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MISS DYNAMITE 46 
lt's been a tong time coming, but Rare is ready to lift the lid 
on the first firstperson shooter on the first next-gen console 

se PLAY 
You want the most exhaustive. authoritative took at the 
world of movies and games ever produced? Here it is 

,-ON GA ': 

70 

The newest Game Boy has arrived. With the help of its 
creator. we took at how it fits in to Nintendo's masterplan 
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Next-gen is the 
agenda at GDCE 
London plays host to the Euro leg of the Game 
Developer Conference, where talk is P53/360 

he Game Developer Conferences are designed to be at the 
cuttmg edge of a cutting edge mdustry- software developers 
and hardware providers coming together to think big and talk 

technrca . What's on therr mmds won't be m the public's living rooms 
for another two or three years: even at £600 for an all-access Grga­
Pass, the Game Developer Conference Europe represents a pretty 
cheap form of trme travel. 

The conference dosed with a panel Q&A, which was dominated by Jason Kingsley from Rebellion, and whose invigorating discussion on 
key issues like staff recruitment problems and rising development costs was occasionally drowned out by the chink of Epic's free beer 

it's a fader that made this year's settrng all the more rncongruous. 
the chandeliers and ormolu of London's grand rose Cafe Roya' at odds 
wrth talk of lighting algorrthms and I acral anrmatron p pelines. The 
V1donan opulence was even suffrcrent to produce a farnt flicker of 
awe 'rom some Amerrcan speakers there couldn't have been a 
stronger contrast Wlth the neutral. modernrst halls of the GDC's 
current San Francrsco home, the Moscone Center. 

That contrast was important, however. as rt symbolises the brggest 

attend - a chance to hear from and mix with 
industry leaders and specralrsts 1n your own field. 
Wrth the kind of entreat mass that GDC produces 
how can a smaller event hope to compete? And, rf 
t can attract the speakers and tackle the subjects 
that the b gger conference offers. what's to stop 
rt berng a simple re-run? 

These are 1ssues Jamil Moledina, the 
conference drrector of both GDC and GDCE. rs all 

too aware of. For all of GDCE's 

"What I wanted to avoid was just copying over 
the US event: that wouldn't be fair, that wouldn't 
resonate - it would be almost insulting. I wanted 

to give Europe the best possible GDCE I could deliver" 

smaller size- a few dozen 
sessrons and hundreds of 
attendees - he argues that rt 
bnngs rts own benefrts: "There 
rs still a level of rntimacy at all 

challenge facing the GDCE. how does it mark out its identity as a 
worthwhile event in its own rrght, and avord the rrsk of bemg a 

parochial poor relatron to the mrght of the main GDC? That 
event is now enormous a key part of the calendar for all 

sections of the rndustry, pulhng together hundreds of 
speakers and thousands of delegates from all over the 

world. it makes the event a self-sustainmg system; what 
attracts people to attend rs the people it attracts to 

Keita Takehashl, the maker of Katamari Damacy, was 
unquestionably star of the show. However. his light-hearted 

approach belied his deeply critical comments on the industry 

the GDC events. and GDCE does 
that extremely well There is a herg htened sense of 
confrdentiality that is really healthy for an event like 
this- there's a feehng of openness whrch IS 

amazrng and refreshrng " Thrs frankness was 
certainly apparent at thrs year's conference. it may 
not be an event of brg announcements and 
dramatrc reveals, but there's a shght confessional 
tone to many of the sessrons a steady stream of 
tales of crunch-1nduced cock-ups and botched 
bug ~rxes whrch served mostly to underline JUSt how 
enormous and unforgrvrng the process of game 
development has become 

Moledrna 1s also confident that GDCE can 
delver unrque content. "What I wanted to avord 
was JUSt copyrng over the US event: that wouldn't 
be fair, that wouldn't resonate- rt would be almost 
msultrng I wanted to grve Europe the best possrble 
GDCE could dehver • Hrs frrst goal was to create 
locally relevant content "I see GDC as the world's 
leading game creatron event that rs populated by 
speakers w1th msprratronal presentatrons whrch are 
mostly locally produced - from the San Francrsco 
Bay area or the US rn general. and here, srx montns 
down the line. we have another worldwide game 
developers event which rs locally populated by 
speakers of the same calibre. That's what I was 
going for here." And, certarn ly, hearing Bizarre 

Running alongside the GDCE were 
the third Develop Industry 
Excellence Awards, whose panel 
of 50 videogame professionals 
vote for the studios and 
developers which keep Europe at 
the forefront of the industry. The 
heavyweight awards were won 
by Creat ive Assembly (the Grand 
Pr ix Award) and David Braben 
(Development Legend), but it was 
Traveller's Tales which stole the 
show, winning awards for the 
most improved studio, the 
independent developer and the 
best use of a licence for the 
triumpant Lego Star Wars. 

The Games Mash·Up - designing games for your granny - was 
won by Takehashi's gloriously preposterous design for an AI· 
controlled, wifi·connected talking cat toy. which would cajole 
demotivated grandmothers into making soup and new friends 



new acronym 

A new component of London's 
gaming summer was Games 
Market Europe, held at the 
Business Design Centre. 
Deliberately lower-key, to banish 
memories of some of ECTS's more 
vulgar excesses, it was somewhat 
a victim of its own success, with 
many attendees reportedly a little 
underwhelmed. Nonetheless, 
it was effective in its intention 
of bringing together the 
infrastructure of the European 
videogame industry in an 
appropriately businesslike 
environment. Now the challenge 
is to see if it can return next 
year: sustainability is what UK 
events need the most. 

Jamil Moledina, conference directot of both GDC and GDCE, took 
over the role last year, after serving as managing editor on Game 
Developer magazine, bringing with him many useful contacts 
and an astute understanding of the issues facing the industry 
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Creations' Sarah Chudley talk about how to 
integrate marketing into the game design process, 
Paulina Bozek outhmng the development of the 
SingS tar project or Dave Burrows discuss how Sony 
liverpool1mplemented the game-shanng functions 
within Wipeout Pure provided a local take on 
internationally relevant issues. 

However, videogaming is an industry that 
long ago became too global for this aporoach to 
significantly alter the content of GDCE: these 
weren't discussions of problems and opportunities 
facing European developers, they were discussions 

lan Baverstock, head of Kuju, led 
the TIGA session which tackled the 
currently painful issue of how to 
safeguard independent development 

perspective as executive vice president of development at SCEE, which 
touched on the issues which dominate next-gen debates: will Sony's 
tools be better for PS3 than they were for PS2, will PS2 be abandoned 
too quickly, will PS3 development be prohibitively expensive? Harrison 
was both assured and reassuring on all issues, pointing to the 
familiarity of many of the Nvidia tools and the acquisition of SN 
Systems to allay development difficulty fears, the enduring lifespan of 
the origmal PlayStation to give confidence to those still working on 
PS2, and dismissing as 'doomsayers' those who suggested that the 
cost of next-gen development could cripple the industry. His charm 
and confidence are always persuasive, but some of his cla ims, 
particularly that "writing for PS3 - at this stage- should be 
comparatively cheaper" than developing for PS2 at the same stage in 

its lifecycle, clashed with other 

Some of Harrison's claims, particularly that "writing for 
PS3 -at this stage- should be comparitively cheaper" 

than developing for PS2 at the same stage in its lifecycle, 
dashed with other perspectives at the conference 

perspectives at the conference. 
Chris Pickford and Gareth 

Wilson, from the Project 
Got ham Racmg 3 team, were 
frank in their discussion of 

geared towards all developers, most of whom 
happened to be working on this side of the 
Atlantic. What made for a bigger contrast was the 
time shift. For Moledina, the six-month gap 
between the two events provided an opportunity 
"to tell an mcreasingly detai led story about next­
generation development. I wasn't able, in March, 
to secure a keynote from Sony that delivered 
substantially o next-gen content lt didn't suit their 
timetable then - it did now." 

And it suited em to deliver that content in a 
very GDCE way - a elaxed Q&A between Moledina 
and Phi! Harrison, now speaking from his 

develop1ng a next -gen launch 
title. "EverytJting is 1,000 times more complicated" was their 
line, warning ~at " next-gen will catch you off guard" if you don't 
overhaul everyt~ing from your server space to your playtesting 
procedures. Th conference ended with a wide-ranging State Of The 
Studio panel - I bricated by Epic's gift of free beer- which was 
dominated by cO>ncerns about the cost of next-gen development, with 
Rebellion's JaS2JI Kingsley warn ing that the one month to create a 
hero character last generation had become six to nine months for 
next-gen. lt >fas clear that dealing with the increased cost and scale 
of developing for new hardware will dominate developer gatherings 
for months to come. 

Bu f next-gen worries are the subject which will top the agenda 
f.or next year's conferences, the name that will dominate the 



Microsoft was heavily involved at 
the event. and a pep talk from Chris 
Satchell. general manager of the Game 
Developer Group. was well received 

conversations in the corndors IS Namco's Ke1ta Takehash . Followmg on 
from h1s rapturously receiVed account of the genesis of t<atamar1 
Damacy at GDC in March. Takehashi took up the tale of the sequel for 
his GDCE keynote. By turns charmmgly self-effacing and bullishly 
challenging, it's a testament to the development community's 
adoration for his games that 1t could respond so warmly to his almost 
out-of-hand dism1ssal of almost every other game ever made If h1s 
keynote proved anythmg 1t was how rarely the 1ndustry gets to hear 
vo1ces l1ke h1s: a real gam1ng outs1der w1th a real passion for the 
games he makes. F1gunng out how to attract more creators of h1s 
cahbre w1ll likely be the focus of events in the future 

Nonetheless, the warmth of that keynote was due partly to the 
fact that it brought all attendees together -something that, inevitably, 
the ma1n GDC can never accomplish. And a warm atmosphere 1s not 
JUSt a pleasant bonus at events like these Moledina 1S aggress1ve 1n his 
pursUit of fertile networking ground: " lt is something I pay extreme 
attention to encouragmg at these events- so much of this business 
happens that way." In the end, it may be on that front that GDCE 
proves 1ts worth. If noth1ng else, it's clear that no one, not even Mark 
Re1n, could have bought everyone in the Moscone Centre's halls a 
bottle of beer to smooth the last sess1on of the conference. 
Could there be any greater guarantee of profess1onal goodwill? 

PM Harrison opened the conference with a relaxed 
and confident Q&A session, clearly at ease in a 
roomful of developer< which must have included 
many old colleagues and current collaborator< 

Before the main conference. Ernest Adams ran his popular. day-long Fundamentals Of Game Design course. whose 
workshops enabled a wide variety of attendees to examine together the process of designing a game blueprint 
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After all those Private Show hints, the coin-op giant makes 
a public show of its step into the next arcade generation 

A new After Burner sequel was for many 
a highlight at the JAM MA event, a lthough 
Sega has not yet shown the hydraulic 
system that will presumably back it up 

WEBSITE OF THE MONTH 

Anyone who's ever had a Game Boy cart sent in 
the post knows that the first and inevitable casualty 
is the game's cardboard box. Legions of crushed 
corners and caved-in flimsy fronts render the boxes 
undisplayable and doomed to collapsed storage, if 
not the nearest wastebasket, despite the spine's 
multilingual oversized warning to please retain the 
packaging. Enter Snackbar Games' GBA o s Cover 
Project, a community effort to scan and convert the 
entire Game Boy library to OS-formatted inserts. 
Combined with Nintendo's as-yet-inexplicable 
inclusion of a GBA cart holder in the OS clamshell 
(and on line sales of the boxes in bulk S7 (£4) for ten 
at store.nintendo.com), a colour printer and a rainy 
w eekend are all that's standing between a cluttered 
collection of cartridges and a tidy display. 

The GBA OS Cover Project 

www.snackbar-games.com/gbacovers.php 
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ecent years' JAMMA shows have been 
marked by an air of quiet optimism or 
quiet resignation, depending on the 

observer All the easier, then, for the 2005 show's 
series of big-name announcements - largely from 
a revitalised, ambitious Sega arcade division - to 
be one of the better arcade events in recent 
Japanese memory. 

lt certainly helped that the Makuhari Messe 
convention centre was charged with the buzz of 
new hardware again, as Sega's PC-based Lindbergh 
made its stage debut. Owing more to the Xbox· 
friendly Chihiro than the nostalgic Naomi, Sega 
explamed that rts work-in-progress Naomi 3 had 
simply fallen behind advances in PC technology; 
riskmg being rendered obsolete before it even 
reached the arcades. Its successor's make·u p was 
decided upon for two reasons: eh iefly to provide 
the raw power to drive a revival of Sega's 
traditional arcade business, but also for ease of 
portmg to next-generation consoles. 

With details on the PS3 still scarce at the time 
of the Lindbergh's inception, it was built towards a 
best-guess Xbox 360 specification, using a DirectX 
environment - considered by many Japanese 
arcade developers as the easiest to work with. 
Though the 360's final composition differed from 
Sega's estimation, using PowerPC and ATI 
components compared to the Lindbergh's Pentium 
and Nvidia parts. Sega feels its new board is still 
angled well for multrplatform ports, with 360 
conversrons not presenting any major obstacle 
thanks to the shared use of DirectX. 

Sega's primary aim, though, is to recapture the 

Sega's Kyoryu King (King Of The 
Dinosaurs) follows the company's 
massively successful Mushiking 
and Love & Berry in setting about 
attractjng younger arcade-goers 

arcade videogame market. with an undisclosed 
'large number' of Lindbergh games in 
development. A handful were present at the show, 
ranging from a brand-new title from Yu Suzukr, 
Psy-Phi, through new instalments of popular 
franchises such as Virtua Fighter, Virtua Tennis and 
House Of The Dead, to a reprise of After Burner, 
some 18 years on. lt's a selection obviously 
intended to demonstrate the breadth of creative 
material Sega can draw upon, as well as the 
confidence that produced them to begin with. 

Sega's primary aim is to recapture 
the arcade market, with an 

undisclosed 'large number' of 
Lindbergh games in development 

Even the Atomiswave was in rude health, 
confirmed to be the new entry-level hardware for 
Sega·s arcade efforts and defying predictions of 
discontinuation. The Dreamcast·based board's two 
new titles, Metal Slug 6 and a completely anginal 
Hokuto no Ken (Fist Of The North Star) high· 
resolution 20 fighter, both enjoyed brisk business 
with arcade operators. As was indicated at Sega's 
July Private Show, support will still be provided for 
smaller developers using the discontinued Naomi, 
with G.rev·s new shooter Under Defeat again 
playable and attracting lengthy queues. 

Ironically, Sega's new arcade dynamism has 
not been funded by the hardcore audience who 
have clamoured for it, but rather by the runaway 
casual successes of Mushiking and Love & Berry 
(see E 1 50). These two titles now provide the 
main source of revenue for the company, with 
L&B successfully zeroed rn on a female audience 
immune to Mushiking's insectoid charms. Sega 
also feels it has a greater potential for export, 
but used the JAMMA show to hedge its bets 
with Kyoryu King (King Of The Dinosaurs), which 
looks like a cannily judged global tug at young 
boys· pockets. 



lt was a I so apparent that Sega hasn't lost 1ts 
ab1hty to set arcade trends: where 1n prev1ous 
shows arcade developers were competing to bring 
the most advanced network t1tles to market, now 
the fight has moved into the ch•lcren's sector. 
Nearly all compan•es had the•r own Mush1kmg 
clones, few offenng any real d1fference other than 
wh1ch popular licence was used as a fa~ade. 
Accord1ng to operators, though, the Mushikmg 
generat1on has little interest 1n other offenngs. 

As if anticipating a show 1n the shadow of 
Sega's announcements, other compames had a 
reserved presence. Capcom's line-up, desp1te a 
co•nc•dentally t•med Street F1ghrer 4 rumour, still 
rehed on medal games and toy crosSOIIers One 
arcade game was announced - War Of The Grail, a 
mass-battle t1tle w1th a custom!Sable character ­
but was present only in the bnefest of teasers. 

Taito, after such an aggressive display of Type X 
titles at the AOU show, had little to present. Many 
attendees were hoping Treasure's Type X t1tle would 
be shown, but shooter fans would have to look 
elsewhere, to mdie show1ngs of Under Defeat and 
Milestone's Ra}lrugJ, or Cave's Espgaluda sequel. 

Banpresto, meanwhile, demonstrated that the 
cab1net complex•ty arms-race mentahty can st•ll 
draw the crowds. with a networked Gundam title 
using Namco's 180-degree screened POD, or 
Panoram1c OptiCal D1splay technology (prototyped 
several years ago as the more eccentnc ORBS, Over 
Reahty Booster System) Its other star draw was a 
less expens•ve endeavour the hrst show1ng of a 
new Dragon Ball Z 30 fighter overseen by former 
Capcom producer Noritaka Funam•zu. 

After a run of more-tell -than-show events, 
the line-ups at the last AOU (see E148) and this 
JAM MA IndiCate that the PC may yet prove the 
unl•kely saviour of the arcade v1deogame. it's 
too early to predict the effect that Sega's 
strengthened return w1ll have w1th1n the 1ndustry 
or on the arcade floors - but you can't help 
but feel that even the competition are glad ~ 
that the company 1s back. ~ 

News wire 

'·" · " ·, 

. ·_ -~ l\1 -~ 

Havlf19 filed for an initial public offering in July, 
gamlf19 conglomerate IGN Entertainment signed an 
agreement this month to be bought by Rupert 
Murdoch's News Corp for a reported S650 million. 
Alongside the IGN network of websites, the 
multimedia giant w ill also Inherit sites such as 
GameSpy, File Planet. Team Xbox, Game Stats and 
movie review neKus Rotten Tomatoes. The IGN 
netw ork's accumulated losses at the end of March 
totalled $23.3 million, att ributed to common stock 
holders, but t he acquisit ion means that its 
subsequent IPO request no longer stands. News 
Corp will assimilate it into its FoK Interactive 

A Sega Japan spokesman previously onforrned us that Lindbtrgh was Xbox 360-b.tsed, but 
it turns out to be a more conventional P< architecture running a P4 CPU at lGHz and an 
Nvidia graphics part. lindbergh Virtua Ftghter S (above). Tekken S: Oark Resurrection (top) 

Media unit, a Los Angeles·based operation that 
manages all of the company's online assets. 

If arcades are to attract new customers, you 
wouldn't really know it from these JAMMA titles 

PS V-PHI 

MANUFACTURER SEGA 
DEVELOPER IN·HOUSE 
RELEASE Q1 2006 

Sega's second playable lindbergh title 
following House Of The Dead 4, and the 
first original Yu Suzuki-developed arcade 
game in several years, at a glance Psy-Phi 
recalls Taito's Psychic Force. However, the 
similarities end with a hands-on - literally, 
as the game is controlled by touchscreen. 

Tabs in the screen's corners are used 
for 360-degree movement in the arena. 
To attack an enemy, the player touches 
their adversary, and combining touch 
and movement performs different 
attacks: length and pressure of touch 
also affects certain actions, such as 
charged shots. Other moves are based 
on timing, such as last-minute dodges, 
or a special attack indicated by the split· 
second flash of a symbol that must be 
traced in sequence. 

METAL SLUG 6 

MANUFACTURER SEGA 
DEVELOPER SNK PLAYMORE 
RELEASE 2006 

The siKth Slug may not have shaken off 
its Neo·Geo resolution, but the extra 
power afforded by the Atomiswave 
hasn't gone untapped. The first stage 
alone features a convoy passing by on 
stilt-like robotic legs, zooming the action 
out to dwarf the heroes and take in the 
whole of the carnage. 

lt remains to be seen how fans of 
previous games' purity w ill take to MS6's 
more compleK setup, featuring 
stockpileable weapons that can be 
switched at will, a 'Rush Blaster System' 
score multiplier, and a special action 
modifier button for character-specific 
weapon or close-<ombat moves. The 
latter should be put through its paces by 
the surprise drafting of Clark and Ralf 
from The King Of Fighters. 

HOKUTO NO KEN 

MANUFACTURER SEGA 
DEVELOPER ARC SYSTEM WORKS 
RELEASE Q4 2005 

Sega has finally distracted Guilty Gear 
creator Arc System Works away from 
incremental tweaks to that franchise, 
though Hokuto No Ken retains an 
unmistakable GG vibe in the obsessive 
detail of its visuals and system. Ten 
characters from the legendary/notorious 
franchise appear, each with signature 
moves, fighting style and voice. 

Controls use a stick-and-five-button 
setup, and three charge-up systems 
feature beyond the standard moveset. 
Chief among them is Shichosei, linking 
the characters' bloodily, and fatally, 
spectacular martial arts to their patron 
constellation. Performing certain moves 
extinguishes stars from the opponent's 
constellation, finally leaving them 
vulnerable to an instant-kill move. 
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Leipzig has lift-off 
M icrosoft uses Europe's most eminent games event to grab the 
headlines, but also sets a positive precedent for years to come 

icrosoft dominated th1s year's Leipzig Game 
Convention by finally announcing pricing 
deta Is for its Xbox 360. The strategy was 

clever, in so far as none of the other big players 
had anything to say, but it also set a precedent that 
could see the relatively lowkey event f lourish 
beyond recognit ion over the next few years. 

Day one saw the Leipziger Messe's six giant 
halls open to trade delegates only (though the 
next four days would see 110,000 consumers 
passing through its doors) and as expected there 
was only one seminar of note. Taking place inside 
a mini Greek-style amphitheatre, Microsoft's 
conference, at least in mood, was reminiscent of 
New Labour's 1997 post-election-winning party. 
Microsoft bigwigs, PRs and hired smiles jigged 
self-consciously to the Chemical Brothers' 
Galvamze before Chris Lewis, vice pres1dent 
of Microsoft Home Entertainment Division 
Europe, bounced on to the stage to give a 
keynote speech. This was to be high-energy 
evangelicalism, US-style. 

In the first good news to be associated with the 
beleaguered publisher for what seems like forever, 
JoWood has seen the bankruptcy claim filed 
against it by Australian developer Perception 
rejected by a Viennese superior court. The claim 
was in retaliation to the publisher's public 
abandonment of Perception's Stargate-SG1: The 
Alliance. "The title in its current form," said 

Nintendo's playable 
roster was a mixed 
bag, taking in the 
likes of Mario Smash 
Football (above) and 
Twilight Princess 
(right). But it's clear 
that the company 
does more than most 
to put games into 
game"' hands at 
events such as this 

JoWood CEO Albert Seidi at the time, "does satisfy 
neither our quality requirements nor the fans' 
expectations." The publisher sought remuneration 
for the amount it had invested before Perception 
CEO Ben Lenzo bit back. Both f irms, however, still 
maintain ownership of the rights to the TV show, 
each promising to develop their own adaptation. 
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Leipzig 2005 was Microsoft 's show to steal, and it duly obliged, 
showing off a dutch of Xbox 360 launch titles to what was a generally 
receptive audience (even the odd dodgy-looking plinth was forgiven) 

After eulog1sing the 360's strengths for 20 
m1nutes, Lew1s eventually revealed that the Xbox 
360 would come in two flavours: a core system 
w1thout a hard drive for €299 (£209), and a higher 
priced bundle w1th hard dnve, w1reless controller 
and headset for €399 (£279). Before reactions 
could be fully gauged, stndent music was again 
pumped through the speakers to signal the end of 
the event and, presumably, keep the tone ebullient. 
lt also prevented JOurnalists from dampening the 
mood by asking any prob1ng questions. 

In fairness, short Q&A sessions with Lewis 
were offered to journalists on the following day 
though answers were frustratingly on-message 
and general. In particular, Lewis was bullish if 
evasive about the two-tier approach which 
many had already critiCised as being potentially 

confusing to consumers. 'it 
would offer choice to players 
and flexibility to retailers' was 
the staunch company line. OH 
the record, other industry 

delegates expressed their concern that the lack of 
a hard drive as standard could compromise and 
limit the potential of 360 games, with some 
developers hinting at a Microsoft edict against 
hard drive-only games. 

Backward compatibility also emerged as a 
serious issue, though Lewis refused to be drawn on 
specifics. Although top-selling Xbox games would 
work on a 360, he wouldn't say how many: "The 
most popular games will be compatible - it's about 
emulation, as you know. But again, for those who 
want backward compatibility it will be there 
immediately with Xbox 360. And we will continue 
to work on backward compatibility consistently. The 
key titles that people care most about will be 
backward compatible." 

Rumours that a hard drive would also be 
required to play emulated Xbox games on a 
360 were also confirmed, another factor 
undermining Microsoft's stance that the core 
system is ideal for those not possesstng the 
company's first console. Behind closed doors 
Microsoft also showcased its most impressive 
games, though considering the closeness of 
the launch it was frustrating that none of them 
were playable. While the likes of Project Gotham 
Racing 3, Kameo and Ghost Recon: Advanced 
Warfighter all displayed stunning visual fidel ity, 
signs of new, innovative game experiences 
throughout- something Lewis was at pains to 
promise in his keynote- were not guaranteed. 



*ofT~ 

US-Dollars: 

Clockwise f rom main image: those Xbox 360 price details in full; wifi multiplayer Mario Kar~ Nintendo's Jim Merrick has the task of 
simultaneously delighting and frustrating retailers with Nintendo's Game Boy Micro announcement; a 2005 version of Pan's People do 
their thing for the new hardware - in console-matching colours. naturally; Kameo: Elements Of Power, Ghost Recon: Advanced Warfighter 

Elsewhere, a strong showing by both 
Nintendo and Sony displayed encouraging signs 
that Leipzig had already established itself as 
Europe's premier game event. With pods providing 
playable titles including The Legend Of Zelda: 
Twtltght Princess. Mario Smash Football, Mario 
Baseball and DDR: Marto Mix, Nintendo's stand was 
overrun during the consumer days. A suitably 
chilled-out beanbag area with playable Nintendogs 
and eight full -size go-karts fitted up with 
multiplayer wifi Super Mario Kart OS also proved 
that no one does it better than Nintendo when it 

Sony's press conference, by contrast, was a dour 
affair closer in tone to a shareholder meeting than 
a v deogame seminar. Focusing on P$2 and PSP, 
delegates from Sony Germany displayed impressive 
f1gures during a presentation but failed to say 
anything of substance. Out on the showfloor, 
however, Sony had by far the most pods, games, 
demos and promos with highlights 1ncluding a 
playable Shadow Of The Colossus and the 
innovative Buzz! The Music Qwz. With strong 
showings from all leading publishers including 
Ubsoft. Konami, Eidos. Activision. Midway and 

Sega, the event felt like E3, only 

With strong showings from the likes of 
Ubisoft, Konami, Eidos, Activision, Midway and 

Sega, the event felt like E3, only with fewer 
rapacious journalists and cleaner toilets 

with fewer rapacious journalists 
and cleaner toilets. 

Unlike the divided factions 
and politics that have caused 
events in London to be 

comes to pulling in the crowds with competitions­
and soft furnishings. 

In terms of news announcements, however, it 
was plain that Nintendo is wa1ting for the Tokyo 
Game Show to grab headlines with all things 
Revolution. Two new DS colours are due in Europe 
on November 4: fetching pink and blue, and the 
Game Boy Micro's four coloured variants and 
pricepoint of £69 were announced. Though the 
Micro is hugely desirable, retailers at the event 
grumbled about potential cannibalisation of SP 
sales due to the close pricing structure. 

abandoned or changed beyond 
recognition, Leipzig looks certain to go from 
strength to strength. In particular, it offers 
publishers a forum to present games to both public 
and trade alike in a well-managed venue with a 
wonderfully warm and hospitable atmosphere. 
Coming as it does in the crucial 03 period. it's also 
the perfect opportunity to generate press interest 
and demonstrate games that may have only been 
glimpsed behmd closed doors at E3. Desp1te Sony 
and Nintendo holding off their big announcements 
until the Tokyo game Show, the Leipzig Game~ 
Convention 2005 was a definite success. ~ 

SAR~~ 

The high score is something of a lost art among 
the majority of recent console games and garners, 

~,.........., but the past month has seen a flurry of classic 
arcade high score activity, all documented 

breathlessly by electronic scorekeeper 
Twin Galaxies. While SO-year-old Doris 
Self failed to take the widely 
publicised world Q·bert title at 
CGEUK, this month Abdner Ash man 
was declared the Ms Pac-Man 
champion, scoring 921,360 in five 
hours and 47 minutes. Ashman 

actually set the record in 2004, but 
had to endure a gruelling ten-month 

verification process whereby the arcade 
board itself had to be put through a series 

of tests to ensure its legitimacy. Astonishingly 
full details of the ordeal are at twingalaxies.com 

A total of 110,000 consumers attended the Leipzig Game Convention, which has swiftly 
made a name for it self in Germany while similarly styled events in the UK have faltered 
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Massed, coordinated combat is a 
hugely appealing prospect, but Tabula 
Rasa still has some difficult questions 
to answer in terms of balancing 
different players' needs in the world 

16 

• INTERVIEW! 

Guiding Starr 
Gaming is a young business, and MMOs are even younger. 
Two of its rare veterans are planning to reshape their future 

tarr Long, producer on NCsoft's Tabula 
Rasa, has a working relationship with 
Richard Garriot that dates back to the 

original Ultima. Now the pair are looking to expand 
the definition of the MMO with a game which aims 
to recreate the intense activity of the battlefield in 
place of the mannered duels of many similar 
games. lt's travelled a long way since its original 
inception as a whimsical sci-fantasy epic, and, in 
the same time, the arrival of the World Of 
WarCraft phenomenon has changed what people 
expect of a genre long argued to have only niche 
appeal So what does he have planned for this 
newly clean slate? 

Despite recent breakthroughs, many garners 
find their first few hours of an MMO very 
offputting. Why do you think that is? 
If you look at most games, or most genres of 
games, the bulk of them are pretty unwelcoming 

to a non-gamer. But MMOs also happen to be the 
most complex, with the most systems interacting 
with each other, and we've done a horrible job as 
game makers makmg them accessible to the 
average gamer, making them consistently 
rewarding. Or of escalating the player's exposure to 
things- w ith Ultima Online it was like we dropped 
you naked into a world with a sharp stick and said: 
'Go have fun!' and that was it. [Laughs.) The 
complexity, especially at the endgame, is what 
makes them so compelling, but we need to learn 
how to introduce elements in such a way that it 
doesn't overwhelm. Otherwise we're just 
cannibal ising the same customers over and over. 
WOWs broken out of that to some extent, but 
even their numbers, compared to gaming numbers 
overall, are microscopic. 

How do you prepare yourself for building 
complex MMO worlds - will it reach the 
point where designers have to spend three 
years at university doing political economy 
before they can begin? 
[Laughs.) I guess there have already been some 
precedents set about the nature of virtual property, 
but even back in the days of Ultima Online we 
came to the realisation that we really are a 
government, and we have a responsibility, except 
it's not providing enough fresh water, it's providing 
enough dragons. You know, our utilities are slightly 
different, but it's the same mentality of service. 
Actually, a lot of times I'm envious of real -world 
governments because they don't really seem to be 
as accountable as us. The thing about what we do 
is that if people don't like what we're doing, they 
walk away and we stop getting money. If you don't 
like what the government is doing, you have to 



wa1t a few years and hope you can vote them out 
1t's not l1ke you can stop paYJng taxes to get them 

out of off1ce [laughs). They get away w1th so much 
more than we can. 

What makes Tabula Rasa different? 
The b1ggest thmg s that we're trYJng to create a 
game that g•ves you a feeling of being at war, as 
opposed to most MMOs where, regardless of their 
trapping, you're a hunter and the prey 1S always 
standing in place wa1t1ng for you to k1i11t. We want 
to make a much more dynamic enVIronment that 
fluctuates not just randomly, but by a certa•n set of 
rules and variables that the players can affect. And 
so a day in the life of a player might be start1ng 1n a 

"We knew all along that using 
books and musical instruments 

as weapons was pretty out 
there, and it might not work" 

base, picking up some m1Ss1ons and running out 
onto the frontline of a banlef,eld. And 1t's a 
battlef,eld like in Savmg Pnvate Ryan, or games like 
Call Of Duty - there's art1llery fire com•ng •n. ~here's 
waves of troops head•ng for control po•nts. You'll 
see squads of players on your side too, and a 
m•ss•on w1ll come over the headset that they need 
you to rescue some captured elite commandos. So 
you go into a pnvate, •nstanced part of the game 
w1th your squad to rescue them, and when you 
come back out onto the battlefield, a dropship 
swoops in and drops them on the field, and the 
fronthne temporanly pushes fol"\vard because 
you've got them f1ght1ng on your side But then the 
enemy NPCs detect thiS and bnng out the1r boss, 
and that l(eeps the battlefield mov1ng. we want to 
get th1s feeling of act•on and react1on. 

Tabula Rasa underwent a radical change of 
style last year. How did that come about after 
so much work on t he game? 
There was definitely some foreshadowing to the 
whole thmg - it's not like we were running for two 
years th1nkmg everyth1ng's perect• -but what we 
kept tell•ng ourselves was tnat we just d•dn't have 
enough content to give people the who e p1cture, 
to make 1t accessible and to make people get 
excited about it So it's not like we got there 
unprepared. We knew all along that things I ke 
us,ng books and mus1ca1 Instruments as weapons 
was pretty out there, and 1t m1ght not work -or 
not so much that 1t wouldr't have worked, as I 
think there'd be a small audience that would have 
really appreciated it But we were making a Dav1d 
lynch f1lm with a Steven Sp1elberg budget, and if 
you're spending Sp1elberg money you need to 
know you'll make it back. So •t was a financ1al 
dec•s•on as much as a creat1ve one - we weren't 
makmg a title that would work as well as 1t could. 

The response to Tabula Rasa's change of 
direction show ed how much players invest in 
titles before they' re even finished. Would you 
ideally make the game out of the spotlight, or 
is there something about games t hat means 
players need time to gear up for them? 
I like the fact that we're a lot more open about 
what we do than any other entertainment 1ndustry 
- I think that's what makes development so 
exCiting, th1s sort of metagame beyond the game 
1n that everyth1ng we do IS Interactive And that's 
why I thmk it's the highest artform, and that 
interactiv1ty can extend even outside the game 
itself, with our aud•ence and the press. lt would be 
great 1f we could have a constant dialogue w1th the 
consumer, and that's one thing that online ...., 
games let you do once you've launched. ~ 

The stylistic shift Tabula Ra<a has undergone is clear from the 
contrast between an early shot (above) and a current one (left). 
There's no doubt that the new style is more familiar- and 
probably more generally palatable - but it lacks the arresting 
impact of the original's butterfly·winged gazelles and elegant, 
fantastical figures. Hopefully, good sales figures for the game 
will bear out the reasoning behind the striking change of tack 

Yes, it's gaming's version of a one-joke wonder. 
Giving players a double dose of nostalgia, the 
recently-remixed Duck Doom De/wee is all of the 
same gameplay of Duck Hunt (though mouse· 

based, here) told through the soundscape 
and weaponry of Doom. Exact 

revenge for all the ones that've 
gotten away throughout the 
past 20 years by tearing 

through the next with a 
chalngun or BFG. Though 
initially unchallenging (try 
the two-duck 'fowl' version 
for fastest ramp-up), and 
with the joke quickly 
wearing a bit thin, Duck 
Doom De/wee is still worth 

at least a download and 
playthrough. And no, 

although you might think it a 
perfect fit, try as you might you 

still can' t shoot the dog. Grab a 
copy at duckdoom.dayjo.org 
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"I always thought video games were for 
people wit h no social skills but it seems 
I'm wrong . .. now I think video games are 
great - but only when used as treatment." 
The progre5s1ve-th1nking Or Hi lary Jones tells his readers 
that game5 are useless (unless they're used as. er, cures for 
ills) 1n the News Of The World, pre5umably forgetllng that 
the paper"s football section IS sponsored each week, at 
massive expense, by Microsoft 1n a bid to promote Xbox 
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"The next generation of [Gran Turismo) 
could feature traffic jams, too." 
The Observer Magazine's motoring expert Martin Love 
probably hasn't played an awful lot of videogames 

"Time was when computer games, 
a little like masturbation, were a 
solitary activity much enjoyed 
by adolescents and frowned 
on by everyone else." 
The Times' James Harkin comests the more 
trad1t1onally held VIew that wank1ng has actually 
long been enjoyed by people of all ages 

" Twenty-five years ago, anyone 
w ho wanted to play video games 
ty pically had t o contend with 
Bat and Ball. which involved 
hitting a square ball with a 
w onky bat. In black and w hite." 
The Times' Johnny Oavis recalls what is 
pre5umably the 1980 of some kind of parallel 
universe. where Pac·Man hadn't been invented 
and had not been a worldw de smash. In colour 

"Very soon we will be able to 
produce games that are the 
same as life. We're going to 
blur the lines between the 
real world and the computer­
generated cyberworld." 
'Father of PlayStation' Ken Kutaragi prove5 
that there's still life in the term 'cyber' (so 
long as you f~nd someone VV!IIing to pnnt a 
claim such a~· very soon we will be able to 
produce game5 that are the same as life" 
without thinking to actually question it) 

o rest for the wicked 
We talk to Ratchet & Clank's sleepless creator, 
Insomniac, to count sheep, and other deadly weapons 

nsomniac·s output has been suitably 
tireless, resulting in a Ratchet & Clank 
game on PS2 every year since 2001, and 

continuing with Ratchet: Gladiator, the fourth t itle 
in the franch tse. due in the UK th1s November. 
Released annually without fai l, and without fa iling 

to craft a pedigree action experience each and 
every t ime, there's still no sign of the sandman with 
regard to the future of the series, even as the 
twilight begins to draw in on PS2 and the dawn 
breaks on PS3. With seemingly no time for any 
serious holiday -let alone 40 w inks during those 
52 weeks -just how does Insomniac go about the 
business of never, ever tripptng over a milestone? 
Communications director Ryan Schneider found 
the time to answer. 

"Insomniac was named the third-best small 
company to work for in the US; we have ways 
to minimise the effects of crunch, but I'd never 

sit here and say that we don't have crunch" 

Insomniac doesn't produce games based on 
licences, but still has to work on an annual 
deadline, implying a need to develop games 
that deliver quality in order to succeed. This 
seems to be one of the most punishing 
schedules around - does it feel that way? 
it's always go1ng to be a challenge to make games 
on an annual basts, but on the flipside Ted [Price, 
president of lnsommac) is always happy to 
implement programmes that take the edge off, 
take the stress off. Insomniac was named the third­
best small company to work for in the US; we have 

The Ratchet series continues to evolve 

ways to minimise the effects of crunch, but I'd 
never sit here and say that we don't have crunch. 
But we try to make it as worthwhile as possible. 

it's not a backbreaking schedule 24!7- it's 
conceptual f rom the previous release until February. 
We're very milestone driven and we don't miss our 
milestones. So 1 think f rom February/March through 
to August/September things are really busy. 

Would you ever like to have that pressure 
lifted, to have a development schedule longer 

than a year? 
I've been able to sit in on a lot of lP meetings, and 
we need to talk about how to keep things fresh. 
The perspective I hear is that some people are 
inevitably going to get burned out, that's just a fact 
of life, but the flipside from a lot of people, 
especially on the programming side, is that th is is a 
deadline-driven profession, that these are people 
that thrive working under pressure. Having been a 
journalist myself, I liked that, like working under 
deadlines. We're all gamers - we like having a 
challenge. We prefer this, because it challenges us 
and we meet them, and we continually put out 
games that are rated 90 per cent plus. 

How would you class yourself as a studio, 
considering your intimate and continued 
relationship with Sony? 
We're a completely independent developer. We 
have a really good and exclusive relationship with 
Sony and there are no intentions of anything but. 
it's not a necessary thing: if we didn't have that 



relationsh,p, that we would be told to make a 
Vanilla 1ce rap karaoke game or someth1ng hke 
that. .. [Turns to Sony Computer Enterta,nment 
representative I We can get away from that, nght? 
We don't have to do that? R1ght? 

