the shark eyes and doll faces of 
this part•cular, rather malformed cast. 

The game itself, for all its dated simplic•ty, 
can be enJoyable, but mostly within the 
comfort zone of AV's insp1red online 
component. The voice support and sat•sfying 
stab11ity of the experience g1ves us somethmg 
that •s, at least, different. Enemies spawn 1n 
set formatiOns conveyed v•a a 1ocalised map, 
the 1nfluence of very linear AI then hustling 
them towards a team of up to four players. 
Desp1te the suspiCion that the map is mere 
compensation for the absence of camera 

control, it does lend 1tself to a tang1ble 
strategic model. The crux of combat 
invariably devolves into a bludgeoning 
melee, but coordinated manoeuvres can 
substantially mimmise the result1ng damage. 
A waiting line of enemies IS, after all, less 
effective than a surround1ng mob. 

But that, rather bluntly, IS the game's 
o~ering. The usual D Y store of weaponry 
may be ava,Jable- spanners, patio chairs, 
swords, truck wheels et al - but 1t adds little 
polish to a near-redundant mode of combat. 
Though a combo system does exist, it's a 
limited inventory of punches. kiCks and 
charge attacks from which players will likely 
obtain only one or two favourable button­
bashing stnngs. Levels feature numerous 
boss battles and a stream of ident1kit foot 
sold1ers, but mernly send the player back to 
square one when the•r one life IS over and 
make the singleplayer story mode an 
agon1sing exerCise 1n self-abuse With a 
revised eng1ne, Battle Street could have 
passed for a s1mple pleasure w1th a steep, 
refined learning curve. For a dwindling 
few, perhaps, •t still m1ght. [4] 



The game's beauty shines through in the r~ays, but it's 
also an opportunity to see what's happening u~r the 
bonnet as telemetry data highlights the stresSti and 
strains impacting on tyres. aerodynamics and the engine 

ust ~you're in no doubt about 
Forza's rai~n d'etre, the 101t1al 
oad1ng screen defmes the word 

'simulation' every time you boot up the 
game. As another company already took the 
'ultimate driving simulator' tag, 1t's 
interesting to see Microsoft fmding ways to 
convince you that this is the real deal. Pop-up 
menus educate you about the subtlet•es of 
trad•on, rewards 1nclude informatton about 
ride he1ght and downforce, and the game 
conta1ns enough graphs and data to keep 
statisticians in the throes of ecstasy for 

Rival AI is pleasingly 
belligerent but it's also good 
to see opponents losing their 
bottle and spinning out on 
the final corner of an 
important race. This is less 
likely to happen when you 
ramp the difficulty up, though 

months. But Forza's strength IS that 1t never 
feels as painstaking, dry or downnght severe 
as 1t sounds 

The usual options to turn off dnv1ng aids 
are present, but even stripped down to its 
most uncompromising the handling model 
remains JOyful and forgiving at least in 
comparison to sterner games like Geoff 
Crammond's Grand Prix 4. Perhaps the best 
test of any driVIng sim's ability to exc•te and 
endure IS not 1n how it plays aga1nst CPU 
drivers but •n how thrilling 1t 1S to play 
agamst the clock, and in th1s resped Forza 1s 
not found wanting. Because there's an 
underlying subtlety and sophistiCation in the 
handling -and it's encouragmg to see even 
m1nor damage and tyre wear affecting lap 
t1mes- the compulsion to shave frad•ons off 
your records IS always there. 

So •t's a ptty, given that the engme is 
~ f1nely tuned, that the structure of the 
singleplayer game is~ prosaic. Surely there 
are better ways to frame a racing game other 
than mov1ng through a chain of event 1cons 
until all the padlocks are removed? Along 
w1th new veh1cles, courses and upgrades. 
credits are awarded for placing highly m 
races, but Forza doesn't become challenging 
unt•l plenty of early groundwork IS 

completed Thankfully, vehicle restnd•ons 
placed on later events ensure that you 
cannot s1mply buy yourself a wm w1th a 
flash car and a supercharged engine. 

Where Gran Turismo 4 compels you 
to collect, photograph and fet1shise, Forza 
has no goal other than to reach level 30, 
but despite th•s the addidive Dnvatar feature 
will keep you pla)'lng {see 'Back seat dnvar'). 
Much of the game has also been built 
for online play, and though the CPU AI 
is generally combative, it's here that 
the sweaty-palmed thrill-seekers will 
be. Online optiOns include joining car 
clubs, swapp1ng Drivatar data, getting 
scores on over 1, 700 leaderboards and 
buymg cars from other players an mcredible 
package and another r eh seam to mine for 
those who persevere and complete the 
singleplayer expenence. 

Forza 1sn't a revolutionary game, but 
it expands and hones features that other 
drivmg games pioneered. Whether it's 
braking gently into the sweep of a 
left-hander at the Nurburgnng or na•ling 
a hairp•n around Tokyo's crty streets, 
Forza successfully communicates the 
pleasure of racmg. [8] 

The racing lint helps new drivers and, 
as the colour changes - red for brake, 
yellow for maintain speed and green for 
accelerate- it proves an intuitive tool 

Back seat drivar 

The Drivatar feature in Forza is 
not so much a clever bonus as a 
game In Its own right. and one 
Microsoft wou ld do well to 
explore In the future. The idea is 
that you pass five driving tests 
and are scored for your 
performance negotiating radials, 
hairpins. chicanes and apexes. 
Once all tests are passed and the 
stats recorded your Drivatar can 
be entered into any of the Career 
mode events. it's wonderfully 
compelling watching your AI 
buddy competing against rival 
drivers, and If he's is not up to 
the task then you can go back to 
Free Training mode to brush up 
on the areas where he's least 
accomplished. Theoretically, it's 
possible to unlock the entire 
Career mode by training up your 
Drivatar and entering him into 
events, though this takes longer 
as he always takes a percentage 
of the w innings. 
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HAL 's magic paintbrush 

The worlds which Kirby explores 
have a vibrant variety which 
many of the best platform games 
share, but a real surprise comes in 
some of the art direction of the 
game's general presentation. Each 
world is represented by a small 
painting, all startlingly stylised, 
unusually beautiful and in some 
cases strikingly abstract. At a time 
when gaming's artistic range is 
shrinking. as realism dominates 
more and more. the OS - with 
titles like this, Meteos and 
Electroplankton - is becoming a 
bastion of pure invention. 

As is tradition. Kirby can absorb his enemies' 
power by defeating them. These add even 
greater complexity to the game -the Tyre 
mode adding bursts of speed and ability to 
blast blocks. Stone mode Jets Kirby sink to 
the bottom of underwater sections. honking 
vulnerable enemies• heads on the way 
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t's hard to imagine two games 
that could be more similar and 
yet more different. Touch! Kirby 

and Catch! Touch! Yoshi are both DS 
games which require you to draw platforms 
for your heroes to walk (or roll) on. Both 
recycle classic Nintendo characters of earlier 
eras; both preserve the essence of the 
original mechanic of the games they echo; 
both are held up as a way of quashing those 
who doubt what DS can bring to gaming. 

And yet it's hard to imagine someone 
who will like them both. Yoshi was a 
reduction - a single idea honed into 
elaborate completion by the DS's peculiar 
capabilities. Kirby is a full, traditional 
platform game laden with ideas and extras, 
and as a consequence comes close to sinking 
itself. Kirby, rather nevi tably, is ready to rol l. 
Touch him, and he'll set off. Come to a gap, 
and you'll need to use the stylus to draw a 
bridge for him. Want to change his direction, 
and you'll need to draw m a barrier. bumping 
him into reverse. Tap enemies to neutralise 
them, and then roll into them to absorb their 
powers. which yet again changes the control 
process. Access inaccessible ledges by 

Kirby has always been one of Nintendo's sugariest characters, something this game revels in, bundling a pink stylus with 
the Japanese code. In the US, however, it's been renamed as Canvas Curse with a butch Kirby glaring out of the cover art 

drawing loop-the-loops and watch Kirby stick 
to his rainbow road like glue, regardless of 
gravity. Protect him from lasers by drawing 
rainbow barricades; find switches and secret 
areas. it 's a full programme, played out over 
eight varied levels, each with several stages, 
and punctuated with boss challenges. 

For those who were frustrated by Yoshi's 
singlemindedness, this will seem like the 
game they were hoping for. However, in 
producing a more elaborate experience, Kirby 
sacrifices some clarity of design. Your magic 
paint is limited, and once you've used it up it 
takes a second or two to refill. This means if 
you've made an error, you can find yourself 
with no paint available to draw yourself a 
safety net. The game will always allow you a 
litt le smear of paint - enough for an 
emergency trampol ine - but using this resets 
your paint supply's regeneration and it's 
possible to end up in a situation that 's almost 
impossible to salvage, literally painting 
yourself into a corner. The wider range of 
interactions also makes their results harder 
to predict. Knowing whether or not an 
enemy or projectile will be able to pierce 
Ki rby's rainbow shield is more a matter of 
trial and error than the careful visual code 
that made improvisation so viable and 
appealing for Yoshi. Ultimately, there isn't 
as much of a complete sense of control as 
there could be. 

But while it is a little hampered by its 
scale and scope, Kirby remains imaginative. 
detailed and demanding. Unlockmg every 
character, every tune. every paint pattern and 
finding every hidden corner is an absorbing 
challenge. Visually striking and technically 
inventive, it's exactly the kind of game that 
Nintendo promised the DS would del iver. [7] 

later levels don' t just expand the game's visual range, 
they also add depth to the gameplay. These bumper balls 
turn levels into huge pinball tables, forcing lightning 
reactions to improvise rainbow routes to control Kirby 



ercury is a PSP game that's more 
about Portable than PlayStation, 
approaching the new handheld as an 

individual and dwelling on neither its 
illustrious big brother nor the technological 
inheritance that, in the majority of cases, has 
made copycats of its launch titles. Its 
interface screams Amiga, its design favours 
Marble Madness over Monkey Ball and its 
physics are entirely cutting-edge. On any 
format this would be an enigma, but as an 
early PSP tit le it doubles as a persuasive 
suggestion of creative and technical 
flexibil ity. Not a killer app, perhaps, but a 
silver bullet for many a lingering doubt. 

The first of six initial worlds is a 

All of the game's basic tables can be played in either 
wireless head·to·head or ghost time trials, making 
for some enormously nerve-wracking experiences 

rudimentary playground for its premise, that 
being the science and character of the 
mercury itself Essentially, it's a summary of 
all that you've likely extrapolated from the 
long build-up to release. The mercury itself 
looks simply gorgeous, acting in no way 
other than how you'd expect globular metal 
to behave were it ferried and flung about a 
t ilt ing, multi-tiered landscape. Every 
identif iable motion, whether it's a flight 
through the air or the meticulous navigation 
of a corner, asks a question of the game's 
physics to which the answer is seldom 
obvious. Certainly, there are basic exceptions: 
with sufficient impact it will splash, on a 
sharp edge it will divide. But the nuances 
that govern its precise cohesion and 
locomotion feel inexhaustible. 