But do you feel that working with Sony gives 
you the space to create a prestige title as 
much as a hopeful bestseller7 
Yeah, it's very true and it's a very hands-off 
relationship in terms of development, also because 
we've a track record too. But 1f there are 
suggestions made, particularly for games across 
territories, they're defmltely taken 1nto account. 
Ratchet's a great example -one thing we learned 
regard1ng characters IS what may work 1n the US 
with Ratchet be1ng covered up all the t1me m 
Gladiator may not necessarily work m Japan, and 
we want to take that feedback to heart 

How much communication does Insomniac 
have with Jak creator Naughty Dog? 
We don't really collaborate We have a good 
relationsh•p regard•ng marke\lng opportun•ues, and 
art directors talkmg can collaborate on cover 
images and the like We have the game eng•ne in 
common, but ·t's two d1fferent franch•ses go1ng in 
two different directions We'll always have a special 
relationship based on the founders of each studio 
and how they all came up together, but we're not 
on the phone to each other all day. 

The Ratchet & Clank series is a fine example of 

instructive design - everything the player 
needs to uncover its secrets are there in the 
game. Is this thorough sign posting an internal 
endeavour, or part of Sony's own QA? 
it's down to a Jot of playtest,ng. We do our own 
internal testing and focus, tune that, then have 
Sony's playtests, then move on to the next 
mi estones. We have further internal and external 
playtests, then we have E3, then alpha, then beta, 
then an online public beta, then gold. lt's a lot of 
fingers on those controls. 

Ratchet & Clank's increasing focus on 
firepower has been the antithesis of the 
pic'n'mix of styles present in the past two 
Jak games. Is this on purpose? 
No, •t's not like we look at Jak & Daxter and 
wonder how we can stray from 1t. But I also th1nk 
that what we've learned over the past few years IS 

that our games do we I because of the outrageous 
weapons, so we expand on that, bUild on what we 
do well and make it better. 

SCEE has become the king of peripherals - the 
Eye Toy, the Buzz! and SingStarfranchises ­
while SCEA has focused on pushing its 
software. Why do you think this is? 
I thmk that Europe is more advanced when it 
comes to embracing innovative types of hardware, 
and a lot more fun-loving. I think 1n the US we take 
ourselves a little bit seriously. SingS tar et al will 
make their way to the US, but the culture 
needs to Jet 1ts hair down a litt le f irst. 

The latest Ratchet title retains the series' 
art style but differs from its prede<essors 
in sever~! respects when it comes to the 
actual nuts and bolts of the game play ( 



• COMPETITION I 

Graduating with honours 
Eight teams, 11 nationalities and ten weeks of hard graft: it can only mean 
another successful crop of student games from Dare To Be Digital 

Held at the University of At>.ruy DundH. 
the annual Dare to be Dogotal compet1t1on 
allows student tak• a gam• con<•pt from 
early stages through to wof1ting prototypo 

Involved both as local developer 
and, in previous years, a judge, 
Real Time Worlds producer Colln 
Macdonald reckons Dare 
provides a great opportunity. 

"We treat folk who have 
competed in Dare as 'graduates 
plus·.· he says. "Over one summer 
they learn the kind of skills that 
are near impossible to teach in a 
typical classroom.· 

b 

_j t has almost become a cl1che to pronounce 
each annual student game competition 
Dare To Be D1g1tal b•gger and better than 

its previous incarnation. Yet in terms of hard facts 
and figures this year has proved no exception. Eight 
teams from Ireland, Scotland and, for the first time, 
the M1dlands and Yorksh1re, together w1th e1ght 
students from As1an countries, spent ten weeks 
takmg the1r game •deas from the concept stage 
to working prototypes. 

Dare alumni can now be 
found working at EA, Rare, Free 
Radical Design, Visual Sciences, 

Lionhead and BBC Interactive 

lndustry part•cipation grew Wlth 1nput from 
longterm supporters such as EA and Rare, as well 
as the I kes of Traveller's Tales and Sega, wh1le 
Cntenon provoded techn•cal support m the form of 
1ts RenderWare eng1ne. There was publoc 
Involvement on the prOJect for the f·rst nme, as 
teams let gamers loose on the1r work at the Go 
Play Games expo at the Edinburgh Interactive 
Games Festival. There was even an additional 
pnze at EIEF, w1th Gene Therapy piCkmg up the 
Develop award for the 'most promising new 
concept' for 1ts Fish1sm game. 

Yet, beyond the headlines, the competition 
demonstrates some of the more subtle changes 
taking place in the development commumty. 

The winner of the first Most Promising New Con<ept award at 
the Edinburgh Interactive Game Festival was the good·looking. 
clever and self-explanatory game-<um·aquarium si m Fishism 

Perhaps most obviously, as studios bulk up in 
anticipation of the next-gen games, 1S the need for 
well-trained staff, and the quality of Dare's students 
has certainly encouraged recruiters to make the 
most of the opportunity. Dare alumni can now be 
found working at EA, Rare, Free Radical Design, 
V1sual Sciences, Lionhead and BBC Interactive, with 
EA, once again, keen to plug this year's crop into 
its Academy programme. 

Less prosa1cally, though, the competition also 
demonstrated an encouraging sh•ft •n concepts For 
example, two of the strongest contenders, 
Switched On Entertamment and the winners of 
tre produa W1th greatest market potential, The 
Frozen North, created educat•onal games for 
primary-aged children, contam•ng database 
elements so teachers could mtegrate the software 
into their teach•ng plans. Other w•nners oncluded 
Miss•ng Lnk's mus•cally layered supermarket· 
smash-up Coda Cham (greatest mnova\lon), 
while Team Evil scooped the technical excellence 
pnze for 1ts connected PC/mob• le t•tle Consp1racy· 
Corporate Warfare. 

lt was also good to hear that some teams, and 
not JUSt the winners, were keen to continue thetr 
summer efforts and try to take their games one 
stage further. "We're hoping to take up places in 
our college's incubator centre," explained Caroline 
Anderson of Northern Ireland team Silver Tongue 
Software. "Our aim •s to set up a company orrenng 
contract work and in time develop our own ~ 
intellectual property." ~ 

As for the potential for Dare 
to act as an incubator for new 
Dundee studios. he says it's a 
mixed picture. "Some Dare teams 
are making a go of it, but for the 
majority it's a foot-up into a job 
elsewhere. Others want to set 
something up, but feel they need 
to get some experience first. But 
it'll be interesting to look back in 
a decade and see how many Dare 
competitors are playing a leading 
role in the games we're making." 

TWo of the most interesting projects were the educational games Primary Step, teaching 
synthetic phonics, and Professor Fribble's Fun Factory, teaching literacy and numeracy 
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The definitive top 100 
A new Edge special edition sets out to present 
gaming's hall of fame- with your contributions 
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_J t's been done before - not least by Edge itself - but later this 
year will see the appearance of the most ambitious attempt to 
spell out the 100 greatest videogames in the world today. The 

project. published as an Edge specral edition, will be a hefty limited-edition 
tome featuring editorial on every title that makes the cut. along w1th 
interviews with key creators, game art and more besides. 

d W Id Of WarCraft we're expecting all 
Tetris. Golden Eye, Ocarina ?I Ti~e, Pro Ev~ a~ind,o;hough, that your lists should be no 
f h se to feature in contnbutoons. Ke~p n late all data to create the fonal100). 

In order to make this the most defimtive account in existence, we're 
compiling our own lists, gathering lists of favourites from game developers 
and publishers, and then factoring in those of Edge readers themselves. 

fo~g:r than ten games in le~gtfh ('7e wol~~~;~~~ons must stand up as greats today 
and that this isn't a nostalg•a est. your 

How do you get involved? Simply choose your top ten titles (these can 
be on any format and of any age, but they must stand up to scrutiny today) 
and, if you so wish, include very brief reasons for your choices (some reader 
commentary will appear in the publication). Then title your contribution 
'Top 100' and send it to edge@futurenet.co.uk. More details on the ~ 
publ ication will appear online soon and in next month's issue. ~ 

A place on the internet 
unsullied by total cretins 

Serafinovic, Pegg, Linehan, 
Brooker. More next month 

So dinky we've almost 
lost two already. Almost 

Have you seen Crime Life 7 
What's going on, Konami? 

We're still not interested, 
so you can shut up now 

OK, you might get the 
occasional total cretin 

9TAIL FOX 
Cop noir with a twist of mysticism -
and quite a bit more besides 

it's a mark of the flexibility of the term sci-fi that it can be used to 
encompass the work of Jon Courtenay Grimwood. Sure, he understands 
computers, even serving a stint working on the novelisations of games 
and graphic novels, but neither science or even technology are 
foundational to his writing. Instead it's the gritty underworld of cop noir 
mixed with the conspiracy theories concerning spooks whose existence is 
never officially confirmed which make his bedfellows: well, it's the case 
with 9Tail Fox, a San Francisco-set resurrection-whydunnit with some 
eastern mysticism thrown in for good measure. 

lowgrade beat officer Bobby Zha has had better years. His wife's 
cheating on him, his daughter hates him, and all because he takes the 
hookers he's offered to look the other way. Oh, well. Doesn't really 
matter. Within 32 pages, he's dead- shot during a seemingly random 
stakeout. But, of course, this isn't the end of Zha's story and this is where 
the blurry sci-fi edge makes its mark. Transfigured, he's back on the case 
from another angle: trying to discover who, how and why as well as 
avoiding the attentions of the eponymous fox- a deathlike figure whose 
appearance seems to point to a metaphysical reality Zha isn't keen to 
accept. it's certainly a book in a hurry to make a point, and if the t;lutness 
of the investigation is too quickly tidied up in the denouement, there are 
worse things to be criticised for. After all, it's only sci-fi. 

HANDBOOK OF COMPUTER GAMES STUDIES 
The most far-reaching attempt yet to 
make sense of today's gaming landscape 

While this magazine has treated games with respect since day one, it's 
taken the rest of the world a little longer to catch up. Catch up it has, 
though, and if MTI Press's recent outpourings are anything to go by, 
enthusiasm for the subject continues to blossom apace as much among 
intellectual highbrows as with the ringing cash registers of the 
massmarket. And it's perhaps this high-low combination, inherent in the 
medium itself, which makes the Handbook of Computer Games Studies 
such a welcome addition, even to the already groaning shelves of those 
who like to think about playing as much as playing itself. 

Put together by two incumbents at the University of Utrecht, their 
stated goal with the Handbook is twofold: to explore the various 
structures available to study games - games as social phenomenon, 
aesthetic phenomenon, and cultural phenomenon, etc - as well as 
provide an authoritative tome for current research. Of course, some 
articles add little to the experience of any gamer - despite being couched 
in highfalutin' language. But there's plenty of stimulation too, especially 
from some of the more experienced academics in the field. 

Covering a laudably comprehensive range of topics (from early arcade 
games to addiction issues and way beyond), this really is a huge piece of 
work- both literally and figuratively. Put another way, like GTA: San 
Andreas, it has the potential to ~eep you going for months. 
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Goku Makaimura 
FORMAT: PSP PUBLISHER: CAPCOM 

The kind of news that feels far too good to be true until the first 
screens hots convince you otherwise: Extreme Ghouls 'N' Ghosts is 
headed for PSP with series creator Tokuro Fujiwara at the helm. 
Building its faithful side-scrolling levels out of 30 objects, this 
all·new game promises to uphold the series' merciless reputation 

Fight Night: Round 3 
FORMAT: 360, PS3 PUBLISHER: EA 

One of the less fantastical El presentations and fast becoming 
one of next-gen's more promising titles, Fight Night is ditching its 
HUD and leaving all the feedback to its fully fleshed combatants. 
Skin ripples with impact, spit flies across bloodied gloves and the 
fire in a boxer's eyes tells you how dose they are to the canvas 

The Outfit 
FORMAT: 360 PUBLISHER: THQ 

Having dissected and analysed the mechanisms of the RTS genre, 
Relic has reassembled them into a thirdperson 360 action er that's 
big on strategy, bigger on immediacy and huge on destruction. 
Units can be recruited during missions to bolster your numbers, 
while completing objectives unlocks a wealth of new hardware 

New games, and updates on games already on the radar 

Sonic Riders 
FORMAT: PS2, XBOX PUBLISHER: SEGA 

Sega's reliable urchins continue their forage for new material, 
this time exercising some much-apprec.iated gun control. Falling 
back on the precarious hoverboarding of the Adventure games, 
this is more Tricksty/e than tricked out. Can developer Sonic Team 
bring back those majestic grinds and leaps without Heroes' junk? 

Lemmings 
FORMAT: PSP PUBLISHER: SCEE 

it's hardly likely to resolve PSP's worsening identity crisis, and 
frantic job-allocation via the analogue nub sounds like the stuff 
of nightmares, but Team 17's faithful adaptation still has the 
original game's charm on its side. A level designer aims to 
strengthen that appeal, with downloadable content to come 

Rumble Roses XX 
FORMAT: 360 PUBLISHER: KONAMI 

With the precise programme of events for DOAXZ still unknown, 
it falls to Konami's ringside angels and a new team relationship 
system to provide the all-girl sporting genre's latest softcore 
showdown. Online play features. and wrestlers must now play to 
the partisan crowd, Giant Gram style, to emerge truly victorious 

Dark Messiah Of Might & Magic 
FORMAT: PC PUBLISHER: UBISOFT 

With a heart of enhanced Source, Arkane's firstperson RPG treks 
into Might & Magi(s darkest quarters armed with a wealth of 
eye-catching special effects and Havok·powered environments. 
Though it plays some neat visual and physical tricks with the 
tools at its disposal, the depth of its world should be its priority 

Driver: Parallel Lines 
FORMAT: PS2, XBOX PUBLISHER: ATARI 

Recognising the need to reverse itself out of a particularly dismal 
dead end, Reflections has given Tanner the push and gone back in 
time to 1970s New York City. Simpler, snappier and hopefully 
more reliable, the game will need to recapture all of its original 
character if it's to stand up against next·gen criminal endeavours 

Sonic The Hedgehog 
FORMAT: 360, PS3 PUBLISHER: SEGA 

The provisional but reassuring title of Yuji Naka's next-generation 
Sonic says a dozen times more than the early screens. SOA 
chairman Naoya Tsurumi describes a "rebirth of Sonic [that] will 
offer an unparalleled sense of speed." After a generation of 
near·death experiences, the kiss of life can't come soon enough 

c 

Soviet·Unterzogersdorf (Lower-Procrastination-Village) is a 
fictional last vestige of socialist utopian ideals and Soviet 
might, as envisaged by Viennese 'art-technology-philosophy' 
collective Monochrom in 2001. Originally executed as 
performance art. with an elaborate and reasonably convincing 
accompanying documentary website, Monochrom has 
updated its vision for the village and its inhabitants and 
culture in the form of a point-and-click adventure game. 

as it too is a nearly extinct genre, Monochrom hopes the dated 
interface will carry with it some of the same sad nostalgia as 
Soviet·Unterzogersdorf's own small collective of citizens do. 

Don' t come to the game expecting high action. The 
majority of your time in Unterzogersdorf could easily be spent 
simply tidying trash in Redoctober Yard, and utilising Audio· 
transmission-unit 32 to phone Supreme Soviet to notify him of 
missing comrades, but d ig deeper and you might discover 
deeper plots underway. Their choice of the format is not without its own subtext-



l ike many Sony products, 
PSP was little short of a 
sensation when it originally 
launched in Japan, creating 
vast pre·order interest and 
the sort of queues that 
were once synonymous 
with big releases in 
the region. Since then. 
however, Nintendo has 
taken the initiative 

Bell oF conFusion 
Japanese game producer Brick Bardo shares the reasons behind his sleepless nights 

T hese must be 
confusing times, 
because I'm not 

usually this lost for 
something to say. Perhaps 
that's it, though - perhaps 
I need to tell you why I'm 
confused rather than think 
of something else instead. 
I'll work through the main 
problems one by one, and 
hopefully you won't be too 
depressed by the time I'm 

finished. Problem number one, then: the huge gap between 
the US and Japanese markets. In Japan right now, we see the 
OS performing especially well whi le the PSP labours behind. 
In the US, how ever, it's the exact opposite. Why? 

In software catalogue terms, the DS is the clear leader w1th a wide 
variety of games, so we'll assume momentarily that this is behind its 
Japanese success. In the US, however, game availability is the same 
but the PSP is the market leader When I try and explain this by 
weighing up the attractive prospects of innovative DS game design 
and beautiful PSP visuals, I'm troubled by the high number of PS2 
ports available for Sony's machine. Why are such titles giving PSP the 
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lead in America? One reason, I guess, is the 
rising age of the average gamer - perhaps the 
mainstream gamers there are less interested in 
machines that look like toys. Japanese gamers 
conversely value content above form, especially 
when it comes to handheld gaming. 

Also, hit games from overseas fail to sell in 

explain what this game is about A gigantic disc 
crashes on Earth, and from it appear armies of 
huge insects that the EDF must overcome in order 
to save our planet. Drawing heavily from '50s 
science fiction (both Japanese and American), the 
game features scant animation and much that's 
recycled from its predecessor but with far superior 

Games from overseas foil to sell in Japan and our own games suffer o similiar 
fate abroad. Profound differences are appearing between Japan and America1 

and it1
S more difficult than ever to chose o single platform to develop for 

Japan and our own games suffer a simi lar fate 
abroad. This is nothing new and I've written about 
it before, but now the problem is worse. Profound 
differences are appearing between Japan and 
America, and it's more difficult than ever to choose 
a single platform to develop for. I've been watching 
the European launch of PSP with bated breath. 

Problem number two is a question of 
economics. The Chikyuu Boueigun 2 (also known 
as Earth Defense Force 2) is a game I'm pretty sure 
will not be released outside of Japan. First. let me 

special effects. lt also offers a larger array of 
missions than the previous version -over 70 in 
total. This game is another reason why I'm 
confused this month, because it's part of the 
Simple 2000 budget series. This game, with its 
abundant high-qual ity content, is only ¥2,000 (£10) 
and it is a massive seller. What does this mean for 
those of us who make ¥6,800 (£34) games? 

My head's spinning already, but I'm only 
halfway through my list. Problem three, then, 
concerns age certification - something that's 



The Chikyuu Boueigun 2 (reviewed last month) has proved a big hit in Japan - no surprise 
given that it's both a) great and b) about £10 What does it mean for other publishers7 

becoming ever more severe in Japan This tsn't to say that ratings 
themselves are bad, but I do worry about the commeretal1mpact of a 
stncter rat1ngs system. Previously, a rating was more a gUideline than a 
restnction, but now the law says otherw1se In effect, b1g department 
stores and cha1ns Wllllike y not sell t1tles rated 18+, and even 1f they 
do, peop e will have to prov1de ID 1n order to buy them. Whtle 1t's true 
that Japan IS late n implementing such measures when compared to 
other countnes, I'm more than t1red of see1ng the games industry 
blamed for every stupid thing that the kids of today do. 

But I've saved the worst until last, because problem number four 1s 
altogether closer to home. In short· the increasing number of people 
eaving my company troubles me, and hav1ng spoken w1th staff from 
e sewhere, I'm realls1ng that our case IS not un1que - th1s IS a trend 
throughout the entlfe Japanese 1ndustry I've spoken w1th many of 
those that are departtng, and while I don't know if this is true or not, 
they all tell me that they're leavmg for another industry. From other 
game compan1es that I speak to, similar stories appear. Maybe these 
people qu1t because of doubts that their company will surv1ve the 
coming generatiOn of gaming the launch of P53 and Xbox 360. 

For the moment, I'm more preoccupied with the prOJect I'm 
oeve op1ng to be dwelling on the 1mpad of another console But ;I I'm 
oe1ng honest, I'm also troubled by these trends - these omens Which 
platform IS go1ng to surv1ve thiS impending onslaught? And will ~ 
my company even be in bus1ness when a viCtor is declared? ~ 

Helped along in no small part 
by the likes of Miyamoto's 
Nintendogs, the OS has 
become Japan's favourite 
handheld console- at least 
for the time being. But 
how should the situation 
overseas affect Japanese 
developers' priorities? 

o s 
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The future of electronic entertainment 

Speech recognition 
Edge's most wanted Why staying home has gone west 

Shadow Of The Colossus 

A chance to revisit (and slaughter) 
the game's f~rst colossus on a new p icture a barren island - a no amount of graphical grandeur 
build has taken fears over flaws 

dot in the middle of the could bring. from our minds- and reawakened 
passions for the imminent release. ocean. Too far from every But thmk again, and you realise 
"<; .o shore to belong to any country, its that the reason those particular 

inhabitants- this month- consist games come so quickly to memory 
Goku Makaimura of the following: four jaded is that their British accents were an 

squaddies and a shapely young spy- enjoyable novelty. lt wasn't that 
in-training. Its name? Mid-Atlantic. you wished all games could sound 

Mid-Atlantic is the territory like this, but that you were glad 
gaming PRs make for when they that these ones did. So is it really 
have to explain a cynical change of that much of a loss? 
heart: giving perfectly good British Yes, it is. Not because it's 
game characters US accents to soothing for parochial-minded Brits 
increase their global commercial to hear familiar slang in the games 
appeal. But 'American' is rather too they play, but because the novelty 

Capcom has been pollong visotors to obvious a word- Mid-Atlantic that made games pleasurable for 
its Japanese homepage as to which 

sounds a much more reasonable them was just as present for the of its claSsic titles should appear on 
PSP. If the new Ghouls 'N' Ghosts is compromise. So, this month, Americans or Australians or French 
an example, then vote for them all. Joanna Dark and the men of or Koreans who were playing 

PI. 
Conflict: Global Storm have all them. A different twang is just as 

Every Party gone west, their distinctive refreshing for them as a familiar 
Britishness left behind in the one is for us. 
drive for bigger markets. Again and again games have 

At first, it seems like a pretty proved that i t's the unpredictable 
fundamental betrayal. One of the characters -the chubby plumber, 
reasons both those games struck the toffee-nosed archeologist, 
such a chord with their UK the washed-up Mafioso -that 
audience was that they sounded win the world's affections Taking 
right. Whatever your own accent, games which have made their 
there was a pleasure in hearing name on the strength of the 

Okamoto may not yet be willing to something that sounded real. And, unique and distinctive characters 

release any screenshots of Every no matter what you think of the they feature and shipping them 
Party, but his enthusiasm, and the games, the homely voices in all off to Samesville, USA is by 
prospect of some gloriously dumb Conker's Bad Fur Day and Black & no means a guarantee of 

~ fun on 360, make it irresistable. 
3 c oso White added a kind of realism that greater success. 
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The Elder Scrolls IV: Oblivion 
360.PC 

GTA: liberty City Stories 
PSP 

Castlevania: Curse Of 
Darkness 
PS2, XBOX 

lkusagami 
PS2 

Hitman: Blood Money 
PC. PS2, XBOX 

Star Wars Battlefront 11 
PC. PS2. PSP. X80) 

True Crime: New York City 
GC. PS2 XBOX 

Ratchet: Gladiator 
PS2 

Ryu Ga Gotoku 
PS2 

Buzz! The Music Quiz 
PS2 

Sly 3: Honor Among Thieves 
PS2 

Battlefield 2: Modern Combat 
PS2. XBOX 

SSX On Tour 
GC. PS2. PSP, XBOX 
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The player can purchase a house within a number of towns, 
essential for storing spoils, resources or valuables without 
becoming encumbered. Or maybe hoarding a collection of 
books, spoons or Moon Sugar. Several breeds of horse are 
available for transport and protection, as well as prestige 

FORMAT: 360, PC 
PUBLISHER: 2K GAMES 

DEVELOPER: BETHESDA 
ORIGIN: US 

RElEASE: WINTER 200S 
PREVIOUSLY IN: EIS I 

Although not still truly graceful, Elder Scrolls' combat now conveys a serious sensation of weight, 
contact and - thanks to some spatters of blood and stained sword blades - gore. Dungeons are rife 
with immense traps, a change of pace that may come as a shock to Morrowinrfs more sedate players 
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The Elder Scrolls IV: Oblivion 
Don't know your Dagoth Brandy from your Dagoth Ur? Your 
Dwemer from your Daedra? Don't worry about it, says Bethesda 

t begins, as always, in prison. But 
I while the player awakes surrounded 

by flickering torches, rusty manacles, 
slimy cobbled walls and bare-bones furniture, 
there's something more than just visual 
fantasy archetype here, a whole new kind of 
magic - physics. Those rusty manacles can be 
held, thrown and ogled as they sway and 
clatter hypnotically, casting the kind of spell 
that we're just not used to seeing in such an 
expansive, intricate RPG world as an Elder 
Scrolls title. But more on that later. 

Instead of defining your character from 
the very off, as in Morrowind, you'll first get 
a chance to spend some time learning of the 
workings and weapons of Oblivion before 
being made to choose your class, along with 
major and minor skills and a birth sign. And 
then? Well, the world of C yrodi il - 16 square 
miles of it, half-covered by forests, packed 
with 9,000 unique objects and 1,000 
locations, including 200 dungeons - is then 
open for business, whether it's work or 
curiosity, whether it adheres to the game's 
main quest or not. 

Those who want to get lost in this 
overwhelming realm can still do so, treading 
their own paths at whatever pace or 

thoroughness they choose, but a friendlier 
structure is in place for those who want 
focus. Once a location has been uncovered, 
it can be fast-travelled to at any time, apart 
from when the player is in a dungeon or in 
combat. A sensibly partitioned notebook is 
on hand to track pertinent informat1on and 
log active quests, and conversation strands 
with NPCs - all fully voiced- are now colour­
coded to register new information; essential, 
if far from innovative, changes that prevent 
the glut of subquests and information 
turning into a horrendously messy backlog of 
confusion. This newfound friendliness even 
goes as far as offering an onscreen compass 
in place to guide you to your next objective. 

As is typical, you can join a guild from the 
off to improve your skills and exploit the 
perks of such an allegiance. Four of them are 
available: Mages, Fighter, Thieves and The 
Dark Brotherhood. Unlike Morrowind, 
however, the interests and quests of these 
factions do not overlap, meaning that it's 
now possible to rise through the ranks of all 
four independently. The first two are a force 
for good, while thieves are less morally 
stringent, but st1ll honourable. The Dark 
Brotherhood, however, only offers invitations 



Patrick Stewart lends his potent voice to Emperor Uriel 
Septim, while other notable mouths include the return of 
Linda Carter, and two unannounced British actors. Jeremy 
Sou le is again crafting the soundtrack, hopefully providing 
more tracks this time around. If there's room, that is. as the 
dialogue currently takes up half of the game's disc space 
Visually, Oblivion is among the most attractive early 360 
titles. although •l's often exploring familiar themes 

to those people who have ktlled an 1nnocent, 
once you've commttted such a murder, you'll 
be nv1ted to a Brotherhood dom1c1 e. a place 
patrolled by undead guards and draped with 
paintmgs of the Nightmother, the matriarch 
who slays all of her Children in the night. 
Your f1rst quest for the Brotherhood is 
something almost cruelly hght-hearted: an 
Elder Scrolls sp1n on C uedo that ends, of 
course, m multiple murders. 

Xbox's Morrowmd port will be all too 
grateful for. 

But perhaps the most engag1ng new 
aspect of Obliv1on is its schedule, wtth every 
NPC now occupied with their own day/night 
routine. and with a series of responses to 
Sttuations that extend beyond JUSt a change 
of demeanour or f•ghting back. One 
shopkeeper, for instance, retreats to her 
bedroom at clos•ng time, where she pract1ces 

lt is, in a certain way, how we imagined Shenmue before 
Shenmue actually existed, when it was just a groundswell 
of hype, of intoxicating possibilities and lofty ambitions 

Another subquest, and one that's not 
allted to any guild, is The Magic Paintbrush. 
A painter's enchanted brush has been stolen, 
the th•ef using 1t to create a number of 
Pamted Trolls that have subsequently turned 
on thetr creator Charged With retrievmg the 
brush, and armed w1th turpentme (+30 
damage to Pamted Trolls. naturally), your 
quest takes place in a stylish grove rendered 
by the pa•nter himself, ots trees crafted 'ram 
dabs of impress1onosm 1n a sparkling show 
of graph1cal diverstty that players of the 

archery- badly- before feedtng her pet 
dog and then retiring to a chair for a spot 
of bedttme reading. If someone IS, say, 
carrytng a diamond that you need. but 
refuses to hand it over, you can avo1d 
confrontatoon by stealing all the food from 
thetr home, and then o"ering to buy 1t once 
hunger ktcks m lt JS, tn a certa•n way, how 
we 1mag1ned Shenmue before Shenmue 
actually existed, when 1t was JUSt a 
groundswell of gaseous hype, of tntoxtcat.ng 
pOSSibilities and lofty ambitions. 

The act of tockptcktng IS no longer a 
s1mple case of pushmg a button and letting 
stats take care of the rest, reqwmg the 
complet1on of a typtcal m1n1game where 
tumblers have to be sealed m to place w1th 
good reactions And the art of verbal 
persuasion is now a conundrum so complex 
that there's little room on paper to explatn 1t. 
lt's perhaps too cerebral for 1\S own good 
but, then aga•n, tt's maybe a fitttng concept 
for such a deceptove pursuot. 

Through at th1s, ObliVIon feels to be the 
mannequon that was Morrowrnd brought to 
hfe, through the v•brancy of tts cop1ous forest 
foliage, the lifestyles of its inhabitants and 
the increased physicaltty of 1ts world But, 
still, 1t's hard to gauge whether the upgrades 
and slipstreaming of this latest Elder Scrolls 
will change the fact that an expenence so 
subJect to the player's w1ll needs the player's 
will to drive it. And, also, whether a game so 
dependent on doce rolls can happtly integrate 
the litera rolls of, say, a corpse down a 
staorwell•n any manner beyond JUSt improved 
solidity. But 1t sttlllooks like we'll need several 
dozen hours of play t1me tn order to f tnd 
out, meaning that, 1n some ways, 
nothing has really changed. 

The titular Obl1vionos a hellish plane 
that can be accessed via a number of 
gates that spawn throughout the world. 
Some are random. and can be cleared 
like any other dungeon crawl, while the 
story will make visits to certain Oblivion 
gates obligatory at some points 

Official mods are already 
being queued up for 
Oblivion. on both formats. 
n-nry flom slight but .,.,.._t options. such as 
being able to equip your 
hone with armour, to more 
novel, transitory offerings, 
such as one-oH holidays. 
Jester Day, for example, 
sees the folk of a certain 
town dressing up In a 
suitably eccentric manner, 
along with a relexatlon of 
the law - crimes are, 
effectively, going cheap, 
with fines bein9 halved. 
Whether-'llsee 
Bethesda's original wish for 
Monowlnd- of PC mods 
becomi119 offiCially 
available for its console 
relation - come true for 
Oblivion Is yet to be seen, 
but remains a possibility 
that Is yet to be quashed. 
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For all that their animation and texturing can 
be rough, cutscenes are put together with a 
cinephile's eye, and they look luxuriously at 
home on the PSP's bright widesueen display 

FORMAT: PSP 
PUBLISHER: ROCKSTAR GAMES 
DEVELOPER: ROCKSTAR LEEDS 

ORIGIN: UK 
RELEASE: OCTOBER 

PREVIOUSLY IN: El 54 

. ~ ·,--~' l'_ i __ ~. 'lil .. ... 
·, -·-~ -
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Hail bloody Mary 

Uttle did we know, when 
outlining the un-Christian 
missions in last month's 
preview, that Rockstar had 
quite the opposite planned. 
Suffering from Catholic 
guilt about his life of crime, 
Cipriani turns to the 
confession box. where 
Father Ned sends the 
penitent mobster on 'divine 
missions' that serve his 
own warped agenda. We 
were asked to kill three 
celebrities - or 'false idols' -
before they could reach a 
radio station and broadcast 
their ungodly self-worship, 
with a rocket-launcher 
kindly paid for by the 
generous priest. lt's a 
w elcome sign that Rockstar 
North's black humour ­
crude and self-referentia&..-­
has made it to this 
outsourced episode intact. 

GTA: Liberty City Stories 
Another trip back to 1997 - but this time at 
the controls of Rockstar's portable pilferer 

fter another chance to see, and 
A a first chance to play GTA Liberty 

City Stories, our worries about it 
remain: that it might not suit its platform 
particularly well, and might present a 
somewhat stale retread for such a 
traditionally trailblazing senes. But they 
remain peripheral to the more serious 
matter of it meeting the substantive 
standards expected of a GTA game, and 
on th is score, with one exception, it g1ves 
httle cause for concern. 

The controls have been logically slimmed 
down for the PSP's reduced button set; 
indeed, they're arguably less fussy now, 
though you might miss independent 
camera movement, since this is now a 
left-trigger modification only. On foot, 
our antihero Toni Cipriani can lurch a 
litt le unpredictably under analogue control 

One worry is that streaming will take a heavy toll on the PSP's 
battery. Unfortunately there's no way to tell how hard the 
UMD drive will be working from a devkit playtest, but we can 
report that inter-borough load times were not unreasonable 

(we weren't able to try the D-pad 
alternative), but target acquisition and 
selection using the right trigger and 
D-pad works well. Crucially, drivmg IS 

as magnificent as ever, losing not a lick 
of its speed or its unfettered, physical 
exuberance, whether in a heavy sedan or 
on a nimble dirtbike. A three-star pursuit 
that takes Cipriani across to Staunton Island 
for the first time was graphic ev1dence 
that police drivers' aggression, and the 
thoroughness of the damage modelling, 
are utterly undimmed. 

Rockstar has confirmed that there will 
definitely be no air transport in Liberty City 

Stories, but you will be able to ride the 
waves as well as the streets, and in more 
than one sense. too. Light watercraft can 
be driven by yourself or an NPC: at one 
stage, we had to ride shotgun for Don 

On his return to l iberty after years in hiding, Cipriani 
is reluctantly put to pasture as servant to one of the 
leones' less pleasant lieutenants, but later missions 
suggest a climb back up the ranks to right-hand man 

Salvatore on his speedboat, picking off 
pursuing feds in a f~rstperson shooting 
gallery. But Liberty City has also gained (or 
rather, given its prequel position in the 
timeline, not yet lost) a ferry service that 
will provide alternative island-hopping 
routes to the bridges. This could be the 
most significant of many subtle changes 
to its geography. 

it's strange and not a little wonderful 
to f ind such a large, unrestricted virtual 
space - including, unlike GTA/11, some 
detailed mteriors - resting in the palm 
of your hand. Currently, the only serious 
compromise is a painful, but not game­
breaking one: the Liberty City of 1997 
is a relative ghost town, lacking m 
atmospheric pavement bustle and, more 
frustratingly, missing a steady stream of 
autos to th1eve. Aside from this, technically 
1t's practically indistinguishable from its 
forbears; and in terms of content, the 
input of Rockstar North's script team 
should ensure that the recipe hasn't lost 
its f lavour (down to the profanity-laden 
rad io announcements). even if the 
freshness of the ingredients leaves 
something to be desired. 



Castlevania: Curse Of Darkness 
Konami opts for the devil you don't know, as this latest 
Castlevania chooses to get its kicks from sidekicks 

W 
ith the franchise's sh1n1ng 20 
ped1gree continu•ng to live on •n a 
series of handheld Instalments, 1t 

wasn't until Lament Of Innocence on PS2 -
featunng evocative locales w1th1n a castle 
hub, punchy whip comb•nat•ons and 
memorable music that ranged from the slight 
to the grand - that 1t found 1ts feet 1n three 
d1mensiors. 1t'S perhaps thanks to th1s 
newfouno confidence- or maybe due the 
guolt of Nanobreaker, and 1ts cnppled 1deas­
that Curse Of Darkness has. at f•rst g ance. 
decided to jett1son 1ts hallmarks. no Dracula, 
no Belmonts, no wh1ps 

Having deserted h•s master Or acula, 
abandon.ng him to defeat at the hands of 
the Belmont fam1ly, devil forgemaster Hector 
becomes embroiled 1n the d1sintegration of 
Europe followmg Dracula's dem•se and the 
release of his curse, and the subsequent 
death of h1s girlfnend Hector, $WOrd in hand, 
returns to the rums of h1s former home to 
Investigate and confront the Situation, 

accompanied by the Innocent Devils, his 
band of supernatural familiars. 

Heart collect1on. special weapon attacks 
and the overcoming of environmental 
puzzles 1n Dracula's intricate palace- all 
these functions are now delegated to 
Hedor's menagerie of faithfu Dev1ls. 
Operat1ng under some unexpeded but not 
unwelcome buddy AI, these creatures can be 
ordered via the D·pad to freelance as they 
see f1t, or to back Heaor up as reqUired. 
They also Wield a vanety of dist1ndwe super 
attacks, the k•nd of traditiOnal pseudo­
smartbombs that use up the player's supply 
of hearts a'ld result .n the game's most 
v1brant flashes of offence. The Devils include 
a weapon·w•elding tank of a charader 
capable of go•ng shoulder to shoulder with 
Hector 1n the fray, an a1rborne lizard that 
discharges rains of daggers as well as gliding 
Hector across gaps. and a small•nsed·like 
demon able to top up health. 

While combat feels busier this time 

Fresh from Suikoden IV, C•srlevania veteran Michiru 
Yamane Will be providing the all·important soundtrack. 
Curse Of Darkness will be the first game in the series to 
include vocal performances in its in·game soundtrack, 
not least a tenor's contnbution to its ending sequence 

around. w1th enem es crowd•ng the player 
far more than the prowling, agile packs of 
Lament Of Innocence. the actual swordplay 
doesn't feel as complex 1n early play. 
espec•ally Wlth JUSt one anaclc button. 
mo<lif1ed when used m conJund•on w1th the 
block button. The mult1dired1onal dodges 
and fl1ps, however, are If' attendance, and 
responsively so. In 1ts present state, the game 
looks gloom1er and mugg1er than Lament, 
poss1bly as a result of camera freedom. 
Whether 1t gels together as an atmospheric 
whole- surely a v1tal charadenst1c of .._, 
the senes- is essential. ~ 

HYP ~ 

Items can be crossed with weapons and 
armour to evolve them. Hector and his 
Devils also improve with experience 
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Unleashing special attacks produces another 
layer of graphics chip·frying effects, nearly 
rivalling Otogts soft-focus apocalypse 
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Although lkusagamfs vast 
show of numbers is likely 
as much a warm-up for 
Cell-wrangling as it is an 
advertisement of the 
developer's abilities, Genki's 
first next-generation 
offering is a new Shutokou 
Battle for Microsoft's 
machine. Previous versions 
of the free-riding city racing 
game on Dreamcast and PS2 
have suffered trade-offs in 
traffic density (or even 
traffic existence) and 
framerate to support the 
streaming technology -
aneas that, going by Test 
Drive Unlimited's example, 
Xbox 360 should be able. to 
handle without its silicon 
breaking a sweat. 

FORMAT: PS2 
PUBLISHER: GENKI 

DEVElOPER: IN·HOUSE 
ORIGIN: JAPAN 

RELEASE: NOVEMBER 24 (JAPAN) 

lkusagamts engine judiciously juggles level of detail on 
its models relative to the player's immediate position; 
even if the coating of filters can't disguise this sleight· 
of-hand, given the number of onscreen models it seems 
probable that you won't really have time to notice 

lkusagami 
Genki's crowd-control action title invites a new 
sensation from the Emotion Engine: disbelief 

T 
he current Japanese industry climate 
has inspired a spate of mergers, but 
earlier in the year Genki -developer 

of such varied offerings as the modern-day 
Kaido and Shutokou Battle racers, historical 
samurai piece Shinsengumi and fast-forward 
future mech battler Phantom Crash­
reversed this trend by buying back its 
independence from shareholder Konami 
While the two companies are to maintain 
their occasional publishing ties, Genki is 
looking to make an open showcase of its 
ability and ambition in time for the Tokyo 
Game Show- to secure its next-generation 
prospects, and draw the curtain on its PS2 
era with a bang. 

Or rather 10,000 bangs, to be precise, 
this being the maximum combo length 
possible in its sheer force-of-numbers assault 
on the Dynasty Warriors template. While 
developers such as From Software and 
Capcom have attempted the magiC formula 
with varying success, neither has done so 
with lkusagami's battlefield log1stics, f1elding 
up to 65,535 characters (a number which 
should be familiar to anyone who's ever 
even dabbled in computer programming). 
Such quantity has obviously taken its toll 
on model and landscape detai l, but the 
backdrop of luminous skies and hazy 
lighting, and an intimidating storm of particle 
effects as the front lines clash, massage the 
game's visual quality beyond what might 
have been expected. 

Though set in the genre's fam1liar 
Sengol<u-period stamping grounds. the game 

The arcs of lnugami's blades can strike as many as ten 
enemies in a single attack, as is typical of mass·combat 
action games- judging by the angry red swarms on the 
radar, that only leaves another few thousand to deal with 

Those hoping for more than combo·count gratification 
may be set for disappointment, though castle sieges 
(top) could prove more involved than a series of funnels 
and bottlenecks for that endlessly shallow pursuit 

shrugs off its forebears' tentative connection 
to history, pitting two heroes- one female, 
the other wolfen -and their human troops 
against demonic invaders. it's not yet 
apparent whether engagements will contain 
objectives any more complicated than 
scorching the earth of all opposing forces, 
but other heroes can be met on the field. 
and friendly troops are present in radar· 
clotting numbers to hopefully play a larger 
role than mobile scenery. Otherwise it's 
warfare as usual, with standard attacks 
charging an even more devastating special 
attack. and a variety of upgrade items, 
weapons and special moves awarded for 
turning the tide of battle. 

Both the scale of lkusagami's confl ict 
and the shadow of its inspiration all but 
guarantee the mechanics of combat will be 
a simple affair - the question is whether 
the experience can justify condemning 
another DuaiShock's Square button 
connectors. Perhaps even as a faintly 
interactive tech demo, lkusagamiwill 
succeed in turning heads at its Tokyo 
Game Show appearance, but its ability to 
seduce players as well as technical observers 
will be decided in those first few landed 
blows. If Genki has engineered those 
successfully, the next 9, 990 shou Id 
follow easily enough. 



Hitman's great strength is that all but the VffY gravest of its 
unfores .. n scenarios feel red .. mable. Admittedly, the most 
likely outcome of the above stand·off is carnage, but even 
that can be turned to your advantage if your tactiu are sound 

Hitman: Blood Money 
10 Interactive's masterclass in stealth begins its next 
lesson, with no intention of dumbing down the curriculum 

E 
ven 1n an .ndustry fast pursu,ng the 
high-concept production values of 
Hollywood, Hitman is an exemplary 

profess1onal - a senes with the art style, 
techn,ca' proficaency and thematiC conviCtion 
to Wlthstand the length1est tests o' t1me. 
Also, at cons,stently eaves :ts genre peers 
wondenng how a tatle so obsessed With the 
me\lculous machinations of stealth can retam 
such a delectable mind for murder. Blood 
Money- the series' fourth batch of 
assignments- leaves a great f1rst 1mpress1on, 
addmg more than just the weapon upgrade 
and colled,on system beh1nd 1ts t1tle and 
1mproV1ng 1ts overall techmque m a precase 
and prudent manner. 

Beyond the character progress1on. 
bumpmappmg and slicker presentation, at's 
the intncacy of its worlds that continues to 
set H1tman apart. What use, at asks, are 
games that place you in the shoes of an 
assass1n wh1le providing no scope or arena 

for improv1sat1on? In a vean more of Srlent 
Assassin than of the recent Contracts. Blood 
Money offers a skillset that's as dedicated to 
settmg traps as it is to managing thelf 
unforeseen consequences. Wath a new 
notonety system adjusting the 1dle behaviour 
of NPCs as you establish your own approach, 
the abalaty to effic,ently and, when necessary, 
brutally safeguard both your anonym1ty and 
m1ssion ObJective IS paramount. Agent 47 
can accordingly make human shields of 
anyone (except, at th1s pomt. bodyguards) 
that haplessly falls within reach. NPCs can be 
swiftly headbutted as a f1rst strake, shoved to 
the floor af they present an obstructaon and 
slammed nto scenery should the opportun1ty 
anse. Overall, the player's sense of power 
and control over the game's cavilian pawns is 
more pronounced than ever. 

The game also continues to humanise 1ts 
Inhabitants more deftly than most. A v1d1m 
m H1tman asn't necessarily a charg1ng 

Hitman's latest engine provides undeniable polish, but its 
art style remains as exotic as it's ever been, Strtking a fine 
balance between stark realism and e<centricity. This is a 
believable world, but at the same time a cinematic one 

In the current bu1ld, the movements of ch<!racters such as 
the cas1no receptionist pictured above are unusually still 
and unnatural. Considering the overall quality, however, 
we fully expect these issues to be resolved before release 

assa1lant or even a hostile patrol. but a 
charader whose shoulders you can brush 
without repnsal, whose company you can 
keep Without susp1C10n and whose gaze you 
can meet wathout alarm as you smgle out 
thelf vulnerablht,es and the techn1caht1es of 
thelf dem1se. In Blood Money, thas again 
means exploiting and dismantling the many 
protect1ve agents at work in its domam: the 
phys1cal envaronment with its many bamers 
and shadows, the wary entourage that 
d~rectly shields the 1ntended vid1m, the 
cav1hans that seldom read calmly to the saght 
of a killer go1ng about h1s busmess. and the 
intncate lattace of behaviour patterns that 
sets the whole puzzle-box an motion. 

Currently, only one level is in presentable 
form, though the strength of its example 
speaks promis,ngly of what's to come Even 
when handling such modem fads as 24-style 
p1dure-an-p1Cture (used to andacate Slgn,flcant 
events such as character arnvals and 
d1scovenes of your handiwork), the game 
complements its existing formula wathout 
ever compromising its identity Its missaons 
would be the first to prove that a last-second 
sl1p can put the best-laid plans to waste, but 
when you're as readied as 10 seems to be, 
wath an a1m that's as true as H1tman's, surely 
all that rema,ns as to squeeze the 
trigger and collect 

FORMAT· PC, PS2, XBOX 
PUBLISHER EIDOS 
DEVELOPER 10 INTERACTIVE 
OR GIN DENMARK 
RELEASE. DECEMBER 11 

Ever since those of its 
second Instalment had 
player5 tied in emergent 
strat41gic knots, Hitman's 
missions have had a 
reputation to uphold. The 
opening level of Blood 
Money Is as demanding as 
it is enthralling. You can 
prod its depicted world -
a Vegas casino hotel - and 
it reacts, bend it and see 
its path of events change, 
or smash h and watch it 
collapse. So, when charged 
with the task of taking out 
the participants of a 
scheduled hand-off, do you 
exploit the bladder 
weakness of one and make 
his next toilet break his last, 
hide atop the hote l elevator 
for a piano-wiring, or 
construct a more elaborate 
plan to infiltrate the 
exchange ltself1 
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FORMAT: PC, PS2, PSP, XBOX 
PUBliSHER lUCASARTSIACTIVISION 

DEVElOPER: PANDEMIC 
ORIGI!I· US 

RElEASE: NOVEMBER 1 

The command posts that 
formed the slender strategic 
heart of the first Battlefront 
have been made more 
valuable in the sequel. 
offering an opportunity to 
switch character classes 
without dying - though any 
shortage of health and, if 
applicable, ammo will be 
carried over. This widens 
tactla~l choice. offering 
locatlon-specifk access to a 
menu of over 60 playable 
characten, extending 
beyond troopers and Jedi to 
Include races like Wooldes 
and Bothan spies, and 
Individual stars from Lela to 
Boba Fett. Each has its own 
weapons and attributes 
(but all can now sprint. 
using an energy meter that 
Jedi must also use for their 
individualised Fon:e 
powers). 1t should further 
enable the freestyle, 
playroom improvisation 
that always was 
Battl.,_,-s strong point. 

The twin·stitk controls for space combat are 
comprehensive- offering pitch, yaw, roll and 
throttle. plus special stunt manoeuvres- but 
will lake some getting used to. Turrets on 
V-wings and TIE bombers can be manned, as 
can the heavy turrets on board capital ships 
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Star Wars Battlefront 11 
Pandemic stuffs its Star Wars toybox to 
bursting, but will it be fun without friends? 

T 
he fundion of the Star Wars game 
has changed m the 22 years smce 
Atan·s vedor arcade cab1net 

sketched out the Death Star's trench 1n lines 
of glowing phosphor. Once skeletal echoes 
of the films. Star Wars games are now closer 
to be1ng the meat on the bones of the 
franchise, flesh1ng out everyth1ng from 1ts 
anCient h1story (1n Kn1ghts Of The Olo 
Repub11c to the econom1c a no soc1al deta•l of 
1ts umverse (irt Galax1es) Released on the 
same day as the Ep1sode Ill DVD and 
featuring that f1lm heavily, Battlefront If 
almost acts as a compan1on piece. providing 
a full-blooded realisation of batt es, 
charaders and technologieS that Revenge Of 
The S1th d1d little more than telegraph 

Bu: Pandem1c d dn't make Battlefront the 
biggest-selling Star Wars game in LucasArts' 
history by 1gnonng the same simple wish­
fulfilment urge that A tan's classic satisf1ed. Its 
sequel goes further, answering fans· two 
oldest and most ardent des1res: to be a Jed1, 
and to take part tn space battles. 

Implementing the latter m a large-scale 
mult1player combat t1tle presents a technical 
challenge, the former a conceptual one: how 
to Introduce player-controlled superheroes 
Without d1sastrously unbalancing the game. 
or mak1ng a mockery of 1ts source material? 
Pandem1c has tackled both w1th 1nvention. 

The thnlling but nevttably disonentlng 
dogf1ghung IS eased a httle with a helpful 
targeting system (wh1ch. on fact, proves a 
boon throughout the game), while its 
staccato rhythm IS broken up by cunning use 
of the vast cap1tal shops. Dock1ng bays can be 
landed in to h1jack enemy f1ghters for the 

PS2 Battlefront /I will support 2• online players in a 
single gamo. the Xbox verston 32, and the PC up to 64. 
There will also be a PSP port. handled by Savage 
Entertainment. supporting w~reless fourplayer action 

Despite its focus on Episode Ill, the game spans all six 
episodes. and the heady nostalgia of new 'classic' maps 
like Oagoba and the Death Star may make them firm 
favourites. All the original game's locations are presen~ 
but changed substantially to level the playing field 

sheer cheek of •t, or you could f1ll a shuttle 
w1th troops and attempt to penetrate the 
ship's interior on foot, on a sabotage miss1on. 

Jedi, meanwhile. are limited to one 
character per s1de- determined by locatiOn 
and pos1tion 1n the t1meline- and introduced 
accordirg to cond1t1ons set by 1evel des1gn or 
the game's host (unlocked by time or pomts, 
ass1gned to the best or worst player, etc). 
Cleverly, thelf use IS restnded by a t1mer 
that's extended when they deal damage and 
reduced when they take it, and though 
powerful and fast. they are weaker in long­
range combat than other units. 

Gratifying as these additions are, 
Battlefront 11 will stand or fall on t'le delivery 
of two more 1mponant promises: a greater 
vanety of tad1cal ObJedlves - such as flag 
capture and hunt miss1ons - and their 
application in a more extensive. themat1cally 
solid and thoughtfully des1gned singleplayer 
campaign mode. The fact IS that a ma)onty 
of the game's legion of console users w1ll 
never expenence 1ts mult1player basis to the 
full, and they too deserve to have the•r 
daydreams brought to life w1th such ...., 
Impeccably fa1thful sound and fury. ~ 



True Crime: New York City 
A move from west coast to the east for 
the series that brings the law to order 

I 
f there's one th1ng that sets Grand 
Theft Auto apart from its imitators 
(though there os more than one) 1t's 

charosma, and the closest of those 1mitators 
n terms of both content and finanaal 
success, True Cnme Streets Of LA, lacked it 
more than most. In seeking to distingu•sh 1ts 
world from Rockstar's by ask1ng the player to 
cross over from thuggery to law 
enforcement, and from a spoof cartoon c1ty 
to a precisely mapped real-world one, 
luxoflux stripped the GTA archetype of much 
of its perverted log1c and rude-boy charm. 
Worse, the real crty 1t chose to recreate was 
one noto'lously lack1ng 1n architectura 
chansma in the f•rst place. 

Not one to make the same m1stal<e twrce, 
luxoflux has keenly embraced the concept of 
city as star on th1s sequel- you'd be hard· 
pressed to f1nd a more chansmatic town than 
New York, after all -and delivered a smart 
tw1st on San Andreas' responsive character 
development in the process. The meat of the 
game is crim-turned-cop Marcus Reed's 
•nvest1gat1on mto h1s partner's death, solving 
four ma1or cases aga1nst four crime 
syndicates on the way to one of two 

end•ngs, depend•ng on the morality of h1s 
methods. But cnmonal hfe 1n New York 
doesn't stop for that, and you'll rece iVe 
notrf1Cat1on of randomly generated cnmes 
in progress at every step. Tak1ng t1me to 
keep the streets clean won't JUSt allow 
Reed to 1mprove h1s standing and the 
resources at his diSposal w1thrn the NYPD, 
however; 1t will literally clean the streets, 
lead1ng to a t1d1er New York w1th a more 

pleasant amb1ent soundscape. Similarly, 
neglect your everyday duties and the city 
wdl be beset with graffiti, litter, sirens and 
the dark muttenngs of •ts c1t•zens A fa•ntly 
s•lly exaggeration of the notion that one 
man can make a d•fference t may be. but ot's 
also a welcome challenge to the Immutable 
landscape most gam•ng takes place 1n. If 1t 
works, 1t w1il bnng its location to v1v1d life m 
a manner QUite consistent with the real New 
York's aggress1ve mood swmgs. 

That's 1f it works. The PS2 code we've 
seen IS genuinely exciting, boasting 
conv1nc1ng scale, nch textural detail and 

luxoftux is promising total freedom of interaction- from shopping to extortion and dismemberment - with hundreds of 
detailed bU$inessts Pawn shops provide a place to trade evidence for cash, which can be used to buy non-standard equ1pment 

With 31,000 buildings and 1,200 linear miles of tarmac in 
this satellite·imaged scale reproduction of Manhattan, it 
could easily take a full 20 minutes to drive from Wall 
Street to Harlem. The subways and yellow cab~ however, 
will provide instantaneous transportation - for a fee 

authentic bustle throughout 1ts enormous 
street map and countless 1ntenors. al w1th 
a sheen that puts GTA to shame. However, 
•t also crashes w1th shock•ng frequency 
G•ven the scrappy state 1ts predecessor was 
released 1n, the rntom1dat1ng s1ze of the 
overal undertaking and the few short 
months luxoflux has in wh1ch to fm1sh 1t, 
th•s could be a dark omen Hopefully 1t w•ll 
prove ill-founded, and the rest of True Cnme: 
New York City will get a fa~r chance to end 
up tidier th1s stuttering, amb1t1ous attempt to 
encode the whole of the B1g Apple on ...., 
to one small d1sc. ~ 

Scripting. voicework - featuring Christopher Walken and 
laurence Fishburne, no less- and the general thrust of 
the narrative seem very professionally executed, albeit 
mired in pot·boiled d ieM. The anarchic streethfe and 
moody movie narrative might make odd bedfellows 

FORMAT GC, PS2, XBOX 
PUBLISHER: ACTIVISION 
OEVELOPER LUXOFLUX 
ORIGIN: US 
RELEASE: NOVEMBER 

Streets Of LA's story 
structure, whiCh branched 
acconding to success or 
failure in certain missions, 
has been scrapped on the 
grounds that it truncated 
the experienu for some 
players. Now. in the event 
of failure Reed will be asked 
to do favours for an 
informant - spend an 
afternoon driving the 
grass's cab, for example - in 
return for clues that will 
reconnect him with the 
narrative. it's an idea that 
will have to be handled 
with rare delicacy to avoid 
becoming a tedious 
punishment or exploitable 
loophole. Other diversions 
will include undercover 
busts on fight clubs and 
street-racing rings- fighting 
and driving mlnigames, we 
assume - as well as 
answering APBs and the 
option to perform stop­
searches at random to 
boost your arrest rate. 
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Four vehicles will be made available throughout the game's 
missions, with each one offering a teamwork element for 
Ratchet: Gladiator's cooperative splitscreen mode. Five 
multiplayer modes are present in online play- Deathmatch, 
Capture The Flag, Conquest, King Of The Hill and Juggernaut 

Ratchet: Gladiator 
lt's bullet-time for Ratchet, in anything but slow 
motion, with guns blazing brighter than ever before 

T 
h1s IS Ratchet's darkest hour taken 
pnsoner and sealed mto a menacmg 
b<lttlesu1t. the gunshnger lomax IS 

forced to f1ght for h1s hfe as real1ty· TV fodder 
in the Dreadzone show, a deadly gladratonal 
gauntlet for the galaxy's most merchandrsed 
of crowd-pullrng heroes 

So, we ask lnsomnrac·s Ryan Schneider, 
1s Ratchet follow1ng m the Pnnce of Persia's 
rncreas1ngly angu1shed footsteps' "let me 
ask you th1s," replres the studro's 
commun1catrons dtrector, ·after seerng what 
you've seen so far, do you thrnk rt's really as 
dark as it seems?" No, we don't After 
playrng a handful of open1ng mrssrons, and 

be1ng shown severa in-game 'adverts' takrng 
1n a greater arc of dayglo satire than prevrous 
Ratchet games - heavy-handed trading card 
promot1ons, hyperactrve Chrrstmas speoal 
shows and the not-so-subtle propaganda of 
corporate-controlled news reports - there's 
no true gnt here; guns still spew more colour 
1n one salvo than most games can pack rnto 
thetr proudest sunsets. Nor IS there any end 
to the senes' process,on of goofball 
characters- the return of vrcious babydoll 
popbot Courtney Gears should see to that. 
it's more a bellicose Big Brother than a 
coloured-m Manhunt. "it's strll a Ratchet 
game: all about the guns, gameplay and 
humour." continues Schneider. 

"What we've learned over the past few 
years is that our games do well because of 
the outrageous weapons," he adds. But, thrs 
time around, there are just ten weapons, a 
slimmer selection compared to the 

If there's an issue with Gladiator, it's 
that there are so many bullets and blasts 
streaking about the screen that it's 
difficult to know when you've taken a 
hit. Given the game's frenzy from the 
oft upgrading Ratchet's energy bar 
seems a higher priority than ever before 

The bosses are the other 'heroes' of the Dreadzone 
reality show. but ot's unclear whethef the showdowns 
woll be simple one-on-ones or something more manic. 
Defeating these superstars will reap trading cards 

bounteous frrepower of Ratchet 3. They're 
stdl1mproved through contrnued use, but 
requtre mod1ficatron to truly expand their 
power, via mods that come rn two flavours ­
alpha and omega. Alpha mods can be 
scattered across multrple weapons, but 
omega upgrades are unique, allowing for a 
bespoke armoury with napalm or ice effects 
as preferred. Besides, just ten weapons 
allows for a far slicker gunswap system than 
the ring system of previous Ratchets. 

Those captivated by the peripheral goals 
and subquests wrll rema1n suitably enchanted 
by Gladiator's numbers: the main game 
features 90 mrssions (frve to 15 per planet), 
and the skill pomt collect1on aspec: has 
ballooned from around 30 goals to 125. 
Medals are awarded at the end of each 
m1ssron from a range of f1ve grades, and a 
VICIOUS extra dtfflculty level1s offered when 
replayrng a stage. 

All m all. Ratchet. Glad1ator 1s the arena­
battlrng aspect of the series - the th•rd 
game's Ann1hrlat•on l\at1on tussles, for 
example- spread large and wrde, and sees 
the franch1se place a purer focus on its 
gunplay And, without a more relaxed planet­
hopping backdrop to Ratchet's new 
adventure, the question for the revrew to 
answer IS th1s w1ll thrs heightened 
intens1ty burn itself out this time? 

FORMAT: PS2 
PUBLISHER: SCEE 
DfVfLOFER: INSOMNIAC 
ORIG N: US 
RElEASE OCT 25 (US), NOV (UK) 

From the very off, Ratchet is 
escorted by a squad of 
hovering bots, a team as 
useful for ballistic backup as 
a number of other things. 
Plenty of missions require 
'nodes' to be captured -
giant bolts traditionally 
acquired by using Ratchet's 
wrench to twist them ento 
the ground - an objective 
that can be given to your 
bots. in return for the 
player providing coveri119 
fire. The bots can also 
discharge EMP grenades, 
needed to lower the shields 
of gun emplacements. In· 
game teamwork isn't just 
limited to AI companions, 
though - any mission can be 
played in splitscreen coop. 
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FORMAl PS2 
PUBUSHER SEGA 

DEVUOPER IN·HOUSE 
ORIGIN JAPAN 

RElEASE· Q• ZOOS 

Though an intentional world away from 
Shenmue's soft. rich colours. Kamurocho's 
contrast of matt greys and gaudy neon has 
the same sense of urban solidoty. likely aided 
by development staff's ex·Smilebit roots 

40 

Currently revealed 
distractions include a 
baseball alley for Kazuma to 
let off some blunt trauma 
damage in an apparently 
fittingly ac:cur;~te Yakuza 
pastime. or the ability to 
gamble on a range of 
Sammy pachonko machines 
(possibly not without a 
similar hint of irony). 
Kazuma can also take his 
chances on UFO catchers in 
the local Club Sega - we're 
hoping the game's alternate 
reality is fictional enough .to 
squeeze in a few coin·ops 
among the gambling. 

Ryu Ga Gotoku 
Sega has created many spectacular overworlds, but its 
surprise PS2 project could be its f irst spectacular underworld 

Visually, Ryu Ga Gotoku finds a hardware-friendly 
compromise between realism and stylisation, finessed by 
slick animation and suitably threatening camerawork 

R 
egular readers of Tosh1h1ro Nagosh1's 
Edge column should be unfazed to 
learn that the game he has been 

working on in 1ts absence is a sprawling, 
decadent Yakuza ep1c set 1n a realostically 
detailed red light d1strict. Far removed from 
Super Monkey Ball, a'ld not qUite the 
Shenmue sequel that 1t was bnefly assumed 
to be, Ryu Ga Gotoku IS Sega·s most 
amb1t1ous PS2 proJect to date - a cmemat1c 
Japanese crime thriller with production values 
to match 1ts decidedly adult swagger. 

Set m the fict1onal urban sprawl of 
Kamurocho- 1nspired by Tokyo's 1nfamous 
Kabuchiko distnct 1n ShlnJuku -the game 
f1nds ex-Yakuza Kiryu Kazuma, the 'Dragon 
of DO)Ima', returnmg to h1s old streets1de 
k1ngdom after a ten-year pnson sentence. A 
gangster w1th a romant1c streak, hav1ng 
taken the fall for the murder of h1s boss to 
protect h1s best fnend and h1s lover, Kazuma 
IS now a marked man by the thousands­
strong clan he betrayed The central scenano 
follows the ensu1ng gang war, but Kazuma 
also cros~s paths wrth a young gorlonvolved 
1n the dosappearance of a ten btllton yen 
fortune, as well as vanous •nc1dental arcs of 
Kamurocho n1ghtltfe. 

As w1th Shenmue, 1f pa1nted 1n darker 
tones, the gameworld IS filled w•th the hum 
of human traffiC, from wh1ch Kazuma must 
earn a daily ltv1ng- w1th prospects for both 
honest and d1shonest work. While he needs 
to eat regularly and make pharmacy stops to 
treat his InJuries, Kamurocho teems w1th 
spend1ng opportunities from the sordid to 

One·on·one backstreet brutalising and brawling seems 
to feature heavily, but Sega's preview video suggests 
there may be mass battlts that could rival even the floor· 
by· floor cl ea rout of Shenmue Ifs Yeilowhead Building 

The game could eam its 18 CERO rating with more 
than just its vicious beatings· a chance chivalrous 
encounter with one cast member leads to what appears 
to be an intriguing branching barside chat·up s~uenct 

the mundane, ensunng vendetta can be 
mterspersed w1th gambl1ng and item 
collect1on. The likes of ice-cream stands, 
department stores and the Club Sega 
amusement centre are freely access1ble, but 
other locales, such as a suitably soft-focus 
VIP bar, have reqUirements for entrance 

Though the recent Xbox SpikeOut seems 
to have contributed to the game's combat 
system, street fighting Kamurocho·style 
could be described as painful in a more 
pos1t1ve light than that tttle. As well as kiCks, 
punches and grapples it's poss1ble to 
manhandle opponents forobly through 
destructiole background features, or 
bludgeon them w1th any objects that come 
to hand. The ensuing gladiatorial spectacle 
1s 1ntended to be more savagely effective 
than showily gracefu, although hopefully 
th1s won't be at the expense of combat 
depth As Kazuma ga1ns expenence, he earns 
new fighting techn1ques. suggesting that 
later encounters w1th some of hos once· 
fellow lieutenants will be more Involved 

Carefu to scratch only the surface of 
their underworld 1n pre111ews. •t already feels 
as 1f Sega, like Kazuma, has come home to 
the territory •t previously held unchallenged 
For some, that sensatton may be tempered 
by it being the story of the wrong Ryu -but 
then who could predict what would ...., 
come from Nagoshi next? ~ 



FORMAT' PS2 
PUBLISHE~: SCEE 

DEVElOPER RELENTLESS 
ORIG '4; UK 

RElEASE· OCTOBER 21 
~---- PREVIOUSLY I~ EISI,EIS3 

The host of Buzz/- voiced by Jason 
Donovan and scripted by the people 
behind You Don't Know Jack - has a 
subtle influence on the dynami<.s of the 
game, feeding feuds between players 

FORMAT: PS2 
PUBLISHER SCEE 

DEVELOPER SUCKER PUNCH 
ORIGIN US 

RELEASE SEPT 29 (US), OCT (UK) 
PREVIOUSLY IN: EIS I 

Buzz! The Music Quiz 
A blend of mainstream software and specialist hardware 
means Relentless has found a new gaming sweet spot 

T 
he face of ma1nstream videogaming 
has a si1Ce through h1s head which 
goes back as far as h•s ears. The 

ins1de of h1s mouth looks like a boi ed ham, 
and h1S voiCe tnggers odd memories of 
men dressed as reporters, Israelites and 
transvestites So much for the holy grails 
of famous l1cences, hyper-realism and 
super-custom1sat1on 

Of course, the host of Buzz! is a perfectly 
appropriate past1che of the TV quizzes that 
the game parodies- part Muppet, part Les 
Denn1s- and Jason Donovan's voicework, 
desp1te h1s prev1ously vaned career, is 
uncann,ly believable. But 1t's th1s contrast 
that's at the heart of Relentless' nsMct for 
what 1t takes to ma<e non-garners game 

The software 1tself 1s stra,ghtforward -a 
cartoon TV stud10 wh1ch forms the bas1s for 
some text-based musiC tnvia questions, often 
vanatJons on the 'beat the 1ntro' theme The 
presentation IS clearly calculated to be on the 
palatably bland s1de of chansmatic: 
imposs1ble to hate, but hard to love. And 
there are flaws: the cover versions of the 
wide range of '60s to 'OOs pop are 

occasionally hard to recognise, and some of 
the game types aren't perfectly balanced. 

t's Irrelevant, however, s1nce as soon as 
Buzz! arnves 1t's clear that 1t's achieved 1ts 
ObJectives But, oddly, the attract1on 1t exerts 
IS down to sometning which was once the 
badge of a hardcore gammg expenence: the 
specialist peripheral. Buzzl's buzzers 'gMe m 
anyone who sees them an eagerness to play 
that most attract modes can only dream of. 
A crowd gathers, a game begins, ca t-calls 
and laughter erupt, and an hour later the 
game IS abandoned in a tangle of cables as 
1ts satisfied players head off for a dnnk, not 
really notiCing that they've just played a 
v1deogame for the f1rst time 1n a year, or f111e 
years, or JUSt possibly ever 

W1th genera knowledge, sports and 
mov1e vanants planned for 2006, 1t's already 
obv1ous that Buzz! 1s a success story wa1t1ng 
to happen. it's also already obv1ous that 
desp1te Its capaCity to reach outs1de gammg's 
usual audience, it's too pedestrian a product 
to produce a gaming revolution. And that, 
1t's clear, IS JUSt what Relentless 
always ntended. 

Sly 3: Honor Among Thieves 
With last year's heist going like Clockwerk, it's now time 
for a hefty inheritance tax for Sly and the family Cooper 

W 
h1le Ratchet and Jak battle for the1r 
lives 10 plots however contnved, Sly 
has his sharp eye on somethmg far 

more glamorous: his family's fortune, a 
treasure trove stashed away by his father and 
defended by traps devised by Dr M. h1s 
father's Bentley-like, masterm•nded sidekiCk. 

Nevertheless, there's a bleak beg1nn1ng to 
Sly 3, w1th braniac Bentley constra1ned to a 
wheelchair and a d1sillusioned Murray- the 
muscle - hav1ng left the fold. And the 
impregnation of the island 1tself 1s go1ng to 
take more than the Cooper band. result1ng 
in the bulk of the game detail1ng the 
recruitment of certain safe-cracking 
spec1ahsts- Including temptmg Murray back 
1nto the gang - needed to execute thiS 
ultimate he1st. 

Sly J's (oplional) 30 levels certainly work, accompanied by the draining of background colour that such a 
scheme presents. Tho fuzz·eyed fug that hits upon removing the 30 glasses is present and correct, too 

Two new fan-demanded features appear 
'n Sly 3- multlplayer and a playable vers1on 
of detect1ve Carmel1ta Fox. Sly's relent ess 
pursuer and partner n fhrt1ng The former 
offers a number of spl1tscreen cops'n'robbers 
modes, along With some less expected 
modes, such as cannon-heavy naval battling 
between galleons. 
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The presentation of the game Is laudable simply, but even 
with this streamlining there are a few game variants 
which can be hard to grasp for first·time players. Future 
editions of Buu! will no doubt iron out these hiccups 

Sly's cane attacks now have three levels of power, based 
on the number of button press.s involved. New powers 
c.>n. as in Sly 1, be bought at Thoefntt. the game's onlint 
portal for hocking valuabl.s and purchastng upgrades 

As for the ma1n game, the structure's 
sim1lar to that of Sly 2- areas to roam and 
explore, and obJeCtives to chew over 1n 
your preferred order- but features plenty 
more collaboration between characters. 
For example. a lemonade drink1ng contest 
that turns into a bar brawl w1th a pack of 
Australian wolves: 1t's just a simple button­
bashmg game that fl1cks to an all-out scrap 
that swaps control between Sly, Murray 
and Bentley as 1t progresses. but a shck 
and entertaining one nonetheless. Wh1ch 
sums up what we're expectmg from Sly's 
th1rd instalment: no break1ng of the mould, 
just a refllling of 11 w1th warm, 
refreshing material. 



FORMAT: PS2, XBOX 
PUBLISHER: EA 

DEVELOPER: DICE/IN-HOUSE 
ORIGIN: SWEDENIUK 

RElEASE: NOV 18 
PREVIOUSLY IN: E146, E150 

Modern Combat likes its singleplayer 
game to be rewarding, but is prone to 
taking that a bit too literally. As many 
awards are thrown at you throughout a 
mission as bullets- you're even given a 
medal for hotswapping multiple times 
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Battlefield 2: Modern Combat 
No longer a military secret, Modern Combat's singleplayer 
code falls into our hands for immediate deciphering 

e've long been aware of Modern 
W Combars desire to capture those 

Battlefield moments in a singleplayer 
capacity, but the means by which it's doing 
so is surprising. As much as it works them 
into a handful of moderately freeform 
encounters, elsewhere it sifts them out and 
compartmentalises them into tightly 
regimented missions, each playing like a 
miniature billboard for an aspect of the real 
deal. In th is vein, however, the campaign can 

FORMAT: GC, P52, PSP, XBOX 
PUBLISHER: EA 

DEVELOPER: EA BIG 
ORIGIN: CANADA 

RELEASE: Q4 2005 

On Tow's strength is in a careful eye for level design 
that keeps trick features flowing on from each other 
down the course, the sequences of ramps and rails often 
stretching for minutes at a time and begging to be used 

be as much a denial as an advertisement, 
hesitant in embracing the full freedom of the 
multiplayer game and lacking the structure 
or AI to evoke it convincingly when it does. 

But it isn't as gloomy as it sounds There's 
much to be said, after all, for hotswapping­
Chertsey's bid to optimise Battlefield warfare 
for the benefit of the lone player. Freed from 
the obligation to respawn soldiers time and 
again until one side dominates the other, it's 
added an air of permanency to their deaths 

Reinforcements for both sides are dropped in 
frequently, but mere se<onds of peppering from 
your high-powered rifle or shotgun is enough to 
reduce an enemy battalion to one confused man 

SSX On Tour 
More Maiden than Moby, SSX 
dresses up lo-fi to go high-speed 

uch has been made of SSX On Tour's 
M 'radical' makeover from coolly digital 

big beat to marker-pen-and-sketch­
paper rock'n'roll, but it's quickly obvious that 
it only runs frontend-deep - those hoping for 
an unselfconscious rebirth into a rocked-out 
Ski Or Die were perhaps looktng to the 
wrong company. SSX's revolution was already 
carved in snow with the last game's 
continuous mountain course, and On Tour 
serves to finesse that achievement, with 
fewer noticeable downtime areas for the 
streammg engine to catch its breath. 

Accordingly, the downhill slide is more 
breathless than ever, with a marked tncrease 
in speed and the opportunities to gain it: 
perhaps a tip of the beanie to Burnours 
arrival in the EA extreme sports camp. Flocks 
of non-racing skiers can be near-missed or 
simply knocked down to build boost, which 
now induces familiar peripheral blurring and 
tunnel-vision effects. Courses have been 
tightened into a more obvious downhill 
slalom, though, so this dtstortion 1s possibly 
the optimal viewing experience for the game. 

Other additions don't seem to share that 

Inherited largely from DICE, the models and locations of 
the singleplayer game are attra<tive on both formats 

that's more in keeptng with a dedicated 
offline game. Hotswapping allows the player 
to take control, with satisfying realtinte 
zoom. of any allied soldier posttioned within 
range of their reticule, and it's more than a 
mere tax1 service to get around the map. This 
new feature not only brings a satisfying 
tmmedtacy to Modern Combars game, but 
also achieves that touted goal of making the 
welfare of the entire platoon the player's 
concern, not just their individual hide and 
post -game score. 

Wtth these achievements in mind, here's 
hoping that EA will nonetheless stop this 
from becoming the game its demo suggests 
- one in which helicopter gunboats bereft of 
gunners wait impotently to be put down as 
the script of enemy spawns and actions 
snags on their continued presence. The 
overarching style, also. of overpowered 
weapons (a shotgun surely can't perform 
single-shot kills from 1 00 yards) and 
underpowered. abundant enemies makes for 
an eventful shooter but not a great deal else. 
Battlefield moments, remember, 
celebrate wits as much as firepower. 

The opening sequence, accompanied by Iron Maiden's 
Run To The Hills, may see your hand unconsciously curling 
into a rock salute. The scrappy vi be informs the entire 
frontend, set to a chorus of bass chords and radio static ­
it's almost disappointing when the game visuals fade in 

same sculpted focus: you can now create a 
custom stereotype in addition to SSXs 
preprepared suite, but options are limited 
and almost indistinguishable in-game, given 
the typtcally excessive character-outl ine 
lighting. Choosing skis rather than a board 
has litt le effect on play other than offering a 
tighter (and therefore easier) turning circle, 
and despite EA Big's best efforts, ski stunts 
appear more awkward than impressive. 

On Tour looks to solidify the Canadian 
studio's reputation as the rollercoaster tycoon 
of EA. If the new style doesn't scribble over 
the old song sheet wtth the abandon it could 
have, it at least plays it harder and 
faster than anyone else. 







Here's a whistle-stop tour of Perfect o.fr Z«ds 
multiplayer, currently accommodatont 32 pa.y.rs: • 
maximum of two teams, chosen fwom six different 
factions, battle it out in Klllcount (deathmatch), 
Team Killcount or capture The Flag moct.s. Ttonte 
vehicle types are on offer throughout certain levels 
- a bike, a troop-transporting hovercraft or a 
Jetpack frame mounted with a gun. The arenas wll 
scale themselves down when fewer players are m 
attendance and, regardless of faction. enemoes 
appear as red on the player's radar, and allies 
green. The radar doesn't detect motion, but action, 
producing blips to mark out characters forong guns, 
with bigger blips resulting from more powerful 
weapons. Aside from the modes mentioned above, 
there's also Dark Ops, a Counter-Strike-alike woth 
each player having just one life, and weapons 
being purchased at the beginning of each round. 

• 



Aside from Dark's cover move, m-e's another skill 
in her repertoire that also flicks the camera to 
thirdperson: the roll. The camera pulls back slightly 
to show the dodge in action, allowing the player 
to retain their line of sight with little interruption. 
lt's there to provide a quick dive in any desired 
direction, a move that it's hard, initially, to 
remember is there, purely because of how unusual 
it seems. To begin with, those well versed in Unreal 
Championship 2 will probably be most relaxed with 
it; we hardly used it during our multi player session 
at Rare, but it was regularly explo1ted by our 
human opponents, using it to successfully pull the 
player's head and torso out of their opponent's 
reticule for a vital second. 



We ask the Perfect Dark Zero team a question that's 
also put to the Kameo team (p54): do you think 
Rare expects to be seen as reclusive? If so, does it 
value this privacy? "We went to E3 this year to 
show the game behind closed doors," says 
Botwood. "lt had a good reception. We wouldn't 
have tried that if it wasn't for Microsoft. And we 
got to make wise decisions based on that event. So 
I think you'll be seeing more of our games in the 
future. We've traditionally been very quiet -not 
secretive - but we work on what we do, then show 
everyone when we're read~ We concentrate on 
making games before anything else, though. • 
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George Andreas. lead designer of the 
thirdperson act,on t1tle. "lt's about her 
appearance w1thin the game, •ns1de the 
monsters.· When the eponymous fairy assumes 
the form of one of her ten-strong menagene of 
fantasy creatures, she's still VIsible, only just. 
w1th1n the creature. n·s an effort to allow the 
player to 1denufy more strongly w1th the 
character. by keep1ng her 1n view, even when the 
true stars of the show are 1n charge 

On the subJect of character. 1t's t1me to 
perhaps allay a fear: little of the game's d.reciiOn 
has changed due to Rare's sh1ft from Nintendo 
stalwart to M1crosoft f~rstparty. "For Xbox. you'll 
see we d1d darken some character des1gns a 
little," adm1ts Mark St evenson, Kameo's lead 
art1st But that seems to be the extent of it, as 
Andreas explams: "We d•dn't actually change 
the way we designed the game. We still create 
the kinds of expenence that we want to create, 
as has been the case in the past. Banjo, Perfect 
Dark and others created here have always had 
the same philosophy We haven't changed 
drrect1on 1n that 'espect." 

Rare 1tself has undergone a change recently, 
though, now employing professional talent to 
voiCe 1ts game characters. as opposed to In­
house staff. Does th1s mean the death of those 
hallmark Bnt1Sh d1alects that he ped define a 
game such as Conker? "I don't th•nk you'll see 
that happen.ng," says Andreas. "because the 
people who create the games know what they 

The ultimate list of the creatures at /Cameo's disposal is ten 
monsters wide, with two Warriors available from each of 
five elemental categories- Ice, water, fire, rock and plant 

want from them. Although we're using 
professional actors. we can still get that Rare 
signature m there." Indeed. a small, gremlin-like 
creature located in the Enchanted K1ngdom­
Kameo's home terntory- •s described as a 
'J1mmy Tarbuck Impersonator' Another 
prospect1ve fear squashed. then. 

The game's most humano1d race- 1ts fa,nes. 
wh1ch 1nclude Kameo herself, the kidnapped 
fam1ly she's try1ng to rescue and her nemes•s 
Kalus- are perhaps the blandest, but there's no 
shortage of VlVld characters Such as oracle 
MystiC, a bon1er and more tw1sted relat1ve of 
Starfox Adventures' grating d1no shopkeeper, 
mm us the screech ng. Or the podgy w1nged 
creatures that pootle around the Enchanted 
Kmgdom tend1ng to 1ts f~re lamps, who make up 
JUSt a few of the 120 NPCs present 1n the very 
f11st area of the game's open1ng sect1on. And 
two of the game's b•ggest stars are, f1t\lngly, 
leads: Flex and Therm1te Water and f~re 
creatures respect•vely, the former IS a beautifully 
animated octopus-alike that wouldn't look out 
of place m Super Mano·s sunshme, moves like a 
soggy sp1der and has a sat1Sfy1ng attack that sees 
1ts legs being used as a makesh•ft catapult 
Thermite is a scuttling. JUSI-VIS•ble insect, 

stooped over from the load resllng on 1ts back, 
one that's very probably around SO t1mes 1ts own 
weight: a lava-encrusted cannon capable of 
shoot,ng cl'unks of f1ery mortar that send groups 
of enem,es scattenng like the splashes of a 
stomped puddle. 