In light of what happens next, the 
extended tutorial is akin to a springboard 
that propels you headfirst into the ceiling 
Mercury steadily becomes what the silky 
screenshots and artwork never fully declared 
- a puzzler steadfastly faithful to the old 
guard. lt isn't a perpetual engine like Tetris or 
Lumines, but an architecturally immaculate 
theme park where every inch of real estate 
has been assigned a specific purpose. Its 
challenges, whether they involve racing to a 
chequered finish line, sustaining a 
percentage of mercury throughout a course 
or working it around the mechanics of a 
logic puzzle, are increasingly, crushingly hard 

While ninja bonus stages await those who obtain every high score in a particular world, an entirely new 
set of levels can be accessed once the sixth world is done, each serving up a fiendishly complex puzzle 

This emerges insidiously but quickly, the 
attainment of the second world 's top 
scores becoming tricky, the atta inment 
of everything beyond world four being 
the catalyst for an exquisite headache. 
Steering, merging and separating multiple 
blobs of variable colour through a devilish 
obstacle course is one thing; doing so via 
a single universal t ilt is a brutal lesson in 
cause and effect. 

But it's a lesson you can learn. Mercury 
exhibits a perfect hierarchy of challenge and 
reward, the two remaining poised 
throughout and ult imately growing to the 
point where they touch and become one. 
The pain becomes the pleasure because, in 
spite of the extraordinary degree of trial and 
error (practically requiring a degree in the 
subject), there's never a moment that feels 
broken or exploitative. Achieving high scores 
on every level (by which sequel-standard 
bonus stages are unlocked) is a process of 
discovery rather than refinement. Pursuit of 
the obscure shortcuts and perfect 'racing 
lines' required can feel like a separate game 
entirely and one giant bonus for the 
experienced elite. 

When Archer Met Sony sounded like a 
high-speed coll ision, the razor-sharp ethos 
of the PSP just as likely to sever his head 
as kiss his cheek. Whoever thought that, 
instead, the two would coalesce into this 
radiant alloy7 [8) 

Twisted metal 

Will it? Won't it? For Super 
Monkey Ball Jr. it didn't. In the 
case of Mercury, it mightn 't and, 
right now, hasn't. lt, of course, is 
the release of the fabled tilt 
sensor - a peripheral so ideally 
su ited to this genre that the 
inability of everyone involved to 
successfully market such a device 
proves endlessly frustrating. In 
Mercury's case, the hardware is 
teasingly advanced, the playing 
f ield becoming f ixed onscreen to 
strengthen the illusion. it's 
su itably responsive with 
adjustable sensitivity, and even 
adjusts the level timings to 
compensate for the lack of 
analogue nub precision. So the 
question resurfaces: will this 
novel feature again be canned 
by the logistics of hardware 
manufacture? We can only hope 
that the elusive UK launch 
provides an answer. 
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Boyz under the hood 

The relationship with DUB 
magazine w as meant to bring 
glamour and respec' to the game, 
but beyond a few branded wheel 
trims there's little to get excited 
about. If you're looking for an 
edgy game then go elsewhere, as 
there are few references to hard­
hitting contemporary themes. The 
game's lack of polish also extends 
to the garage, where choosing 
parts through endless menus is 
clunky and you must wait several 
seconds as cars load. Regardless, 
this' ll probably sell as fast as an 
Escalade in a San Diego forecourt. 
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he problem wath street racing games 
is that the streets become irrelevant. 
There's a start line and a finish line 

and, at least an theory, the idea is to get to 
your goal as quickly as you can, any way 
you can, beat1ng your competitors in the 
process But whether at's Midnight Club, 
Driver or Mtdtown Madness. the purity of 
such a simple des•gn falls apart in practace, 
because •t only works. only stops becom•ng 
frustrating, when checkpoint markers are 
placed on every street corner. Inevitably 
you end up w1th a game that's less about 
creatave path-finding and more about 
following the glow. 

To its credit, Rockstar San Diego has 
made some effort to progress the genre. 
There are a few shortcuts, ramps and hidden 
routes to be found for the ntrepid, but an the 
heat of a race at does not pay to go off on an 
exploratory excursion when h1tting each 
checkpoint suffaces For such a bombastlc­
lookang and sounding game the racang 1s 
conservative; take a wrong turn, or nsk tryang 
out a side street, and your race can be 
practically over. Although you can use 
free-roam mode to scope out alternate 

All vthicles are fully licensed, and the game contains damage, 
but it's disappointing that bashes are merely cosmetic and 
you are never financially penalised for scraping the paintwork 

routes once you've learned a race's path, at's 
an unrewardang and labonous process. Be 
cautaous. stack to the designated route and 
you'll be successful. it's a feeling re1nforced 
by the randomness of traffic flows, too, 
with the ever-present prospect of an 
unaccountable- and often ru1nous 
collision en route to the finish line. 
Outrageous special powers are provided 
to a1d players as they weave and skid at 
high speed, but they're not enough to 
completely offset this assue. 

Wh1le DUB Edttion •s a v•sual 
•mprovement from the preVIous games. the 
streets are still awash with a combanauon of 
tacky fluorescent and mean greys The 
graphiCS eng1ne is robust but -perhaps 
because the citaes are closely modelled on 

Align your vehicle behind a competitor and a slipstream 
meter will charge. When it's full and turned red you can 
trigger a powerful boost, making tht world a blurry haze 

real-world locales -there's httle elevation. 
contrast or downright beauty to adm•re. lt 
always feels like you're driv1ng through the 
world's largest red-light d•stract. 

Vehicle handling SUitS the sp•nt of the 
game perfectly, though, and a tatle that 
encourages you to flip up on to two wheels 
is never going to punish you severely for 
brakang too late into a corner. Upgrading 
vehicles can improve traction and steering 
control , but there's little sensitivity in a game 
that allows you to use walls as braking aids. 

There's no question that DUB Edttion can 
be pleasurable, especaally in the multiplayer 
games, but the Career mode too often feels 
like graft. There are tournaments, one-off 
street races and 'specaal' events, but each 
andiVidual race feels much the same as the 
last. Although it's superior to Need For Speeo 
Underground 2, offenng a far wader and 
wilder arena for street racing, 1t JUSt isn't as 
tram and supercharged as it could be [6] 



_j t's most helpful, in trying to quant1fy 
and qualify just what Electrop/ankton 
IS, to start w1th what it isn't. like 

most of Toshio lwa1's commercial works, 
though delivered and expressed through the 
same inputs and hardware, Electroplankton is 
not a game. lt has rules, but no goals. lt 
rewards, but not m gammg's classical sense 
of predef,ned secrets, unlockables and 
gallenes of ephemera. 

Sim,larly, though mus1c IS its medium (or 
one of the multi-, anyway), Electroplankton IS 
not an Instrument, at least not in the way 
that games have served as instruments 
before. Unlike the mynad trackers, loopers 
and remrxers that compnse the musical genre 
- which bend to the command and skill of 
the user. and can be ed1ted, honed, and 
miCromanaged to the microsecond - the 
plankton themselves are creatures with a 
m1nd of the1r own. They eagerly awa1t your 
1nteract1on, and can be coaxed into 
executing truly hypnot1c and entrancing 

it's easy to put El~ctroplankton down after ten minutes, 
convinced you've sun all the diversions it has to offer. 
Nearly all the plankton bear more careful study. These 
follow the lines you draw. matching pitch to shape, but 
their speed is governed by how fast you drew the line 

composrtrons, but, as any director wary of 
working with animals and children can attest, 
there's an element of imprecision and 
impermanence to every performance, and 
inevitably at the exact moment when you've 
stumbled across the perfect sound, the 
plankton t1re, wander away, or burn 
themselves away to extinction. 

Electroplankton is an experience, borne 
of art exh1brli0ns as it is, and 1s meant to be 
approached as such. Tnough there are few 
who can deny rts rnescapably captivating 
rnit1al charms, it's all too easy- and not 
entirely Without credence -for the sceptrcal 
to make a cursory run through its ten 
interactrons m the better part of an hour, 
snap shut the DS, declare they've seen all 
there is to see, and casually dismrss rt as 
noth1ng more than a prem,um-pnced p1ece 
of niChe But to 1ts credit. t never cla1ms to 
be more than t s· equal partS commercial 
artwork, hrstonca• document o' the art,st's 
accomplishments, toy (in no peJorative 
sense), and tool for interactmg wrth light and 
sound rn a wholly unique way. In that sense 
and those terms it's next to impossrble to frnd 
fault with the title. 

lwai stands somewhere mrdway between 
mad media scientist and mrcroscop'c man ne 
flea-orcus ringleader - he's tramed his 
creatures 1n the ways of sound and mus1c, 
and has g1ven them to the public at large 
to do WJth as they see fit. Ult,mately, that 
means that th1s stands as software that 
WJII grve back to the user as much as they 
are willing to put m. Without goals, with 
nothrng there to 'win', Elecrroplankton is 
1ts own reward. [8) 

Beatnes offers the easiest thrill. accessible tvtn to the 
most uncreative player. A backdrop of famil1ar Nintendo 
tunes lets you drop sound effects and notes over the top 

Musicians may not be new to the Idea that music is 
maths in motion, but some lev~ls make it transparently 
clear. These plankton follow paths you create by setting 
the direction of the arrows, each at different speeds, 
creating scales and arpeggios with geometric precision 

it's easy to get so absorbed In 
E/ectroplankton that you forget how social a 
machine the OS is. Find someone else with a 
copy of the software, and the possibilities 
explode, as lwai himself demonstrated at a 
recent Electrop/ankton concer~ sampling one 
OS into another and looping the results 

Warping the plonk 

While strumming and drumming 
away at the screen in an endless 
self-absorbed musical doodle is 
Electroplankton's main form of 
interaction, there's more on offer 
for anyone willing to tinkle with 
the OS's own Ivories. The D·pad 
can be used to lower and raise 
the tempo of any composition, 
turning a fine, considered piece 
of harmonising into a stressful 
castrated sped-up comedy garble 
and back again. Most plankton 
have secondary and tertiary 
configurations, too, activated 
with the Select button. Beatnes, 
for example, has its base tune 
cycled between a number of 
classic Nintendo d itties, while 
Lumiloop's instrumentation 
switches from warm ambient 
strings to an eerie selection of 
organ pipes. 
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_j his, then, is one of the 
refreshingly few times that 
PSP owners have been faced 

with a franchise that's cynically similar 
to its establ ished, bigger-brother PS2 
relat1on. it's a conversion that, while 
having not undergone the thoughtful 
shrink-ray that zapped both Twisted 
Metal and Wipeout Pure, is 
nonetheless an impressive one. 
This is THUG 2 transferred almost 
ident cally, ra il for rail and line for 
line, but with four new levels and a 
slightly fudged control system. 