These creatures that Kameo depends upon­
known as Warners - beg1n their hfe as sprite 
babies, needing to be rescued from the Shadow 
Trolls that hold them prisoner. Each spnte is 
liberated by a confrontation with these 
monsters, boss-like scraps where Kameo needs 

Kameo's accent on may seem to put i t in a 
genre even within Xbox 360's launch line·up. butt his has 

-:: been the plan for the game all along since the GC Iteration 



to harness the power of Lost Souls, appantJons 
that can be worn as a v1sor to see 1nto the 
Shadow World and allow her to locate and 
attack her opponent. Rescued spntes are 
absorbed into Kameo, to be called upon as 
Warrior forms, whose attacks are ass1gned to the 
nght and left triggers, and comb1nat1ons of the 
two Three Warriors can be mapped to the face 
buttons to quick-swap them, and the1r talents 
are upgraded by feed1ng them fruit, partly 
earned from subquests. There's nothrng complex 
rn this evolut1on, but that wasn't how 1t used to 

be. "The team did dabble w1th the 1dea of 
someth1ng more complicated, but dec ded to 
keep th1s aspect simple,' says Andreas. "At one 
stage we allowed the player to catch and collect 
the sprites within the game's env1ronments, and 
when you got control of them, you were able to 
run around and lool:: for food to evolve them 
We shortcut that as we felt 1t wasn't working 
wel n the b1gger picture, as we wanted 1t to be 
more act1on than adventure " 

Other changes, though, are less a reduct1on 
and more an expans1on, thanks to the extra 

The NPCs that litter the En<hanted Kingdom have their own jobs and roles to go ~bout, which ~nge throughout the ~me's 
day and n1ght cycle. Some of them offer subquests that can reap fruit to be fed to Kameo's Warrior forms 1n order to upgrade 
their attack skills. Bonus skins can be obtained for them, too, for those who achieve sufficiently high combo scores in combat 

power afforded by Xbox 360, such as the 

What w ith its relative quiet in 
terms of press releases, the 
h1bernat1on of franchises such as 
Perfect Dark, and its infamously 
secure and remote Twycross 
studio, does Rare expect to be 
seen as reclusive? "I think th1ngs 
are chang1ng, • says Andreas, 
Kameo's design lead. "We used 
to be 1n a s1tuat1on where we 
would develop the products very 
quiCkly, get them out of the 
doors and let the games speak 
for themselves. Obviously when 
development times increase, you 
get into a Situation where the 
products aren't rolling out as 
quickly, and so you're not in a 
posit1on to be able to talk 
about them I think th1ngs are 
chang1ng now, though We've 
been a little bit more open and 
more communicative w ith 
yourselves, for instance.· 

addit on of a coop mode that can be p ayed over 
Live or System L1nk. We play through the game's 
prologue With Stevenson and, wh le there's 
nothing that seems to require truly cooperative 
play 1n order to progress, the potential for 
tagteam combat - espec1ally for speedy boss 
1::11 s- s obv1ous. "Coop has come about 
because of Xbox 360, • expla1ns Andreas. 
"The game we had at the end of last year was 
a oneplayer experience, and that was it. On 360, 
we had some more time, and so we added 
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elements tha: we wanted ong1nally, but the 
mach ne d dn t have enough power to do - for 
mstance, the Battlefield.· 

Kameo's Battlefield is the one of the eas1est 
pegs for the game to hang 1ts next-gen hat on, 
be1ng net> m 1mpressrve numbers. lt"s a stage that 
acts as a I nk between l::ey areas of the game, 
but IS far from a g onf ed hub Some 1,000 troIs 
greet the player when they f1rst trot out 1nto th1s 
expanse; an open1ng camera pan shows the 
immense scale of the Imminent scrap, even if 
the effect 1s lessened due to each character 
d1splaymg the same short anrmat1on Although, 
t s hard to 1mag1ne 1t not be ng ar. napprec able 
mess 1f thiS wasn 't the case. such are the 
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Kameo has skipped betwl!en 
three dofferent formats over the 
years, sproutong on GameCube 
before moving across to Xbox 
and then up to 360 under 
Microsoft. Who do these shifts on 
destination put the most pressure 
on - coders, artists, designers or 
other? ''I'm obvoously biased," 
answers Tossell, "but 
programmers get the worst job, 
really, because of the short 
period of time between X box 
and 360 versoons, plus all the 
new features- like Love coop 
that we wanted." Andreas, 
meanwhile, offers a more 
general view: "The desogners 
have ot toughest to begin with, 
having to think about how to 
flex their creative muscle on a 
more powerful machine. it's 
then up to the art guys to 
create the vosual fidehty for 
that machone, to up the ante, 
and create an expenence that 
would be perceoved as next 
generation. And then ot's down 
to the software guys to make it 
all work." 
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Played on a 350 dtvl<it. Kameo boasts 
some pleasingly rapid loading times. That's 
bKause it's ~ing run from the unit's llard 
drove. right> "Nope. it's ruMing off a diS<. • 
conforms lead designer George Andreas 

numbers of enemy troops present. On horseback 
or otherw•se, Kameo engages these hordes to 
protect the shnnes that are feedtng power to the 
Enchanted K1ngdom- fully VISible •n the sky 
above- and engage them she must These 
oattles were p•ev•ously mooted to be an opt•on, 
someth•ng for the player to deal w1th of they 
fanoed earnmg themselves a bonus or two, but 
are now compulsory. Kameo·s not alone, 
however; soon •nto her first battle, 1,000 elves 
JO•n the fray to f•ght for good 1n an arena whose 
total population eventually reaches 5,000. Later 
skirm•shes see enemy vehtc1es and other, larger 
creatures JO•n.ng tn, too 

Such an action-oriented expenence 
may seem at odds wtth what appears to be a 
b•ightly coloured adventure game, but it is 
Kameo·s focus and has long been 1ntended. 
There are three categones of award handed 
out during battle that wouldn't look out of place 
in Mortal Kombat Brutal (for one-hit kills), 
Carnage (for contmuous kills) and Frenzy (for 
speedy attacktng). A potnt-sconng system is 
there to tally the player's performance, and to 
encourage combo imag•nat1on when us•ng 
Kameo·s Warners. Deep Blue. an aqua Warrior 
essent•al for sw•ft underwater travel, can soak 
enem•es tn 011, whoch can be •gnrted by f1re 
elementa Ash, explod•ng them •nstantly. An tee 
creature With a machme-gun's att•tude to 
throWing snowballs. called 40 Below. can freeze 
an opponent, npe for shattenng from Rubble's 
rode attacks Warner Focus tS a slow-mo mode 
that kicks 1n automatically once the player gets 
busy enough, although far from an ong1na 1dea, 
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it's a perfect opportun.ty to quick-sw•tch 
between Warriors and expenment w1th a more 
ag•le variety of attacks. 

Bosses, too, offer up the kond of texture that 
will be essent1a for Kameo to play well F•ghtlng 
Lord Drok, a towering, steam-powered 1ron goant 
brandishing a just-as-g•ant hammer. requires the 
player to capture 1ncend1ary gremlins and fhng 
them at Drok's body, before detonatong them 
with a careful sn1per shot. The v•sual quahty 1n 
th1s battle with such a t1tan is someth•ng that 
Andreas likens to a Pixar mov•e. an op•n•on lent 
no end of we1ght by a game running 1n HO on 
a luxunous TV. 

it's a point worth expand,ng- Kameo IS 

perhaps the best possible advert for 360's HDTV 
capabilities, more than PGRJ's fanat1cal 

as a way 
together. Whoever reaches the next waypoint first has 

their partner transported to them to keep th1ngs flow1ng. 
Players can damage one another as they play. but the true 
enjoyment's to be had from genuine cooperation in combat 



appreciatiOn of Cltle~ and auto erot,ca, more 
than Dead Rising·~ zombie orgy, thanks mostly to 
one thtng colour. lt's everywhere, bloom1ng and 
gush1ng from every polygona pore. With ·ts 
nchness and scale, it's a ra,nbow among the 
rampant shadows and mtncately grimy textures 
of other act1on-oriented Xbox 360 t1tles. The 
Throne Room, a centrep1ece within Kameo·s 
Enchanted Kingdom homeland, is apparently 
often used by Microsoft whenever 1t wants to 
wow an aud1ence: a large, c~rcular room w1th a 
reflective floor, the throne 1tself s,ts beneath a 
tremendous shaft of 1ght sh1n1ng 1n through 
the room's wmdow, cast1ng an intense glow 
on the m1llion or so particles that hover and 
dnft through the a11. 

Above anything else, Kameo looks f1n1shed 
For Andreas, it's been SIX years smce a game he's 
worked on - Donkey Kong 64 - was released. 
The following cliche is hard to resist, only 
because it's so apt: is it t1me to party hke it's 
1999' "I can't speak for the rest of the team, 
but t's gettmg to the pomt where people can 
soon buy the game, and hopefully apprec1ate 1t 
the way do, and 1t feels good to be getting 
there. We were nearly there at the end of 2004, 
and then we heard the suggestion about mov1ng 

Major Ruin is a rO<k-type Warrior wllo curls up into a sp1k~ 
ball that can be boost~ across gaps. up quarter pipes and 
through tunnels, much like Metroid Prime's morph ball 

over to a new platform. The 1nstant response 
was 'You've got to be jok1ng!' But, after tak1ng 
a step back, and literally m the space of a few 
hours, myself, Ph1l and Mark - 1t wasn't rocket 
se ence, really You look at the market. look at 
360 and the message that MS IS keen to get 
across w1th 360 to broaden the market. A game 
like Kameo f1ts nght into that philosophy." 

How fm1shed has each vers1on of Kameo (see 
'Mov,ng platforms') been on the many formats 
on wh1ch the game has been mooted to appear? 
Andreas. "When we went to E3 w1th the 
GameCube version, we had worked on 1t for 
about four or five months. Nintendo wanted to 
show some product, and we had somethmg that 
was qu,te advanced at the t1me, and so we 
showed 1t. When we took ·t across to Xbox, we 
took al the elements from the GameCube 
vers1on and extracted the ones that weren't 
working, then evolved the game- 1t was about 
80 per cent complete at the end of last year." 

Six years and n•gh on two generations of 
hardware passed as Kameo wert through those 
gUises. Has 1! been hard for the Kameo team ­
which Itself must have undergone JUSt as many 
transfers and iterat ons- to keep 1ts perspect1ve? 

" it's helped us to focus even more, to be 
honest," reveals Andreas. "As we Jumped from 
one platform to another we refined elements 
I'm not us1ng as that a pun, by the way - we 
took out areas we dion't feel were work1ng well. 
or couldn't be pushed forward along with other 
areas of the game. it's also allowed us to fully 
realise everything we wanted to do w1th the 
game. lt has been in development for a long 
time, so people perce,ve that you've been 
deve op ng the game for that amount of t1me 
To a degree you are, but every platform jump 1s 
an effect1ve start from scratch- take all the 
assets from the previous machme, convert them 
over to work on the new machme and only then 
can you start creat ng content and begin to 
de~e op the game.· 

Rare won't be gettmg 1nto the groove of 
producing an annua franch,se, then' "You have 
to que~t1on whether 1t's our place to do 
somethmglike that." comments Phil Tossell, 
Kameo's ead programmer "We're a f,r~tparty, 
we should be mnovat1ng and producmg tne 
products that other publishers hopefu ly asp~re 
to • Andreas has plenty to add, not least a 
surprismg revelat1on about Rare's pract1ces as a 
stud1o: "W1th something like Kameo, if you were 
starting from sc•atch, it would take a good 
development team three years anyway, such is 1ts 
enorm1ty. To knock someth1ng out liKe Kameo 
every year 1s not gomg to happen 

"The other th1ng to cons1der, though, is the 
size of the teams. The teams that produce the 
current annual franchises on the market. I 
suspect they'd be 40, 50 probably 60 stro'lg or 
more W1th Kameo, tor the best part of 1ts 
produd1on, we've probably had around 16-20 
people, max1mum, up until the beg1nn1ng of th1s 
year, where we have around 30 people. it's 
always been the way." W1th regard to teams, 
and 1f only for the saKe of prompting a cheap 
Jibe, how does lt feel to have to share Kameo's 
overdue debut With Perfect Dark. Zero? " feel 
sorry for them for having to compete with us," 
says Stevenson, dryly. As a part1ng shot, IS there 
anything the Kameo team would like to say to 
those who've grown d s 1us1oned w1th Rare over 
the past few years? The response couldr't be 
ess bitter ·A !I want IS for people to see Kameo 
for what 1! IS, net for where t comes from," says 
Tossell "For them to just play 11 and enjoy ......, 
it. I really hope they will." ~ 
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Polish distributor CD Projekt has handled 
many of the PC's most successful and memorable 
roleplaying games. Now, it wants to make its own 

F 
o a young developer's f,rst fu 1-
sca e proJect, The W1tcher has 
been presented w1th no ack. 

of assured bluster- from the 'RPG 
Redef1ned tag I ne to a German Games 
Convention showmg adorned by the 
bruta sed 19ure of an executed elf. 

1t was covered n arttf1oa blood, 
and that was startJng to attract f 1es. 
re<a s p.t manager Bartosz Gulik 

channelling 1ts own conf1dent 
momentum. Founded by two fnends 1n 
1994 to 1mport PC games mto thelf 
nat1ve Poland, 1t has grown mto the 
country's most respected d str but1on 
and localisat on house, cuttmg •ts teeth 
dur ng the golden years of Interplay 
and B1oWare's PC RPG output The 
relat1onsh'p w.th Interplay would n 
turn create CD ProJekt's mternal 

was to base the game m [Andrzej) 
Sapkowski's world, as we're huge fans 
and saw 1t was a perfect setting." A 
Polish national treasure (see 
'Background reading'), Sapkowski's 
works are set tn the exposed underbelly 
of h1gh fantasy, where elves and 
dwarves hve on squalor as oppressed 
monor ues, and graspmg hu"'1ar 
f,efdoms fall prey both to each other 

SAPKOWSKI'S WORKS ARE THE UNDERBELLY OF HIGH 
FANTASY, WHERE ELVES AND DWARVES LIVE IN SQUALOR 

The spectacle predictably mort1fiid one 
of the event orgamsers but equally 
pred ctabl proved a huge draw for 
showgoers We've got somethong 
even better planned for next time • 

That a prospect for Games 
COI-ptjclll 2006 to cons der with 

development stud10 1n 2002, formed to 
produce a PC port of Baldurs Gate 
Dark Alliance on an 'If you make 1t, you 
can d1stribute it' challenge Though 
work 0111 the port was shelved when 
Interplay's decline became term,nal, eo­
founder and creat1ve d11ector Michal 
Kicisnki saw it more as an opportunity 
than a setback • S1nce we already had 
four programmers, we dec1ded 'OK, 
we'l make our own act on-RPG • 

it's tempting to be 1eve that s the 
abndged version of the11 deCtSoon to 
charge headlong 1nto the most 
grl-el1ng genre to deve op for, but 
K1cmsk wasn : ntendmg to start from 
scratch "The obv10us concept for JS 

and to hungry supernatural threats. An 
order of alchemy-altered monster 
hunters, the W1tchers, ply their grim 
trade from town to town, with one of 
the1r more notonous f1gures - and the 
game's lead1ng man - being the 
brood1ng alb1no Geralt of Rivia. For all 
the cl1ches 1t retreads or subverts, 
Sapkowski's terntory is a moral no­
r!lan's and, a W1tcher's actions guided 
by profess1on rather than altruism, and 
the best endmg that can be hoped for 
a b1tte•sweet one "I don't knovv f 1t's 
because he's Polish, or JUst his general 
v1ew of th1ngs, • muses Gulilc 

After expenmentmg With in-house 
technology, the team turned to 
Bo<>Ware to licence Neverwmter Nights' 
Aurora eng1ne. a cho1ce made for the 
back.end structure to support the RPG 
and story elements rather than its bas1c 
v1suals As The Wttcher 1s stubbornly 
s.ngleplayer, the graph1ca. reworking 
th1s allowed, and demanded, has left 1t 
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BACKGROUND 
READING 
Andrzej Sapkowski's career 
path describes a similar success 
story to that of CD Projekt: his 
writing career started in a Polish 
fantasy magazine competition, 
with his first Wiedzmin (it can 
also be translated as 'Hexer', 
though Kicinski prefers the 
sound of 'Witcher') short story 
published in 1986. His 
snowballing popularity w ith 
readers, even if it only claimed 
third place in the competition, 
saw it followed by further short 
stories in the early '90s, and 
ultimately a cycle of four novels. 
Enormously successful in Poland 
for his writing style as much as 
his storytelling - "I didn't know 
the Polish language could be 
used in the way he did," Kicinski 
recalls of his first encounter- the 
stories have been translated to 
similar acclaim across Europe, 
but to date have not appeared 
in English- bar an appearance 
by the first short story in the 
anthology A Polish Book Of 
Monsters (translations by 
Michael Kandel). 

However, British and 
American prints of the novels 
and short story collections, 
respectively. are finally underway 
-which would be fortuitous for 
The Witcher's western release. 
Sapkowski's text remains punchy 
and playful in English, though it 
seems unlikely that his work will 
enter the school curriculum - as 
we learn the original has in 
conversation with various 
Warsaw residents, all of whom 
know The Witcher, if not 
necessarily treasure it: "Fantasy's 
written for boys, really, isn't it?" 
shrugs one student. 

Two men on a mission: project manager Bartosz 
Gulik (top) and creative director Mkhal Kicisnki 
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Though Geralt must face monsters 
alone, there's a wealth of strategy 
to be learned from other NPCs 
beforehand. it's possible to charge 
in unprepared, but not advisable 

unrecognasable as an Aurora-powered 
game, whether in overpoweringly wide 
summer wlldernesses or the 
characterful, untidy sprawl of capital 
city Vysime. Even with this new 
environmental richness, it has retained 
the familiar PC RPG click-to-move 
functionality (with a design intent that 
the game can be played using only the 
mouse), but the optional mouselook· 
and-keyboard control scheme seems 
more fitting for the game's immediacy. 

That immediacy has also seen 
Neverwinter's turn-based combat 
replaced w1th realtime action: "The 
style of the game. the visuals and the 
way it flows, doesn't lend itself to 
pausing the action then unpausmg to 
see what happens," explains Gulik 
Combat is initiated by clicking on an 
opponent to launch an openmg swing, 
augmented by freely switchable strong, 
swift or group fighting styles, and 
following a rhythmic sequence of click 
prompts allows combination strikes. 
We ask if this hasn't simply changed 
Diablo's one-click mechanic to a three­
click one, always favouring the 
strongest attack, but the team intends 
to add optional 'power-up' effects at 
each combo branch, such as stunning 
or knockdown moves, encouraging 
strategising in the fray Geralt will also 

gain access to five magical Signs, 
inc uding an immensely satisfying 
telekinetic pulse that smashes down 
enem1es and environmental features. 

Though the combat engine is 
solid, it's still a nsky proposition when 
the PC RPG audience is suspicious, or 
even openly hostile, toward action· 
based combat. "The games that are 
the most intricate don't necessarily do 
the best, and we realised even within 
the PC market - where the user profile 
is ... calmer, I guess - that the elements 
of simplicity and action can be positives 
rather than negatives," Gulik reasons. 
"There are people, I'm sure, who'll 
disagree: 'If it's not turn-based, it's not 
a real RPG ', but in order to get a 
broader audience excited by RPGs in 
the current gaming age, you can't rely 
on them to have the patience or the 
attention span for 200-page manuals. " 

"We still have elements to attract 
the hardcore RPG fans to the game." 

The colours of the sky may look tranquil, but not all monsters wait until night to emerge -one ghost 
materialises only at noon. Moments such as the sun re-emerging after a storm are disarmingly beautiful 



adds Kicinski, "like the alchemy 
system, which is quite complex, or 
;fle non-linear quests, so hopefully 
they'll forgive us." 

Taking a design cue from seminal 
PC RPG Fallout (Kicinski hopes The 
Nltcher will be viewed as a medieval 
spintual successor of sorts), all of the 
game's quests will offer multiple 
solutions, so that no play style or 
character build will be unable to 
progress the storyline. it's an important 
aspect not just for player choJCe, but 
because Gulik feels it will negate the 

Geralt fights with showy but 
tangibly lethal motion-captured 
flourish. Heavy blows will leave 
gaping wounds, and sword blades 
glitter with enemies' blood or ichor 

their importance, can be slain - Geralt 
will have the chance to become 
intimately familiar with much of the 
female cast. After deliberation over 
how to portray this in the least crass 
manner - no notches on sword hilts, 
then - it was decided to award a 
lasciviously illustrated Tarot card for 
each encounter. it's a diff1cult balancing 
act when even Gulik admits the RPG 
aud1ence is "httle boys, and men who 
are little boys," but he's adamant that 
The Witcher's eroticism will be integral 
rather than awkward. "We benefit 

"THERE WILL BE JEALOUSY, SEXUAL 
SITUATIONS THAT AFFECT WHICH 
PATH THE STORY PROCEEDS DOWN" 

need to pad out the game's running 
time with material unrelated to the 
story: "The idea of doing all those little 
sidequests is strange and s1lly- 'The 
world's falling apart, but I need you to 
get me a cup of tea from the 
herbalist'." If nothing else, such a 
quaint scenario would be out of place 
1n The Witcher's society: interactions 
are steeped in mercenary attitudes. 
with most characters susceptible to 
some combination of bribery, strong­
arming or sexual desire. 

The latter leads to an aspect as 
likely to be seized upon by the gam1ng 
press as the previous revelation that 
any character 1n the game, no matter 

there from the stories of Sapkowski, 
because Geralt is ... sought-after," he 
explains "There will be jealousy, sexual 
situations that affect wh1ch path the 
story proceeds down, so you'll have to 
make careful decis1ons about how to 
respond - it's not just titillation, just 
collecting all the cards." 

The Witcher's unflinching violence, 
too, is intended to be a product of its 
environment as much as an 
opportunity to watch lopped limbs curl 
bloody arcs m its slow-motion finishing 
moves. Quarrels with human 
antagonists are quick to start, but can 
be settled with f1sts instead of blades -
though Geralt f1ghts at a disadvantage 

without a sword in hand. Perhaps more 
difficult to convey, though, will be the 
sense that this is a world where a 
moral compass may not f1nd a reading, 
when evef'l the RPGs best regarded for 
their handling of morality do so m an 
obvious and binary fashion. 

"We approach 1t more along the 
lines of 'piss them off' or 'don't p1ss 
them off' rather than 'good choJCe', 
'bad choice'," says Gulik. "So choices 
result from your 1nteract1ons w1th each 
character, rather than whether you 
want to play a good or evil role." 

Kicinski continues: "In general, 
there's no absolute good and evil with 
our reputation systems. You can 
behave like a good citizen, and be 
treated well by guards, but that 
doesn't mean you're a good person­
what if the king who made the laws 
you obey is a tyrant' Or the inhuman 
races: some see them as terrorists, 
others that they're fighting for their 
freedom. We're trying to balance it so 
that there are no easy choices." 

"All your choices will affect the 
overall course of the story, but you 
don't necessari ly get the security of 
knowing you're going to be a good 
person when you get to the end of 
it." Gulik concludes. 

In fact, you may not necessarily 
have the security of knowing that 

HEX AND VIOLENCE ~ 

Geralt carries a steel sword to deal with human 
opponents and a silver sword for monstrous ones; 
each blade has an individual skill tree to build as 
Geralt levels up. Similarly straightforward trees 
govern his statistics and Signs, each with a clearly 
set path of increasing power or building side-skills 

Despite still being built from Aurora 'modules', requiring a load 
between areas, The Witchels world is dense; landmarks in an 
adjoining module can be seen on the horizon of the current one 
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Geralt is the person the world thmks 
he is at the story's conclusion. The 
team's solution to introducmg 
character growth elements m to an 
established character's template, and 
to a d those p1cking up h1s adventures 
for the first t me, 1s to fall back on a 
class1c RPG device Geralt beg1ns the 
game as an amnes ac. Interestingly, th1s 
is an 1mprovement from h s state at the 
conclusion of the nove s, 1n whiCh he IS 

k I ed- a maJor plot me of the game IS 

to d1scover exactly who (or what) th1S 
Geralt 1s, answered 1n one of three 
pass ble end ngs. Th1s f1nal judgement 
1s based on the ent re path players havE 
taken through the game, not m the 
fma act chokepo1nt of some recent 
titles, as Gulik po1ntedly notes: " it's 
not decided in the last m1nutes by a 
conversation cho1ce." 

There's a year of development 
time ahead to thread these mysteries 
through the game's scores of 
environments and hundreds-strong 
cast; then there's the daunt1ng testing 
reg1me to ensure one element The 
Wttcherwon't share w1tn the Black 
Isle <lassies 1s a engthy bug list While 
CD Projekt's relat onsh1p w1th BioWare 
is offiCially one of te<:hmcal support, 
it beneftts from the fatherly adv1ce of 
the west's most respected RPG 1-touse -
one such suggest1on spurr ng the 
team's growtr to fu I developl"lent 
numbers, as K1onsk1 re<:ounts wllh a 
grin: "We made a presentatiOn to 
tnem 1n 2004 ·we have 16 people on 
t'le team, and we're ready to do th1s 
gamel' [Laughs.] They told us 'Guys, 
you're go,ng to need about SO people 
for this kind of project' " 

Yet 1n other aspects the team was 
already well prepared - th1s IS, after all, 
the game they've always wanted to 
make, in a genre they love and the 



"WE DON'T WANT TO END UP WITH 
A GREAT GAME THAT NO ONE WANTS 
TO PLAY BECAUSE IT'S TOO DARK" 

universe that inspired them. Self­
fund,ng has protected The W1tcher 
from early pubhsh,ng deals that would 
exert focus-tested creative control (a 
recurnng theme seems to be removal 
of ;he sexual e ements. though the 
graphtc VlO ence IS excused) but there's 
still a qJestlon of how the aud ence 
they're seekmg wtll take to Its 
antiheroic fantasy. "We don't want to 
end up wtth a great game that no one 
wants to play because tt's too dark.,· 
Gultk agrees. "so we wtll be lookmg at 
that very carefully - w1th the public, 
wtth betas. wtth other sources of 
feedback, to get an tdea of whether tt 
can appeal to a broader aud,ence even 
with thts darker sub text." 

" it won't be so bleak that you'll 
play it through then want to commtt 

suiode," assures Ktcinski. "Planescape: 
Torment had trouble selling because tt 
was so dark and so strange, so for the 
US we'll try to stress the familiar 
fantasy e ements- dragons, elves and 
dwarves And if that catches the1r 
tnterest. then as they play they can 
d scover that 1t goes deepe•. • 

The li'lltche(s bluro daims that rt's 
less of a fatryta!e than typ1cal RPG 
fantasy, but in some ways that's more 
a statement on how san.•ised fa,rytales 
have become: th1s is a true eastern 
European fairyta•e. deep and black, 
where supersttt,ons have teeth and 
quiCk WitS are more valuab e than 
VIrtue. With the RPG market still 
ploughing a familiar, but ever­
decreasing furrow, it's also a 
fairytale worth behevmg in. 

it's possible to switch between 
combat styles with a flick of the 
mousewheel, enabling Geralt to 
thin a group with one set of attacks. 
then concentrate on individuals 
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just what is it about Hollywood and videogames? 
If only it was a question as simple as all that .. . 

ideogame movie adaptations - what an odd 
relationship we have with thee. We give you 
our trust, and in return get a House Of The 

Dead that features a romantic interlude but no house, 
and a Resident Evil that has more t1me for rebell ious 
computers than it does for reanimated corpses. As 
entertaining as you often are, you're habitually 
unfaithful, and happy to offend so long as we reach 
inside our pockets in the hope that you won't. 

Why, we ask, has such an account of cinema's 
treatment of games (and indeed garners) become so 
popular and so vividly expressed? Why, also, does the 
unfortunate s1tuation it describes persist in the way 
that it does? Is it because studios forever wary of the 
unknown quantity can still make marketing sense out 

of bankable videogame lP bred with reliable 
Ho! ywood formulae? Or is it perhaps that when a 
mov1emaker expresses their love of a videogame to 
secure its licence, they're really eulogising litt le more 
than its underlying premise - one that when stripped 
from its interactive form and dismantled into 
constituent parts is just a classic genre movie 
adapted once already? 

What follows is a search for answers: an overv1ew 
of all those notorious adaptations, as well as the 
other movies for which videogaming in general was 
concept enough. The key figures presently charged 
with bridging the two mdustries will have their say, as 
together we try to explain the peculiar mathematics 
and motivations behind gammg's tallest tales. 
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UNDER THE INFLUENCE #1 

A Disney masterclass in the fledgling art of 
computer animation - passed over for a Visual 
Effects Oscar because it 'cheated' by using 
computers- Tron delivers a misleading 
representation of computer programming. Excited 
children grew up into the coders of today. only to 
realise the only Disc Of Death is the one you get 
back from QA with a list of over 1,000 bugs. 

SUPER MARIO BROS {1993) 

BUDGET· $48 million 
PLOT: What the textbooks missed about the 
meteorite that obliterated the dinosaurs: it also 
ripped open a parallel universe, where the terrible 
lizards live on in evolved bipedal form. Two 
down-at-heel brothers stumble into this dino 
dimension. and cross paths with the mayor of 
Dinohattan. King Koopa. 
STAR POWE • Danny DeVito was off doing more 
important things (Look Who's Talking Now among 
them), leaving Hollywood's other small. round 
stand by, Bob Hoskins, to do the Mario. Dennis 
Hopper was an odd choice for the kids - they 
were likely more excited about Roxette wailing 
over the end credits. 
GAME LOYALTY: Number five in an Amazon list of 
'embarrassing movies' - films people are too 
ashamed to rent in person- Super Mario Bros 
squandered a licence that cost millions. The 
dystopian Dinohattan (designed by Blade Runner's 
art director) is a world away from the dayglo 
Mushroom Kingdom, Hopper sleepwalks his role 
as a human reptile, Luigi lacks a moustache and 
Mario - the master of a million platforms - is 
afraid of heights. As with Bambi (number four in 
that Amazon chart), cinemas filled with the sound 
of children gently weeping. 
STANDO T III'OMENTS. Only a handful of brief 
cameos (a Bullet Bill's bar sign, real clockwork 
Bob-ombs) remind you there's a Nintendo property 
buried beneath My First Blade Runner. But the 
most notable moment was probably the point 
where the movie gained a fourth director. 
T' ~I.<;AL QUOrE "Anything's possible, Mario­
you just gotta believe I" 
THE RESULT· The Washington Post might have 
raved, praising the Goombas as 'the best movie 
heavies since the flying monkeys in The Wizard 
of Oz', but SMB flopped, pulling in just $20 
million in the US. 

UNDER THE INFLUENCE #2 

Tron is flipped on its head for The Bishop Of Battle, 
the third tale in a quartet of horror stories. A 
young Emilio Estevez plays the videogame 
'whizkid' who sweats his w ay to level13 of a 
talking vector machine - but simply gets trapped 
inside the game for his trouble. Not for collectors 
who'd like to avoid seeing a whole arcade full of 
classic coin -ups go up in sn~oke. 

STREET FIGHTER (1994) 

BUDGEr· Around $35 million 
P '>T Confusing. M Bison, dictator of a country 
called Shadoloo, is up against Guile and his Allied 
Nations forces (including assistant Cam my), as well 
as Chun Li- a reporter - and her crew (E Honda 
and Balrog). Now cut to Ryu and Ken. a comedy 
pair mixed up with the wily Sagat. Dhalsim is 
taken hostage by Bison and ..• where were we? 
STA "'" Jean-Ciaude Van Dam me's star was 
in the ascendant, and Kylie Minogue gave the 
tabloids something to talk about (and the 
Washington Post the chance to describe her as 
'the worst actress in the English-speaking 
world'). Street Fighter was also, famously, 
Raul Julia's final film . 
G ME Lv .. L, There was a story, of sorts, to 
Street Fighter 11 and its myriad offshoots. But the 
movie chose to take a cannon to the canon, and 
some SF lovers still tremble when they recall 
Charlie morphing into Blanka. A few fireballs 
and a Hado-kenl or two - or even just Chun-Li 
in a blue rather than red outfit - would have 
worked wonders. 

::>r - Julia's crazed M Bison is 
a treat; Van Damme's constipated attempts at 
dramatic timing would make even Shatner wince. 
But for sheer cheek. the final seconds - JCVD and 
crew striking the w inning poses from SF/I as 
Bison's stronghold crumbles -take the biscuit. 

- "I'm the repo man, Bison ..• 
and you're out of business!" 
~ r r ~ Grossed 5100 million worldwide to 
date. The New Yorker's thoughts: '[Steven E de 
Souza) wrote at his usual rate of one good gag per 
50 ..• f ive editors couldn't save his ragged action'. 

it's hardly the most highbrow adaptation, 
but Universal's Doom proves that there's 
hard work involved in playing it dumb 

hen most people play Doom," declares Doom 
movie producer John Wells, "they tu~n out 
the lights and close the curtains - it's a 

particularly good game to play at two in the morning. 
lt pulls you into a world that's very cinematic." 

As you look for an indication as to how the 
somewhat scarred profile of gaming adaptations 
might evolve over the coming months and years, 
there are few better directions in which to look than 
that of Universal Pictures' monster-budget take on id's 
iconic FPS. The production offers no false hopes - it 
could spawn the most mindless celluloid shooter in 
history and, so long as it keeps the trigger pressed 
flush against the grip, will remain both faithful and 
fulfill ing. As rud imentary as its action is, however, it's 
more than just a game of soldiers. 

"We went through a period of designing the 
characters," explains special effects supervisor 
Jon Fahret, "and we had to sit back, look at it and 
th ink: 'What's the best way of doing this?' In some 
cases, we knew we had to put guys in suits, and then 
we had a C G component that took them further -
adding heads and body parts, etc. And then we knew 
that in some cases we'd have totally CG characters 
and environments. We took our overall effects budget 
and divided it between make-up effects, creature 
design and the visual-effects division - I have to say it 
was quite a bit of money. Universal put a good chunk 
o' change into this." 

Interestingly, tnough much as been made of the 
f1lm's wide spectrum of effects, it's one of an 
increasing number of event pictures that are quick 
to emphasise their restra int. "I know that The Rock 
was actually saying there was no CG in the movie," 
recalls Fahret, "which isn't entirely true. I'd have to 
say 50/50 - a good split, I think. The temptation, 
of course, is to say, 'Well, now we have this big 
budget and this rendering power, we can see every 
aspect of the monsters·. But whenever we fell into 
that we fai led. We had to really pay attention to the 
fact that we needed to light this with that edgy 
quality. So you have a black frame and then you 
have a bright area within it- that bright area has 

Effects supervisor John Fahret reveals that Doom J's evaporating 
enemies experience an altogether bloodier demise in cinemas. "We 
wanted it to remain real throughout," he says. "and there was a 
layer of reality that just blew away if the creatures blew away• 



As accurate as its sets are with their identocally themed VDUs and recognisable ar<hitecture, it remains to be seen whether Doom will be able 
(or willing) to embrace the game's unremottent darkness. Given Hollywood's rather tiring penchant for strobe effects, we sincerely hope it does 

an intense deta1l but you can st1ll play to the black 
frame surrounding 1t. • 

When compared to the hardware behmd t,ese 
effects, of course, tre specs of an enthusoast gamong 
PC may as well be scraw'ed n crayon Dod a degree of 
artistry have to be employed to bnng 1d's ong1nal 
designs up to scratch? "Certamly. When we started, 
id provided some CG models, but very basic ones 
because they tend to map very 1ntense textures on to 
more s1mphf1ed shapes. In our case. we had to create 
very complicated modes because of the lighting 

very t1ghtly together. I've always wanted to not JUSt 
do total CG, and he's always wanted to not JUSt do 
total make-1..p, so we decided to m1x them so that 
whenever we were shooting creatures - whether t 
was a make-up creature or a CG creatJre- we pretty 
much mvolved each other m the process " 

And what of the story that's tasked woth spring1ng 
these 1mps and cacodemons from the shadows? Even 
at 1ts most verbose, Doom Ill still has a premose to 
make a Hammer fdm blush- one supplemented w1th 
litt e more than the catastrophic backstory recounted 

"YOU HAVE TO CREATE SOMETHING WITHOUT 
UNDERMINING WHAT YOU WANTED TO DO IN 
THE FIRST PLACE- \nl ~AT THE r.;AME WAS ABOUT" 
requ1rements it's ike taking a clay sculpture that's 
smooth and puttmg m all the veons and z•ts • 

Shanng the task of goving hfe to Id's creatue­
house was Stan Winston Stud os- somethong that 
should catch the ears of those af1coonados who, 
having savoured genre favountes such as Aloens, 
Predator and Jurassic Park. would have recognised the 
same sle•ght·of-hand in movies such as The Relic, 
Congo and Lake Plac1d. Did Stan himself play a partJ 

"Well, actually, no, • says Fahret. "We used SWS, 
and the fellow who runs that IS John Rosengrant. 
Workong w1th them, though, was a tota joy. John and 
I made a dec1s1on long before th•s show even had 
wheels that when we got involved, we would work 

by its many PDAs. Is some narrat1ve embellishment 
also on the cardsJ "I th1nk more than embellish t, • 
suggests Wells, "you have to create someth1ng that 
works w1thout undermm ng what 1t s that you 
wanted to do in the f1rst place- what the game was 
about. That's no easy task." 

"There are multiple concepts of Hell," adds 
Kart Urban, the New Zealand-born actor who leads 
Doom's cast as player-character turned movie 
protagonist, John Gnmm, •and on th1s film, the 
human soul is really the portal to 1t. Essentially, once 
these peop e get put 1nto th1s SituatiOn, ot bnngs out 
e1ther the good or bad 1n them, so I bel,eve that on a 
multitude of levels, 1t's very fa1thful to the concept." 

UNDER THE INFLUENCE #3 

The magical escapist fantasy coin-op junkies were 
waiting for, with young Alex Rogan's arcade skills 
making him the galaxy's last hope against Emperor 
Xur. Arriving just in time to see the console 
industry collapse in on itself - Atari's The Last 
Starfighter videogame eventually morphed into 
1986's Solaris - it's since been turned into an 
off-Broadway musical. 

A kid goes in search of the ultimate videogame 
player - who's earned his reputation playing, 
unusually, Sega's Zaxxon. The usual bad taste 
from the Troma factory, straining for laughs with 
transsexual nuns and 'a drunken lunatic', but still 
well worth tracking down for the many shots of 
seedy, smoky arcades of the '80s. 

DOUBLE DRAGON (1994) 

Not much 
Los Angeles, waterlogged by earthquakes, 

has become New Angeles, where gangs ru le the 
streets at night and cops are more than happy to 
let them. Amid the chaos, tycoon Kogo Shuko 
seeks the second half of an amulet throbbing with 
dark magic. Unbeknownst to goofy kick-punching 
brothers Billy and Jimmy Lee, they've got it. 

Non-i!ntities Scott Wolf (26) and 
Mark Dacascos {30) were odd picks for Double 
Dragon's teen heroes, but nubile Who's The Boss? 
star Alyssa Milano was just the thing for an 
audience of excitable pubescent boys. The Kogo 
Shuko role was filled by a bearded T1000. 

- lt was never likely to ape the 
game especially closely {running to the right and 
kicking punks probably isn't Oscar-winning 
material), but Double Dragon's martial arts farcery 
is confusingly aimless for fans and DD newcomers 
alike - the height of paradoxical confusion comes 
when a Double Dragon coln-op is placed in the 
background of one scene. At least that girl with 
the whip turned up. 
~ A 1r OJT MOM NT The appearance of a 
mutated Abobo, almost drowning in prosthetic 
fat. is a shock, but it's his later fate - being force­
fed spinach by Milano - which marks the exact 
point that the directors seem to have lost their 
minds entirely. 