Those who've come to rely 
instinctively on using analogue sticks 
for steering or shoulder/trigger buttons 
for mid-air spins will be least at ease 
with this downsized control setup; the 
D-pad wi ll have to suffice for those 
actions now, with the PSP's stick 
relegated to activating Focus mode via 
a quick flick. When moving on foot. 
the pad proves too skitt ish to be of any 

Shaba Games - the studio responsible for the 
imaginative but unsung Wakeboarding Unleashed 
- has been given a chance to add its own 
character to THUG2's washed-out-bulk with 
four new levels. While these stages have a 
more technical slant, they're still hamstrung 
by the persisting urban theme that made 
THUG Z's environments feel all too similar 
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Having the spine transfer option on just one 
button (the right shoulder) feels like a treat 
compared to the typical setup of Remix's console 
brethren. preventing any unneces.s.ary spin in 
mid-air while jumping from pipe to pipe 

use, but the analogue stick steps in 
to take over your skater's movement. 
it's an awkward compromise, but is 
far from ruinous. 

While levels have been replicated 
fa1thfully, and the control is as vacuum­
tight as is needed, there's some 
slickness missing. The console versions 
of THUG may not look as splendid as 
modern-day standards dictate, but 
they're smooth enough to allow for 
nosebleed combo lines and hyperactive 
trick linking across the environment. 
THUG 2 Remix doesn't cope as well 
under these hardcore pressures, as 
visuals begin to blur at high speeds, 
forcing reliance on muscle memory 
more than realtime improvisation. 

These points, however, are the kind 
of foibles that lodge most irritatingly in 
the craw of seasoned THPS trick­
jockeys. Experienced from a fresher's 
perspective, THUG 2 Re mix stands 
straight and tall, offering the series' 
trademark open-ended combo bl itzing 
in the form of a solid repackaging, 
albeit one that 's more a testament to 
the PSP's potential rather than a true 
exploitation of it. [7] 

he latest Twisted Metal is an 
interesting clash of old and 
new, albeit one that fails to 

resolve itself as naturally as, say, 
Wipeout Pure. The familiar breed of 
trailer-park gum bailers, the overall 
presentation and, indeed, the premise 
of the game itself seem somewhat 
outmoded, but thankfully this does 
little to undermine the solidity of play. 

Head On's personality is so attuned 
to the showpiece functionalitles of the 
PSP that it's as much a diagnostic tool 
as a dynamite brawl. Sony's handheld 
upholds its entrenched pyrotechnic 
values to the letter, weapons spiralling 
into graceful trajectories of smoke and 
belches of flame and wreckage. 
Happily, the series' sky-blackening 
derbies feel as accessible via the 
analogue nub and portable widescreen 
as they have ever been, the game's 
broader field of vision often proving its 
most effective weapon of all. 

But the gratifying multiplayer, with 
colossal, complex maps and capable 

network code, comes at a price. 
Whatever time constraints were placed 
upon Incognito to have the game 
ready for launch, they've fuelled the 
development of this one mode and left 
little in the tank for anything else. The 
singleplayer campaign, in spite of its 
bonus stages and two enormously 
loud bosses, a mounts to little more 
than practice for live death matches 
that many PSP owners will never have 
the opportunity to enjoy. More 
worrying than the limited AI of the 
bots (less of an issue in one-on-ones) 
is the game-crippling bug also arising 
in the reta il code we tested that 
regularly grants you infinite energy. 

For ad-hoc and internet players, 
however, Twisted Metal has once again 
surfaced at the opportune moment 
when it'll be appreciated the most. 
Like Black Online, it represents a 
subl imely efficient means by which to 
enjoy competitive multi player on an 
all-new platform, doing so amid a 
satisfying shower of sparks. [6] 



rom JUice Games' perspective, 
1ts publisher's dem•se around 
the t•me of Juiceds original 

planned release date late last year has 
proved more benef•c•a than first 
nd•catlons may have suggested. For 
one th•ng, new publisher THQ can 
assure the game more exposure than 
Accla1m could ever afford. But, 
crucially, it has allowed the developer 
to spend the last few months tweaking 
Juiced based on the predommantly 
negative feedback obta1ned from the 
onginal vers•on's f1rst batch of reviews 
(mcluding our own 1n E 142) 

The extra ume spent n the 
development garage IS certa1nly 
not1ceab e Noth,ng has been done to 
upset the game's core elements -
modd1ng everydaymobiles into bhp­
spewing street racing legends within a 
world where respect is the highest 
currency - but the overall balance feels 
fine-tuned, resulting in a smoother and 
more engag1ng progress•on. More 
apparent is the replacement of the 
truly abominable mtro movie w1th a 
prerendered sequence that borrows 
the occas•onal shot from John 
Singleton's 2 Fast 2 Funous, while 
m-9ame JUtced now d1splays an 
aesthet1c VIbrancy that propels 1t mto 
Japanese arcade racer terntory rather 
than leave 1t spluttering in the bland 
'PC port' visualisation of its past. 

The b1ggest tinkering has been 
focused on the handling department. 
The frustrating sk1tt1sh nature of the 

Improved visuals and an increased 
sense of speed are welcome, but the 
instructions to brake and lights on a 
corner's apex are excessive handholding 
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There's plenty of racing to be done, and the 
revised structure ensures you' re rapidly deep 
into the action - but the silly AI can frustrate 

f1rst vers1on has been eradiCated, 
replaced by a pred•ctable and 
easygomg alternative - alas, driving 
game aflc•onados w•ll complain, a little 
too easy Still, once they've nitroed 
the1r way 1nto the harder races they'll 
f1nd the•r rearv1ew m1rror fuller than 
they're grown accustomed to and the 
issue then changes drastically from 
how to keep ahead of the pack to 
how to keep out of their way. Juice 
Games will claim the AI has been 
overhauled and while it's true CPU 
dnvers appear to adopt more realistiC 
cornenng speeds, too often they seem 
unable to respect your position on the 
road and ram you out of contentiOn. 

Overall. then. JUtced re-emerges as 
an 1mproved package. lt certainly 
won't beat EA's NFS Underground 2 
sales. but 1t can at least pull up 
alongs1de when 1t comes to offering 
an impressively comprehensive, 
reasonably captivating though 
ultimately flawed experience. [6] 

- ~-~~·~: REMOTE CONTROL 
. /" ~~ DANDY SF 
1,_. ·.._J'-

• ~" FORMAT PS2 PRICE: ¥6,800 (£34) RELEASE: OUT NOW (JAPAN) 
("C - 1 PUBLISij[R KONAMI DEVELOPER: SANDLOT 

amers are used to 
mult1tasking, but this is quite 
somethmg else That Remote 

Control SF requires constant mastery 
of 11 of the controller's buttons •s not 
especially remarkable- Stee/Battalton 
saw to that. Rather, here players· faces 
are shoved agamst the boundanes of 
Interface management w1th both a full 
set of controls for manoeuvring a fully 
functional robot soldier as well as all 
those needed to control its 
independent radio-controll1ng p1lot, 
from whose eyes you v1ew the action. 
Unlike Sandlot's Tetsujm 28go, which 
denied Simultaneous commander and 
robot handling, here you really are 
playing two games at once - one m 
f1rstperson. another m thlfdperson; 1t's 
postmodern roleplay persomf1ed 

Each battle sees pint·s•zed, yellow­
SUited robot commander Un1 Kawara, 
and one of his ever-expanding range 
of robots. visit a destructible 
environment where you must face 
either single or multiple opponents. 
Should Uni stray too far from h1s RC 
robot then the radio waves won't 
reach, so finding a nearby safe spot 
wnh enough perspect1ve to be able to 
d~rect your robot Intelligently and 
effectively is imperative Th1s 
characterisation of the camera makes 
it poss1ble to perch on the robot ·s head 
h1gh in the clouds or to take refuge on 
a nearby rooftop. With the new 

Your robot's leg controls and body movement are 
all mapped on to the shoulder buttons and 0-pad 
while the sticks handle Uni's movement. After 
each encounter your team is awarded money 
with which to improve robot parts or weapons 

control system it's even poss1ble to 
dodge your way through the 
monstrous machines' legs as you 
control the battle above your head. 

Taking the robot through the 
mandatory and ongo•ng tra1mng levels 
1s like learning to nde a b1cycle and, 
once block and counter moves are 
added to the equat1on, the whole 
exerose feels hke a vast 1nteract1ve 
physics lesson. Getting your robot to 
land an uppercut initially seems a km to 
mastering some great martial secret, 
but after a few encounters you soon 
settle into the rhythm of dual control 
and clums1ly dnving your robot into 
demolish•ng the three-storey hous.ng 
you're simultaneously boosung Uni 
on to becomes a humorous blip rather 
than an inevitable miSJudgement level 
design is varied, but •n hard to deny 
that most arenas are des•gned to 
simply slow down the progress of both 
robots before their inevi table face-off. 

Successful videogame creat1on is 
often a case of refi mng 30 seconds of 
gameplay and then stretch.ng them 
out to hll the whole game. Sandlot's 
half-minute pttch is as n•che as it is 
inventive. But what could have been 
an enormously convoluted exercise 
largely flows w1th unexpected ease, 
coming together to represent 
everything wonderful about the 
short, sharp, mventive s1de of 
Japanese gammg. [7] 
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TIME EXTEND 
VAGRANT STORY 
({)~MAT PS1 
PuBLISHER SQUARE 
OtVELOPER IN-HOUSE 
ORIGIN JAPAN 
RELEASE DATE 2000 

A swansong for the PlayStation and a fairytale of 
what console RPGs might have been, Square's 
most un·Square epic is anything but transient 

agrant Story is a story told on 
its own terms from that 
obsessively detailed cover 

artwork down. A cropped version of 
character designer Akihiko Yoshida's 
image graced every territory's release 
instead of a safer, shelf-friendl ier, but 
ill-fitting render- on that note, the 
opening FMV feels like both a weary 
concession by the designers and a 
beautiful, vacuous shrug of the 
shoulders from the Final Fantasy VIII 
cinematic team, asked to sell a 
dungeon-crawl-as-Shakespearean­
tragedy in 20 seconds or less. Flashy, 
jump-cut and typically Square, it sits 
uncomfortably in a title that's atypical 
in almost every way. So atypical that 
even the cover's moody watercolours 
are misleading: hero Ashley Riot and 
companion Callo Merlose are barely 
united for longer than the in-game 
introduction sequences. (That's 
sequences - one to follow a press of 
the Start button, the other two to play 
out if you don't press it, as it would be 
too straightforward to thread the 
political and personal eat's cradle of 
the plotline from just one viewpoint.) 
If it hints at sexual tension, the closest 
any character gets to true intimacy is 
in the game's final chapter of deaths 
and farewells - in Ashley's case, 
comforting the ravaged body of the 

from Kojima's adoration of cinema, 
yet not po-faced enough to resist 
naming its lead antagonist Romeo 
Guildenstern and a triple-crossing 
conspirator Rosencrantz. Where the 
environments embrace period detail, 
Yoshida's character and costume 
design subvert it for medieval chic and 
brazenly bare flesh- infamously so in 
the case of Ashley's practically 
buttock-baring slit trousers, or how 
little of Sydney's frame is left to the 
imagination. Vagrant Story's leads 
brought catwalk sex appeal to a genre 
too eager to settle for stereotype and 
functionality: sporting armour as 
fashion statements, unrepentant 
anachronisms l ike razorblade-fingered 
gauntlets, golden lip rings or stocking­
and-suspender greaves and, most 
impressively, managing to retain much 
of their haughty allure even when 
transferred to the PlayStation's 
shivering polygons. 

The character models are the 
pinnacle of the last days of PS1, but 
it's the stage direction that flatters 
their imperfections and makes even 
the most slow-burning of scenes 
electric. Never settling for talking 
heads, both camera and actors are 
constantly restless, the former finding 
new angles with seductively gentle 
pans or violent lurches as the action 

Never settling for talking heads, both camera 
and actors are constantly restless, the former 
finding new angles with seductively graceful 
pans or violent lurches as the action demands 

man he has spent the game pursuing, 
scarecrow-blonde fugitive Sydney 
Losstarot, after his immortality has 
been bloodily stripped from his back. 

Strange romances and shifting 
allegiances are common enough in 
RPG plot lines, as are heroes forced to 
confront their traumatic pasts, but 
Vagrant Story's characters are written 
and drawn with a confidence that 
moves them beyond pantomime into 
arrestingly staged theatre. it's a more 
sober production than those resulting 

demands; the latter swaggering, 
preening, circling each other's 
personal spaces with the wary 
contemplation of predatory animals. 
What's still impressive is the sense that 
they have chemistry, portraying 
wordless communication and 
overwrought monologue alike with 
poise and performance, not the 
awkward shuffling on the spot and 
rigid, semaphore emoting of so many 
in-game productions. And they're 
framed superbly by their 

The metronomic rhythm of combat coaxes splashes of neon from each 
stnke, but the pounding sound effects are the memorable aspects 

environments, perhaps Vagrant Story's 
crowning reversal of expectations ­
the game opens with ominous storms 
and witching-hour shadow, then 
progressively lightens as the principal 
players are drawn to a whispered 
name, both promise and threat: Lea 
Monde, city of shade, lost to ruin and 
Darkness. And yet Lea Monde is 
painted not in barren gloom, but with 
overgrown avenues heartbroken and 
haunted under a languid summer 
afternoon. The musical score cuts out 
to a chorus of birdsong, keening wind, 
rushing water: you can stand on the 
Rue Vermillion or look across the 
waterways of the Tircolas Flow and 
find the same aloof, melancholy 
beauty as Silent Hill's streets in that 
long-held breath before things go 
wrong, before you realise things went 
wrong a long time ago and it will 
never be free of that moment. Out of 
scene, soldiers struggle to hold back 
the city's hungry ghosts and fear the 
onset of night when they will stalk the 
streets, but that night never comes 
during play - only a brilliant, searing 
sunset to frame the ascent of the 
great cathedral on Lea Monde's 
last day. 
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FOUND IN 
TRANSLATION 
Vagrant Story's Englosh 
script is certainly the best 
Square localisation effort 
and arguably one of the 
best from any publisher 
to date. The localisation 
team appears to have been 
given the same free rein 
to improvise as the 
developers, having 
rewritten the script in 
the spirit of the pertod, 
and in the spirit of the 
game itself, instead of 
dryly transcribing it word 
for word. Some of the 
language's power may 
come from it being wntten 
on screen rather than 
risking a voice cast's 
interpretations ­
conversations are all 
conducted in wiry, 
expressive speech balloons 
-but it's impressive enough 
that they meet the 
challenge of expressing the 
characters' multilayered 
personalities and shifting 
moods in text alone. 
Attention to detail doesn't 
end at the dialogue, with 
items and enemies tweaked 
to play off legendary cues, 
medieval lore, and the 
game's own unique voice. 
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Despite the fearsome solidity of 
Vagrant Story's atmosphere, it never 
shies away from admitting it's a 
videogame. it sports enough screen 
furniture to comfortably entertain 
friends, with a Ul overlay as 
contrastingly modern as its 
surroundings are historical- the 
wireframe globe that blooms to 
indicate the range of an attack as 
fondly remembered by players as any 
cinematic sequence. While the script 
finds characters justifying the 
existence of moving platforms and 
walking dead, the block puzzle 
sections and their optional 'Evolve Or 
Die!' timed completion challenges 
(not to be taken literally, as failure 
only earns a disdainful rank on the 
evolutionary scale) go cheerfully, 
thankfully, unexplained. Defeat a boss 
and a congratulatory screen tallies 
your increasingly pinball machine-like 
score, and awards a chance to slightly 
upgrade Ashley's statistics by stopping 
a roulette wheel -with attendant 
drum roll -of upgrades. Most 
markedly, combat itself, though 

lt's poiSible to only make brief visits to the workshops 
(above) to repair weapons. but many players toiled in 
them for hours fashioning the perfect arms. Sadly, it's all 
performed through menus, not Interacting with the tools 

stage dressings are first pul led aside 
to hint at the depths of mechanic 
beneath- usually at a boss encounter 
where the player discovers their 
chosen weapon fails to even register a 
chink in their foe's armour- many 
considered 1t a betrayal, that they had 
been lured unwittingly into the 
ghetto of hardcore statistics-matching 
by the spectacular production design. 
And to some degree, they had been: 
the game was developed as a concept 
album for Yasumi Matsuno's Final 
Fantasy Tactics and Ogre Battle team, 
a jam session of unbridled strategy 
and extravagant aesthetic designed to 
be all things to some garners. If 

Many considered they had been lured 
unwittingly into the ghetto of hardcore 
statistics-matching by the production 
design. And to some degree, they had been r 

moving in stop-and-think-motion 
compared to many action-RPGs before 
and since, hinges on measured button 
combos and heartbeat-accurate 
timing, owing as much to rhythm­
action as tactical strategy. That's 
not to downplay how seriously the 
game takes its combat system, 
though, invariably the aspect that 
accounts for the chasmic differences 
of opinion over the title. When its 

Enemies are as carefully, patiently detailed as the 
main characters. and often just as memorable: the 
harpies that strut through the gas lit alleys of the 
Underdty (left} are a ghoulishly inspired highlight 

navigating the equipment trees 
was as straightforward as navigating 
the gameworld, if the hard numbers 
could have been injected with t he 
playful mechanics present elsewhere, 
if the battle system wasn't so 
indifferent to a first-time player's 
struggles, Vagrant Story might have 
made more friends- but it's a 
self-sacrifice Matsuno seemed not so 
much resigned to as expectant of. 

Those who were on the positive 
side of that divided reception learned 
to appreciate that Ashley was a 
one-man army and they were that 
army's quartermaster, responsible for 
ensuring his selection of weapons was 
wide enough to exploit any weakness: 
playing not just the hero in battle, but 
his squire outside of it. As it's the 
weapons and armour themselves 
that gain experience through combat, 
the artificially short lifespan of 
traditional RPG equipment- no 
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matter how grand an item, it's only 
useful until you f ind a +1 version of it 
- doesn't apply. Weapons are 
cherished, made legendary, at worst 
broken down into their separate 
components and reforged with 
stronger materials. As one of 
surpr isingly few RPGs to al low you to 
name your armaments, you're 
encouraged t o bui ld a personal myth 
of dragonscale-piercing lances and 
hallowed greatswords alongside 
Ashley's preordained story. Actually 
fielding them in battle is a slightly 
more inglorious procedure, as 
switching weapons goes ignored by 
the shortcut menu accessing the four 
schools of magic, special attacks and 
combos, instead requiring constant 
inventory-swapping. Combined with 
the lengthy menu to-and-froing to 
repair and rework weapons in lea 
Monde's remote workshops, the 
dedicated player would spend more 
time elbow-deep in interfaces than 
exercising their trigger fingers. Others 
were driven to simply chaining 
enough attacks for t he combination 
bonuses to stack up damage t hat their 

There's a theme of overripeness in V•grant Story's 
visuals· its dungeons more memorial ruin than 
charnel house. and Ashley's repressed memories play 
out on an idyllic summer field, not a battlefield 

weapon couldn't otherwise deliver, 
allowing Ashley to triumph over most 
foes usmg only his original sword, 
Fandango- though such a protracted 
process should require renaming that 
blade Track And Field. 

The breadth of combat 
possibilities means that retooling 
Ashley before each fight is almost 
comparable to swapping party 
members in and out in a traditional 
console RPG, and yet the other most 
prominent criticism of Vagrant Story 
alongside its complexity is its 
isolationism. For nearly t he ent irety of 

GLAMOUR 
CARTOGRAPHY 
Even checking Vagrant 
Story's 30 map is a perverse 
pleasure, given that every 
area has a unique and 
often evocative name - the 
Blackmarket of Wines, the 
Hall of Sworn Revenge, the 
Crumbling Market, the Dark 
Coast. As with the script 
most have been rewritten 
for impact rather than 
parr'Oting the origonal 
Japanese, occasoonally 
doudong the stories some 
sections tell of lea Monde's 
history, but largely 
omproving on them with 
wit and thought. And, 
occasionally, a sly wink -
a Kilnoy Was Here on the 
mineshafts beneath the 
city walls, or if finding a 
clearing in the Snowfly 
Forest named The Hollow 
Hills isn't necessarily a nod 
to post-punk miserablists 
Bauhaus, the following 
section being The Flat 
Fields leaves little room 
for doubt. 