• ., "If we don't jack in, we'll all 
be vapourl" 

A paltry S2 million in the US. Yet 
Kevin Thomas, a critic who has been described as 
having 'an unerring capacity to love any film that's 
simply in focus', found Double Dragon a 'clever 
adaptation of the popular videogame with awe· 
Inspiring special effects! ' 
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" lt was scary," the actor continues. "The attention 
to detail was 1 00 per cent on the button, right down 
to the most myopic detail - the computer graphics on 
the displays, the shapes of the corridors, the grilles 
and the lighting. Everything was faithful and that 's 
something that gave me a lot of confidence." 

So there were trepidations when signing up to a 
production based on a videogame? "Yeah, sure," he 
repl ies. "There's no denying that there have been 
some crap game adaptations and you always have to 
think very carefully about the pros and cons of 
whichever project you undertake. Ultimately, the story 
and the character were too good to turn down: he's a 
reluctant antihero- a guy who's turned his back on 
his family's way of life, and a child of science 
intelligent enough to have gone down that road, but 
who chose to go elsewhere and blow shit up. Also, 
for me, this film was offering something unique and 
original - something I hadn't seen on film before." 

What Urban refers to is something that, logically, 
has become known to the cast and crew as the ' FPS 
sequence' - a short, effects-driven homage to the 
game seen entirely through Grimm's eyes. "it's 
essentially a five-minute effects shot," reveals Fahret, 
"that contains stuntmen and make-up suits, CG 
environments and creatures - it's a real kluge. Half 
that sequence, with hundreds of processors, took 
over 20 days to render." lt's when facts and figures 
such as these emerge that we're given a reminder of 
something that should be obvious, but is all too easily 
taken for granted when the cinema lights go down 
Bringing those assets out of videocard pipelines and 

To portray its expanded ensemble of characters (who demonstrate the Aliens influence far less ashamedly than the games ever did), Doom has 
enlisted actors ranging from the famous down, including Karl Urban, Dwayne 'The Rock' Johnson and GamesMaster manslave Dexter Fletcher 

on to the big screen is no mere transferral from one 
digital format to another - the proxim1ty of the two 
media may have reached the point where you can 
trace the outline, but 1t takes an artist to replicate 
and, in this case, fill in the detail. There must have 

about putt1ng years of work into it and it not 
becoming something they liked." Urban continues: 
"They visited the set and were extremely happy w ith 
what they saw - they had a great time. lt must have 
been quite a kick for them to see their baby come to 

"IT'S ESSENTIALLY A FIVE-MINUTE EFFECTS 
SHOT THAT CONTAINS STUNTMEN AND MAKE-UP 
SUITS, C'"'G E IV Rni\IMEI\ Tc; P.l\lr) CRFJlTURES" 

been some apprehension when it came to honouring 
id Software's intricately crafted world. "Actually, it 
worked the other way round," contradicts Wells. 
"They had optioned the piece in the past and 1t 
hadn't come to fruition, so they were very nervous 

life, just as it was a kick for me to have been a fan of 
their games and now to see this three-dimensional 
UAC faci lity there that I could just rampage through. " 

Does Doom, then, with its behind-the-scenes 
balance of real and realtime, give its actors more to 



work w th than usual? "I think so,· conf,rms Fahret. 
"When you do totally CG shows, the actor typ1cally 
doesn't have anyth1ng - they have a guy running 
round w1th a tenn1s ball on a stiCk, which is me on 
most occasions So we decided that to put actors 1ke 
Bnan Stee e and Doug Jones - who you've seen m 
Hellboy and other such movies - 1n suits and g1ve the 
actors someth1ng to work with, that's an enormous 
help. Dwayne - The Rock- says over and over again 
how helpfu that was to h1m, that he could actually 
have monsters stand•ng there look1ng at h1m. • 

As yet another s gn of ;he game and moV1e worlds 
mov1ng closer together, is th1s, we ask Wells, a s1gn of 
stronger, permanent bonds being formed between 
the two Industries? Are we reach1ng the point where 
games and mov1es can truly work an tandem, shanng 
not only assets, but also human resources? " thml<. 
that's somethmg that people have long spoken about 
but have never previously been able to do," he 
repl•es "The more we create f lms that ex•st within 
~he CG world - and there's not a S1gn1f cant d1fference 
between that and what's actually happen1ng 1n the 
games world -the more people w1ll start to cross 
over, partiCularly on the visual effects s•de. The more 
we start using C G - not JUSt for monsters but for 
full-blown enwonments like the ones they were 
toymg With on Sky Capta1n [And The World Of 
Tomorrow, Kerry Conran's throwback to the escap1st 
serials of the '30s 1n whiCh only 1ts cast and a handful 
of props were ive-act1on) - the closer we come to 
those fully CG game enwonments • 

But 1s this a future, even 1f Doom sat1sf1es 1ts 
bloodthirsty aud1ence and succeeds 1n bnnging 1ts 
world to hfe, n whiCh videogame adaptat1ons like 1t 
wil have a place? As we're about to see, not all game 
mov1es leave the r aud ence want ng more. Many. in 
fact, can leave even the most opt1m1st1C v1ewer 
praymg to either thelf god, fate or more likely a 
certain German f lmmaker for a world where games 
and movies never aga•n cross paths Is there a concern 
that the notonety of prev1ous adaptatiOns. 1f uphe d 
by those to come, w1ll put an end to the studio 
system's desire to make them? " In Amenca," Wells 
suggests, "where we've had some fall-off n both 
televis on and f1 m v ewersh p, a lot of that's been 
attnbutable to both the Internet and to gammg 
Much of that gammg aud1ence tends to be young 
men righ.t up unt1l those in thelf th1rt1es and fort1es, 
so I think the motion-p•cture bus,ness 1s going to 
always try and find thmgs to dnve that audience 
back 1nto the theatres.· 

Doom's protracted, effects·heavy firstperson shooter 
sequenct is nothing if not faithful, but will undoubtedly 
draw groans from less-forgiving audiences. As daft 
and vulgar an idea as it is, howevec there's mud> 
that's praiseworthy In its roadiness to be nd1culous 

MORTAL KOMBAT (1995) 

Bu Around S20 million 
P .OT: Having racked up a triple hat-trick of Mortal 
Kombat tournament victories, Shang Tsung•s 
Outworld warriors are just one win away from the 
right to stomp all over Earth. Sonya Blade, Johnny 
Cage and Liu Kang are the three mortals selected 
to fight humankind's corner in the tenth round. 
51' o;R. Director Paul W S Anderson had 
only bleak Belfast drama Shopping on his CV. With 
two big names out - Brandon Lee died before he 
could don the sunglasses of Johnny Cage; Cameron 
Diaz injured her wrist and lost the part of Sonya 
Blade to Miss Teen USA 1990- it was left to 
Christopher 'Highlander' Lambert. of all people, 
to carry the movie. 
GAMr LOYALTY: Little more than a series of 
gravity-mocking fights too fast to make sense 
of, fought by warriors with one less dimension 
than the game's, and all hung on a gossamer-thin 
plot: Mortal Kombat couldn't have made fans 
happier. Nods to the games are plentiful (every 
Kombatant and most special moves were in, 
backdrops were lifted directly from MK2) and the 
toe-curling '90s humour is the perfect fit for the 
game's knowing daftness. 
ST MO E The Harryhausen-esque 
Goro was (literally) jarring, but Christopher 
Lambert as Raiden gets our vote - his high camp 
firebolt·chucking is hilariously reminiscent of John 
Cleese's Tim the Enchanter in Monty Python And 
The Holy Grail. 
TYr• QUOTE: "What 1 want to know is, If 
this Shang Tsung guy is so great, why's he got 
such a crummy-looklng boat?" 
THE Rrsu T: Grossed S23 million In its first 
weekend - the eighth-highest opener of '95. That 
despite the San Francisco Chronicle summarising 
the film as having 'everything a teenage boy could 
want.. . everything, that is, but an interesting plot. 
decent dialogue and compelling acting'. 

UNDER THE INFLUENCE 15 

Atarl coln-op Agent X was renamed to tie In with 
this remarkably grown-up kids' adventure. which 
sees an 11-year-old come into possesston of an 
Atari 5200 cartridge cr•mmed with top-secret data 
- then dnve a car, wield • gun, and get locked in a 
car boot with the body of his dead friend. There's 
a lesson of some kind in there for all of us. 

UNDER THE INFLUENCE t6 

Notorious 1DO-minute advertisement for Ntntendo, 
featuring Fred Savage and his road trtp to 
California Awash with NES footage, it ended with 
a videogame tournament that gave wid ... yed 
younglings the first glimpse of Super Mario Bros 3. 
Moral for concerned parents: even that nice 
Wonder Years boy has aligned with the 
videogames satan. 

MORTAL KOMBAT: 
ANNIHILATION (1997) 

Buor Around S30 million 
PLO• The bad guys proved themselves bad losers 
- tearing up the Kombat rulebook and Illegally 
flinging open the gate between the Earth realm 
and the Overworld. Raiden marshalls his martials 
for (another) final battle: they've got just six days 
to close the portal and save all the humans. 
Sn, R: Paul W S Anderson and Christopher 
lambert steered well clear this time, leaving 
Annihilation with precious little in the way of 
name. Looking back, we can all enjoy some early 
stuntwork by Ray 'Darth Maul' Park, but at the 
time Annihilation was little more than a 91-minute 
get-together for some over-sincere TV actors. 
GAr r L • With S 122 million under its belt. 
MK made the mistake of taking itself seriously. The 
carefree larks are gone, and In their place a 
tiresome conveyor belt of fighters- each good for 
a few slaps In front of a blue screen, before being 
carted off to make way for the next Kontender. 
Star and choreographer Robin Shou throws in 
some decent wirework, but with dreadful acting 
and no Johnny Cage - he's bumped off In the 
seventh minute - it all falls on the spikes. 
STANDOUT MOMENTS Thousands of young 
boys came of age during the Sonja vs Mllena 
mud-wrestling scene, but Annihilation careers off 
the rails (almost literally) with the Kombatants 
pelting about in a high-speed version of a 
Gladiators Atlasphere. 
TYPICAL QUOTE: "What closes can also 
open again." 
THE RE .ULT· Grossed a mortally wounding S44 
million worldwide. Still: "An eight-year-old 
walking out of the theater filed this review: 
'That was the bomb!'" (Boston Phoenix). 
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UNDER THE INFLUENCE #7 

• 
•• 

The first movie to capitalise on the dread and 
excitement whipped up by the promise of a virtual 
reality-soaked future, this would be the first and 
last time low-budget CGI psychedelia would be 
blamed for transforming a humble gardener into 
a digital killer. You can be sure Pierce Brosnan 
doesn't talk about this one much. 

UNDER THE INFLUENCE #8 

Teenagers are swallowed up by a virtual reality 
game where all that's required to play is "two 
quarters - and your soul!" From notorious B-movie 
auteur Albert Pyun, this was held back from 
release for two years in order to update the 
special effects. lt doesn't show. Bizarrely, 
screenwriter David Goyer graduated to create 
the screenplays for Blade and Batman Begins. 

WING COMMANDER (1999) 

r 

BUDGET· Around S30 million 
PLOT· lt's 2654, and the Terran Confederation is 
fighting off the Kilrathi Empire, a feline alien race 
that proves cats really were up to something all 
along. Young soldiers Christopher Blair and Todd 
'Maniac' Marshal! take the fight to the Kilrathi in 
the TCS Tiger Claw - while Blair fights prejudice 
over his 'Pilgrim' heritage. 
STAR POWFR. Surprisingly high. At least you 
recognise Freddie Prinze Jr and Matthew lillard 
from I Know What You Did Last Summer and 
Scream respectively, even if you're unlikely to be 
signing up for their fan clubs after this. And there's 
David Suchet, really trying to escape half a lifetime 
of Hercule Poirot typecasting. 
GAME LOYALTY: Heavily influenced by gung-ho 
World War 11 epics, this makes the mistake of 
dragging the strong Wing Commander plotline 
in several unnecessary directions (not least with 
the Force-aping 'gift' of the Pilgrims). Ships 
cobbled together from actual WWII aircraft and 
space combat with radars and dialogue that 
mimics Das Boot aren't what fans were hoping 
for. Odd, considering game creator Chris Roberts 
himself is directing. 
STANDOUT MOMENTS: The opening scene - an 
electrifying sequence of real news clips segueing 
into mock futuristic headlines - promises much. 
All hope is lost, though, when a fighter craft is 
pushed off a platform by a rolling bulldozer. 
In space, mind. 
TYPICAL QUOTE: "Medic!" 
THE RESULT· S11 million worth of takings in the 
US, helped along by the Star Wars Episode 1 trailer 
it ran with. "These actors, alas, are at the service 
of a submoronic script and special effects that look 
like a videogame w rit large"- Roger Ebert. 

He's a one-man f ilm industry who's made 
games his territory, and the adaptation of 
them a thankless task. Meet Dr Uwe Boil 

esides being the world's most prolific director 
of videogame adaptations, Or Uwe Boil -
director of 2003's House Of The Dead 

adaptation and Christian Slater vehicle Alone In The 
Dark - IS a true onhne celebnty. He's possibly the only 
director of mainstream movies in the west to, 
allegedly, not only post on internet forums in defence 
of themselves, but do so under the guise of someone 
else. Such is the volume of allegations made against 
h1m by hysterical forumites (totall ing some ten pages 
of topics alone on the IMDb) that even if the above 
were proven untrue, it would remain entirely 
bel ievable. How, we ask, does a man entrusted with 
the fortunes of ta lent such as Ray Liotta and Burt 
Reynolds respond when, in one extreme instance, 
someone registers their name as a URL that only 
leads to the sentence: 'Please stop making films'? 

"They should actually come on to the set and see 
what I'm doing," Boil responds. "They should talk 
with all the big-name actors that I'm working with 
and ask them how I work." And what of his reported 
suggestion that his movies' poor box office 
performances were largely the fault of "dumb" 
audiences? " I said that," he replies, " in reference to 
Alone In The Dark. it 's not a stupid story like Freddy 
Versus Jason, and so maybe people simply didn't 
understand it. If my movies are so crappy, like people 
on the internet suggest. then why are over 100 
countries buymg them? Alone made over $30 million 
m DVD sales in the USA after it bombed in theatres. lt 
was also a video hit in eastern Europe and the Middle 
East, while m As1a 1t was even a hit in theatres." 

Not entirely convinced that the inter net's bedroom 
pund1ts would be granted entry to a closed movie set 
to watch Boil operate, we decided to accept his 
second offer on their behalf. Rather than obtain a 
second-hand press statement from an actor, however, 
we thought it best to approach his creative partners 
1nstead. The subject of our interview- a high-ranking 
collaborator on one of Boil's recent projects who we'll 

Director Uwe Boil with Snatch actor Jason Statham on the set of his 
latest movie, Dungeon Siege. Based on Gas Powered Games' PC RPG, 
it also (somehow) stars Burt Reynolds, Ray Liotta, Matthew Lillard, 
Claire Forlani, John Rhys·Davies. Leelee Sobieski and Ron Perlman 

TWO·time Boil collaborator Kristanna Loken, who you'll remember 
from the third Terminator movie, takes the lead in the director's 
upcoming adaptation of 8/oodrayne. Those expecting an enthralling 
plot might want to look elsewhere (unlike those expecting breasts) 

refer to s1mply as X - spoke under the express 
condition that they remain anonymous. How then, 
we asked, does Boil work? "I would definitely say tha· 
Dr Uwe Boil is a professional at what he does," says 
X. "As to what he does, however, that's a different 
question. Among professionals here in Hollywood, it's 
widely known that Uwe has rather, shall we say, 
curious ways of doing business. Talking shit about 
'talent' like Tara Reid openly and with pride, 
comparing himself to Spielberg and Mel Gibson in 
self-aggrandising press releases, and calling up 
leading talent agents and offering to hook them up 
with deals if they pay him - only Uwe Boil is capable 
of going there." 

Surely, though, a man whose latest effort is 
apparently so well produced that it's beyond criticism 
must have something in his repertoire? "If the man 
used his enviable business skills to finance projects to 
be directed, written and performed by actual ta lent­
and God knows that would be almost everyone but 
him- then I'm sure he'd be surprised as to how muc~ 

more money he could make," says X. 
"Ultimately, I don't think the man really cares 

about movies or their quality. His mind is strictly 
focused on standardised business mechanisms and 
formulae. Occasionally, the world forces him to back 
up his sad lack of creative skills and integrity, but I 
doubt his investors (dentists and lawyers al ike) back 
home have time - or care - to read the unanimous 
rants and horrid reviews in international magazines. 
In his world, money and bullshit walk hand in hand. 
Oh, and I almost forgot: besides Ron Howard, he's 
the only guy to give Clint Howard a job. Call it a 
social service." 

lt would be Improper to suggest that the opinions 
of X and, indeed, of other more vocal opponents of 
Boil should be considered the final word on his brand 
of videogame adaptation, just as it'd be foolish to 
take the words of a movie director in reference to 
their own work at face va lue. These are only opinions, 
after all. When we asked Boil to compare his work 
with that of other directors, for example, he simply 
responded: ''I'm not on set with other directors, so 
I can't be the judge of them." 

What's beyond question, however, is that for 
the last couple of years and, who knows, possibly 
beyond, Boil defines the relationship between 
videogames and movies. If publishers and developers 
have an issue with his handling of their intellectual 
properties, they'll need to hold on to it with a tighter 
grip than they apparently do right now. 



LARA CROFT TOMB 
RAIDER (2001) 

S1 15 million 
British aristocrat Lara Croft is an antiques 

collector with a distinctly hands-on approach to 
the hunt for fresh artefacts. But danger comes 
looking for her when she's switched on to the 
llluminati- a secret society seeking a talisman 
that's able to control time itself. 

~ P Fresh from Girl, Interrupted and 
Gone in Sixty Seconds. and still part of that 
blood·vial•swapping relationship with Billy Bob 
Thornton. Angelina Jolie gave Tomb Raider a 
hefty superstar kick (and made a much better 
choice than the originally rumoured Anna 
Nicole Smith). Plus. real·life dad Jon Voight. 
And Rimmer from Red Dwarf. 

I'ALT Jolie, hauling her prop breasts 
from Cambodia to Iceland, made a superb Croft ­
confident and aloof as Toby Gard's digital heroine. 
sexy and scary in equal measure. The script, which 
went through four separate rewrites. raided The 
Lost Ark more than tombs. but managed several 
respectful nods toward the games (Tomb Raider trs 
Dagger of Xian is auctioned in the background of 
one scene) while squeezing in angry pottery and 
shower scenes for the boys and girls. 

.... Croft's graceful midnight 
bungee ballet was performed in its entirety by 
Jolie herself. Also a winner. the opening scene 
that pits Lara against a sadistic training robot . 

.Jo· "This isn't a country, it's an 
ice cube.• 

Lifting the curse of the videogame· 
to-movie adaptation, Tomb Raider took a 
whopping S274 million, making it an instant 
sequel contender. "A lacklustre start to what is 
nonetheless sure to be an extremely lucrative 
franchise• moaned the BBC. 

UB p 
Before the German 1nvas1on, the world of 
gaming mov1es lay 1n Bnttsh hands. Not 
everyone, however, was willing to salute 

hether or not Uwe Boll1s fazed by the 
receptiOn that greets h1s mov1es depends who 
you speak to. There IS, however, one man 

who must surely sleep blissfully in his bed at the 
thought of the doctor's flounsh1ng career, and not 
only because M1lla Jovovich 1s probably tn there w1th 
him. Paul W S Anderson. the h1ghly bankab e BntiSh 
director who ga1ned in1ttals, presumably; to avoid 
being muddled w1th the similarly named director of 
Magnolia, Boog1e Nights and Punch Drunk Love. is 
now an ex-pariah of the game-adaptation realm. At 
least. that is, until he makes another one. 

Anderson. h1s produd on partner Jeremy Bolt and 
ftlm school graduate Danny Cannon were the Bntpack 
mov1emakers of the mid-'905, vaulting from warmly 
received home-grown debuts Shopp1ng (Anderson. 
Bolt) and The Young Amencans (Cannon) to the 
br ght heat of Hollywood Whtle Cannon was burned 

economical. generic and loud - perfect fodder for the 
teens but an affront to both cnt1cs looking for 
palatable c1nema and fans look1ng for stncenty Those 
cnt1cs may have been wrong 1n thetr suggestion that 
the movie's flaws lay in 1ts v1deogame roots, but by 
persistently comparing it to John Carpenter's Ghosts 
Of Mars and not to the game 1tself they unwittingly 
hit the na1l on the head Th1s was pop science-fict1on 
too bas:ardtsed to warrant companson, and too 
routtne to work the best from even its own 1deas 

lt d1d, however, recoup over $100 mill1on 
worldwide. and in Hollywood that's all the vindication 
you could hope for. A sequel Apocalypse- was fast­
tracked for release in 2004, and n accordance w1th its 
cons stently raucous content made almost exactly the 
same money. and just as few lasting fans. Whatever 
kudos Anderson and Bolt had garnered for mov1es 
such as Kombat and 1997's messy but memorable 
Event Honzon had been all but erased by their 
treatment of Capcom's game. As scribe and vis1onary. 
however 1t was Anderson who bore the brunt of 
gam1ng c1nemagoers' rage. an online lynch mob 
assembling post haste to let h1m know all about 11 

For fans. a movie adaptation isn't JUSt an 
opportun1ty to indulge. it's a chance to have the 
subject of thetr obsesston recogn1sed by the non· 
gam1ng community. A misrepresentation. therefore. 

TRUE TO THE GAME'S BASIC PREMISE, 
ANDERSON'S RESIDENT EVIL NONETHELESS 
SACRIFICED CLOSE TO EVERYTHING ELSE 
by those flames- h1s blockbuster adaptation of Judge 
Dredd dytng at the box offiCe and tnvoi<ing nothtng 
short of a fatwa from the m1n1ons of Tharg ­
Anderson and Bolt's Impact Pictures instead. in 1994. 
adapted Midway's Mortal Kombat and were exalted 

Making extens1ve use of CG v1sual effects. Kombat 
proved that. tf reduced to thetr most basic form, 
mov1es could both fatthfully and successfully work 
w th videogames Never mind the prev1ous year's 
meddling Street Fighter and the sacrilegious, if 
perversely entertaintng. Super Marto Bros of the year 
before that - th1s was as wmn ng a formula for 
adaptatiOn as anyone had seen But no sooner had 1t 
appeared 1n theatres than 3D revolut1omsed both the 
appearance and narrat1ve potenttal of games. 
rendering the formula somewhat obsolete. Shortly 
after that came Res1dent Ev1 

Inspired by Romero's Dead senes and the post· 
Hirosh1ma monster moves of Japan and Amenca. 
Resident Ev1l was enormously Cinematic, but for the 
pre-m1llenn1um US 1t was hardly c1nema-friendly At 
first, Romero h1mself had been auspiCiously attached, 
penning a screenplay that was tantalistngly faithful to 
both his own style and that of Mtkamt's game. Packed 
as t was w1th creatures. grand1ose enVIronments and 
tense but relentless adton, however. Ror:~ero's draft 
was seen as a proJed destmed to 1am in the gears of 
the Hollywood machine Something more conven1ent 
and above all reliable was needed, and Impact read1ly 
stepped in as Romero stormed out. 

True to the game's basic prem1se and vocabulary, 
Anderson's v1s1on of Res1denr Ev1/, released 1n 2002. 
nonetheless sacnficed close to everythmg else. lt was 

1sn't JUSt a bad expenence m the theatre- t's a kmd 
of betrayal. Perhaps, though. 1t 1sn't so much the 
mtstreatment of one franchtse but the hunger with 
whiCh the movte trade eyes the rest that causes real 
anger Next year. the slate of Impact Pidures alone IS 
set to nclude the complet on of Transporter d rector 
Corey Yuen's Dead Or Ahve. Res1dent Evil: Afterhfe 
and potent1ally an added adaptat1on of Onver 

But as Hollywood's amb1t1ons greaten. are we past 
the point of worrying about disposable heroes such as 
Tanner and ltakag1's gtrls? Gaming cinema IS movtng 
forwards. and the ntegnty of greater stones IS now at 
stake. Doom 1s surely guaranteed a mammoth return, 
and •t tsn't JUSt Uwe Boil who 1s look1ng to feast on 1ts 
counterparts Before you h1t the post button. though. 
know that it isn't as bad as you might think ... 

Things shouldn't work out too ~dly for Impact's Dead Or Alive. ~ 
bareboMS Ileal 'em up structure of tho game sotting up an efficient 
cinematk brawl in the same vein u Mortal Kombat. One note from 
Aerosmith, howover, and we'll be throwing Minstrels at the screen 
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UNDER THE INFLUENCE #9 

Praying perfectly on the concerns of parents 
sent out of their minds with worry by Mortal 
Kombat's murderous play, Brainscan has a post-T2 
Edward Furlong hypnotised into a killing spree 
by 'the ultimate in Interactive horror' (on four 
CD-ROMs), From another celebrity screenwriter: 
Andrew Kevin Walker was the pen behind 
Seven and Sleepy Hollow. 

UNDER THE INFLUENCE #10 

The director of The Lawnmower Man returns to 
VR, with a clunky thriller set in a technologically 
advanced future: 1999. Denzel Washington squares 
up against Sid 6.7, a synthesised virtual reality 
serial killer - composite of Hitler, Charles Manson 
and more - that, yes, comes to life. Sid is played 
by Russell Crowe, who's clearly having fun even 
if we aren't. 

RESIDENT EVIL (2002) 

BUDGET: $33 million 
PLOT: A virus leaks into a secret experimental 
facility and gives its occupants a case of the 
zombies - at which point the computer 
controlling the complex locks the place down. 
The military and a girl called AI Ice have three 
hours to break in, smash the computer and 
prevent the virus escaping. 
STAR POW"'R: 'Creative difficult ies' finished off 
first-choice director George A Romero, so Paul W S 
Anderson returned to the videogame movie fray. 
Milia Jovovich seemed to suck up all the cast ing 
dept's dollars - the rest of the cast was filled out 
w ith actors from Prime Suspect and Casualty. 
GAME LOYALTY' Mess with Resident Evil at your 
peril. Series aficionados were dismayed that this 
amounted to little more than Aliens w ith the 
undead, complete with Vasquez clone and f lash­
bang gunfire In place of the games' claustrophobic 
terror. Lickers, zombie dogs, RE2's train and that 
mansion made fleeting cameos, but Romero's 
script - leaked onto the net - was better. 
STANDOUT MOMENTS' For us, it may have been 
the cinema inadvertent ly stretching the ratio f or 
the fi rst five minutes, making Milia Jovovich's 
briefly glimpsed nipple around 24 inches long. 
For others, it was Collins meeting a slicy, dicy 
death at the hands of a mesh of lasers. 
TYPICAL QUOTE: "I could kiss you, you bitch I" 
THE RESUL~ Despite the moans and grunts of 
Resident Evil fans shambling out of the cinema, 
the movie took 5102 million worldwide. 
"Someone should have eaten the script and 
director as well", said The Guardian. 

SWEET DREAMS 
From the grungiest quarter of the gaming 
realm comes a ray of light. Roger Avary, 
writer of Silent Hill, takes us on the tour 

ow could director Christophe Gans better 
assert the notion of an alternative reality than 
by producing the world's first intelligent 

movie based on a videogame' Though the 
Brotherhood Of The Wolf director is working from a 
script (by celebrated writer/director Roger A vary) 
that toys with the characters and events of the games 
without being 100 per cent faithful, evidence 
suggests that much is being done to preserve the 
series' atmosphere and style. Notably, series composer 
turned producer Akira Yamaoka has been enlisted to 
compose the film's score, while Patrick Tatopoulos, 
whose resume encompasses illustration work on 
Seven, production design work on Dark City and 
myriad creature design roles on movies such as Pitch 
Black and I. Robot, is charged with realising the 
town's skulking denizens. 

"Christophe loves the big moment," reveals Avary. 
" If someone's walking through a doorway, he wants it 
to be the best walking-through-a-doorway-scene of 
all time. So I had to turn the dialogue moments into 
something that John Milius {screenwriter of 
Apocalypse Now and Conan, as well as uncredited 
wnter of the USS lndianapolis speech from Jaws] 
would wnte. When he writes a speech, it's always th is 
moment where people are talking in hyperbolic terms 
and everything that's said is quantlfiably profound. I 
wanted the movie to have that feeling of a witch 
movie, which IS what it essentially is." 

"Have you ever heard of Zero Wing?" he asks. 
"That's usually the quality of translations in these 
games, so we attempted to go through and smooth it 
all out . The diff1culty with Silent Hill is that it's an 

abstract experience - you' re making something that's 
dreamlike in many ways, where someone's in an 
alternate dimension." 

it's in the handling of game characters, specifically 
that the project has taken its biggest liberties, even if 
their situation and purpose is largely familia r. 
"Christophe wanted it to also be oestrogen-filled," 
Avary reveals, "so almost every character is a woman. 
The character Rose is really a composition of multiple 
characters throughout the series. Originally, her 
husband (a new character played by Sean B~an] was 
almost not even there, but they [the studio] actually 
requested that we make more out of him. That led us 
to some very good places and some visual things that 
we came up with that play with parallel dimensions 
and that otherwise wouldn't have happened." 

At a glance, it may seem as if the Silent Hill 
universe and cinema's horror-suspense genre are 
perfect and convenient bedfellows. Take a couple of 
Pyramid Heads and dashes of Videodrome and Jacob' 
Ladder, paste on a rich layer of David Lynch and stay 
painstakingly faithful to the story. But what of those 
qualities that the game exhibits because it tS a game ­
the sensation of being adrift, for instance, that's 
derived from either being or becoming lost in its 
labyrinthine environments? How do you convey such 
slow-burning qualities in the space of 100 minutes? 

"Actually, because of that it became a very 
difficult script for the studio to accept," says Avary. 
"Christophe wanted to ensure that when we had 
dialogue, we wrote it big. But for the most part, 
much of the movie is a silent ftlm. There are scenes 
where Rose is JUSt wandering through Silent Hill." Wi 
this material make it, we ask, into the final cut? 
"Well, I haven't seen the final version, so who knows 
what it'll look like. But in the script phase, we had 
long moments where seemingly nothing happens. it's 
all atmosphere- you're falling slowing into a world 
and experiencing it much like you would in the game 
A normal movie that costs $50 mill ion or however 
much this d1d has to have as normal a structure as 
possible, and everything is now so finely structured 

While on set, Silent Hill's crew sprinkled cellulose 'ash' over the various stores, cars and newspaper stands. while the dense fog that helps 
characterise the game is to be added artificially in post production. The town will still exist on two planes - one less welcoming than the other 



Much of the challenge for designer Patrick Tatopoulos has been rendering the oversized proportions of famed series characters such as Pyramid 
Head with only moderate help from CG. Gans has also been adamant in his desire for a ceramic. doll-like artistic theme to pervade throughout 

that people have become programmed to like 1t. But 
Chnstophe is a bit like Hector Berlioz 1n that he likes 
to blend together different kinds of movements. He 
has no problem spending 30 pages of a screenplay 
JUSt expfonng a world before push1ng the story along 
'n other ways." 

Interestingly, much of the film's now-completed 
shoot transformed Colborne Street 1n the c1ty of 
Brantford. Ontano m to the bew1ldenng Silent Hill, but 
fe for the local residents and shopkeepers cont1nued 

as usual. When the cameras weren't rofhng. 
pedestnans were granted free access wh1fe many 
ex1stmg stores and compan es. temporanly renamed 
and redecorated Wlth haunt1ng de<als and props, 
opened for busmess 

The productiOn - formerly t1t ed Centraha -has 
been shrouded 1n se<recy, but much can be gauged 
from what's been so far seen and sa1d No apparent 

associate talent as prolific as Sp1elberg with gaming's 
silverscreen future - the Jaws d1rector was. after all. 
seen prowling the FEAR stand at th1s year's E3. And 
gammg needs to knock on the doors of people such 
as these if it really hopes to shake up Hollywood But 
just how many times has gaming produced someth1ng 
that's genu1nely worthy of their attention? Would 
Avary, as a representative of the writ1ng trade, be 
inclined to adapt any other existing games? "I don't 
mind saying that there is another Konam1 t1tle, which 
I can't mention be<ause they haven't closed the deal 
on t yet. We've a ready gone mto d'scuss,ons about 
adaptmg that materia and that would, I must say, be 
a dream come true. • 

let the spe<ulation commence 

• The full transmpt of Roger Avai)':S mterv1ew 
can be found at www.edge-onlme com 

"I DON'T MIND SAYING THAT THERE IS ANOTHER 
KONAMI TITLE WE'RE DISCUSSING. I CAN'T 
f\1\FI\IT~nru IT, BUT IT'D BE A DREAM COME TRUE" 
h1jack attempt has been made to dev1ate the prOJeCt 
from its roots, and barring the fast-minute 
replacement of Yamaoka or some Tony Scott-styfed 
editing job, it should at least prov1de an answer to 
that great 'what if' regard1ng accurate adaptation. 
Assuming that the mov1e rece1ves such th1ngs on 
release next year. w1ll the culm1nat1on of fan 
satisfaction. cnt1cal pra1se and modest revenue 
prov1de a feasible alternative to those blockbuster 
dollars- one to inform future adaptations such as 
Peter Berg's Splinter Cell, Stan Winston Stud os' 
The Suffenng and whiChever other game prOJect one 
day emerges from Jackson. Bay or whoever else? 
I th1nk that as games be<ome more c1nemattc, 

tnere'l be a natura convergence One of the greatest 
frustrations between games and cmema •s that game 
designers have been attempting to fall ento pass1ve 
entertainment. You're playeng an enteract1ve game 
and then suddenly you stop and you' re s1tttng there 
watching a cinematic. ft's like, well. hold on a m1nute, 
this is a game and I'm not an act,ve part1c1pant 
Maybe the question is: w1ll S1lent Hill make game 
des1gners more comfortable? Guys like Uwe Boil have 
done a lot of damage. and I don't know whether one 
good adaptation will undo all of 1t" 

The way things are gomg, it's no exaggeration to 

HOUSE OF THE DEAD (2003) I 

8 !Ot;t:~ S12 million 
LO A group of college students head for a 

rave on an island off Florida - also known, it 
transpires, as The Island Of The Dead. Arriving 
to find the rave disbanded in bloody style, the 
teens decide the place is worth exploring. 
Unsurprisingly. they regret it. 
STAR POWER: Almost but not quite bagging Bob 
Dylan's son as director, House Of The Dead ended 
up with a cast list that included Jurgen Prochnow ­
for whom legendary German sub flick Oas Boot is 
a long-distant memory- and Ron Howard's 
brother Clint, who won a lifetime Achievement 
Award from MTV for services rendered to the 
movie industry as an all-purpose klutz. 
GAMF LOYALTY· A Romero wannabe, House Of 
The Dead is faithful to its videogame dad for the 
oddest of reasons: actual footage from Sega's 
game is intercut with live action, and the screen 
fades to red to mark a character's death. There's 
little to the plot beyond screaming teens picking 
up guns and blasting at zombies to a deafening 
backing track- a preposterously terrible movie, 
to be sure, but as brainless (no pun intended) 
as the game. 

C>v"" 0 .. TS lt's a brave screenwriter 
that names a boat skipper captain Kirk - and pits 
House Of The Dead's head zombie against a 
teenage girl in a climactic fencing competition. 

c... Quon: "Isn't it nice to know someone 
wants you for your body?" 

SU '· Recouped its budget - just- with a 
worldwide gross of S13 million, but at the time of 
writing is 44 on IMDb's bottom 100 films of all 
time. "Prochnow must wonder how his career has 
sunk lower than the U·boat he used to command 
in his halcyon days of Das Boot• - The Times. 

UNDER THE INFLUENCE #11 

Must-see Italian thriller starring Christopher 
Lambert which asks: what would happen if a 
vldeogame hero became self-aware, threw his 
hands up at all the needless killing. and asked his 
creator to bump him off for good? Presents a 
nightmare future for game developers, at least: 
star programmer Jimi has a speaking clock 
Installed In his hotel room that counts down 
the hours left until deadline. 

UNDER THE INFLUENCE #12 

Nothing to do with the Jeff Minter game of a 
similar name, this is, essentially, Virtuosity all over 
again. lt's a cheerfully cheap all·kickboxing thriller 
concerning a scientist who brings two 'cybersex 
babes' to life, along with a grumpy warrior who, 
for reasons not adequately explained, is unable 
to move his mouth when he speaks. 
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LARA CROFT TOMB RAIDER: 
THE CRADLE OF LIFE (2003) 

S95 million 
An earthquake uncovers the ancient palace 

of Alexander the Great, and the key to the location 
of Pandora's Box. Lara Croft races to prevent a 
Chinese crime syndicate- led by Jonathan Reiss, a 
very evil man indeed- from tracking down the 
treasure, with help from a former boyfriend. 

With the increasingly bankable Jolle 
crowbarrlng herself back into the catsuit, Croft 
was guaranteed another blockbusting run ­
although fans chuckled nervously upon learning 
that Jan de Bont (previous jobs: Speed 2, The 
Haunting) was on board as director. 

Racing from Kazakhstan to China 
(actually Wales) and finally to a (real) live volcano, 
The Cradle Of Life is a breathless trip, widely 
considered an improvement on the first film. But 
with a sudden explosion of screenbusting stunts, 
it feels more like GoldenEye than Tomb Raider-
at the point where Croft and her love interest 
skydive from Hong Kong's International Financial 
Center, it wouldn't be a surprise to hear the Bond 
theme to kick in. 

You've got to admire the 
scriptwriter's gumption - and the director's 
bravery - for having Croft attract a passing shark 
with a drop of her blood, then punch it in the face 
and ride its fins to the top of the ocean to escape 
a crumbling underwater world. 

"You can break my wrist -
but I'm still gonna kiss you.· 

A very respectable S 156 million, 
but the BBC still wasn' t happy: ' lt's as though 
they wanted to make a terrible film'. 

IL TO F 
Halo promises to g1ve gaming its ult1mate 
blockbuster. Writer Alex Garland tells us 
what it takes to brrng life to gaming lore 

y Bung1e's own account, 1t was prov1dence 
that placed Alex Garland's name on the hst 
of pnme cand dates as 1t contemplated JUSt 

what the wnter of 2B Days Later could do w1th the 
Flood. A m1lhon dollars later and following some 
anxious cons1derat1on. Garland was aboard and the 
big-screen blueprint of Halo was assembled. 
Microsoft's subsequent demands as it touted the 
scnpt to Hollywood -delivered in typically 
ostentatiOUS fash10n by couriers dressed as the 
Master Ch1ef- were high to the point where, for 
even a traditiOnally h1gh-concept 1dea, they'd have 
ended d1scussions there and then. 

The Redmond computer software g1ant wanted 
$10 m1ll on aga1nst 15 per cent of tre eventual box­
office gross. as well as an assurance of S75 m1lhon 
below the hne (stud o speak for the amount invested 
before a cast and d1rector are h1red). Once every 

recogM1on. If anything, I th1nk 1t could be harmful 
to games, by re,nforong an already powerful 
lean1ng w1thin the ndustry towards the genenc 
and mainstream. To use books as an example, 
Remains Of The Day and Lohta were not faithful 
film adaptations because the marketplace had 
demanded it They were fa1thful because the 
books owned somethmg that the respective 
filmmakers wanted. Namely· narrat1ve, developed 
characters and themes • 

So how else can the ma1nstream 1ndust'}l's 1nabilit' 
to convey the sent1ment of the games 1t adapts be 
changed? Should the hkes of Halo, Splinter Cell and 
Spy Hunter prove both successful and faJthful, will 
that be the precedent that shakes stud1os' assooation 
of art1st1c integrity and nsk? "Most adaptations to 
date," says Garland, "were an inevitable consequeno 
of two cynical bodies joining forces to release a 
mutually beneficial product, w1th the sole mtention o1 
makmg money. In that respect. I thmk that 1n general 
the games 1ndustry has had the adaptations it 
deserved. If t wants better, 1t needs to be more 
selective about who 1t sells a hcence to, and why.· 

There's an assumed goal1n th1S hne of argument 
that, before it's set m stone, we should question. For 
the games that we th1nk deserve 1t- and everyone 
has their ideas- should we really expect such a thing 

"THERE'S NO QUESTION GAMES HAVE EVOLVED TG 
A POINT WHERE THEY CAN INSPIRE FILMMAKING. 
ITS EASY TO IMAGINE ICO A l\. nE CATE FILM" 
major stud1o bes1des Fox and Universal had 
unsurpnsmgly backed out, the t'wO d1stPbutors JOined 
forces to broker a more acceptable deal, and set the 
produd1on's hght to green. 

However the prOJect turns out come 1ts 2007 
release- whether the stud1os adhere to the scnpt and 
'bible' sent to them by Bung1e or no; - Halo 1s a 
massive undertaking for a lucrative franchise, handled 
by all concerned w1th an appropriate degree of 
respect. Is th1s a sliding scale, we ask Garland, that 
holds the key to making game adaptations more 
fa1thful and cred1tworthy? 

"Personally,· he replies. "I don't think 1t would 
be helpfultf fa thful games adaptations came as 
the result of hnanc1al clout and brand-name 

Fumito Ueda's Ieo, says Gar1and. is easily pictured as an art-house 
film. Regardless of whether Halo is~ smash, however, such a project 
would still represent a brave and visionary gamble for its creators -
one that, at best, would thrive as a midnight movie or OVO sleeper 

as a 'faithful' adaptation? Is it not the case that, to 
date, the most accurate mterpretauon of a v1deogamE 
rema1ns Anderson's aptly JUvemle Mortal Kombat? 
"Regarding Mortal Kombat,l agree. But there's no 
quest1on that games have evolved to a pomt where 
they can 1nsp1re artful 'ummak1ng lt's easy to imagine 
Ieo as a strange, quiet, deliCate ftlm that sat outs1de 
the ma~nstream in a way that was entirely appropriate 
to the game, or even Tempest 2000 as an esoteric 
low-budget hallucinogenic sci-f• movie. That said, if 
you want art-house film adaptations, you need to 
produce art-house games to adapt from. The games 
1ndustry IS stunningly mventive, but only within 
certa1n parameters. To date, those parameters don't 
leave much room for the kmds of mstJncts that 
produce Ghost World as a com1c book, or The Ice 
Storm as a novel - both of whiCh were adapted 1nt0 
non-ma1nstream f1lms. • 

As the synopses that pepper this feature llustrate, 
the infiltration of Hollywood by the v1deogame 
industry hasn't solely entailed the osmos1s of its lP. 
Gaming as a concept has, in fact, been embraced by 
the movie industry on more occasions than the 
1nd1vidual games themselves. albeit. 1n many cases, as 
thematiC nods and cultural references. Garland 1s no 
foreigner to th1s 1dea - Danny Boyle's adaptation of 
h1s novel The Beach added its own pass,ng comment 
on gammg and ts place 1n our latter-day 
subconsoous. Was th1s new scene - a p1xe ated 
dep1dion of a deJ,nous Leonard DiCapno oounding 
robot1cally through the jungle- too crude a statemen· 
to crowbar 1n, or did tts crud1ty 1n fact refled an 
endemiC degree of ~ncompat1bihty between games 



Plenty of questions are raised by the prospect of Halo that no one's 
currently prepared to answer. Just what adjustments can we expect 
to have been made to its tale? Will the Chief keep his helmet on, for 
example, or are we in for a bombshell of Judge Dredd proportions? 

and filmsJ " I t hink that scene was the wnter and 

do rector makmg a nod towards some references to 
videogames that exosted on the book," says Garland 

'But I didn't actually work on the folm, so i can't be 

sure. What I can say os that the references on the book 

were for no other reason than the narrator played a 

ot of games. No socoal or artostte commentary 

ntended. I belteve games and folms are extremely 

compatible They JUSt aren't as compatoble now as 

<hey will ultomately prove to be. • 
And what, then, of 28 Days Later - part of a 

burgeonong subgenre of zomboe p cs that m rrors and 

also mter5ects a som lar movement ~~ gammg' Was 

the sp1nt of that screenp ay mformed at al by 

v1deogames such as Res1dent EVIl, or have those 

games in fact added nothong to George A Romero's 

establtshed formula that's of worth to modern 

conema? " it was defonotely onfluenced by Res•dent Evil 
[the game seroes]." reveals Garland, "and as far as I'm 

concerned, the games added somethong substantoal 

to the genre. They brought a Japanese sensoboltty, 

something gothoc and lyncal That's partly why 28 
Days Later ended up m an old mansion house ra ther 

than, say, a shopping mall." 

Ultimately, th1s could be the most omportant 

proof, in ieu of whatever Halo and Solent Hill 

provide, that games can provode somethmg that's 

not only applicable to movies, but also whomsocal 
enough to warrant theor attentoon Though the 

Boils and Andersons of the folm ondustry have thus 

far been content to recycle vodeogame propert es 

for the sake of furthenng tored actoon genres. the 

mcomparable spint that doesn't translate so easily os 

st I of worth to Hollywood, and can sull be honoured 

n the right hands So as we agaon address the 

question of whether games are themselves too 
denvatove to deserve adaptatoon, we leave Garland 

woth the Iona' word. 
"I don't th1nk that games are any more denvatove 

tha11 folms - or loterature, for that matter. lt IS true that 

they can be both denvatove of each other. and of 

themselves. but I wou dn't necessanly see that as a 

bad thing If anything. I think 1t IS nght and proper for 

them to adapt, borrow and steal from whatever they 

see fot. All these things are judged f~rst by the 

marketplace and by the passage of time. And if ~ 
they pass that Judgement. all power to them." ~ 

Not content with Grid Runners. dorector Andrew 
Stevens returns to vodeogamH for a softcore treat 
about a codeshop that employs subliminal 
messages to hypnotise customers onto buying its 
next, overpriced game- and far worse. If you're 
wondering where you've seen star lan Zierong 
before, five numbers for you: 90210 

Typically gory David Cronenberg fare that mashed 
up reality and digital fantasy around the same 
time as The Matrix. Jennifer Jason Leigh is the 
world's best game designer. unsure of where the 
real world starts and videogames end (no surprise, 
really, given her game is played by inserting a 
'bioport' into the spine). Notable for its organic 
guns that use teeth instead of bullets. 

ALONE IN THE DARK (2005) I 

&... ... S20million 
Edward Carnby, a detective of the 

paranormal, is led to Shadow Island while 
investigating the mysterious death of a friend. 
it's no island paradise: Carnby learns that ancient 
demons are planning a global coup d'etat, and is 
subjected to all kinds of weirdness as he battles 
to foil the forces of evil. 
5 The fact that a German band called 
Solution Coma contributed the title song Is the 
f irst warning. The second Is Christian Slater, who 
these days is usually catapulted straight past the 
cinema and into a DVD rental store near you. The 
third is Stephen 'You remember - FearDotCom• 
Dorff. Fourth: Tara Reid. Fifth: Tara Reid as a 
museum curator. 

Another Uwe Boil disaster 
{nestled directly above House Of The Dead in 
I M Db's Bottom 100 at the time of writing). Alone 
In The Dark is a disaster. Laughable CGI demons 
abound in a film that combines experiments on 
orphans, ancient Indian artefacts, government 
conspiracies, invisible photosensitive mutants, 
and what Screenitl calls 'an extreme amount' 
of scary music. At least it's dark. with characters 
that are occasionally alone. 

The opening crawl 
that doles out entire screenfuls of thoroughly 
unnecessary plot exposition- a sweetener added 
after test audiences expressed confusion, and 
which 'goes on for so long that it seems like it's 
going to segue into the dosing credits', to quote 
The Onion. 

....,~ "Fear is what protects you 
from the things you don't believe in.· 

The signs for Boil's Bloodrayne arl!n't 
good: this recouped less than half its budget with 
a S6 million gross worldwide. 'Makes you ... hope 
that something more sophisticated is on the 
horizon. Pong: The Musical, perhaps', crowed 
The San Francisco Examiner. 

j 
! 
• 
f 

i 
! 

RESIDENT EVIL 
APOCALYPSE (2004) 

1 S45 million 
~ n1 The Umbrella Corporation reopens The Hive, 
accidentally unleashing T·Virus mayhem on a city· 
wide scale. AI ice joins forces with STARS operative 
Jill Valentine as the zombies are unleashed on the 
unfortunate Raccoon City. And this time, she's got 
a new nemesis: Nemesis. 
!t oAR POWril Milia Jovovich remained the only 
star with the faintest glitter. Sienna Guillory was 
second choice for Jill after Natasha Henstridge, 
Mike Epps was second choice for U after Snoop 
Dogg, and the series maintained its suspiciously 
high frequency of German actors that only 
Germany has heard of. 

L .. L The clever first trailer - a spoof 
ad for the Umbrella Corporation's 'Regenerate' 
skin care cream - raised fans' hopes that this 
would be a more respectful sequel. lt was, with 
Jill Valentine, Carlos Oliveria, Raccoon City, 
STARS, Nemesis, the Ucker {again) and exploding 
buildings all satisfying Shinji Mikami idolisers. 
Apocalypse also wasn't scared of cracking jokes 
about Grand Theft Auto and Mortal Kombat 
("Finish him!"). 

.. The embarrassingly 
unrealistic use of computers is something even 
videogame-based movies can't avoid - one review 
singled out the moment where 'a scientist searches 
for a computer hack by typing 'hack search". 

"We're assets, Nicholai. 
Expendable assets ... and we've just been 
expended." 

An unexpected blockbuster that has 
grossed 5129 million worldwide to date. 'There 
was no reason to produce it, except to make 
money, and there is no reason to see it, except 
to spend money' - Roger Ebert. 

UNDER THE INFLUENCE #15 

Three programmers compete to create a creature 
for the game Evilution- due to the developer 
offering a million-dollar bonus for the nastiest 
monster devised. Pure fantasy. then, especially 
given their relaxed four-week deadline. Still, the 
monster that's made {and which inevitably 
springs to murderous life) isn't so bad. 

Depressing fantasy from Ghost In The Shell 
director Mamoru Oshii, set in a rundown eastern 
European country where videogames have become 
the new heroin, and bathed in a bewitching sepia 
palette. lt all goes a bit The Matrix as top 
gameplayer Ash descends into 'Class Real'. the 
bonus level in an addictive VR game. 
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successful entry 10 the canon of the handheld 
game bus1ness. But desp1te the inhe•ent 
desirability of such a dmky d•strad1on. the 
M1cro ra1ses a rattle of awkward quest1ons. 
How can Nmtendo expect Its ong-su~enng 

fanbase to buy the same hardware for the 
th•rd time? How can an aging 2D machine 
reahst1cally compete aga•nst the novelty of 
the OS and the power of the PSP? And most 
1mportantly of all: where are the top-notch 
games that could effed•vely s•lence the first 
two concerns? B1g questions for a little 
console, but then questions have dogged 
the GBA from the moment 1t arrived. 

The f~rst. almost instant. question tool< 
a number of forms For the frustrated it 
was. 'Are you kidding us?' For the stoic it 
was: 'Did you th1nk this through?' and for 
everyone 1t was: 'Are you going to f x iP' 
The darkness of the anginal GBA's screen 
was an almost instant d1sappo1ntment for 
early adapters Despite a lot of brave press 
releases from Nintendo, there was no 
gett•ng away from the fact the mach1ne 
was often a literal pa n 1n the neck to play. 
lt was a severe enough prob em to affect 
even developers. some work1ng on games 
at the t1me the hardware arr ved reca I the ' 
stud10 buy.ng 1n a JOb-lot of l,.;ea desk lamps 
to ensure that the team could see what they 
were do1ng. And 1t left N ntendo w1th a b g 
problem. f1x 1t qu ck and a\ enate the ear y 
adopting hardcore. or fix 1t late and see 
enthus1asm for 1ts most imponant mach1ne 
leach stead1ly away. After months at 
speculatiOn, 10clud10g heady rumours of 
free upgrades for current owners and dark 
wh1spers about the fate of Tnton Labs. the 
enterpris1ng outf1t that had pioneered front­
lit mods. the SP arnved. Two years later and 
JUSt a little pric1er. 1t proved such a sound 
reworking of the machine that 1t met with 
little host•lity. 

And yet, when 1t comes to the GBA. 

Chooling the r~ght base colour will prove 
crucial wtoen teaming your Micro with new 

fascias. What are the odds on an all gold Zelda 
edition and retro Game Boy 

N10tendo shows an almost Islamic avers1on 
to construd1ng perfect1on. If the ong1nal 
had a fruwatlngly dark screen. the SP had 
an Irksomely absent headphone socket. 
And now the Micro, wh1ch fmally sees 
your old Game Boy games reachmg 
obso escence and reqwes you to re-buy 
hnk-up cables and w1retess adapters. So is 
Nintendo trymg to evolve the GBA toward 
perfection, or is there a real intention to use 
the spec1f1c capabilities of each vers1on to 
push people m to buymg the same hardware 
more than once? Kenichi Sugino, designer 
of the Game Boy M1cro, is unapologetiC: 
"The history of Game Boy shows that people 
do not m10d owning different versions of a 
portable games machine within the same 
family. Rather. they seem to appreoate the 
fad that they have the d1fferent variatiOns 
to choose from. depend1ng on when and 
where they would hke to play. Some may 
want to play SPat home but may want to 
carry the smaller M1cro. 10 order to play the 
same game conMuously when travelling. 
We hope that people will use d•fferent GBA 
mach1nes at d1fferent opportu01t1es • 

Nor 1s the form the result of 1dle tlnkenng 
With the GBA's des•gn. a 'what can we do 

w1th 1t now?' approach. Instead, the thinking 
behmd 1t shows that if Nintendo IS looking 
over 1ts shoulder 1n the handheld gammg 
space. 1t's not the PSP that 1t sees gaining. 
Sug1no explains: "For M1cro, we knew that 
there were many people who really love 
to play games on a portable mach1ne but 

The Micro's screen is a big draw - dense, bright and clear, 
it holds your attention tightly enough to stop you 
thinking about just how eye·clenchingly tiny it really Is 

opted to play with cell-phones on the train 
With the smaller and cooler·looking M1cro, 
we want them to enjoy perfect gam1ng 
with the optlmised gameplay controls, 
without having to worry about the cell­
phone batteries runn1ng out too rapidly 
to make calls. • Mob1le gam1ng may be a 
faster-growing •ssue in Japan than 1t IS m 
the west, but the Micro represents a rare 
chance to see Nintendo respond1ng to 
someone else's trend. 

However, Nintendo's approach 
to the GBA has always been emblematic of 
its whole philosophy. In a busmess where the 
accepted mantra is that you lose on the 
hardware and profit on the software, 
N1ntendo is still demonstrating its usual 
stubbornness: why not make money on them 
both? And with new iterations. multiple 
colour variants and spec1al ed1t1ons and 
w1th endless ports of its prec1ous back 
catalogue - why not make money on them 
aga1n and again and agam? lt sounds like 
exploitatiOn, but there's a s1mple defence 
don't buy. Many felt they had little choiCe but 
to shell out again for an SP- although the 



The SRPG is hardly under-represented on the GSA, but 
Rebels tar Tactical Command, reviewed in the next Edge, 
offers crisp visuals and some new twists on tactics 

st1ng was soothed by the bonuses of the 
rechargeable battery and clamshell des1gn -
but since then, Nmtendo's determ1nat1on to 
empty the pockets of 1ts fans IS a two way 
street: the only reason to buy IS your own 
des1re. No one can accuse the company of 
not build1ng rts mach1nes- and 1ndeed 1ts 
games - to last. 

But the games are the sorest po1nt of 
owning a GBA. Heralded on an Edge cover 
as offenng 'Pure Gammg', the GBA was to 
reJuvenate gammg by refocus1ng anent10n on 
t1t es priz1ng mnovatlon and gameplay over 
hyper-realism and faux-cmemat1cs. And 1t 
was supposed to reJuvenate game 
development by prov1drng a v1able alternat1ve 
for small and Independent stud,os. And w1th 
66 million GBA-ownrng potential customers, 
surely vanety would flounsh. 

Four years on, the GBA software Situation 
is bleak. The charts reflect a constant stream 
of licensed games: Madagascar, The 
Simpsons, The lncredibles, Charlie And The 
Chocolate Factory, FantastiC 4, Scooby Ooo, 
Spongebob Squarepants, Power Rangers, 
Shrek, Fmding Nemo and Monsters, Inc. 
are all riding high in the current UK top 20. 
Some are decent enough games- others, of 
course, are not- but none represents the 
kind of invent1ve, artful excellence that the 
best GBA t1tles exh'blt Nor have 
1ndependently-m,nded codeshops benef,ted· 
those that are makmg a good hvmg from the 
machine, like Vicanous V1S1ons. do so almost 
exclus,ve'y from licensed games and ports. 

Game Freak's Drill Dozer (previously called Screw Drivei) 
promises a genuinely fresh take on the action platformer. 
where nearly all scenery can be drilled to destruction 

So what went wrong? Why 1s that 
only Nintendo has managed to regularly 
produce f1rst-class software on the platform? 
The bas1c answer is that the equation at the 
heart of GBA development didn't turn out 
to be so temptmg after all. Making a game 
which exploits the platform to the full takes 
longer and costs more than some ~oresaw. 
And, or top o' that, comes Nintendo's 
notonous hcensmg costs and cartndge 
charges; some top-selling t1tles still often 
ship w1thout a battery save to keep the 
pnce down. Worse, the retail pnces are 
lower for hand held games, and under 
constant pressure from a market whiCh 
wants them lower still. And, once made, 
the games are targeting a younger 1nstall 
base - a demographic wh1ch the games 
industry currently struggles to speak to 
d1rectly, and a demographic which is under 
contmual s1ege from the marketing 
departments of film and TV properties. The 
marg1ns get too thin, the market gets too 
fickle. Despite being the second best-selling 
console in the UK, with an install base 
besling the Xbox and the GC combined, 
the GBA often accounts for less than 10 
per cent of games sold. H1gh quality titles 
like Astro Boy: Omega Factor struggle to 
top 10,000 COpieS. 

Th1s IS the perception Nintendo needs to 
turn around to help the M1cro make 1ts mark. 
There's little, however, in the upcom1ng 
release ist to lift sp1rits: the Japanese M1cro 
launch has only Mario Tenms Advance and 

another Nintendo re-release (Or Mario & 
Panel De Pon) to keep it company. Beyond 
Rebe/Star TactiCal Command and 
GameFreak's Screw Breaker (retitled Drill 
Dozer m the US} there's little on the honzon. 
Why has software product1on, even from 
withrn Nmtendo, slowed so much? "lt may 
look like that way now, but the fact is many 
new GBA software developments are 
underway," reassures Sug1no, but 1t's 
suggesuve that he's not able to reel off a list 
of tempt1ng prOJects There's no doubt 
developers have been d1stracted by the arnval 
of the OS, but why develop for a market of 
s1x m1lhon when you can reach out to a 
market ten umes that size? W1thout a shrft in 
the underlymg economics and 1n the retail 
and advert,smg of GBA games, t's hard to 
see the S1tuat1on chang1ng 

it's tempt,ng, then, to dismiss the MICro 
as the emperor's new clothes - someth1ng 
wh1ch caters more for collectors than garners. 
perhaps, or a real case of less IS less. With 
the OS and the PSP domrnatmg the headlmes 
and the shelves, how can 1t compete? The 
next two pages, which catalogue some of 
the console's best and most interesting 
games, should answer that quest1on. 
Because, for all the d1sappomtments, the 
best of the GBA's line-up is still some of 
the frnest software ever des1gned. And for 
al of 1ts exploitative mtentrons the Micro is 
st1ll a seek, solid and des~rable games 
mach1ne. The OS may offer constant 
mnovat1on, and the PSP may out-power it 
on every front. but 1f you' re gomg to have 
only one gammg de~~~ce in your pocket, 
the GBA - even the Micro - still 
towers over the compet1t•on. 

Only tht slightly awkwar~houlder buttons 
give any cause for concern the Micro's 

overall design: form neatly folio in function 

The Play-Van media player cart 
has been specially redesigned 
so as to protrude from the 
Micro as little as possible 



ADVANCE WARS 

After seven previous volumes on nearly every 
Nintendo console, all neglected outside of 
Japan, Advance Wars found new life and new 
regions on the GBA. its warm western 
reception cementing it as one of Nintendo's 
most important new multiplatform franchises 

PDKEMON: RUBY /SAPPHIRE 
PUBLISHER: NINTENDO 

Though Nintendo's 'if it ain't broke' ethos. 
clear in the minor graphical update the Game 
Boy Advance versions received, may initially 
come off as cynical, the series' addictive 
qualities and near-faultless balance ultimately 
bear out Pokemon's winning formula 

WARfOI.AND 4 
PUBLISH£~· NINTENDO DEVELOPER: IN-HOUSE 

The tense double-back emergency escapes 
and some brilliantly obscure obesity-based 
puzzles made this one of the GBA's greatest 
sleeper hits. Pre-boss minigames and the 
Sound Room's photo animations are a 
portentous symbol of the greatness to come 
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Putting together a definite list of the finest Game Boy Advance t itles is an exhaustive and 
deeply subjective task. Here instead are 12 excellent games - no ports allowed, all 
developed purely for the handheld- which form the core of an unimpeachable GBA library, 
And, if too many of these titles are already rather too familiar, the next page lists six 
overlooked gems and six Japan-only games which are well worth tracking down 

SUPERSTAR SAGA 

Superstar Saga's fraternally cooperative battle 
system, the liberties it takes with Mushroom 
Kingdom lore and what's easily the most 
hilarious script on the hand held all work -
appropriately- in tandem for what might 
arguably be the best of all the Mario RPGs 

METROID: FUSION 6 ZM 

Spared the fate of its fellow franchises, rather 
than giving us Super Metroid Advance we saw 
two new episodes - Fusion and Zero Mission -
the former with near survival horror lurking 
dread, the latter with a narrative twist further 
humanising the mysterious bounty hunter 

ASTRD BOY: OMEGA FACTOR 

Advance Guardian Heroes may have 
disappointed but this was the real deal: 
original, welcoming, challenging and 
entertaining, Treasure's Astro Boy made the 
most of the GBA's power by adding, scaling 
and mobbing bizarrely appealing enemies 

TLDZ: THE MINISH CAP 

As with nearly every other iteration of the 
long-running Legend Of Zelda series, The 
Minish Cap is the product of its predecessors, 
shamelessly borrowing bits and pieces of its 
lineage to continually best its own past, 
creating a hand held classic once again 

KURU KURU KURURIN 

A staggeringly simple premise coupled with, 
at times, maddeningly difficult execution - the 
feeling of nailing a flawless run after the 
pulverising stress of dozens of failed attempts 
makes this action/puzzle game one of the 
most rewarding titles in the G8A's library 

BOKTAI 

Technically remarkable, visually inspired 
and structurally inventive, Boktai silenced 
critics who felt that Kojima had become a 
one-tri(k show-horse. The sunlight-sensor 
mechanic is beautifully worked, but the 
game stands on its own substantial merits 

CASTLEVANIA: AOS 

The pinnacle of Konami's progressive fine­
tuning of the portable series, Aria Of Sorrow's 
wide whip-less variety of weaponry and 
compulsive soul collecting place it just a hair's 
breadth below Symphony Of The Night as the 
greatest of the non-linear Castlevanias 

TACTICS OGRE 

Unreleased in Europe, and lesser known than 
Final Fantasy: Tactics Advance, this is the GBA's 
best SRPG. Endlessly deep and impressively 
physical, Tactics Ogre's dynamic battlefields 
meant waging neatly gridded wars could 
never turn into a by-the-numbers routine 

WARIO WARE, INC. 

lt belongs at the opposite end of the list from 
Advance Wars because where that is slow 
and rational this is breakneck and unhinged. 
Nonetheless, both are perfect handheld 
games: beautifully presented, perfectly­
paced and greedily satisfying experiences 



A pre· teen retelling of Saturn arena-based 
vehicular brawler Vatlva, Joe is an ultra· 
charming hand held Thunderdome. Fully 
customize your vehicles as you take on post· 
apocalyptic world-rebuilding assign menu. 
played out in heated bird's·eye Mode-7 battles 

ttlttJA COP 

- -------------------·~---LV 1 

One of the rarest Game Boy Advance titles 
is, rather unfortunately. also one of iu finest. 
Equal parts Shinobi and Bionic Commando, 
Ninja Cop did precisely what the GBA was 
meant to do- revel in and rekindle the clarity 
and immediacy of the 16bit glory days 

Though marred somewhat by particularly 
touchy pathfinding Al. OMA is one of the 
GBA's best action/strategy games, as you set 
waypoinU for a group of survivors to follow 
in single file, while simultaneously beating 
back the relentlessly advancing enemies 

Deceptively simple four-direction controls and 
Oenki's signature pastel designs both mask 
fiendishly difficult scenarios, This is everything 
a good hand held puzzler should be - instantly 
approachable, and quickly and reliably 
rewarding even in just a few minutes of play 

GO! GO. BE KHA:'-1 

Denki's curiously-licensed platformer is 
another example of the spirit of the 16bit 
era being masterfully captured on the GBA. 
From iu primary-coloured worlds to iU 
Kondo-inspired steel-drum melodies, Beckham 
is as much a tribute as it is fun to play 

KLONOA 2 

Far more polished than its portable 
predecessor, Dream Champ Tournament is as 
yet the last of Klonoa's platform puzzle 
adventures (before being sidetracked by an 
ill-advised action RPG) and is an essential 
purchase for both fans and newcomers 

Compile's last hurrah was additionally the best 
new idea in block puzzles for years: create grid 
pictures (a la Picross) by turning the playfield 
and both firing and sucking blocks from a 
cannon. Endlessly un· and re-weaving block 
patterns is the game's greatest pleasure 

TO~\~ 

This was Alphadream's first RPG venture, 
before the firm landed the job to work on 
Superstar Saga. The two games share some 
superficial qualities, primarily in their non· 
traditional timing and minigame-based battle 
systems, complete with gimmick weapons 

Even with the eventual gracious inclusion of 
OriStone mode in Drill Spirits' European 
release, Ace remains the definitive hand held 
version with story-driven singleplayer modes, 
better Implemented grand prix and a creature 
raising si m thrown in for good measure 

Given Earthbound's extremely vocal cult 
fanbase and the existence of fully localised 
scripts for both Mother and Mother 2, how 
and why the compiled release has remained 
in Japan may yet remain one of the Game 
Boy Advance's greatest unsolved mysteries 

STA 

With three volumes already released, Starli 
remains one of the most conspicuous absences 
from Nintendo's western catalogue, especially 
for as safe a bet as it seems: an adorable lead 
and solid (if simple) platforming mechanics do 
not necessarily a worldwide release make 

On and off the docket for a worldwide release 
before disappearing for good, Custom Robo 
GX took all of the joy of meticulous robot 
tinkering and modification, and the all-guns· 
blazing arena battles of the N64 originals, 
and perfectly reinterpreted them into 20 
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Now playing 

Advance Wors: Duol Strike 

Two screens don't quite amount to 
twice the fun- but the love is still 
there. as proven by the battlefields' 
consumption of lunch hours, 
nights, days and entire weekends. 
OS, NINTENDD 

Silent Hill 2: 
Restless Dreams 

Few games could have enjoyed so 
many repeat playthroughs. All it 
takes is a llandsome·looking movie 
and an overlooked ending or two 
to suck us back into the liv~ng fog. 
XBOX, KONAMI 

Magic Pengel: 
The Quest For Calor 

Finding a long·lost memory card 
takes us back to the drawing 
board. But which painstaking 
old creations will die to free up 
more paint for the new ones7 
PS2, AGETEC 

Bad game hunting 
Why hard games make it harder on themselves 

mericans talk about having 
an elephant in the room. 
Not in the sense of a new 

trend of impractical celebrity pets, 
but in the sense of an issue so 
enormous, an obstruction so 
insurmountable, that everyone just 
keeps talking as though it simply 
isn't there: there's no problem so 
big that it can't be ignored. 

Videogames are sharing a room 
with so many elephants it's a 
wonder there's room to move, 
let alone jump, shoot and drive 
motorbikes about the place. There's 
an elephant for sex in games, 
another for sexism in games. One 
for industry working conditions 
and another for the impact games 
have on players' minds. But one of 
the oldest, biggest and strongest ­
the alpha male, perhaps - is the 
elephant who doesn't finish games. 
lt's not a complicated issue: most 
players don't finish most games. 
Is it really possible to ignore a 
problem that big, that central and 
that damaging? 

Yet it's what most publishers 
and many game designers do. And 
while there are many reasons for 
an unfinished game- boredom, 
distraction, dislike - the biggest 
remains the difficulty. Despite 
instructive traditions like Capcom's 

offer of dropp1ng down a difficulty 
level if you've struggled in a game's 
opening sections, they haven't 
been w idely adopted. Despite 
BioWare's demonstration that you 
can give the player full control of 
combat difficulty throughout 
something like Knights Of The Old 
Republic without sacrificing the 
sense of challenge or satisfaction, 
the attitude persists that unless 
games present a stiff, fixed 
challenge, players won't like them. 
But how is a player supposed to 
know what they're getting into? 

lt's all very well presenting an 
easy/normal/hard choice at the 
beginning of a game, but the 
person making that choice has 
never played the game before. 
How on earth are they supposed to 
know what w ill suit? And when 
and if they fmd they' ve chosen 
badly, why not let them change? At 
the very least, in a game with an 
appropriate kind of difficulty 
system, it should always be possible 
to drop down a grade. What 
conceivable argument is there for 
refusing to let the player drop the 
difficulty bar if they've stopped 
having fun? Forget the BFG: 
videogaming's most potent 
weapon could very well be 
the elephant gun. 
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PC 

96 Spartan: Total Warrior 
GC. PS2. XBOX 
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Burnout Revenge 
PS2. XBOX 

Far Cry Instincts 
XBOX 

Conflict: Global Storm 
Pc. PS2. XBOX 

Total Overdose 
Pc. PS2. XBOX 

Serious Sam 2 
Pc. XBOX 

Dar.kwatch 
PS2, XBOX 

Kingdom Under Fire: Heroes 
XBOX 

Castlevania: Dawn Of Sorrow 
os 

GT legends 
PC 

Burnout legends 
PSP 

Double-STEAL: 
The Second Clash 
XBOX 

Bet On Soldier: Blood Sport 
PC 

Death Jr 
PSP 

Pac 'N' Roll 
os 

Edge ·s se or ng system expla1ned 
1 = one, 2 = two, 3 = th•ee 
4 ; four, 5 e f1l/e, 6 a S,l~, 7 • $PWn, 

8 = e ght, 9 = n1ne. 10 •ten 
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Wl1ile you can only act directly 
within the green ring of your 
influence, your troops and 
creature can take orders beyond 

As before, a bit of slap or t ickle will 
discourage or encourage your creature in 
certain behaviour, with a gauge showing 
how clearly it understands your meaning 

he creature was the very heart of 
lionhead's 2001 debut, Black & 
White. More than the divine 

micromanagement and social strategy that 
made up its gameplay; more than its invisible 
interface; more even than the responsive 
moral dimension that gave the game its title 
and turned out to be by far its most 
influential invention. The creature was an 
invitation to form an artificial personality that 
would, like the rest of the world you shaped, 
reflect your own - a sort of avatar for your 
subconscious mind. it certainly succeeded in 
reflecting the game's personality: intractable, 
infuriating, charming and confused, a source 
of astonished wonder to some, bitter 
disappointment to others, and to a great 
many, a source of both. But its wild magic 
was undeniable. 

Black & White 2's creature is different. 
Your god's personal pet and slave is a more 
eager and predictable beast, easier to train, 
simpler to control and less prone to errant 
behaviour. Even though 1t's more useful as an 
instrument of your will, it's less of a focal 
pomt, partly because it's more rel iable and 

--------------~/--~~~· 35~ 

being asked to repeatedly destroy and 
rebuild their work have not been answered, 
although at least you don't have to physically 
dismantle it yourself any more, the transition 
happening automatically with a simple click. 

So the traditional goal-orientation that 
sat so uncomfortably atop the first game's 
psycho-social sandbox hasn't been scrapped, 
far from it. it's been brought to the heart of 
the experience, sharpened and reinforced by 
two thoughtfully crafted and absorbing 
strategic options for taking each land: by 
military might, or by the impressive wealth 
and fairness of your culture. Since these are 

~ Your god1
S personal pet and slave is a more eager 

"'-.~ and predictable beast1 easier to train1 simpler to 
control and Less prone to errant behaviour 

partly because it has been gently sidelined 
within a much more comprehensive and 
flexible framework for civilisation building. lt 
doesn't embody the game any more, but it 
still echoes it: stable, adaptable and pliable, 
remarkably clever but strangely vacant. 

Structurally, though, the game is largely 
unchanged. Playing god, shaping the world 
and the fate of your people w1th a floating, 
disembodied hand, you're entreated to 
rebuild and avenge a Greek civilisation that is 
a 11 but destroyed by the vicious Aztecs at the 
start of the game. You do this over a series of 
microcosmic islands, developing progressively 
larger and more complex societies each time, 
and 'winning' each land by converting its 
indigenous tribe -from Norse to Japanese, 
all obeying Aztec rule - to your own cause. 
The prayers of those players who hated 

strictly aligned with evil and good 
respectively, they also distil the game's moral 
dimension into two distinct play styles, 
essentially organic, rustic reinterpretations of 
Command & Conquer and Sim City. 

This clarifies your moral path, but also 
oversimpl ifies it, and exposes it to outside 
influence. Ambiguity is ironed out, and 
contradictions rise in its place: is it really evi l 
to meet force with force in the defence of 
your town? Is it still good to build 
infrastructure if it's only to support pillaging 
armies7 Arguably, it's also imperfectly 
balanced, t ipping the game's moral scales 
slightly but persuasively towards the good. 
An army needs a town much more than a 
town needs an army, especially since you 
won't meet truly aggressive opposition until 
well into the game. Considering that the RTS 



element 1s also a more stressful and fast­
paced way to play. the path of nghteousness 
can easily seem like the path of least 
resistance But then, given the incltnat1on to 
benevolence that should be obv1ous from the 
screenshots accompanymg th1s rev1ew, we 
would say that. 

Black & White 2 makes up for a lack of 
ph1losoph1cal complexity by a lowing you to 
shape your world 1n immense deta t 
Resource management has thankfully been 
stream! ned. and your concentration such 
as 1t is in what IS still a game of d stracted 
mult1task1ng -will be focused on earnmg 
tnbute for minigame challenges (see 'Rock 
and scroll') and level-spec1f1c objectives that 
cover the whole gamut of gameplay. Tnbute 
can be spent on an 1mmense range of plans 
and abilit1es, from c1vic build1ngs, defens1ve 
walls and military bases to m1racle powers 
and the- grandiose new wonders. The latter­
VOlcanoes, earthquakes and army-possess1ng 
Sirens - seem unfcllr y skewed towards a 
belligerent style of play. Kind gods, however, 
will probably get so engrossed by the 
aesthetic and soc1a eng1neenng ooss1b1ht1es 
of the town planmng system. tracing exact 
road layouts with a sweep of the finger, that 
they won't m1ss them. As an RTS. Black & 
Whtte 2 is less deep, but just as flexible and 
responsive -and when creatures, m1racles, 
wonders and large armies are all in play 1t's 
arguably the greatest show m gaming 

The vict1m of all this cho•ce was the 
original's quest for a graceful, ell1pt1cal 
mterface that could handle such a complex 
game. Black & White 2 is comparatively 
conventional and 1abonous The •ntrusiVely 
ugly and poorly designed menus and the 

town hub information system d•srupt and 
cheapen these lush worlds, but nonetheless 
make them more manageable The gesture 
commands are gone, although they can be 
bought back in the form of a m1racle abd1ty. 

~h1s approach permeates Black & Whtte 
2. Generous expans1on and rat1onal 
improvement are bought at a cost: 
emasculation of the beaut1ful, Impossible 
1dea that defined the game to beg1n w1th 
it's crystallised. once again, 1n your 
interaction w1th the creature. Its moods and 
1mpulses are laid bare to you in thought 
bubbles. r can be leashed to a role - bu1lder, 
gatherer. entertainer. wamor- and forced to 
act, eroding its free will. The training leash 
that taught it by your example is gone, and 
w1th 1t maddenmg hours of puzzled stares 
and VIOlent d•sobedience. but gone too are 
your sense of parental pnde and mtense 
connection. What was once an erratic, 
unknowable, mdependent presence 1s now 
no more nor less than a brilliant piece of 
videogame AI code. like the rest of Black & 
White 2, it comes as a bittersweet relief 
llonhead has made a much better game. 
and a much more ordinary one [7] 

~ infantilsation of the creatures is a li"le 
too sickly lo ~in with, and though they grow 
immensely in stature and majesty, they remain 
cartoons to the end. The original game's art 
style had more gravity and conviction 

A town's hub has a scroll bearing slats, columns wtuch 
rise and fall to indicate inhabitants' desires and a crucible 
indicating the strength of your alignment toward good 
or evil. As an immediate visual aid it's pre"Y useless. so 
you'll need to hover your hand over it for tooltip trees 

In the middle of an interminable training 
session that effectively lasts for three lands, 
you witness the Aztecs raze your Greek city 
wi1h a few scripted moments of interaction. 
allowing you to kill or save as appropriate 

Rock and scroll 

Black & White 2's dispiriting low 
points are the quests, indicated 
by silver scrolls dotted around 
quiet corners of the islands. 
Presumably, they were intended 
to relieve the daily grind with a 
little variety, an opportunity to 
test your dexterity or your 
riddle-solving nous; you might 
be asked to throw barrels at 
targets, guide a spy through a 
maze by switching signposts, or 
follow clues to find treasure. The 
majority are laughably simplistic, 
half-baked designs framed by 
lumpy and ingratiating 
cutscenes. They have the whiff 
of cheap pne-teen edutainment 
about them, glaringly at odds 
with the sophistication of their 
surroundings, and their status as 
minigames does not excuse their 
poverty of inspiration at all. 
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The Romans favour engulfing you in a t ide of 
manpower. Don't succumb to the temptation 
to kill all the weaker units f irst, though -
they're better rationed out as rage-fodder 

_..And the sword 
was God 

As his adventure progresses, the 
Spartan gains access to a range of 
divine weapons, selectable on the 
0-pad. They vary in speed, radius 
and effect - Athena's twin blades 
being perfect for slicing through 
enemies, Beowulf's hammer for 
pushing them back - but their 
focused power attacks are to all 
intents and purposes identical, 
and useful solely against bosses. 
The radial power moves, though, 
are vital for crowd control and are 
what really set the weapons 
apart: the Medusa shield and 
spear of Achilles quickly become 
favourites for their ability to buy 
time by turning enemies to stone 
or create chaos by setting thj!m 
on fire, respectively. 
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21 
hat The Creative Assembly is a 
developer of rare talent has never 
been in doubt; its Total War series of 

historical military strategy games for PC has a 
reputation for unrivalled excellence in its 
field. But even bearing that in mind, Spartan: 
Total Warrior- its brazen and brutish console 
debut - is an unreasonably impressive stunt 
To switch platforms. markets and genres for 
the first time, producing a game that in style 
and substance is wholly antithetical to your 
previous output but at the same time bears 
such a strong family resemblance to it that 
your studio's identity is underl ined not 
undermined .. . you're having a laugh, surely? 

corner of antiquity for famous names before 
cheekily misapplying them. The hero's allies 
include Castor and Pollux recast as Spartan 
soldiers, an Amazonian warrior named 
Elektra and none other than Archimedes, the 
scientist-magician and revolutionary orator. 
Their adventure takes them to the ruins of 
Tray and a Roman-occupied Athens that has 

~ They face flomethrowers, towering steampunk war 
"-. ~ engines, on all-star roster of monsters and a Romor 

Empire of Cockney-accented, high-camp villainy 

And, surely, they were, because the 
irreverent joy had in Spartan's making is 
obvious, and infectious. The scenario begins 
plausibly enough, casting the player as a 
nameless Spartan defending his great Greek 
city from Roman invasion, but within minutes 
plunges into a preposterous myth-mash of 
eras, legends and archetypes that robs every 

t 

The game con.stantly appraises you of 
the bloodiness of your achievements, 
but the conditions of this system are 
hard to fathom, and anyway it's 
irrelevant outside Arena Battle mode 

more than a hint of Paris under the Nazis. 
Together they face not only slings and 
arrows, but flamethrowers, turrets that fire 
explosive lances, towering steampunk war 
engines, an all-star roster of monsters and, 
behind it all, a sorcerous Roman Empire of 
Cockney-accented, high-camp villainy. 