Characters draw sparks off eadl other as they clash 
swords, tongues ind wills throughout the course of 
the storylone: the effect is beguiling and believab~ 

gameplay, Ashley is alone, with 
comfort in numbers a luxury only the 
other characters enJoy, and boss 
encounters often feeling less fleeting 
than the plot encounters (strangely, 
narrative cut-scenes can be skipped, 
but boss entrances must be endured). 
it seems a needless abstraction that 
you must confirm Ashley as the target 
of spells and item effects, until a 
chance encounter finds Sydney 
fighting at his side. Oddly, it's not a 
sign of things to come: the partner 
dynamic is confined to that single 
fight, and after that moment even 
narrative encounters become more 
spaced out, though no less packed 
with exposition. There's the slight 
sensation that the game's oracle has 
unexpectedly fallen silent, and while a 
teleport system is introduced to allow 

you to revisit old locations and plumb 
some of their secrets for items, none 
trigger another bout of 
foreshadowing or memory. it's a 
forgettable lapse given that the 
narrative returns with renewed 
intensity in the final hours (giving 
even latecoming incidental characters 
affectingly poignant send-offs) but 
one explained by Matsuno in a 
post-release interview: nearly half 
of Vagrant Story, including the 
introduction of companions, was 
cut to meet schedule and the 
P51 's limitations. 

it's hard to resist imagining what 
could have been - gameplay questions 
of how supporting characters would 
have affected the game, story 
questions of where characters would 
be reunited, or where the seeds were 
planted for others to be pulled apart. 
Yet the game doesn't feel unfinished, 

Ashley over the conflicting stories of 
his past: "What difference does it 
make? Whether you lost a wife and 
child or killed an innocent family, you 
cannot bring back the dead. • Anyway, 
the game says, people die: now, play 
through again for 100 per cent map 
completion, to descend to the heart of 
the now-unlocked Iron Maiden high­
level dungeon, to forge Damascus and 
Dread equipment from the spoils of 

Though the finale leaves the story open as 
wide as the introduction's camera sweep 
finds the sky at dawn, there will never be a 
sequel- really, there could never be a sequel 

isn't tangibly lacking in resolution or 
impact or length, and perhaps it's best 
to appreciate what has been achieved 
to the fullest of the team's 
application, if not their ambition. 
There's no extended edition, no 
unlockable epilogue, just the same 
double-edged closure as is offered to 

Last Crusaders - but not for another 
moment of storyline. Where the first 
playthrough is pure videogame 
storytelling, the extra content is pure 
videogame, perhaps the proof of the 
accusation that the game's balance 
between drama and min-maxing 
exercise is too heavily towards the 
latter for it to be considered a work of 
art. To that, fans will retort that 
precious few games can command 
attention through all their cut-scenes 
all over again on repeat plays. 

As with many of the titles that 
stay in the mind long after every 
moment has been exhausted, all the 
mistakes that were included and all 
the 'if only's that were not are part of 
the experience: Vagrant Story is a 
glorious, impossible mess. Though the 
finale leaves the story open as wide as 
the introduction's camera sweep finds 
the sky at dawn, there will never be a 
sequel - really, there could never be a 
sequel, only the hope that more 
developers will take the same chances, 
and that there will be players to 

A combination of the PS 1 's best smoke-and-mirrors and peerless artistic direction ensures that the first sight of 
cursed, melancholy lea Monde will still prickle the arms with goosebumps as effectively as any Emotion Engine 

accept the strange hand those ...._, 
chances deal. ~ 

Impressive enough in the game's standard 
perspective (left), environments can also be 
viewed from firstperson (above), adding an 
entirely new level of richness and solidity 
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THE MAKING OF ... 
ALONE 11\1 THE DARK 
The architect of survival horror shone candlelight on gaming's 
third dimension, but not without burning its creator's fingers 
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A 
lone In The Dark was made 
at the point in gaming 
history where 3D truly 

came alive, flat-shaded polys 
giving way to textures, and 
requiring the efforts of increasing 
team sizes to become real. 
Production staff numbers grew 
from one or two people to almost 

of Alone In The Dark reveals. 
As the '80s drew to a close, 

Frederick Raynal, an extremely 
gifted, game-obsessed, young 
programmer, was hired by 
lnfogrames upon their discovery of 
Popcorn, a game he coded early in 
his career. Joining a studio with a 
workforce of only 20, Raynal 

Alone In The Dark was made at the point in 
ing history where 3D truly came alive, 

t-shaded polys giving way to textures 
• 

ten, each with their own 
competencies. Structure became 
key, especially with real 
businessmen as managers: people 
who wanted to make money, 
people able to provide the creators 
with a relevant working 
framework. Not too strict a 
framework, however, as the story 

juggled various responsibilities 
including the creation of ports and 
graphic libraries. none of which 
happened to suit his aspirations. A 
childhood inventor, the only 
constraints he accepted were those 
of the machines he worked with. 
Fortuitously, the company's 
management of human resources 
would allow him the time to 
pursue more personal research, 
his bosses looking on with both 
kindness and contempt. They 
may not have empathised with 
his activities, but so long as the 
official boxes were being ticked, 
they'd abide. 

In 1989, Raynal was asked 
to port Christophe de Dinechin's 
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Raynal claims that Alone In The Dark was ~sig~ by his instin<l. but the relatively 
large production team still required guidance. lt c.ome in the form of storyboards 
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ST game Alpha Waves (aka 
Continuum) to the PC. While 
becoming versed with its 3D 
technology, his imagination 
sparked at its possibilities in terms 
of immersion. "This was the time," 
he reflects, Hwhen I started 
thinking about animated 
characters that could move in 
scenes that would look like 
something." In 1990, he began 
programming a tool for t he 
creation and animation of 3D 
characters. At the same time, with 
the help of trainee Frank De 
Girolami, he devised a tool by 
which he could place a camera 
inside a scene, generate that scene 
in wireframe and acquire from it a 
bitmap image. From there, a 
graphic designer would have to 
'colour by hand' the wireframe to 
simulate a 3D environment. A year 
later, lnfogrames' CEO Bruno 
Bonnell proposed the idea of an 
inexpensive game where the 
player could employ three matches 
to gain a snapshot of their 
otherwise dark environment. In 
this, Raynal saw a potential vehicle 
for some prototypical ideas of 
his own. 

Dubbed In The Dark, the game's 
conceptual foundation was the 
deprivation of l ight, the player 
advancing throughout with the aid 

The 30 models look primitive by today's standards. but their movement - in accordance 
with the power of the PC at your disposal - gave them a life that was. in '92, bewitching 

of burning matches. Raynal, having 
dreamed of a fear-based game for 
a long time, jumped at the idea. 
Hln the '80s," he reveals, Hmy dad 
had a video club and I would 
watch many movies. I loved horror 
movies, especially Dawn Of The 
Dead by George Romero, where 
the heroes are trapped in a 
supermarket attacked by zombies. 
Since then, I knew I would create a 
zombie game: some day, when 
technology would allow it.H 

Raynal interpreted the 
project somewhat differently to its 
originators, but was nonetheless 
granted his wish to lead it. 
lnfogrames' artistic director Didier 
Chanfray immediately understood 
the vision he was pursuing. His first 
sketches- white chalk on black 
Canson paper- were so good that 
they inspired an internal contest 
organised among the company's 
graphic artists, whereby the 2D 
artwork had to be extrapolated 
into a pseudo-3D environment. A 
winner emerged in the guise of 
Ya'l Barroz who, as set decorator, 
would duly join Raynal (director 
and coder) and Chanfray (modeller 
and character animator) as part of 
Alone In The Dark's core team. The 
room Barroz modelled became the 
first technical demo seen by the 
lnfogrames directors, and they 
were stunned. 

The official green light from 
lnfogrames came in the autumn of 
1991. A first-time writer would 
help Raynal build the house in 
accordance with the experience he 
wanted players to endure. Again, 
his eye was fixed on exactly what 
he wanted. • A 1920s manor," he 
recalls. "I wanted a big enough 
house, where you would start in 
the attic so that you could 
completely explore it before 

finding t he way out. The turn of 
the century allowed for weapons 
while avoiding the modern 
commodities that were too 
difficult to properly handle: 
electricity, for instance, would have 
caused atmosphere and 
consistency problems." By 
Christmas. the team had created 
the opening of Raynal's grim 
endeavour - a 'first playable' 
iteration of the experience that 
gave an early indication of the 
quality of the finished game. 

As production began the 
following year, the team grew to 
six with the arrival of composer 
Phil ippe Vachey, writer Hubert 
Chardot and De Girolami (who 
would later become project lead 
on Alone In The Dark 2). During 
three consecutive afternoons, 
Raynal outlined to his team the 
game's roadmap, defining t he 
assets to be created: 170 images 
for 170 different cameras along 
with the monsters, objects, 
triggered events, player actions, 

Oidier Chanfray's sketch work (above) may have been simplistic. but with the point of 1 
game embedded in the concept of light illuminating darkness. it was perfect material 



background story and narrative 
text t hey'd convey. By t he 
meeting's conclusion, everyone 
would know their precise itinerary 
for the following six months. 

Raynal, at this juncture, was 100 
per cent sure of his design choices, 
but unsure as to the reasons 
behind them, designing the whole 
game by instinct. In retrospect, he 
explains: "A game is 80 per cent 
movement. This is where you want 

wanted a dynamic score, with a 
specific theme for the arrival of 
each monster. Philippe had the 
idea t o play it a few more t imes 
than were necessary. In t he end, 
when playing Alone, you were 
often scared without reason. • 

Months later, the game 
obtained the Call Of Cthulhu 
licence Bonnell had bought from 
Chaosium Games. HP Lovecraft's 
bestiary replaced every zombie but 

"This is where you want the player to be 
scared ... In the end, when playing Alone, 
you were often scared w ithout reason" 

the player to be scared, when 
doing these simple things. In 
Alone, when he opens his first 
door, there's a monster right 
behind it and he immediately dies. 
When he walks down his first 
corridor, the f loorboards collapse 
and he kil ls himself. From that 
moment, he wi ll be scared al l t he 
time. The music also helps. I 

for the few that Raynal insisted on 
keeping for sentimental reasons. 
Ultimately, the game wouldn't be 
released under the Cthulhu banner, 
Chaosium deeming it too simple to 
honour the complex rules of the 
pen-and-paper game. But during 
the f irst half of 1992, this 
consideration became increasingly 
minor, soon to be left behind. The 
team knew they were creating 
something special and a sense of 
euphoria filled their office. They 
returned from the spring ECTS and 
the Las Vegas CES full of energy, 
galvanized by the enthusiasm of 
both journalists and buyers. 

Come the summer, however, 
t imes became decidedly harder. 
Raynal and Barroz had fallen in 
love, Barroz becoming pregnant 
and now being close to giving 
birth. Raynal recal ls the month of 
August when tension would 
accompany the telephone's every 
ring: • 1t was either a bug,· he says, 
"or the hospital. • In September, 
after a year of complete freedom, 
an lnfogrames manager visited 
w ith the intent of seeing the 
game's credits. After 'Game created 

RULB NUMBER ONE: (_ 
BD ARE OP THE HOUSE I 

RULE NUMBER TWO: 
BDARE OP UHWAMTBD GUESTS I 

RULl!l NUMBER THREE: 

BDARE OP THE GODS!~ 

AND lAST BUT M NOb s LBAST : 
BDARE OP THE DARXI ~'v{. 

J!:.!!{. K'*ARB Cldt!fB'!", ~ GOT MANY WAYS 
BUT ONLY ONE CHANCE TO WIN, ~I <r , 
DEFEAT THEM or~ ~ ~ 

PRAY POR GOOD WCX, 
..JieR"YOU'RE ALONE ••• 
ALONE Df THE DARXI 

Cooking up the intro (above) was clearly 
a source ot'tntenainment for Raynal. 
Ifs interesting that gaming's language 
hasn't changed much in the 13 years since 

by', he asked th~~ri~k­
Raynal' be replaced by 
'lnfogrames'. Raynal did as he was 
asked, the intense bug-testing of 
the previous couple of mont hs 
having damaged his confidence. 
All he saw in the game at this 
point in time were flaws that he 
was convinced would be noticed 
by gamers, and what happened 
next didn't help. lnfogrames 
issued instructions for A lone In 
The Dark 2: a sequel that was 
bound to sell. 'Keep the same 
engine', went the directive, 'and 
just come up with a new story'. 

Raynal says that he felt like a 
prisoner. For the sequel, he 
wanted 30 sets and lights and a 
raft of other improvements, but 
there was no arguing with 
instructtons.ln November 1992, 
Alone In The Dark was released 
for PC, meeting with huge success. 
lnfogrames was no doubt 
delighted w ith its commercial 
achievements, but Raynal was left 
fee ling that the company had 
denied him the recognition- both 
formal and financial - which he 
deserved for creating the game 
which founded the series. As a 
consequence, he, along with the 
rest of his team, left the company 
almost immediately. 

The end of Alone In The Dark, 
he reveals, remains "the t rauma of 
my life." He elaborates: "This 
game sold two-and-a-half million 
copies. lt made lnfogrames tens of 
millions of pounds and they 
couldn't show us some recognition 
for it? Only the support of the 
press and the gamers allowed me 
to get over it." 

Following lnfogrames, Raynal 
founded Adeline Software and 
created Relentless, known in the 
UK as Little Big Adventure. ~ 
Recognition was not far off. ~ 

Frederick Raynal's first notable 
game, prior to his time at 
lnfogrames, was Popcorn, a hugely 
popular Break out done realised by 
himself and Christophe Lacaze. 
Popcorn was distributed for free on 
the PC. Raynal wanting not to make 
money out of it but for it to be 
played by as many people as 
possible. In his youth, from the attic 
of his father's store, he created 
games for the ZX81 and the 
Spectrum, inspired by the hit a rcade 
games he was playing at the time. 
Even though no one would ever see 
his games. each was nonetheless a 
finished product, with menus, 
sounds, music and even cover art 
and instruction booklets. 





Another company looking to 
take the opportunity of new 
modelling techniques is 
SensAble. Its ClayTools 
package is designed to shrft 
artists away from mod&lling 
individual polygons to using 
virtual clay to generate 
subdivisional surface meshes. 
lt operates as a plug-in for 
3DS Max, and works best wrth 
the novel Phantom Omni 
haptic device, which is an 
arm-like control structure 
allowing artists to sculpt in 
three dimensions. Using this, 
they can interact with their 
models in a more organic 
manner, smudging, smoothing 
and carving into the blocks. 
This makes it much easi&r to 
add the sort of detail such as 
muscles, wrinkles and bumps 
which are hard to achieve 
using traditional modelling 
tools. Alternatively, ClayTools 
can be used to generate very 
high resolution models, which 
can be processed by the tools 
within 3DS Max to generate 
normal maps that will be used 
in conjunction with a much 
lower resolution version of 
the original model to provide 
the illusion of surface detail 
in-game. 



I
t's been said before, but I'm going to say it 
again: videogames are great - for straight 
white boys. Anyone el~e in search of 

diversity or something a little more cerebral, 
something that engages on an intellectual level 
other than strategic play, would be wise to 
consider other media. 

The more established forms of art and 
entertainment - principally words and pictures 

- know no bounds. Book~. plays, and films (not 
to mention photography, painting and 
sculpture) explore an incredible diversity of 
topics ranging from love in its many guises, 
disability, infidelity, family, cultural diversity 
and critical illness to domestic abuse, incest, 
rape and genocide. None of these topics have 
been covered to an)' worthwhile degree in games 

- and are unlikely to be in the fore~eeable future. 
Can play and games ever be taken as 

seriously as their contemporaries? Is there the 

no scope to quit except through disconnecting 
the power ~upply, your toy's performance 
subsequently impaired ... Is that moving away 
from player back to voyeur? Rape through 
roleplay? Rape as entertainment? Rape made 
virtually real to make players appreciate the 
reality of the evil that men do? Frustrating, 
intolerable play? The rape could be represented 
as part of the story, but then that's using a more 
traditional means of delivery. 

Of course, such unsavoury subjects aren't 
commonly covered in any medium. Unlike more 
palatable pursuits such as (sigh) love ... Players 
are often required to avenge or reunite with a 
lo~• love, and there are dating games in Japan, 
but it's not as if any of those experiences make 
a connection with or explore what it is to love, 
to love unrequited, to love and lose. 

Take any tale that focuses on expression 
of the mind, on thoughts and feelings, on 

Take any tale that focuses on expression of the mind, on thoughts 
and feelings, on expressive dialogue - none of this works well in play 

• 
• • 
• • •• • 

potential to adequately convey more serious 
topics through play? How might play be used to 
interpret less simplistic or more challenging 
themes? Should it even if it is possible? 

Thousands of years of stage performance 
provided a resource for the foundation of 
cinema, but for play there is no such precedent. 
Any games that have covered &erious subjects 
have usually done so with crass consideration 
(cf: Atari VCS 'classic' Custer's Revenge). Recent 

'mature content' tends to focus on laddish 
exploits, principally violence and bad language. 

Imagine while exploring a dramatised 
simulation of a city you suddenly find your 
virtual sell on the receiving end of a gang rape, 
with all meartS of influence ~everely hampered, 

expressive dialogue - none of this works well in 
play. Play is about doing (and virtual play about 
doing through others). Play is actions not words. 
Play is performance for self-satisfaction not 
that of others. Even actors use audiences to 
amplify and channel their vanity. 

Schindler's Ark. Lolita. Lady Chatterley's 
Lover. Jean De Florette. Anna Karenina. Pride 
And Prejudice. Stories created for and conveying 
messages through a specific medium, some 
converted effectively to other media such as 
film or the stage. But never to play. Even if such 
stories were recreated in play, they wouldn't 
connect in the same way - on the same level, to 
the same depth. Games tend to be about black 
or white, not shades of grey - or subtle or 

sensitive shades of any other colour. It's hard to 
see how pretty much any classic novel could be 
'made playable~ They aren't written witl-t play in 
mind. But every year supposedly unfilmable 
novels are filmed, some successfully enough, so 
why not the seemingly unplayable? 

A boy. A tiger. A lifeboat. A wide-open 
ocean. A challenge to survive. A challenge to 
make satisfying play ... Creating the toyset and 
relevant rules is straightforward enough, but 
making play, the game comparable to the book, 
making it compelling and, most importantly, 
playable? How might such a limited stage work 
as playscape? Not as well as it does a platform 
for observed performance in the book or might 
as a play or film. The same theme - the same 
message requires a completely different 
approach to carry the same weight through play. 

An appreciation of how to build and exploit 
virtual toys is improving but there's still so 
much tO be understood. The interface betvveen 
player and play must become invisible for a 
more cohesive connection, to make it more 
convenient to become more involved, for the 
involvement to become total. The fact you don't 
have to think about how to read makes all the 
difference. When you do it through a computer 
or console, the interface is not seamless. 

Videogames are sometimes exhilarating 
rollercoaster rides. Sometimes they grip you so 
hard you lose all sense of time and space. But 
the fact is: play passes the time but seldom 
encourages thought. Does the problem lie with 
the authors' lack of vision, the medium's lack of 
potential or a general lack of appreciation for 
t he medium and its potential? 

\.vhatever the reason, it won't last - but 
probably not within my lifetime. After all, the 
exploitation of this medium has thousands of 
years of catching up to do. 

Gory Penn began his com-r on Z:op!64. bef= •-orriog or 
8.\fG and D.\i-1 Design. I le noS' mal-es so~s or Denti 



I 
t had to happen. Eventually, in my journeys 
into virtual worlds, I was going to step on 
someone's toes. I'm surprised it didn't 

happen sooner - but when it did happen, it 
happened big. 

Two mont hs ago, I wrote about my meeting 
with Torley Torgeson, and his online post­
sexual love affair with j ade Lily, in the virtual 
world called Second Life. Torgeson and I had met, 
but not officially, and not much was said. News 
of Torgeson's unique relationship reached me 
via New World Notes, Second Life journalist 
Vvagner James Au's regular online dispatches as 
perhaps the world's only virtual embedded 
journalist. Due to a mix-up, though, Au - aka 
Hamlet Linden - wasn't credited as the source 
for some of the quotes in the piece. Torgeson -
one of Second Life's brightest and most 
energetic residents - felt his words had been 
quoted out of context. Linden Labs, who 

earth. All the while, though, I was acutely 
aware of tension in t he air. Second Life is a 
small world, with just 20,ooo residents 
(although they say 2,000 new residents 
join each week). They were clearly protective 
over my trespass with Torgeson. A bigger 
company wouldn't have cared - press coverage 
is press coverage - but Linden Labs was clearly 
more vulnerable and more idealistic than most 
games companies. They cared. I faced a kind 
of immune-system response: was I friend? Or 
foe? Then a remark by Philip Rosedale, Linden 
Labs' CEO, cast the whole experience in a 
different light. 

We were talking about how easy it is in 
Second Life to broadcast your intended self, 
through virtual clothes, virtual property, 
virtual gestures and virtual body-shape. "It's 
a trap;' Rosedale said. l asked him to explain. 

"I mean that, in Second Life, your ability to 

"I think people come to virtual worlds sometimes because they think 
they can be more anonymous, and hide behind a pretended identity" 

developed Second Life, leapt to Torgeson's 
defence. In one cleft move I'd pissed off the 
gods, the press, and the people. 

By chance, the next day I was scheduled to 
visit Linden Labs' San Francisco HQ, to talk 
about the entire process of building and 
maintaining a virtual world. They showed me 
aerial maps of Second Life, as it grew from 
twelve square acres to almost a thousand. They 
showed me pictures of the virtual world as it 
would look with an infinite draw-distance; an 
almost limitless jumble of construction that 
looked as messy and as captivating as any 
real-world city. They told me how they'd felt 
after two years of development, when the first 
Second Life resident walked on their virtual 

project an identity is so high, that it 's a trap. 
A good one, but a trap. 1 think people come 
to virtual worlds sometimes because they 
think they can be more anonymous, and hide 
behind a pretended identity with greater skill 
than in the real world. But Second Life is going 
to pull out of you a lit tle more than you wanted 
to say. You go into it thinking you're in control. 
I think what happens is, you realise, you're not 
in control:' 

I was at Linden Labs to write a piece for the 
New York Times about a group of disabled and 
autistic people who used Second Life as a 
practise arena to help them grapple with the 
real world. I'd approached the issue as a 
detached observer, but Rosedale's remark made 

me see there was also something here for me. 
What he'd described was exactly what had 
happened with Torgeson. I'd thought I \"aS in 
control, but the virtual world showed me 
otherwise. These people weren't pixels on a 
computer screen. They were outside my control, 
and they were very, very real. 

Rosedale to ld me that, at Linclen Labs, they 
had worked hard for a practical solution to an 
old philosophical problem: what is real? "The 
thing we concluded;' he said, "is that something 
is only real if you can change it. If there's a pixel 
on the screen in front of you in Second Life, and 
you can't alter it, then why would we put it 
there? It just fades into some ... neutral grey 
ether. There are more subtle answers, too. Is 
something real if you can't own it?" 