Amidst all th is indulgent bastardisation, 
however, Spartan's design is one of stern 
simplicity - though it's no less shamefully 
enjoyable, and far from unrefined. lt shrugs 
off the one-on-one fighter influence of most 
melee-combat romps, eschewing the 
baroque spectacle of combos in favour of a 
terse, thorough system of focused and radial 
moves. Anything the Spartan can do - hack 
with his primary weapon, fire his bow or 
knock enemies back defensively, unbalancing 
and exposing them - can be applied in these 
two ways against single or multiple targets 
respectively. That includes the savage, slow­
motion 'rage' moves unleashed after a short 
string of successful strikes, and the even 
more destructive weapon-specific 'God 
power' moves. 

As elegant asit is, this system might have 
proved limited and unrewarding if it hadn't 
been matched with the massed enemies that 
are Spartan's, and The Creative Assembly's, 
signature. The teeming waves of soldiers that 



mob the Spartan and his often numerous, 
but always outnumbered, cohorts are an 
awesome sight - and they give the combat a 
militaristic thrill and brisk tactical rhythm that 
are just as distinctive. You'll be stringing 
together targets rather than moves, aiming 
for maximum number-crunching efficiency in 
your carnage as you plough through weak 
troops with radial blows, aiming to build 
rage quickly enough to take down a heavy 
centurion or wipe out a row of archers with 
a single strike. Clearing space and saving 
overwhelmed allies (though never the 
immortal Castor, Pollux and Elektra) are 
other, equally novel priorities. The strength of 
opposition is always perfectly balanced with 
the Spartan's own increasing power, and the 
properties of the weapons he acquires add 
another pleasing, if more optional, tactical 
layer (see ' .. . And the sword was God'). 

Viscerally satisfying and pleasantly 
weighted it may be, but Spartan also has a 
near-reactionary artlessness. As it progresses, 
the game broadens but never deepens, 
varying objectives and enemy types with 
welcome frequency, but never the blunt 
brutality 'of its combat. The Creative 
Assembly has fled as far from complexity as it 
has historical accuracy, and whether you 
interpret this as condescension to its new 
market or rel ieved liberation from the 
exacting demands of its old one, the result 
could almost be a parody of the dumb 
console actioner. Any lasting pleasure it gives 
will be drawn from the drama, detail and 
naked audiovisual glory of its level design, 
and this is where the game is ultimately at its 
strongest, and its weakest. 

You will never forget the first few levels 
of Spartan, just as the game never quite 
matches them for the rest of its length. The 
Roman assault on Sparta is a masterpiece of 
juggled offensive and defensive objectives 
and awe-inspiring showmanship; the 

The most unexpected of The Creative Assembly's talents to be 
revealed in its move to consoles is a flair for character art. 
Charismatic hairstyles and costuming abound, the style being 
more forceful and economical than many western developers' 

counterattack on the Roman camp switches 
smoothly from infiltration to furious pitched 
battle without breaking its headlong pace for 
a second. The sense of brothers-in-arms 
comradeship is seldom equalled, especially in 
the all-too-lonely backtracking through 
crumbling Tray, or Athens' arresting but 
infuriating escort and assassination missions. 
The remainder of the game frequently hits 
such highs but never sustains them so well, 
nor plays to its own strengths quite so 
effectively. However, it only betrays itself 
completely once - in a dismally conventional 
boss battle around halfway through - and 
though at times Spartan threatens to become 
routine, it never does, thanks to its strong 
character, handsome looks and sheer, 
irrepressible verve. 

Spartan's rough edges - the inconsistent 
level design, the patchy audio, the seemingly 
half -complete interface - will hopefully be 
ironed out in the continuation of what seems 
bound to become a robustly entertaining and 
well-loved Total Warrior franchise. With 
Spartan, The Creative Assembly has shifted 
its attention from the high-minded affairs of 
men to the vainglorious brawling of mere 
gods and heroes; to make this stark 
transition successfully is impressive enough, 
to make it note-perfect would just have been 
unnerving. To err is human, after all. [7] 

REVIEW~ 

The nameless hordes that the Spartan slaughters 
are not nameless at all. Energy bars in the top right 
reveal The Creative Assembly has christened every 
single enemy soldier; a wryly funny contradiction 
of the game's ca.sually murderous style of play 

Environments are largely kept simple and open, the better to flood them with bodies. They're still 
evocatively pretty, though, and the game shimmers with a deep, burnished haze not unlike POP: SOT 
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Vehicles such as those awarded to Elite· 
ranked players provide some convenient 
advertising space in addition to their 
superior horsepower and traction. With 
this product placement precedent set, 
however, it's a shame to have to reveal 
that the game's 78·strong garage at 
no point incorporates the Outspan car 

gainst expectations, Burnout Revenge 
1sn't its series' version 3.5 but rather 
the fourth gear of a racer that's never 

known a modest pace. Traditionally, it flies in 
the face of danger by making the kinds of 
changes that would commonly write off its 
less capable peers, addressing previous flaws 
on the fly while not once standing still. At 
this speed, it's no wonder that the series' 
erratic direction makes garners woozy ­
fearful, perhaps, of the moment when this 
joyride's zealousness piles it into a wall. But 
breathe easy: that moment isn't now. 

Its visual feedback might bay for blood 
more actively than before, but the game's 
thrust this t ime actually isn't its retribution 
system but a new set of rules concerning 
traffic. Provided it isn't oncoming, stationary 
or significantly heavy, traffic m Revenge will 
do you no harm. Vehicles dart momentarily 
forwards after 'checking,' as such shunting is 
dubbed, surrendering with a Hollywood 
screech of rubber to a trajectory reflective of 
the impact. Ploughing through a rush-hour 
jam intensifies this chaos, rolling vehicles into 
a breaking wave of wreckage that brings 
Burnout, finally, to the point where not an 
inch of its visual field lies beyond the lick of 
its flames. Importantly, this extreme new 

On Xbox at least, Revenge's framerate is rock solid, even at 
those times when it throws the complete RenderWare manual 
at the screen. The volume of environmental detail, head·up 
effects and particles that this engine combines is astonishing 

weapon is also balanced: the greater the fury 
you unleash, the greater the chance a crafty 
shard of scenery has of slipping in beneath 
your radar and shearing you in half. 

lt takes more than caffeine, luck and a 
nosebleed to tru ly become master of these 
streets, and this is Revenge's greatest 
achievement over its predecessor. The eight 
locations, split as usual into varied circuits, 
are arcade racing dreams given form. 
Decorated with customary charisma, one will 

evoke the breathless beauty of Point Of 
Impact's Crystal Summit. the next the end of 
RoboCop, but overall it's their layout that 
provides the greatest departure. The trunks 
of these courses have been shredded and 
plaitted to the point where one shortcut or 
stratospheric jump primes you almost 
immediately for another. Increasingly, they 
insist that you learn their every fork, 
elevation and protrusion - and punish you 
severely for fa ilure. 

- There are moments when a takedown will 
'~ backfire, but just as in any finely balanced sport, 

you crash out and Luck out in equal measure 

lt's a miracle, in fact, that Burnout keeps 
track of itself as well as it does, and no 
surprise at all that it often doesn't. Factors 
such as human error and malicious intent are 
difficult to sift from such symphonic 
destruction, and the game confuses them, if 
anything, slightly more than it did before 
Were the world run by Criterion, motor 
insurance would be its least honest trade. 
There are plenty of moments, especially 
as the game closes out, when a sure· fire 
takedown will somehow backfire into a 
crash and a dawdling car will merrily lance 
you from out of nowhere, but just as in 
any finely balanced sport, Revenge sees 

it's still possible to plot an ideal course through all of Crash mode's junctions, but the decision to remove multiplier pickups and make crashbreaker availability dependent 
on collisions rather than trajectory is a wise one. Tweaks made to the scoring system have also helped make this a party game that's unpredictable right to its last second 

you crash out and luck out in equal measure. 
A more pertinentconcern, perhaps, is how 
you regard the taught elastic band 
handicapping that is utterly essential in AI 
races as anarchic as these, but equally 
intolerable for some garners. 
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Players of a certain rank will soon see the benefit as standard 
r~ce types become Crashbreaker versions. offering the chance 
for instant retribution against Revenge Rivals and anyone else 
foolish enough to be in the vicinoty. Take out every other rac~ 
on the track in OM triumphant bang for this warming reward 

At the risk of sounding like a press 
release, however, there are few rules, even 
for arcade racers, that Burnout hasn't 
1nc1nerated. Its balancmg act may seem 
artificial, but ultimately it's fair. Furthermore, 
Revenge proves a shrewd taskmaster as 1t 
moves from one tier of events to the next. 
Gradually, it fills 1ts AI racers w1th vitnol, 1ts 
gndlocks with unbreakable juggernauts and 
its streets w•th wave upon dense wave of 
cars. The new Traffic Attack mode. where 
cars must be shot about the road like cue 
balls into packs of reds, thereby evolve from 
unwelcome and overlong novelties to some 
of the game's most exh11arat1ng challenges. 
Only by tempenng your boost (the game 
openly admon1shes the habit of so-called 
'spurt boosting'), focusing your aggression 
and leaning judioously on both the 
accelerator and brake can you hope to 
preva I in any of the game's closing stages. 

The series' other concern, as exacerbated 
last year, os 1ongev1ty. Burnout has become a 
game so voraCiously obsessed with combat 

The Burning Lap - a crushingly demanding 
event during Takedown's finale- has relaxed 
its time limits this time, though they' re still 
strict enough to generally rule out crashing 

Burnout 2: Point Of Impact was one of the first games to really show how overbright could accentuate the solar glare and 
sparks of the arcade racer. In both its crashes and scenery, Revenge takes this to the brink of excess but never beyond 

that 1ts players can only respond m k1nd, 
meetmg it punch for punch in every round 
unt1l there are none left to fight. The 
smgleplayer game is an unapologetic medal 
quest and, once 1t's done, the mult1player 
component must bear the burden When 
that happened in Takedown, it stood for a 
moment before collapsmg amid a techn1cal 
and logostical on line fiasco. Pra1se be to 
Criterion, then, for meeting half of the 
ISSue head on with an overhaul of the 
game's online scoring system: a game that 
vocally rewards all of arcade racing's requ1s1te 
ski lls dunng solo play now finally does so 
onhne. Curses, conversely, to EA for 
crowbarnng 'ts own servers mto the 
othervtise exemplary Xbox Live service aga1n. 

The game's sphtscreen play, at least, 1s quiCk 
to provide 1ts own kind of multtplayer 
performance guarantee. 

Whatever ots longterm fate, Revenge 
S1gn1f1cantly represents further solid proof 
that C ritenon has the Jerry Bruckhei mer 
genome down pat. Its razzle-dazzle reliably 
out-detonates any game that dares follow 
su1t, and though ts development has been 
speedy by even 1ts own standards, its 
developer isn't one to launch a firework 
without explosives. Burnout stoll carries a 
payload large enough to blow apart not only 
the clots in the racmg genre's bloodstream, 
but also the p1llars of any argument that 
suggests garners need a next-generatoon 
platform to set their screens ahght. [8) 

RE. E. ~ 

Completing Burnout is no longer a case of 
simply scraping past the line mere inches 
from your opponents - a rating system keeps 
tabs on your driving flamboyance as you race. 
and only by topping it while finishing first can 
you place the word Perfect above an event 

Croshlander 

Much has been made of the 
power/accuracy meter and 
crosswinds that appear in 
Revenge's golf-inspired Crash 
mode. Interestingly, and contrary 
to first impressions, it's none of 
these that make this crash mode 
the series' best. Rather, it's the 
removal of Takedowrfs join-the­
dots power-ups and the opening 
out of junctions into larger and 
more dynamic layouts. Checking 
has been incorporated extremely 
well, and is key to orchestrating 
the kind of collateral damage 
needed to disrupt multiple 
streams of traffic. Though some 
junctions are recycled during the 
singleplayer mode, as a 
multiplayer party game Crash 
has hereby taken an important 
step back before leaping in a 
different direction - one that 
makes it all the more enjoyable. 
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In its virtual cinematography and 
narrative direction, Instincts is a plunge 
into a heart of the utmost darkness. 
Though the mine stage is actually quite a 
tiring slog, its artistic design ensures that 
few of its passageways feel repetitious 

t's claimed that whatever you say 
to a Frenchman, he will translate 
it into his own language, and 

forthwith into something entirely different. 
Ubisoft Montreal's artistic, novel and movmg 
interpretation of Far Cry is a particularly 
French, suitably transformed experience. 
Even if its technical handicaps are clear, 
what it achieves with the palette at its 
disposal is astounding. Instincts' lower 
resolution textures, sporadic pop-up, cruder 
characters and jagged shadows are all clearly 
defined beneath its baking sun, but the 
composition of the overall canvas offers a 
masterful distraction. 

This is a game dismantled, rearranged 
and, in many cases, replaced. The 
painstaking flow of Crytek's Far Cry has been 
streamlined and the environments narrowed, 
but the real fruits of Montreal's work lie 
beyond such procedural changes. With the 
exception of a showcase hang-gliding 
sequence halfway through, lnstmcts 
resembles the original game for only the first 
of its three clearly defined acts. From thereon 
in - from the moment the mutagen is 
fatefully pumped into hero Jack Carver's 
bloodstream- the mood changes and the 
island's waters flow ominously uphill. 

You will, by this point, have already 

Rolling on to your back while lying prone and blasting your unknowing adversaries' groins is more than 
a mere tribute to John McCiane- it's a testament to Montreal's open·minded approach to this licence 
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experienced a concise tribute to the original 
- one that apes its beguiling visuals while 
toying craftily with its design. But with the 
aid of some innovative POV effects and 
capable vo1ce work from Steven Dorff. 
Carver's evolution then heaves the player into 
an unexpected, unhinged stagger from one 
ecological extreme to another, from daunting 

abrupt than the end of Chronicles Of Riddick. 
Furthermore, while Instincts' journey may 
be one of the its genre's most theatrically 
adept and intense, the sacrifices it makes 
en route are significant. The procedural 
AI, for example, touted as a dynamic 
reflection of your own tactics, works as 
often as 1t doesn't. The heat of battle 

- As darkness falls1 the player's heart feels aptly 
~~ Lost between the island's welcoming shores and 

the bedlam that surrounds its volcanic core 

agoraphobia to dismal claustrophobia, and 
from the opulent wilds of nature to the 
oppressive constructions of man. Successive 
new feral abilities are introduced via su1tably 
dramatic chokepoints, and before long a 
transformative skill and mindset are in place 
for a remarkably staged finale. 

Without giving too much away, Instincts' 
closing hours plumb depths of desolation 
that few games are sophisticated enough to 
realise, or even imagine. An island that once 
wound Itself into a labyrinth of pristine and 
somewhat generic interiors has, under 
Montreal, been smashed, burned and 
dehumanised. As darkness falls and Carver 
becomes truly bestial, the player's heart feels 
aptly lost between the island's welcoming 
shores and the bedlam that surrounds its 
volcanic core. Apocalypse Now has long 
been regarded as the template for this 
game's dramatic makeover, and here its 
hallucinatory vibes are truly free to roam 

Aptly, however, the game's story ends 
more with a whimper than a bang, its 
climactic set-piece/cutscene combination 
proving thematically satisfying, but no less 

provokes some enthrallingly versatile 
behaviour, but incidents elsewhere can 
prove as confusing for the player as they 
evidently are for the opposition. 

Importantly, Instincts' shift beyond 
that first third is more than just a narrative 
twist. What begins as an uplifting balance 
of stealth and action soon, as the evolution 
factors in, becomes a more straightforvvard 
turkey-shoot. There's still a strategy of sorts 
behind its most frantic outbursts, but it's of 
a more repetitive and, as it happens, 
instinctive variety. The game wants you to 
become frenzied in your approach and 
gracefully spawns small armies of soldiers to 
satisfy your rage, but while it's thematically 
prudent to simplify the game in this manner, 
it also plots a course for some numbing 
encounters. This is a shame because, visually, 
Instincts is adept at keeping itself fresh, 
within as well as across levels, and in a way 
that's a lesson to others. 

it's also too comprehensive a package to 
let its singleplayer mode have the final say. In 
multi player, Instincts speaks with its own 
voice while remaining relevant to the global 



theme, and nowhere is that better expressed 
than •n Predator. Tw•stlng many of the 
game's smgleplayer systems 1nto a mode that 
entirely befits the name, it clearly adores the 
stylistic trappings of movies (its namesake in 
partiCular) where man must confront a 
supenor adversary that knows how to make 
an ally of its surround•ngs. As the player or 
players (the quantity IS selectable) des1gnated 
randomly as Predator scan the radar and 
enwonment for the odour tra•ls of the1r 
quarry. an •deally larger task force of regular 

sold1ers must surv1ve without any such ability. 
Its sconng system IS hornbly ndecisiVe, never 
providing a set of rules or rewards that 
adequately su1ts the prem1se, but the 
athleticism w1th which the enemy can scour 
the map and the cries of other players as it 
comes runnmg are enough to tell you that. 
overall, th1s •nnovative sp•n on team 
deathmatch works. 

Traditional modes such as deathmatch 
and CTF are also honoured, though the 
benefits and drawbacks of Siting them 

Compared to stand·offs such as the sinking ship battle in 
the original, Instincts' boss encounters are more console 
oriented, requiring opportunistic melees and strafes 

Fans of the Crytek Far Cry will remember its underwater 
sequence1, along with their unconvincing stillnHs and 
darity. The wobbling surface waters of Instincts may not 
be the most realistic. but the overall effect is far superior 

amidst Far Cry's lush enwonments are both 
•mmediately clear Underwater evas•on, the 
setting of vanous traps and fhghts along 
zip-lines are all welcome add1t1ons, but 
veh1cles are too light on the stick and too 
much a v1ct1m of the rolling terrain to really 
prove the•r worth. A degree of auto-a•ming 
has been Implemented, presumably to 
combat the obstruct1ve flora, but 1ts heavy­
handed ass1stance may well prove rumous 
for punst players, wh1le the general shortage 
of feedback as to who has d•ed and how 
is unl•kely to please the Halo faithful. To 
address the most burning 1ssue, then. 
lnstmcts may lack the polish to challenge 
Bung1e's game on its own turf. but 1t's 
freethln(ing enough to deserve a place 
apart as a noble alternat1ve. 

For a proJect that, at one t1me or other, 
has resembled everything from ham-f1sted 
homage to bold bastardisation, it's a relief 
and a pleasure to see lnstmcts emerge as 
someth•ng w1ser and more confident Its 
action may evolve m a less fruitful d1rection 
than its art, but in a console-oriented 
bumper pack as sumptuous and generous as 
th1s, the fact that it's essentially ach1eved the 
impossible IS surely encourag•ng enough. [8] 

R EW~ 

The speed With which the Predator darts for 
its prey in multiplayer is conveyed through a 
variety of effective filters. The grace with 
which it leaps forward to attack and up on to 
rooltops to evade reflects the clean control 
system, and makes for a nerve·wracking hunt 

Freestyle island 

Far Cl)l's online-enabled map 
editor, much like Pariah's, has the 
potential to offer Xbox Live a 
thoroughly modern creative 
community. lt operates entirely 
in realtime - one button click 
from the adjustable bird's eye 
view will drop you instantly at 
the position of your cursor, gun 
in hand with your world in 
progress laid out before you. 
Sensibly, a clearly defined limit 
has been placed on the number 
of assets you can drop in, but it's 
high enough not to feel overly 
restrictive. Furthermore, the 
buttons of the Xbox pad have 
been so cleverly assigned that, 
when clipping those objects into 
place, you're never left searching 
for the right tools. 
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Spawn to be mild 

The use of spawn points - to filter 
terrorists into the vicinity of your 
team in order to keep up the 
pressure- returns in Global 
Stonn, but it's less pronounced 
than in any previous Conflict 
game. They're still used to coax 
the player into pushing on, 
something that felt like a 
continual pressure in the Desert 
Storm titles, but is suppressed 
somewhat in Global Storm. it's 
more effectively prompted this 
time around, employed at 
suitable moments, but easing off 
between objectives to allow the 
player some downtime to pick up 
any ammo or weapons strewn 
across the battlefield, and plan 
their next angle of attack. 

Grenades have been simplified; there's 
no need to judge distance, as they are 
simply thrown to wherever your reticule 
sits. The throw can be delayed, though, to 
cook the explosive to the player's taste 
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t's been a year since the Conflict 
series' tour of duty m Vietnam, an 
unsuccessful campaign that by 

many accounts, resulted in more scars than 
stripes. But it's one whose spoils do include 
some hard -fought expenence, with Conflict: 
Vietnam's irritating thorn iness made 
consp1cuous by 1ts absence m Global Storm. 

lt does open, however, in what seems like 
Vietnam's climes- terronst installatiOns 
scattered across a Jungle backdrop- and 1t's 
not until the fourth stage that the 'Global' 
tag kiCks in, and the Conflict team act as 
rescue-and-escort for a polit1cal hostage 1n a 
c1ty sett1ng. But the b1ggest Improvement m 
Conflict: Global Storm IS ob\ ous from the 
off 1ts supenor solid1ty. it's ti"ere n the sense 
of nfle reco1l, m the contra that the player 
feels over set-p1ece s1tuat1ons and 1n the 
game's appearance· the texture qualtty has 
moved up S1gn1fJCantly, but the game's look 
doesn't approach cutt1ng edge. But that's not 
what Confltct games have ever been about. 
it's about battles that feel tactical without 
feel1ng too technical, approachable not 
trivial. gnpp1ng but not strenuous. 

Enemies make a concerted use of cover 
that falls just the right side of annoying, 
always determined to take up a concealed 
position, but not so hidden that they won't 

fa I prey to your team's sn1per. Firs!person 
a1m1ng IS a shcker and genumely more 
accurate alternatiVe to the standard 
thtrdperson v1ew, and a 'delayed order' 
command allows the player to orchestrate 
more effect1ve manoewres as al four 
members of your squad Simultaneously 
descend on a battlefield in something 
more elaborate than a close-knit, follow­
the-leader clump 

The set-p1eces aren't anyth1ng tru ly new, 
bemg chokepoints of troops, tanks and gun 
nests, but they feel tighter, more open and 
all the more engagmg for it. This is where 
the game's appeal lies, not in the recreation 
of grim battlefield realism, but in the player 
bemg able to approach each confrontation 
w1th thetr own stra tegies, both premed1tated 
and hatched on the fly, and wm out the1r 
own way, even when tak1ng heavy casualties, 
thanks to the Still-valuable ab1hty to rev1ve 
fallen teammates w1th a medik1t with1n a 
generous t1me lim1t. 

lt st1ll feels a little frayed around the 
edges. hovvever The odd sloppy-feeling 
touch makes 1t through, such as a salvo of 
rounds from a gunsh1p pass1ng through a 
wall, or a teammate w1th supenor pos1t1on 
and ftrepovver seem1ngly unable to hold their 
own aga•nst a s1ngle terronst. Such 
moments, however, are except1ons, not rules, 
and are much less of an ISSue than 1n the 
frustrating, nfunat1ng conf1nes of Confltct: 
Vietnam. Indeed, Global Storm feels ltke the 
true heir to the Confltct: Desert Storm games 
1n more than JUSt surname, and remains a 
worthy war effort. despite there being other 
games that may do it grander or deeper. [7] 

Night· and heat-vision goggles are now mapped to a 
single bunon, not requiring activation from the realtimo 
inventory. The effect of neither is as pronounctd as 
those in Splinter Cell, say, but they do come in 
particularly useful during the jungle-based campaigns 

Your squad can now be assigned delayed orders, allowing 
for synchronised pincer movements or multi·angled 
assaults. As with the rest of the simple orders, activated 
by holding the L trigger and assigned with a single 
button press. it's a smooth and easy tactic to employ 



ince its first accordton-backed bullet­
time shot rang through these off~ees, 
SCr's answer to Max Payne has put 

on a reliably botsterous show. All that's 
remamed for 1t to do has been to enjoy 1tself 
for a few more hours, swallow a sttck of 1ts 
own dynamtte, strike a tnumphant but 
unashamedly 1d1otic pose and promptly 
explode. But a game that has previously 
wowed us with Its confidence has, on closer 
mspection, developed a surpns1ng 1ssue w1th 
1ts self-esteem. Overdose rs qu1te Stmply, 
afrard of berng a game Without substance, 
and is seemrngly unaware that, 1n th1s genre, 
something it already has rn spades IS of far 
greater Importance- character. 

Essentially, the game is too long. 
Somewhere along the line, its GTA-1nsp~red 
hub has ballooned rnto somethmg more 
demandrng Though rt work:s many a 
component of the GTA formula into 1ts own, 
th1s mandatory trek from one stage to 
another prov1des many a characterless street, 
no informattve map and only a compass to 
guide you around. To tour the resulting 
Bermuda Tnangle of dead ends and repetitive 
modental m1sstons is :o watch Overdose 
decl1ne, and to lament the game that we'd 
allowed ourselves to expect mstead So 
energrsed and Irreverent were the story 
mtss1ons encountered that, really, anythrng 
could have occupted the space m between: a 
rude cartoon, a culinary minigame, Samba 
De Am1go 3- anything but this. Was 1t 
wrong to belreve that the minds beh1nd an 
explod1ng ptl'lata and the Sombrero Of Death 
would know not to stretch the party beyond 
its abtlity to entertarn? 

The rhythmic sway bad< and forth that 
came to represent Max ~yne·s evasive 
strategy must also be employed here, 
but there's more than mere bullet-time 
to occupy your flight. Headshots can 
be scored in mid-air via a shrinking 
reticule and a timely button press 

REVIEW~ 

For those unwilling to stumble around its city 
for prolonged periods of time, Overdose has 
provided convenient shortcuts in the shape of 
taxis. Sadly. they're a rare sight when needed 

The loco moves that raise such a smile at first sight do, inevitably, become tiring aher a while, though at 
least they succeed in getting you througll overwhelming situations. it's a sha-. also. that there are so 
few of them to keep you entertained, especially considering how over-stretched the game has become 

You could, 1n fact, completely exc1se th1s 
portion of the game and immediately have 
something better. Taken on their own, the 
story m1ssrons st1ll offe' an unusually 
thoughtfu slab of accessib e thlfdperson 
action. Nerther gracefu, ballet nor ballistic 
onslaught, Overdose remarns a fandango - a 
raucous, exh1btt1onrst meetrng of the two 
The trajectones and motions of 1ts dance are 
almost entirely fam tliar from other games, 
but the ease w1th which the steps can be 
followed is not. Dnv1ng, drvmg and frnng are 
the game's pnmary models, and the casual 
finesse w th whtch they can be threaded 
together s 1ts foremost srgnature. A smart 
one-button solut1on to targetmg destructible 
objects (a defm1t1on that mcorporates most 
of the game's enwonment) keeps the act1on 
hectic, while a bonus system that rewards 
you wtth health and special moves keeps you 
alive as your combo rises. 

There was never any doubt that Overdose 
would fall foul of one o' 'IS genre's vanous 
p1tfalls, but 1t's unfortunate that it ulttmately 
had to be one as 1rksome as excess ve length. 
That its targeting system IS flawed so as to be 
sporad1cally useless is also unforeseen, if only 
because an adjustment here and there could 
have frxed such problems long before they 
left the barn. At 1ts best. the game st1ll 
shakes up a loud and sprcy Mextcan cocktarl, 
but what 1t's added to the mix has oeen 
more than enough to weaken the taste [6] 

Theatre of blood 

Though there isn't nearly enough 
to see or do in Overdose's free­
roaming city, it isn't without 
distractions. Besides a healthy 
scattering of bonuses (most of 
which float teasingly within 
reach only of death-defying 
jumps), it also plays host to 
civilians whose hats, through a 
procedure greatly simplified 
since earlier builds, can be 
snatched from their heads and 
placed on your own. The newly 
bareheaded react in a 
particularly hostile manner. but 
unbeknownst to them you retain 
the right to shoot them in the 
face. Elsewhere, the Day Of The 
Dead power-up briefly conjures a 
horde of ravenous zombies from 
the local population- perfect for 
moments when the inability to 
efficiently navigate the streets 
has you thirsting for blood. 
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Foreign exchange 

As if a glut of vehicles and a 
female assistant weren't company 
enough for Sam after his lone 
trek through the first game, every 
world - made up from a theme 
and a collection of stages - has its 
own indigenous population that 
can be aided in return for their 
help. Most of these races seem 
heavily related to grotesque Sam 
'fans' that appeared in the 
original - squat, swollen·headed, 
squeaky-voiced and as charming 
to be around as they are 
unsettling to look at. They'll often 
appear to punt some power-ups 
to Sam, while some only offer 
such rewards if he successfully 
helps them out in repelling 
attacks from Mental's alien forces. 
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Iter experiencing an FPS like Serious 
Sam, you'd expect the sequel to be 
burdened with one of the most 

wittingly naff subtitles possible. maybe an 
unashamedly tacky pun. But no: maybe he 
is serious, after all? 

Of course he isn't. it's not long into the 
game before Sam lends a hand to the 
diminutive. blue-skinned Simba tribe -one of 
many friendly races appearing in the game ­
by protecting their village shaman from 
impending attack. Seconds later, the player's 
ears are assaulted by an assortment of barks, 
explosions. high-pitched Simba chatter, 
growls, splatters, yells and ceaseless gunfire. 
To some. it' ll be an absolute cacophony; to 
others. an anthem for gloriously stupid fun, 
and one that, fundamentally. hasn't changed 
its tune since the original. 

Things are definitely more chaotic, 
however. An early confrontation with what 
appears to be a boss character - a large 
mechanised spider- turns out to be anything 
but. as its corpse is replaced by four more. 
And, with those felled, out come a further 
six. Pack after pack of enemies- who, as in 
the f1rst game, are the foot soldiers of al ien 
superv llain Mental - spawn and converge on 

The most overtly gimmicky of the game's stages, such as 
Sam's journey through a giant junkyard, are some of the best. 
The latter section, for example, is filled with vivid props such 
as giant glass bottles, spanners used as bridges, discarded 
cans and cigarettes- and is home to some daft music. lt 
makes little sense. but that just doesn't matter 

Sa m, and it's an attack that feels like it comes 
from all directions and heights. far more so 
than the original. 

The framer ate feels a little groggy, but 
doesn't strain any further under the presence 
of the swathes that crowd the screen. There's 
an improvement in the visuals, especially m 
the range of colourful ordnance that streaks 
back and forth across the screen. but it's 
marred slightly by the sometimes-cloudy 
draw distance and the static backdrops that 
loiter in the distance of some of the larger, 
more open stages. 

lt hardly feels like evolution, but it feels like so much fun: 
there's a wide range of vehicles -and turrets - that Sa m can 
commandeer. Massively overpowered, vehicles such as the 
blade-trimmed hovercraft or a giant, spiky hamster ball are 
handed to the player just as enemy resistance is quadrupled 

Hand-thrown grenades are a new addition to your 
arsenal, permanently mapped to the left trigger to be 
flung into any mobs of enemies that come close. Not too 
close, though - they're powerful enough to cause severe 
damage to Sam, and have a fuse that's mercilessly short 

Those used to Xbox Serious Sam will have 
a more stuttered experience here, as Sa m 
doesn't respawn on the spot, but at the most 
recent checkpoint. These checkpoints are 
smartly placed, however, and there are 
numerous aids for those who find things 
gruelling: five difficulty settings. plus an 
auto-aiming option that turns one of the 
game's most basic weapons, the single-round 
shotgun, into one of its most potent. 

There's the odd interesting set-piece or 
twist - some generic, some smart - but these 
hardly change the game's coarse core. one of 
relentless, riotous gun battling against wave 
after wave of imaginatively freaky enemies, 
opponents who feel unskilled but 
compensate with some crushing firepower. 
Inimitably shallow and brilliantly ludicrous 
('Secret giant poo has unfortunately been 
found!'), few other FPS titles can match the 
intensity of this nitrous-charged shooting 
gallery, but plenty of them offer the kind of 
less that feels like much, much more. [7] 



ypical: you wait years for a fantasy 
western, and then Oddworld 
Inhabitants makes two at once. 

Though High Moon's founders left that 
studio long before Stranger solidified, it's 
hard not to compare the two: but where 
Stranger's sunburnt world proved much 
more than a strong shooter, Darkwatch's 
night shift is less successful. 

The firstperson mechanics are arguably 
no less solid, building on the expected Halo 
foundations - but the ten seconds of play it 
chooses to repeat throughout owe more to 
the original Quake's up-close-and-personal 
action. Nearly all enemy behaviour consists of 
direct charges, calling on the butt of your 
gun as frequently as its barrel. While it's 
undeniably intense, it soon becomes 
apparent that this intensity is the only string 
on the designers' banjo, plucked with 

increasingly feverish rapidity instead of 
ever-changing chords. 

Matters aren't helped by curiously 
underwhelming level design, with few 
scenarios, such as a late-game saloon 
siege, playing to either the game's dark 
good looks or the spacious set-pieces 
expected of a western. Instead, the more 
frequent networks of grey and brown walls 
encourage little in the way of tactics other 
than wedging yourself into a corner and 
clubbing enemies as they arrive, or running 
in gentle backwards circles firing into a 
queue of pursuers. 

Nor does the storyline offer much in the 
way of motivation: hackneyed and hacked­
up, it belies the weighty design documents 
and care for nuance that went into its 
creat1on, and takes itsel f too seriously to be 
read as an intentionally C-movie treatment. 

Daylight negates Cross's shield, double 
jump and special powers unless in the 
shadows. it's simple enough to stand 
still and wait for enemies to pile in 

Darkwatch's good -and bad- girl partners, Cassidy and 
Tala, play far less of an active role than their backstories 
suggest. The game still f inds time to undress them both 

Playable character Jericho Cross fares worst, 
coming across as a hopeless stooge rather 
than a taciturn, undead Eastwood. His 
blunders are even more of a sore point 
considering every character in the game 
incessantly chastises his decisions, yet you 
have no means to affect any of his choices. 

Contrary to prerelease claims, building his 
good or evil reputation serves only to earn 
the respective alignment's four special 
abilities, and has no effect on the game's 
progression, nor the reactions of its blank­
eyed supportmg cast. A solitary branch 
before the final section determines which 
endgame battle will play out, but doesn't 
save the system from feeling cheap and 
inconsequential. By leaving enough to 
tantalise, then disappoint- epitomised by 
the opportunity to 'explore the Darkwatch 
citadel' which confines you to a corridor 
between three rooms - Darkwatch's biggest 
supernatural element is that it's haunted by 
the game it could have been. 

What's left of the experience grows 
tiresome so quickly that playing through to 
the conclusion may be a matter of duty, not 
desire. And surely being boring is one thing a 
vampire western- a vampire western!-
should never stand accused of. [5] 

Live undead 
I 

REVIEW~ 

Both versions of Darkwatch are 
visually simi lar - i t's an attractive 
PS2 game and a reasonable Xbox 
game, with better image quality 
and framerate on the latter - but 
only the Xbox version sports 
on line multi player. The PS2 
version instead offers 
cooperative splitscreen play, and 
adds an extra boss level into the 
singleplayer game. A horseback 
duel against a captured 
Darkwatch war train, it ironically 
turns out to be one of the 
game's highlights rather than a 
throwaway add-on, although its 
brevity won't extend the game's 
lifespan as much as the Live 
community should . 

Mounted turret sections and the solitary 
Coyote (let's call it a Warthog) vehicle 
section are sterile experiences. requiring 
linle more than holding the trigger until 
enemies stop spawning in the line of fire 
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Ping and country 

Heroe~ foremost achieveme nt 
over its predecessor is improved 
support for on line p lay. A new 
Invasion mode pits heroes against 
hordes of opponents in a siege 
scenario while Hero Battle s imply 
piU them against each other. The 
most welcome change, however, 
is an upgrade rather than a n 
addition - now up to six players 
can loose their armies upon one 
another. The mode accommodates 
team matches only, but ensures a 
tactically honest fight. Moreover, 
we encountered none of the last 
game's irksome connection issues, 
though only a public stress test 
will give it a thorough workout. 
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he latest Kingdom Under Fire may 
seem perched between sequel and 
expansion pack status. but it 

nonetheless represents a chance. For the 
many that overlooked The Crusaders. it's 
a chance to d tscover a hybnd RTS format 
that remains fresh; for those that didn't, 
1t's a chance to enjoy an enormous, 
opportuntstteally adJusted second helptng. 
For garners generally, tt's also a chance to 
prime that common love of epte battle 
fantasy for the yet unknown majesty of 
Phantagram's Ninety Ntne Nights. 

Themattcally, the game serves as both 
catalyst aod camp errent to 1ts predecessor 
lt chronocles the confloctong deeds of the 
Horoneoden, Ecclesoa, Vellond and Hexter ­
person1f ed 1n the established manner by 
vanous playable characters and NPC 'sub­
heroes', each of whom then fulftls whochever 
mtlttary campatgn leads them inexorably into 
and through the Encablossa War. Seven 
off1cers lead the cast this time - an upgrade 
from The Crusaders' four - though a neat 
reversal means that only one of them IS an 
altogether new face, the rest having 

lt may be as much an expansion pack as a 
sequel, but when returning giants such as the 
Swamp Mammoth stamp their authority on 
the battlefield, Heroes still shakes its genre 

Integrating the use of aerial support into a m ategy already 
complkated by furious action can be demanding. especially 
when the AI that go~rns those units has a tendency to sail 
them dorectly over potentially lethal ground-to-air artillery 

prevrously been tntroduced as supportong 
un1ts The characters they replace complete 
the eorcle by rema1n1ng tn thos game, but only 
to prov1de assistance 

Beyond its weighty saga (spanning 50 
mossoons on all), Heroes os a story of tweaks 
and foxes that feels more like a means than 
an end. The strategtc expenence has 
deftnttely expanded, stattstical modtfiers 
coming tnto play as you exploit terrain such 
as woodland and elevated vantage potnts, 

but there remains the distinct 1mp•essoon 
that we're at a milestone rather than a 
desttnat on. W1th 1ts 'tve new umts and 
w1dened range of speoal attacks, the game 
has yet to fully hone the components 1t 
ntroduced last t1me, some troop types sttll 
unable to flounsh dunng Situations where 
they should, AI glitches and mconsistenCtes 
still the cause of fleeting irritatton. 

However, let 's not forget how sttrnng an 
experience Kingdom Under Fire has already 
become. Having leapt to a world apart from 
its PC original, it remains a game that works 
the mind to within an inch of despatr, 
springing traps w1th man-sized jaws and 
giving a bloody nose to those expect1ng a 
more pedestrian command of RTS actton For 
all its readiness to pulvense the spiN wtth 
often overvvhelm1ng challenge, tts design 
strategy is upheld by recognttoon and reward 
of levelheaded, adapt1ve tacttcs. When 1ts 
awesome melees, now more chaot1c than 
ever, reach 'ull swmg, you'll still find yourset! 
adapting as much to the frustrat1ng 
limitations and demands of pressured troop 
movement as you w11 to the gamb1ts that 
play out on the f1eld, but the showstopp1ng 
brutahty of the scene 1s sttll enough to tte 1t 
al together in a perfectly tolerable package. 

However unchanged its engtne m1ght be, 
Kmgdom remains one of few shintng 
instances of eastern craftsmanship applied to 
the Xbox. Once 1ts addttiOn of custom battles 
and bolstered online modes is coupled to its 
undeniably generous campaign, this ongo1ng 
road to fruition read1ly JUstifies 1ts toll [7] 



Soul food 

The acquisition of souls 
frequently seems. in practice, to 
be random. The problem with 
such unsystematic development 
is the game's difficulty level; 
you can often find yourself 
working through a sectio n of 
the castle. collect ing souls w ith 
very little effort and integrating 
the new skills into your gameplay 
style, only to die before the next 
save room. On replay, you may 
find it far harder to collect the 
same souls as you did before 
you expired, having to enter 
and re-enter rooms in order to 
make certain types of enemies 
respawn until they eventually 
give up the ghost. 
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espite the lavishly layered gameplay 
and perfect parallax visual craftwork, 
Koji lgarashi's 1997 20 PlayStation 

masterpiece, Symphony Of The Night, was 
mostly considered anachronistic. But after so 
many ensuing, largely disastrous attempts to 
translate Castlevama's hallmark gameplay to 
the third dimension. there is no small delight 
in this latest polygon-free release. Dawn Of 

Sorrow is a direct sequel to the GBA games 
through which lgarashi has quietly contmued 
the series' 2D bloodline, always attempting 
to match the magic of his hrst attempt. 
Indeed, with the DS's power and features, it's 
perfectly placed to recreate Symphony's 

wonder while further redefining its dark 
corridors and dank. lonely castle walls. 