Building a virtual world is a practical 
endeavour, and for that you need practical 
definitions. Things are real if you can change 
them, or you c.1n own them. Both of these, 1 saw 
applied to objects - but, in offending Torgeson, 
I'd discovered a new definition of what was real, 
one that also applied to people. Real things 
could be hurt, too. 

A writer gets their education in public. 
I knew my journey into virtual worlds would 
become a journey into our own world - to 
discover, as I have, that in the last 2 0 years 
t he number of people living alone in Europe 
has doubled, and that loneliness is part of the 
fuel which drives us to seek each other out 
online. What I didn 't realise, until now, is that 
it would also become, in part, a journey into 
myself. It wasn't just those with autism, or 
those with cerebral palsy, who were changed 
by virtual worlds . I learned something too -
something a close reading of Nietzsche should 
already have taught me. When we gaze into 
Second Life, Second Life gazes also into us. 

Tim Guest is an author and l'<'!<"ran videogamcAe<hnology 
journalist. His book, Mv l.ife In Orange, is published by Granra 



F
orget the fom horsemen of the 
Apocalypse - famine, Pestilence, War 
and whatshisnamc (IIerpes? Binge 

Drinking> Janet Jackson's Boobie?) - you know 
things are bad when Bono gallops over with his 
sword of self- righteousness. I have a theory that, 
as the world ends and the Stul swallows the 
earth, Bono will totter into view to reassure om 
boiling descendents that he's going to sort 
everything out moments before a solar flare 
fries the cocksure little leprechaun. 

As L pen t his column, beleaguered Tomb 
Raider publisher Eidos is considering a buyout 
bid from Elevation Partners, a California-based 
venture capital group which counts the thtunb­
sized Irish crooner among its directors. If the 
bid is successful it will mean that one of the 
last global-scale British publishers will be 
owned by a company based in San Francisco. 

Fortunately, Elevation isn't the only 

wouldn't go down so well in Hotdogsville, Iowa, 
if it was full of frantically texting chavs, but 
isn't it a shame that international success 
comes at the expense of our national identity? 

If I look back to the games J loved when J 
was younger - Trash man, Everyone's A Wally, 

Skool Daze, jack The Nipper et a! - they could 
never have been created in America or Japan. 
They were dripping with the very texture of our 
green and pleasant land; all red postboxes, and 
fish and chips, and scarlet-checked bobbies. Yet 
making a game feel British isn't merely about 
iconography - it's something more intangible. 
Something you won't find in Resident Evil 4, or 
Half-Life 2, or- let's face it - The Getaway (or, 
as I like to call it, "Get It Away From Me"). 

If you pitched a game like Skool Daze to a 
publisher in 2005 they would literally spit in 
your face. Firstly, because it doesn't resemble 
any other game on the market, and secondly 

Far be it for me to come across like Robert Kilroy-Silk, but it saddens 
me to see our sense of what makes us unique being eroded 

company with its eyes on Lara Croft's assets 
(geddit?). Also bidding for Eidos is rival British 
publisher SCi, presenting us with nothing less 
than a trans-Atlantic tussle for the very 
trousers of the British games industry. 

Our domestic games industry is apparently 
making more money than British TV or film, 
primarily because so much British software is 
shifted overseas. There are, we are told, 7.5 per 
cent more people employed in the UK games 
industry today than there were in 2000, albeit 
smeared between six per cent fewer developers. 

However, if you can't argue with the success 
of, say, the Scotland-developed GTA series, 
neither could you argue t hat San Andrcas is a 
particularly British style of game. It perhaps 

because it wouldn't appeal to their global 
demographic, as calculated by Super 
Marketingbot V 4-004. Doubtless it'd have an 
even cooler reception in the wake of t he dismal 
overseas performance of The Getaway: Black 
Monday, which will no doubt be blamed on the 
Mockney setting, rather than the po-faced, 
cliched storylinc, and abysmal design. 

What J loved about Skool Daze wasn't that it 
had compelling gameplay or fantastic graphics, 
but that it spoke to me. Tt reflected some aspect 
of my life as a pre-teen boy in early- '8os UK. 
From the wall bars in the hall to the routine of 
the school assembly, I recognised it as my world. 
But more than that, on some subconscious level 
T must have recognised it as a product of my 

environment - the unpretentious humour was 
strictly British. Do any of today's games speak 
to their audience in quite the same way? Will 
Witlwut Warning (from the team behind the cod 
British Tomb Raider), or Wipeout Pure, or Cold 
vVinter, or any number of so-called 'British' 
games prove comfortingly familiar to the youth 
of this mongrel nation? Or will they merely play 
it safe, showcasing designs meant to appeal to 
Jim-Bob Chewgrit III from Appleseed, USA? 

Far be it for me to come across like Robert 
Kilroy-Silk, but it saddens me to sec our sense 
of what makes us unique being eroded. It 
depresses me further still to see this country's 
game creators forced to suppress creativity in 
order to pander to an intercontinental market. 

We are probably the last generation to have 
grown up filtering foreign influences tluough a 
sticky gauze of our own pop cultural bedrock -
Rcntaghost, and the Beano, and Grange Hill et 
al. In a world where the internet, and Cartoon 
sodding Network, with its wa!l -tO-\\><ill foreign 
cartoons, maintain a stranglehold on our 
children's p1.-yches, our cultu ral touchstones are 
becoming the same as those of American youth 
Consequently, we should be doing whatever we 
can to keep hold of the more singular elements 
of our cultural identity. In fact, with gaming 
being an ever-more-popular aspect of British 
youth culture, it's more important than ever 
that our games reflect our way of life. 

To use a TV analogy, UK studios aren't 
trying to make the next Benny Hill or Monty 
Python - they're trying to make Saturday Nigl11 
Live and Friends. It seems a shame we can no 
longer look inward for inspiration. Then again, 
when our own prime minister practically walks 
around wearing cowboy boots, and ptmctuates 
Question Time by firing a rifle in the air, and 
shouting "Yee-haw!'; what hope do we have? 

Mr ni(fo eo-founded Digitiser, Channe/4 's Teletext-based 
videogames section_, and now u·rires mainly for relevision 
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In the feature Points 
Of Review, way back in 

Edge U4, you boldly stated: 
"There is no such thin,g as the 
definitive review. The words 
arc anachronistic; reviews arc 
critiques, and critiques are, 
ultimately personal; definitive 
means a singular vision but 
you can't wra)) a single verdict 
around everyone's opinions in 
the first level of Halo, let alone 
the whole :>.o- hour adventure ... 
There is no definitive view." 
Wise words, indeed. 

Why, then, on the front 
cover of the latest issue of 
Edge (149) does it describe the 
review~ of Cod Of War, 
Wipeout Pure etc as definitive? 
Vvhilst 1 would trust Edge's 
reviews more than probably 
any other magazine's, what's 
changed in the intervening two 
years that means a review can 
now be described as 
'definitive? Or, what's 
different about your reviews 
that makes them any more 
'definitive' than any others? 
Stephen Smith 

Rather than 'Oefinitive 
reviews' on the cover of E149 
we were going to have it read 
'The hest reviews '. Or possibly 
'J::xpe rt reviews'. Or perhaps 
'Reviews without the free 
chocolate bars : To be honut, 
we couldn't decide, so we 
thought we'd just set you a 
little test instead. You passed. 
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I 
I'd like to express my sympathy to 
Richard Cross over his views of 

the controls in Resident Evil 4 (Tnbox, 
F.1 49). While it didn 't ruin t he game for 
me, the experience was definitely 
diminished. It joins the list of games 
like Merroid Prime; ones with 
unorthodox controls forced on the 
player by well-meaning developers that 
you have to learn to adapt to, even 
though to most players they're 
counterproductive. 

Ever since games like Ratchet & 
Clank, Metal Arms and Transformers 
took the standard FPS control system 
and integrated it seamlessly into 
thirdperson, any other attempt to 

' 
As you've stated time and again, not 

giving the end -user customisable 
controls isn't acceptable any more. 
Ratchet & Clank 3 is still the pinnacle of 
customisable camera controls, giving 
the player the choice of any of the 
modes I've mentioned. Hopefully, the 
next round of consoles will let us create 
a profile to remember all the usual game 
preferences. Where appropriate, all 
games could then default to these 
choices, so we'll no longer be at the 
whim of the developers. 
Spencer Kingman 

Interesting t iming, because Microsoft 
has been working on precisely such an 

Ever since games took standard FPS controls into 
thirdperson, any other attempt to control moving, 
looking and shooting seems completely unintuitive 

control a character that needs to move, 
look and shoot seems woefully inept 
and completely unintuitive. 

Maybe it stems from the Japanese 
aversion to the fPS genre, but I can't 
think of a single Japanese game that 
lets you use this method. 

It all comes down to how the right 
stick is used, if at all. Cvcn in 
non-shooting, platforming thirdperson 
games, all Japanese developers and 
several western ones go with the Mario 
64 idea that the right stick is moving a 
camera. My brain, along with some 
western developers, think the right 
stick is moving the character's head, so 
pushing right looks right; it doesn't 
rotate an imaginary camera anti­
clockwise to look left. Coupled with the 
Japanese tendency to favour inverted 
look, it means that in some games I 
struggle (then invariably give up) with a 
right -stick 'look' which moves in the 
exact opposite way I'm expecting. 

initiative for Xbox 360 preferences, 
a 1\owing you to carry a single set of 
setup data over to all of your games. 

• 
Regarding Hype, and 'Why 
marketing men need to eat more 

lean' (E149) - £6o!? what the f"%&? I 
can't believe that the 1mrkcting and PR 
people are that deluded that t hey think 
they could just c lick their fingers and 
make us all pay double for what would 
undoubtedly be the same regurgitated 
games. Talk about wanting your 'pound 
of flesh~ 

Instead of doing the sensible thing 
of thinking up new and innovative ways 
of creating revenue they are perfectly 
happy with taking an extremely 
cowardly way out and potentially 
drastically reducing the amount of units 
actually sold of each game, which would 
mean less profits (and less games 
industry). Where would their precious 
brand names be without loyalty? 

Everybody knows that the most 
successful games (on the whole) have 
been games backed and supported 
en masse by a community of one sort 
or another. Games such as Ha lf-Life, 
Doom, Quake 3, Unreal Tournament etc 
had in1prcssivcly longer lifespans with 
the aid of wave upon wave of mods, 
skins and levels on the net. 

What the industry needs to be 
thinking about is how to stretch the 
conswners; how to bleed them dry 
slowly ... with content! 

Look at the current trend for text 
voting, wallpapers and ringtones. The 
public arc warmed-up to it now and 
stupid enough to fall for it too! Come 
on, give us new maps and levels that 
can be down loaded for a small fee, give 
us servers for on line games that we can 
pay to subscribe to at ten quid every 
soddin' month, give us new characters, 
skins and game modes to be added on 
effortlessly to our already varied 
gamcplJy. Make your games more like a 
frameworks you can plug content into 
and keep us all on a slow-wallet­
dripfeed (or drain, or something!). 

Let's NOT focus on flashy 
marketing and vacuous celebrities who 
have no intellectual link to t he games 
or hardware whatsoever. Let's stop 
spending money on champagne and 
cocktai l parties for people who don't 
matter one little bit. Or on big-breasted 
no-brained blondes who bear some 
slight resemblance to the characters 
that are exploited in these games (we're 
not spotty 15-ycar-old, over-active kids 
any more - J think it's time the 
industry moved on a little, even if for 
our own self respect). 

Let's move a little outside of those 
little tickboxes we find on the back of 
fancy-ass packaging these days and 
think about how to make the game last 
a li ttle bit longer. 
Luke Stowe 



o\gain, int~rt:~oting tinting, sin<:t' with 
Xbox 3(>0 and its revamped Xhox Live 
service Microsoft aims to properly 
evolve and exploit downloadable 
content - and you're right not to 
expect it for free. To get up to sp,·ed, 
be sure to n·ad the Xbox 360 story in 
thi~ month\ Start section. 

I love my Nintendo OS. The 
blend of new innovative software 

(Project Rub, Wario Ware DS) with 
timeless classic~ (Super Mario 64 DS) 
seems to b(' just right - and that 
got m(' thinking. I'm as keen as the 
next per;on to see new Nintendo 
innovations - titles you could 
only play on the DS - like Nintendogs, 

Extensively t>laylng Final Fantasy X I and 
nothing else ha• left Louis Closs scrabblinl( 
to imd progresfi:ion in non-online games 

enough to remember the release of 
Maniac Mansion on the NES - 1.0 why 
not do it now? I'm sure there would be 
a market for such games - any search 
of the web will confirm the massive 

I didn't play a single other game while playing Final 
Fantasy XI. Now, I no longer feel the progression 
and importance as much as I once did in games 

but why leave it at that? 
While recently clearing out some 

old PC games that had been gathering 
dust in my loft, l was struck by a S«.'nse 
of loss about getting rid of so m«.' 
timt'lt>ss classics - such as the 
LucasArtli point -and-click adventures. 
I toyed with the idea of loading them 
into my PC, but the prospect of 
configming Windows XP to emulate an 
old DOS gamt' seemed like a bad plan -
who's got tht' time? And it probably 
wouldn't have worked anyway. Then it 
hit me! Why don't LucasArts and 
Nintendo redevelopJP<>n these titles to 
the DS? It's the perfect platform for the 
otherwise struggling genre of point­
and-c lick adventures. Can you imagine 
Day Of The Ten tacle, Sa m & Max or the 
Monkey Island games on your DS? The 
top screen could be used for your 
inventory/map, with the lower screen 
for the main action plus a handy mini­
inventory bar that could be transferred 
from the top screen using the D-Pad. 
To interact with NPCs, you either point 
at th(•m, to engage them in 
conversation, or drag the necessary 
item from the mini-bar to the relevant 
character! Movement would be a~ 
simple as pointing "'-here you want to 
go! It would be awesome. LucasArts 
have published thil> type of gamc on 
Nintendo consoles before- I'm old 

love and support for LucasArts ' finest 
games. What do you think? 
James Miller 

\ \ ell, owners of PocketPCs and 
Tapwave Zodiacs have been playing 
LucasArts' oldies via SCln\.iM \~1 
for some timt• now, but, yes, these 
just have to make an official DS 
reappearance, hopefully as a collection. 

• 
Having recently quit the 
MMORPG experience with Final 

Fantasy XI after over 1,000 hours' 
playtime spread over two characters in 
the space of a year, due to the 
mmoyance and immediacy of 'rcal li fe; 
I feel somewhat lost. 

I've tried to get back to playing 
'normal' videogames, thinking I could 
just easily slip back into my old routine. 
It's not so simple, though. Before FFXJ, 
I felt some sort of progress within a 
videogamr , some kind of importance 
that I just got to the penultimate levd 
or I got that upgrade or defeated a 
certain boss. I always felt more progress 
with RPGs than most videogan1e genres 
but nevertheless I still always believed 
there was a point to what I was doing 
and there was something to be gainrd. 
When I started playing FFXI, all of that 
went out of the window and r soon 
began to know the true meaning of 

I found the urge to write 
after reading the article 

o n marketing at the front o f 
the Hype section in issue 149. 
I agree that advertising is 
sparse and uninspiring, as is 
the bnxart for most games. 
However, recently T 
experienced something new. J 
have always found that game 
stores rarely differ no matte r 
where in the country I have 
been. Always they have dark 
carpe ting, duU painted walls 
and 'adequate' lighting that is 
just bright enough to light the 
products, but dark enough to 
hide the rough edges that arc 
abundant in both decor and 
di <plays. Recently, however, I 
ventured into my local 
shopping centre to find that 
something had changed. Where 
once s tood the usual dark 
entrance to GAME, a bright, 
open, eye-catching shop front 
now stood in its place. Light 
laminate flooring, well-spaced 
displays positioned clear of 
the Ooor to ceiling windows, 
off-white walls and more than 
'ad<-quate' halogen lighting 
con,pired to create a much 
more welcoming look. This 
may no t seem like a 
worthwhile mention, but it 
created a completely different 
feel. To use a well-worn 
analogy, it took the gaming out 
ofthe basement and placed it 
squarely on display in the 
middle o f to,.,. T dearly 
wa•n' t the only one that 
approved of the new design, • • 
the s tore was far busier than I 
had seen it on previous vi•it•. I 
can' t help but feel that if the 
other gnme retailers took this 
at>proach it may bring in more 
interest from outsiders, while 
also reiuvigorating the 
cnthusia~m of the existing 
game cons umer. I can' t be the 
only o ne starting to become 
disheartened by the clingy look 
of gaming s tores. Perhaps 
games companies could use 
some of their wasted 
marketing budgets to sponsor 
these makeovers around the 
count ry, to help the stores that 
sell their games increase their 
reta il figures. This in turn 
would put more money in the 
game• companies' pockets and 
everyo ne bcc01ues a winner! 
Andrew Patt~n 

ox~ 

progression and upgrading. Of course, I 
was addicted. Not only to the fine 
detail of how you could adjust and 1 
augment your character, but to the 
social aspect; the meeting of new 
people and letting them influence what 
you were going to do today. 

Since then, I'vr felt a huge gaping 
hole in my interrst of videogames. I 
don't sec how MMORPGs and ordinary 
videogames can exist in equilibrium. I 
didn't play a single other game while 
playing FfX!. I no longer feel the 
progression and importance as much as 
I once did in games. 

Recently, g.1mrs such as Resident 
Evil 4 and Metal Gear Solid J have 
helped, but only as inuuersive 
experiences and not as something that 
feels I can keep adding to. 

l can't afford the time or money to 
play any MMORPGs at the moment, 
but I hope I can work something out 
in the future. 
Louis Closs 

It's perhaps the st rong contrast 
between the longterm pleasure of 
playing MMOs like FFXI or WarCraft 
and solo, instant-gratificaion gan1es 
like God Of War that ensures they can 
both survive -either by pleasing 
different playrrs, or by pleasing players 
in differ<'nt moods. 

• 
In the past weeks of election 
campaigning I noticed something 

in the government's gambling bill 
involving the tightening of restrictions 
on fruit machines. Under the new law, 
due to come into affect in 2007, these 
machines will have higher licences or 
more restrictions. For small businesses 
these are a source of income, which 
may need to be replaced - possibly by 
arcade machines, which will be exempt 
from the restrictions: they also have no 
age restriction and don't pay out, so in 
theory, they should cr~ate more income. 
With the next generation of arcade 
hardware being based around economy, 
the cards may be set for a boost in 
machines - not in actual arcades, 
which seem increasingly outdated, but 
in the pubs and kebab shops of 
Saturday nights out, surviving in a 
warped and spread-out form that suits 
modern life better. This may seem 
idealist, but the idea of using Tekken 

127 



tournaments to decide the buyer of the 
next round is an alluring one. 
James Russ 

We're all for it. Anything, in fact, 
would beat the tacky quid-a-go 
cocktail cabinet featuring rip-offs of 
Donkey Kong, Pac-Man and Pong that 
can be found covered in cigarette ash 
and beer stains in one of Edge 's locals. 

• 
There seems to be a c.ontinual 
argument for and agamst 

retrogaming. I do agree that retro is the 
current t rendy term for anything 
games-related that isn't to do with 
curr{~nt-generation consoles; however, 
everyone should consider these games/ 
consoles with regard to the time they 
were released and their competition 
then, not now. Of course old games 
look terrible and basic now - but bear 
in mind the impact classic games had at 
the time. 
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In E148's inbox Andrew 
Merson wrote about how 

he prefers an extra round of 
game play than a denim jacket 
or concept sketch. Sure, we'd 
all like an extra course in SSXJ, 
but in theory concept art and 
3D galleries can only add to the 
gameplay. Each 'sketch' makes 
you '''onder, pleases you to the 
fact of near completi(m and 
when you're bored can give you 
ideas to expand on. Isn' t it 
these sketches that help the 
future videogame artists draw 
up some magic? The inclusion 
of'dressing up' in games gives 
you more freedom, it lets you 
do things with a bigger smile 
on your face, and when you 
finally get those white trainers 
or that yellow mohican it all 
suddenly feels worthwhjle. 
Ollie Ban ham 

I think it's fair to compare the 
history of videogames to film history; 
both are massive entertainment 
industries; both have originated from 
tiny, independent companies or 
individuals into massive global 
corporations fighting for your money; 
and both have a relevant, interesting 
history that must be learnt from. 

Old games, like old films, were basic 
and by today's standards pretty ropey. 
However, also like film, the gaming 
indust ry is constantly evolving and 
learning (but not as often as it should, 
judging from recent releases). 

Look at an old silent movie: terrible 
acting; no huge budget; no CGI -
overall, a pretty miserable experience if 
it was released today. But it wasn't. [t 
was showing in cinemas before you or I 
were born. In fact, it was showing 
before your grandparents were born, 
and at t he time it was considered 
good entertainment. 

The same can be taken in context 
with regard to vidcogames. Try, 
comparing Resident £vi/ 4 , a game I have 
completed t hree times, with the 
Spectrum classic Skool Daze. No 
contest, is it ? However, I have been 
fortunate to see games from their very 
early 8bit days and watch them make 
gcncrational lcaps, but I've never 
forgotten how games have got to be so 
amazing. Even if someone was born wa] 
after the '70s or '8os, they should ncvet 
forget their gaming routes, and take an 
oldie in context. 

Now to spend five minutes loading 
up River Raid from tape .. . 
Richard Evans 

Send us email (edge@futurenet.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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