For the newcomer, despite the retro 
looks, traditional genre pigeonholing is 
difficult. The modern Castlevania is instead a 
fashionable mix of platforming, side-scrolling 
combat and RPG management, all poured 
into a vast but finite castle. Here. the core 

Dawn Of Sorrow is self-referential to the nth degree. 
Almost every painting, snippet of remixed audio and 
lavish room is a nod to a Cast/evania past, and would·be 
videogame historians will relish such attention to detail 

About a quarter of the way in you'll acquire the abil ity to 
switch between two different costume set·ups at will. This 
way. with one button press you can slice into an enemy with a 
broadsword then follow up with some short, sharp knife jabs. 
it's a clever idea. and one that should be used by more games 

action system revolves around the capturing 
of enemies' souls. a development from Aria 
Of Sorrow. Defeat enough of an enemy type 
and you'll collect their soul, which can then 
be equipped as an offensive weapon, 
guardian or stat modifier depending on its 
colour. These bestow protagonist Soma with 
a similar attack to the defeated enemy, and 
collecting each of the 116 souls in the game 
quickly becomes an obsessive pursuit, 
positively encouraged by virtue of a wireless 
soul trading/swapping feature. 

Other than this, the game mostly 
sidesteps meaningful use of the DS's unique 
capabilities. The top screen is set to either 
map or enemy profiler: t imesaving but 
unnecessary. Similarly, touchscreen features 
are rudimentary, awkwardly bolted on to 
Castlevania mechanics despite attempts to 
paper over the joins. Most overtly, you must 
use the stylus to finish boss encounters. Once 
the antagonist's health has been suitably 
depleted, a symbol appears that must be 
traced with in a strict time limit. Fail to 
accurately draw the seal, or do so outside the 
time limit. and the boss regains some health 
and the battle irritatingly continues. 

Collected soul abilities vary wildly in 
usefulness. and the urge to collect the most 
powerful ones is heightened by the sky-high 
difficulty level. lt treads a dangerous line, 
inspiring infuriation and infatuation in almost 
equal measure but always feeding the keen 
player just enough reward. 

Core gameplay remains largely 
undeveloped from Symphony Of The Night, 
and. despite the additions, is aspirational 
rather than inspirational. it's certainly the 
best hand held Castlevania game. but 
lgarashi's team is too dedicated to the 
framework he masterminded for this to be 
anything innovatory. That said, Dawn Of 

Sorrow never feels outdated; it's mature and 
refined but neither close enough in imitation 
nor bold enough in reinvention to reach the 
greatness to which it clearly aspires. [7] 

As always, the weapon roster is varied -ranging from 
quick attack knives to slow but mighty spears and 
broadswords. There are even some guns available, 
including the desirable RPG launcher reward for a 
time of under five minutes in a bonus boss rush mode 

Inexpl icably, Konami has decided to stray from the 
traditional highly detailed gothic style of illustration into 
middle·of·the·road ani me fare. Thankfully. such artistic 
misdirection has not yet spread to the in·game visuals 



egend' faces becoming the 
most overused suffix since 
'uncut', but here it means 

something. Many of GTL's cars are 
actually legends: the 'Batmobile' BMW 
3.0 CSL, the Sweeny-esque Jaguar Mk 
11, the Mini Cooper ... Further, these are 
recreations of individual cars, complete 
with all their imperfections. Each of 
the 90-plus variations of 25 core 
models is a sensation to behold; and 
with SimBin wielding the spanners, 
their dynamics are no less impressive. 

Although clearly sharing DNA ­
and nearly half its tracks - with 
SimBin's GTR, GTL is a very different 
drive. Rewritten physics means wild 
drifts are possible, and frequently 
required. Yet it's not dumbed down; 
it's just the way these cars are, and if 
GTL is more forgiving than GTR then 
reality is too. Catching and balancing 
slides in the less-friendly, higher­
powered cars (such as the CSL or 
Pantera) as they tie themselves in 
knots is a major challenge. And a 
highly pleasureable one. it's also 
amusing to see the AI occasionally 
badly out of shape in front of you -
look closely and you can even see 
wheels lifting right off the ground as, 
presumably, their feeble (and 
individually modelled) chassis twist. 

There's another way it's more 
accessible than GTR: it's a game. 
Abandoning the 'here's everything, get 
on with it ' sim approach, GTL has an 
unlockable structure. it's nothing 
revolutionary; but few games are easier 
to use. That said, players do spend a 
long time. jn slow cars (though they're 

One of the few underwhelming aspects of GTL 
is damage. A few parts will fly off, but remain 
bolt upright as they do so. The result is vaguely 
unsettling. Get the whole car airborne, however, 
and the excellent replays are sensational 

still highly entertaining), there are no 
wet races and there should have been 
more full tracks rather than club/ 
nationaVinternational variations. it 
seems unlikely extra circuits will be 
downloadable, and that's a shame, yet 
there remain near countless hours of 
joy in this for driving enthusiasts. it's 
still a hardcore si m at heart - forgiv1ng 
lower difficulties, sexy day/mght effects 
and emotive cars aside - and those 
that rush in may miss the pomt. But 
explore and savour each passionately 
sculpted track and car, either solo or 
in the 16-player online mode, and 
there are few games to touch it. [8] 

Most cars can be bought, though some, such as the Mercedes (#456) can only be won. But even without 
these, you're never short of drama - no one could be disappointed with this insane Corvette, for instance 

REVIEW~ 

Although the press screens hots would l ike you to think otherwise, the trademark motion blur is gone, 
presumably as a concession to the PSP's compact architecture. The remaining detail is still excellent 

h ile the eagerness and ease 
with which dev teams are 
putting their signature games 

on the PSP continues to excite, it also 
frustrates; why rehash when the new 
handheld frontier provides unscorched, 
fertile earth for nourishing new 
concepts7 That statement in fact holds 
the answer - an untested machine has 
its uncertaint ies, hence the Racers, 
Pures, World Tours, Liberty City Stories 
and, now, Legends of the PSP world. 
So EA has settled for this, a 'best of' 
compilation which cherry picks from 
the first three Burnouts it's a perfect 
homage to the series' achievements 
and litt le is lost along the way -
however, Legends' journey has 
scraped the sides a little. 

On PSP everything has been made 
smaller, from the damage models 
through to the difficulty curve. In 
comparison to Takedown, the game 
has lost a layer of its graphical sheen 
(specifically, the blurry one) and a level 
of detail, too. Crashes are perhaps 
more pred ctable, with every w indow 
seemingly cracking in an identical 
fashion. There's less traffic, too - but 
that's more of a blessing than you'd 
think as pop-up and unstable textures 
prevail in th1s dinky version. 

If it feels a touch formulaic, 
that's because the familiar Burnout 

DNA lies at Legends' core, and it's 
the one thing that has been totally 
uncompromised. The handling is near­
identical to Takedown and the sense of 
speed (at least after a while- you 
must frustratingly unlock the meatier 

Muscle cars) hasn't been slowed. 
Crash mode's delicious challenge of 
calculated velocities, precise 
wrecklessness and searing trajectories 
remains, despite this being one area 
where the seemingly lower difficulty 
level has had its biggest impact. 

This mix-tape Burnout does have 
a tendency to expose the series' 
foibles as well as its successes- the 
chance to revisit the older courses or 
the returning Pursu it mode with 
Aftertouch is welcome, but the 
camera remains as frustrating as 
ever, uninfluenced by Revenge's 
refinements. And there's noth1ng here 
to keep you away from the bigger 
brother versions, unless you're always 
playing away from home. In such 
environments, however, it's a sol id 
tribute to a storm1ng series. [7] 

Boosting into a crash or jump - either in the 
Crash mode or proper races - is still a thrill, even 
if miniaturisation has made things feel easier 
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t was competitive multiplayer 
that allowed the maddening 
obstructions and deceptions 

of Midtown Madness 3's intricate 
environment to become the game's 
essence. The catharsis of seeing and 
hearing your opponent implode 
beneath the pressure justified those 
moments when the roles were 
frustratingly reversed. With little 
beyond train-set AI, thoughtless 
missions and an atrocious physics 
engine to complement its similar 
world, The Second Clash - a sequel to 
the Xbox launch title known in the 
west as Wreckless - hasn't so much 
mishandled that balance of pain and 
pleasure as surrendered it. 

By the series' apparent reckoning. 
designs such as Die Hard Trilogy and 
Super Runabout need never progress 
so long as they' re staged in 
environments that increasingly 
compl[<;ate the challenge. This isn't 
necessarily a flawed ideology, but then 
neither is Second Clash a wholly 
successful argument for it. Timed 
point-to-point collectiOn, interception 
and destruction derby missions are 
viable propositions, even in th is 
Burnout-obsessed age, but as 

For all its simplicity, Second Clash offers a wide 
range of vehicles to both battle and unlock, even 
if they do make for better trophies than toys 
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As architecturally elaborate as it may seem, the 
arcadey vision of Chicago reveals its rough edges 
once its cars and pedestrians lurch into actjon 

they're undone here by the game's 
abstract view of gravity (many vehicles 
barrel roll and even skyrocket with 
alarming ease), omnipresent dead ends 
and demonstrations of often sheer 
creative lethargy, the arcadey 
sweetness begins to sour. 

Second Clash is a decent-looking 
title, Bunkasha still having a good eye 
for the balance of overbright, texture 
resolution, reflection and geometric 
complexity, even if the cost is a 
sensation of speed that the game's 
subsequent use of blurring fails to 
convincingly replace. A further glut of 
heavy-handed filters succeed in 
livening up replays, but also strengthen 
the belief that the developer's eye for 
frivolity would be better directed 
elsewhere For those unperturbed by 
its often merciless simplicity and 
exacerbating flaws. the game at least 
surpasses its genre's average hour 
duration while working in some 
unexpected minigames. As an overall 
singleplayer experience, however, 
Double-STEAL still labours in pursuit of 
aged genre classics such as 1999's 
Driver, remainmg too narrow-minded 
in scope to pick up the required speed 
and too crass in execution to maintain 
that chosen course. [4] 

et On Soldier is playing the 
Running Man card of combat­
for-audiences, while at the 

same time attempting to create a 
backdrop of worldwide carnage and 
Forever War soldiery. The resulting 
quagmire is quite bizarre, and that's 
not in a good way. Your lone hero 
(like a production-line Bruce Campbell, 
drained of all irony) is out for revenge, 
on an ill-conceived TV show that 
appears to have been bolted on top 
of a firstperson shooter from a 
previous generation. 

Those unfortunate few who played 
the pretty-but-pretty-awful PC shooter 
Iron Storm will f ind themselves with a 
strong sense of deja vu. because the 
weapons, combat and environments 
are all painfully similar. Even the 
enemies that take a dozen too many 
bullets before they topple to the 
ground are close cousins to Iron 
Storm's unhappy mannequins. 

For reasons that must be clear only 
in the minds of its creators. Bet On 
Soldier delivers cash for corpses, and 
as you rack up dozens of unpleasant 
kills with syrupy, clumsy weapons. your 
wallet grows fat. Throughout the 
corridors and enemy bases there are 
incongruous term1nals at which 
armour can be bought and games can 
be saved. Bet On Soldier is the kind of 
weird and uncomfortable mix of ideas 
that only a second-rate game would 
ever attempt to stick together, with 
unintentional nonsense filling the gaps 
between the lifeless point-and-shoot 
action with moments of sad silliness. 
The TV show segue scenes, where your 
standard shooter action is momentarily 

80S is packed with appealing 
environments, which just goes to 
show that pretty much any game 
can hire good level designers. The 
action that fills those levels, 
however, is sloppy and thoughtless 

little thought has been put into the duels 
themselves, which have nothing more than 
greater hit points and bigger guns attached to 
the otherwise predictably familiar mercenaries 

supplanted by an uninspired one-on­
one match against an opponent of 
your choice, really only adds a splash 
of the surreal to this otherwise 
pedestrian shooter. 

Bet On Soldier's terrible and 
obvious design flaws- like not being 
able to interrupt the painfully slow 
loading of the shotgun - are only 
emphasised by all the other low 
production values: poor AI, foolish 
animation and awful narrative. The 
voice-acting is precariously bad. 
betraying a nonsense script that was 
acted out unthinkingly by ham-voiced 
performers, and which regularly falls 
on the wrong side of absurdity. No 
matter how much colour Bet On 
Soldier throws at the screen, it is still 
hamstrung by its fundamentals. 

Bet On Soldier's non-linearity of 
progression, its riot-shield combat and 
internationally ranging scenarios 
suggest a game that might well have 
looked exciting on the drawing board. 
The final production. however, will 
leave anyone better off putting their 
money on the dogs. [3] 



eath Jr, with 1ts default 
unlimited-ammo twin pistols 
and broad, comically oversized 

scythe swipes, has the loftiest of 
intentions. lt clearly aims to be the 
schoolyard Devil May Cry, but apart 
from these loose similarities in combat 
design, fails roundly to capture any of 
Dante's style and depth 

it's testament to the game's 
fundamental failings that one of the 
first valuable strategies you'll learn to 
exploit when encountering a new 
wave of enemies is simply to hang 
back, letting the bone-thin AI careen 
a quarter off ledges and into lava pits, 
or allowing the frantically active 
kamikaze wraiths to panic and 
explode. eliminating a good number of 
your foes with them. Those enemies 
left behind, each with just the faintest 
traces of exploitable weaknesses, are 
too frequently spawned either out of 
your range (though not of theirs). 
silently behind you. making cheap 
surprise attacks an aggravating fact of 
life, or simply in such haphazard 
variety and number that any 
semblance of strategic advantage is 
lost the moment the game introduces 
the advanced weaponry which would 
otherwise prove useful. 

In these most hectic moments, the 
only thing thrashing more blindly than 
DJ's catch-all swarm-breaking scythe is 
the game's camera, uncontrollable 
save for a centering shoulder button 
click, which proves unpredictable and, 
given the intentional twists and skews 
of the level design, often disorienting. 
Its lazy roaming mode allows DJ to 
walk sideways and even toward the 
camera without shift ing the view, 
making precise platforming either a 
series of blind unfaithful leaps, hoping 
to compensate for unintentional 
miscalculation with DJ's slow spinning 
descent, or a senseless series of 
firstperson directional corrections, 
made all the more maddening by the 
unadjustable over-sensitivity of the 
analogue stick. 

it's probable - and ultimately 
disheartening - that Death Jr's 
problems may have been alleviated 
were its console mindset not 
shoehorned into the more restrictive 
control configurations the PSP offers. 
Even with just an additional pair of 
buttons for camera movement, a 
broad swatch of irritations could have 
been avoided, but as it is, Death Jr 1s 
recommended only for forg iving 
platformer enthusiasts. [ 4] 

Keep your enemies in front of you - so long as 
you can see them, they're fair game for a lock-on. 
DJ's at his weakest when surrounded, and fast 
turns in the heat of battle are near·impossible 
without stopping and centring the camera 

Just as skeletal as Death Jr himself is the ongoing narrative. After the game's rendered and fully voiced 
introduction, there's nothing but periodic. awkwardly placed and mere seconds-long cutscenes,leaving 
no room for any character development for the supporting cast or explanation of the game's locales 

hough the comparisons seem 
obvious, in actuality Pac 'N' 
Roll has little in common with 

either Marble Madness or Super 
Monkey Ball. Where both present their 
challenge physically, and consistently 
reward risky behaviour, Pac 'N' Roll 
keeps its velocity constantly under the 
rigid control of a stylus stroke, and 
allows you one foot on the brake at all 
times - rarely will you find yourself out 
of control at the mercy of momentum. 

Thanks to the Pac-ball's leaden 
movement, throughout the majonty of 
the game's first four worlds the 
challenge is quite thin, the tension 
low, and the game plays instead as a 
simple experiment in interface as you 

Rather than dying, being captured by a ghost 
starts a minigame, but the environments are 
generally wide enough to make avoidance easy 

REVIEW~ 

l ittle in the first 20-odd stages 
can prepare you for the last few. 
While shockingly difficult in 
comparison, they're also the 
best the game has to offer I 

explore the heavily ramped and 
platformed environments at your 
leisure, performing the usual dot 
collection and ghost pursuit. it's 
unfortunate that it's not until the final 
world that the game del ivers its most 
creatively built levels, pitting Pac 
against tricky timed jumps and 
speeding him up over collapsing hills, 
and instead seems to rely more on 
nostalgic familiarity as its motivator. 

In addition to the standard story 
mode, each stage has a reconf1gured 
version of itself playable as a time trial. 
These trials are easily the most 
challengmg part of the game, 
requiring extraordinary stylus skills to 
manoeuvre through the level's 
obstacles at the full speed necessary 
for first place, but regardless, as with 
so many other games, the trials never 
feel more like more than what they are 
-quickly transparent attempts at 
extending the life of the title without 
adding content where it's needed the 
most. The game's unlockable challenge 
modes, while providing a welcome 
reimagining of the level's goals, are 
hastily added and rarely satisfying. 

Even with these challenges and 
time trials, Pac 'N' Roll is regrettably 
short and, with few rules to master, 
its replayability is quite limited. With 
the DS's library rapidly expanding 
beyond minigqme collections and 
touchscreen experiments it's a tough 
sell, but as a fast, cheap diversion 
there's enough simple fun in 
exploration to make it worthwhile. [6] 
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PSO may have felt 
unusually fresh, but Sega 
certainly got its money's 
worth out of the title. After 
releasing a tweaked 'Ver. 2' 
of the original Oreamcast 
game, the full package was 
released on GameCube and 
Xbox. Despite the addition 
of splitscreen cooperative 
modes and some new 
areas, the game never quite 
felt the same. Later PC 
versions (Phantasy Star 
Online: Blue Burst) provide 
a quick fix for those who 
still yearn for the 
camaderie and beauty of 
Ragol's strange adventures. 







Chaos Bringer 
Attribute:Dark 

I 

PSO was always conceoved 
as a global game, and Sonic 
Team worked hard to help 
communication along -
providing automatic 
translations of set phrases. 
However, the most 
unove~allanguage was the 
emotes you could create 
yourself. A forerunner of 
forza's exhaustively flexible 
customisation system, it 
allowed you to create 
elaborate effects from a 
somple ongredient set of 
shapes and lines. lt was a 
playful enough process to 
almost operate as a game in 
its own right, and the 
subtleties of its construction 
system could teach as much · 
about the basics of 
cartoonong as any number 
of hefty texts on the 
subject. Emotes could also 
be shared with othe~. 
creatong a very visual 
sense of team identity. 
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THE MAKING OF ... 
ZARCH 
When one of the men behind Elite took a short break on a planet, the 
results were spectacular. We take a look at Oavid Braben's other classic 
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Despite critical and commercial 
success, Zarch had a number of 
design issues that weren't quite 
perfected. The most immediately 
noticeable was the unusual control 
system. Moving the mouse left and 
right did not rotate the hoverplane; 
instead the player indicated which 
compass direction they wanted to 
point at, and the ship would swing 
around accordingly. Greater 
movement resulted in a steeper 
angle. Unfortunately. it was 
extremely sensitive. 

"lt was a bit of a git. • Bra ben 
admits. "lt was so much dependent 
on how good your mouse was. In 
some cases [it was) virtually 
unplayable. You could play it on 
keyboard, don' t forget.· Despite 
this, once the system became 
familiar you could pull off exciting 
manoeuvres. Following feedback 
from fans, Bra ben decided to keep 
it for the sequel. "I think Virus is 
easier, but it's still an absolute git.• 



Despite the obvious attractions of 
Zarch's landscape, the sensible 
player spent their time trying to get 
as far away from it as possible. 

"Because of the way the mouse 
control works, the tendency is to 
shoot downwards,• Braben 
explains. "You end up in a war of 
height against the bad guys. 
Inevitably you end up leaving the 
ground behind." Unfortunately. 
with little time available to rethink 
the entire design and control 
system, there wasn't much that 
could be done. ·we appreciated that 
fairly early on, which was one of the 
reasons we made sure that the 
Seeders land. You have to come 
quite low to shoot them. • 

Although this also introduces a 
game-enhancing tension, as the 
player must leave the safety of 
altitude, Braben admits there was 
an element of wanting to "rub the 
player's nose in the ground. Look at 
all this work I've done!" 







Probably the most 
ambitious mobile game in 
development. The Sims 2 
Mobile is providing 
ldeaworks30 with some 
interestong challenges. For 
one thing, there's the scale 
of development - a dozen 
staff and a schedule of 
over 12 months. There's 
also the issue of dealing 
with one of EA's most 
cherished brands; it's been 
working with Maxis, but 
bringing the expansive 
Sims universe to a mobile 
device is always going to 
be a tricky business. 

There will be several 
versions of the game 
available from simple 
standalone Java games for 
entry-level phones to 
connected features for 
more complex devices. One 
neat feature in this regard 
will be the ability to 
transfer individual Sims 
that players have uploaded 
to The Sims 2 website to 
their phones. 

"The game is very much 
focused on characters and 
character customisation 
and doesn' t rely on any 
previous knowledge of The 
Sims. • Gunnarsson says. 
•our design philosophy has 
been that most of the 
players may not know The 
Sims from their sim card, so 
it's focused on simple 
progression as you start 
the game, play the tutorials 
and then it gets deeper. 
But if you're an existing 
Sims player you'll have the 
option to upload your 

character straight away.• 
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You never forget your first love. There 
might be other more intense or fleeting 
passions, but the fir~t is special. Mine 

was Defender. Sure, a decade before I'd been 
enamoured by the novelty of controlling more 
than the channels and volume on the Tv. But 
this was different. This \I.<ISn 't infatuation. This 
was the real thing. Twu wuv. 

We met in a fairgrotmd. She sat alone in a 
darkened corner, ~howing what she had to offer 
for ten pence a shot. I had a fiver to last the 
evening. In less than 30 minutes I was spent, 
with nothing but adolescent adulation and a 
lust for more. I had to watch others get fucked 
just to see her in action. I envied those who 
could play, who could keep their shit together 
and keep playing, who became at one with the 
machine and reached nirvana. 

You lose yourself in a ~ensory orgy. Your 
eyes, ears and hands are hyperactive with 

powerful sports car with manual gears, rapidly 
accelerating and performing exhilarating 
handbrake turns. The controls take some 
ma~tering, but the incentive comes from how 
good it feels to rise and swoop, to fly as free as a 
bird or flit like a frisky fish. Successful play is 
an exercbe in restraint, controlling the strong 
urge to fly full throttle, finger to the metal, 
frantically pounding the laser button. You have 
to learn to ride this wild stallion. 

Defender's microcosm was unusual not just 
because the camera was so close to the action 
and had to pan to keep up with play, which 
meant the whole was only ever visible through 
the radar. The difference with Defender is that 
life outside what you see is going on without 
consideration for you - often ignoring you. 
The aliens aren't all always out to get you. 
You aren't necessarily the centre of attention. 
The Humanoids are. 

She sat in a corner, showing what she had to offer for ten pence. I 
had a fiver to last the evening. In less than 30 minutes I was spent 

stimulation. A perpetual pyrotechnic display 
created by play provides vbual spectacle. The 
audio in\igorates on an intrinsic level. The 
opening fanfare: a gritty. an~U"y wund transports 
you into another time and place. The constant 
ominous rumble in the distance - a near silence 
destroyed by the fabric of space tearing 
heralding the arrival of the a lirns. 

The bass roar of a mighty engine's thrust, a 
lethal stream of crackling lightning-bolt laser 
fire and the thunderous boom of smartbombs. 
The elements are in your hand;. The pulsing, 
rising, arousing fanfare celebrate!. your earning 
an extra life and smartbomb. 'Game Over' is met 
with a respectful silence. 

Playing is like driving a highly responsive, 

Defender's aliens behave like wildlife. There's 
a sense of a cohesive system, a little machine of 
menace, aliens working together, each with a 
unique role and complementary performance. 

Landers and llumanoids both silently follow 
the rugged planet surface, the Landers hunting 
their Humanoid prey, their threatening crie:. 
accompanying every slow and sometimes 
inaccurate projectile they unleash. Until they 
move in for the kill and become aggressive, 
defensive even, spitting wildly. T he abducted 
Humanoid cries out but your attempt to 
compensate for your negligence is futile and the 
air is filled with the erratic angry growling of a 
hybrid of Lander and Humanoid: a Mutant. 

Bombers and Pods roam casually, aimle:.sly, 
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silently, the former leaving deadly shit in their 
wake, the latter hornet nests waiting to be 
broken open. \\Then released, the Swarmers 
pause briefly before snapping into life, Jarting 
towards the threat, spitting death and giggling. 

Deadly silent Baiters wait in the wings, 
intolerant of intruders in their space for too 
long. You run out of time but you don't run out 
of play. You run into a Baiter. The system 
increases the pressure on you to perform. It 
gives you chances - warns you to move on. 

There's tension as you tread on eggshells, a 
naked flame in a fireworks factory. Don't shoot 
the Humanoids you are trying to protect or you 
lose bonus points if you survive. But if all are 
lost, the game isn't. Instead, the planet explodes 
spectacularly, leaving you in a limbo where 
everyone's out to get you. The relentless 
attention of swarms of Mutants is like a bad 
dream. lt's nail-biting stuff, but you hang on by 
your fingertips until, at every fifth level, the 
planet is restored and the Humanoids restocked. 

The fact the odds appear to be stacked in 
your favour is one of the reasons Who Wants 
To Be A Millionaire works so well. Defender is 
equally tough but tolerant. The planet's not 
large - you can cover it in the blink of an eye. 
There are only ten Humanoids to protect. Your 
toy is by far the most powerful in the set - a 
sledgehammer of speed and firepower with a 
limited supply of Smart Bombs and, when you 
get really desperate, there's Hyperspace, another 
(risky) 'lifeline: 

Play doesn't rely on evolution of your toy by 
collecting temporary improvements. You are 
tooled-up from the outset, and only earn more 
chances to play by proving yourself in play. 

So much has changed in the quarter of a 
century since Defender blew me away. But 
there's never been an>'thing quite like it. 

Gory Penn began his career on Z;:op!1>4, be{o~ u-orili11g -.,-­
BMG and D.\L-\ Design. Ht no.· mol:t•s .cam<> or Drnti 
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n the real world Mcthical, a 24-year-old 
from South Carolina, sold furniture. "It was 
well paying." he remembers, "but not as well 

paying a~ EverQuesr." For M ethical, buying and 
selling virtual furniture became more lucrative 
than real furniture could ever be. 

It all started when, bored of the trade 
treadmill in EvcrQucst 2 - making things was 

"a no-ta lent, button-mashing marathon;• he 
remember~. - he decided to take up furniture 
dealing with his virtual a lter ego too. He found 
places on the 'dark side' of the game to buy 
desirable virtual furniture - a nice painting, a 
cool glass globe on iron legs, a stylish wine rack 

- for less than so silver. Then he sold them on 
to les'> worldly players, doubling his money. One 
afternoon, a!> he laid out his wares in his virtual 
showroom - selling a Gnomish chair at a slim 
profit - he closed a sell window and found he 
could still place the chair, even though it was for 

find himself sitting on a goldmine. \A.'ith the 
help of his guild, he confirmed it wasn't just a 
fluke. Along with a friend (who Meth refers to 
only as 'Mr Pink'), they set up a production line, 
beginning with candelabras. After a day of 
candelabra trading, they had two platinum 
pieces - this at a time when even the hardest 
working EQ players were proud of a single PP, 
and virtual item trading sites sold platinum, one 
piece at a time, for $300. The n('Xt night the 
two duped, Meth says, 'until our eyes bled~ 
Bored of candelabra•. they switched to high-end 
paintings, which went for five gold piect•s each. 

"It started to feel like Goodfellas;• Meth 
recalls. "You know, that scene where all the 
mafia members arc told to lay low and not 
spend any money. Then on(' guy shows up with 
a fur coat and a Cadillac." Th('y bought all the 
most coveted virtual items, and discovered that 
the single most lucrative item was a pet, a 

They made two platinum pieces every few hours. On six 
servers, their level-five characters were the richest 1n the game 

sale. I le thought nothing of it, until he got a 
message from someone called JimBob: "This 
chair isn't as cool as I thought it was." Meth 
looked over: the chair he had placed after 
closing the sell window was still in his 
showroom. Meth started laughing: "The kind of 
laugh when you're a kid and you hit a house 
with an egg," he remembers. He sent a message 
to his guild: "I think L just duped something." 

Virtual items are big business (earlier this 
year ICE, the largest independent virtual items 
broker, bought its c losest competitor for a 
rumoured $10 mill ion), so finding a 'dupe; a way 
of duplicating game items, is the equivalent of 
coming across a Royal Mint printing press. If he 
played his cards right, Meth realised, he could 

Halasian Mauler do~. They .,tartc.-d buying more 
copies of EQ;z, running multiple.- copies across 
different servers all the better to dupe their 
dogs and spread the risk. They made two 
platinum pieces every few hours. On six servers, 
their level-five characters were the riche~t in 
the game. They had so much money they 
considered duping for fun: st'tting up a houseful 
of expensive baby dragons and giving th('t11 away. 

"We had about 20 or 30 baby dragons before we 
dec ided this plan made no sense;' Mt•th says. 

"And, wel l, money is cool. I like money." 
So they started to sell their virtual cash. 

They hit the auction sites, selling at so per cent 
of the market rate. Evt:ry day they expected 
Sony to fix the glitch, hut three weeks later they 

were still selling - and flooring the market. 
Platinum prices dropped 6o per cent. They were 
scarnmed too: six times they were rippep off, 
for a total of about ss,ooo. Compared to what 
they were making, it was nothing. So much 
money began to accumulate in their accounts 
that Meth consulted a lawyer and an accountant 
to make sure they weren't risking prosecution. 

"Needless to say, neither of them had any idea 
what we were talking about;' Meth says. 

Ultimately, t he dogs were their undoing. 
Anyone who strol led into Meth's showroom 
might see 24 of the most expensive dogs in the 
game ready to sell. They tried excuses: "It's a 
new tradeskill, dog breeding;• or "I'm quitting 
EQ2. T figured this would be a fun way to blow 
my money." People started to complain about 
inflation. One morning, Meth logged on to find 
a patch message: "Merchants will no longer have 
any interest in purchasing your pets." 

They knew the game was up. They tried to 
cover their tracks: they got rid of the dog.\ at a 
quaner of the usual price. What they couldn't 
sell, they destroyed. The next day their accounb 
were banned - Sony claimed to have tracked 
the duped money and taken it back, but never 
made contact with the dupers themselves, who 
still play EQ2 today (Meth has nine unbanned 
accounts). Meth has had a fev; death threats, but 
he accepts that as part of living outside the 
virtual law: "We "re kind of like these outlaws. 
I feel like Billy the Kid." And the money? 
Estimates put it around $7o,ooo, but Meth 
remains evasive. "It's allowed me to go to both 
Hawaii and Paris now, as well as pay off student 
loans. Just know, it's more than some people 
make in a year. Hell, maybe three years." 

So what lesson did they learn from bending 
the very rules of the virtual world itself? "There 
is no fucking spoon," Meth says. 

Tim Guest is an author ond \'tteran \'idto,gomt'. ttrhnology 
iournalisr.l/is book, My Life In Ora"8•· is publishtd by Granra 
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I 
was born about seven years too late to get 
caught up in the punk movement. Circa 
1977, thl' closest I got to anarchy was 

putting an t'lastic band in my teacher's coffee, 
and altering the Lord's Prayer during assembly 
(incidentally, "Our Father who ar~e in Devon, 
Billy be thy name" got me a morning outside 
Mrs Kemp's office to contemplate all the nice 
things God had t'Vt'r done). 

Talking of fictional deities, I've been playing 
Sony's God Of War recently. Beautifully 
balanced difficulty level; just enough longevity, 
without outstaying its welcome; sublime 
controls ... As far as thirdperson hack 'em up 
adventures go it's everything you could ever 
want. Excc.>pt for the fact it isn't even remotely 
original. Indeed, as much as I enjoy God Of War, 
it 'b bomewhat inc:licative of the inspirational 
malaise that appears to have clamped itself to 
the very loins of this business. 

corporate conservatism, that we've forgotten 
how punk the game!. industry used to be. 

In the '8os anyone with a Spectrum, and a 
vague lmderstanc:ling of machine code, could 
become the next Bitmap Brothers or Matthew 
Smith. Alas, those youthful visionaries have 
either left the industry or become bloated and 
middle-aged, swallowed up by tht' apparatus of 
management. Or they're holed up on a farm 
with more sheep than is strictly healthy. 
Modern game development is an almighty 
juggernaut driven by a man in a suit, and any 
hint of a risky idea is crushed underneath. 

Given that the individual voice has been 
replaced by a collective hive mind, the industry 
is not currently structured in a way that allows 

- or can afford - inc:lividualism. Character is 
being forced out (and by 'character' I don't mean 
identikit musclemen, anthropomorphised 
vermin or impractically busty adventuresses). 

Cast your eyes across the Landscape and you'LL see Captain Quality 
striding across field and stream, flashing his eerily oiled thighs 

Don't get me wrong: games have never been 
more polished. Cast your eyes across the 
landscape and you'll sec Captain Quality 
striding across fi<'ld and stream, flashing his 
ccrily oiled thighs at girls and boys, yow1g and 
old. But the Creativity Donkey is stumbling 
around its paddock, bleeding from the snout 
and anus, its braying reduced to a bleak rasp. 
How did the donkey end up in this state? 
Captain Quality beat him with a briefcase. 

Games have b<'come sterile and passionless. 
With precious few exceptions the rough edges 
have bet'n filed off. Heck, even Japan seems to 
be playing thin~~ safe, with the likes of Killer 7 

now the exception rather than the rule. 
r:verything is so achingly cautious, swaddled in 

_ME GE [ 

Alas, there's no sign of individuality coming 
to the fore in the first wave of Xbox 360 and 
PlayStation 3 games. Once again, it's the 
graphics which get hyped up, rather than the 
game beneath the pretty pictures. Wouldn't it 
be joyous if, just for once, a n('w console was 
launched with the words "You're going to 
experience types of gameplay which we 
guarantee you will have never seen before~ 
rather than the usual, tiresome "It's like being 
in movie!!!!" cliches? Unfortunately, while 
thin~ remain set up as they arc, that's never 
going to happen. 

Oh, it's all well and good publishers stating 
that people don't buy games outside of tht' safe 
genres - the sport, the driving, the first person 

shoot 'em ups. But when that's all we're being 
offered to eat, what choice do we have? 

The rest of the entertainment world appears 
to be faring much better. In broadcastii~, 
technology is freeing up that punk ethic, rather 
than smothering it with a voluminous stomach. 
If you've ever seen the excellent Consolevania, 
or listened to a podcast, you'll know there's 
already a viable alternative to mainstream 
broadcast coverage of videogames produced 
by people with enthusiasm and a screw-you 
attitude. People are beginning to create the sorts 
of broadcast entertaiiunent they want to sec. 

"I have a great idea for a videogame - how do 
I go about getting it made?" is a query any game 
journalist will be familiar with. It's easy to 
dismiss, but how many 'great ideas' are being 
missed because it's virtually impossible to get 
them to the people that matter? You know: 
ideas by people who understand the potential of 
games, but who might not have the requisite 
computer programming degree? 

While I fully appreciate that technology is at 
a level where it isn't practically feasible for the 
lone computer freak to create a title ill his 
bedroom, it's essential that the industry finds a 
way to tap into that homebrew ethic. TV 
companies and film studios employ script 
readers to go through unsolicited submissions. 
They get thousands every day, but 1 guarantee 
you that every single script gets read. They 
know that new talent is their oxygen, and to let 
the next Russell T Davies or Paul Abbot slip 
through their fingers would be beyond disaster. 

Talent is the lifeblood of any creative 
industry, and, at the risk of sow1ding macabre, 
the blood in the talent pool must be kept fresh. 
As it stands, the games industry pool is at risk 
of stagnating. Why, there's already pair of soiled 
underpants floating in it. 

Mr Biffo eo-founded"'D"'ig,-,i:-:ti-5<'-r, -=c:;-ho-n-ne-;1-4 ,-.s -=rektexr-bo<ed 
':idrogomes section, and now wntes mainl)' for tele-..·i.sion 
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Issue 154 

ONLINE OFFLINE 
Choice cuts from 
Edge Online's 
discussion forum 

Topic:: Nintcndo Mobilit) 
Just saw t his on t he Edge front 
page - Nintendo are offering 
official ringtones and 
wallpaper in Japan. Interesting, 
but there are no games at 
present, which is a shame - I 
really would like to sec a 
mobile version of Wario Ware, 
complete with a global high 
score table. Maybe the OS 
would provide t his - but 
Wario would sure be easier to 
play in boring work meetings. 
Ravc.n 

r fear that we're more likely to 
see the likes oft he Came & 
Watch series. But you're right 
- what would suit mobile 
phone gaming's crappy control 
than something that needs 
only a couple of controls? 
.15H99 

Surely I can't be the only one 
t hat enjoyed using t he phone 
in S henmue to find out the 
next day's weather? Now t hat 
WAS fun. It, should have been 
a game on its own ... 
Lerx>. 

142 

• 
I read with interest Edge's 
coverage of the EIEF (E154), and of 

Adam Singer's address in particular. 
At t he risk of retreading thoroughly 

debated old ground, I'm moved to 
respond. Firstly, T think games are 
mainstream. While few know the 
significance of the number 1337, surely 
most in the west and the Far East could 
pick Pac-Man out of a line up. The 
iconography of games is already well 
established in the psyche of the 
developed world. 

Putting that aside: arguing that 
games will never be mainstream until 
they have the power to make us cry is 
in my view totally spurious. I (very 

will) or a simulation, with some natural 
crossover. Counter-Strike, for example, 
has more in common with ice hockey 
than with the work of Tolstoy. To add 
a story would be utterly redundant. 
Simulations on the other hand, like the 
Si m titles, offer a readymadc set of 
builcling blocks to play with. Either way, 
the game is an abstraction, a toyset, 
which requires no story, and no other 
justification to exist than to sell an 
immersive experience. 

Emotional content is distinct from 
the melodramatic. As Edge rightly 
points out, current attempts to hammer 

'emotional sophistication' into games is 
largely futile. This is because emotion 

I (very nearly) shed a tear at the end of Half-Life 2, 
if only because I realised that it was over. This is the 
point: games offer not a story, but an experience 

nearly) shed a tear at the end of Half­
~ifc :z., if only because I realised that it 
was over. 'rhis is the point: games offer 
not a s tory, but an experience. 

Games are not films. Until we can 
escape this dubious association, games 
probably never will achieve the 
mainstream success that Singer 
envisions. But that's OK. Games are not 
a storytelling medium. Sure, t hey can 
be, but that is not their function. Films 
and books tell stories, and cannot exist 
without them. Games simply offer an 
experience and I wonder where this 
curious association came from. A desire 
for validation? Such grasping only 
dilutes the form. It is of course a 
human instinct to understand the new 
by reference to the old, but games arc 
no longer in their infancy. 

Games are of two sorts: competitive 
(ie, against an opponent, virtual or 
otherwise) and simulat ion. They either 
offer a competition (a 'game; if you 

in games does not come from dubious 
romantic subplots. Moreover, it comes 
from the experience of playing. 

When I fear for the lost souls of the 
Darwinians, it's not because I'm afraid 
that boy won't meet girl. It's because 
the experience tells me that they are in 
danger, and that they arc my 
responsibility. It is this immersion 
to which we should look for t he holy 
grail of Singer's 'emotional content'. 
Peter Vine 

It 's certainly true that games are too 
often aligned with movies, chiefly 
because they're obviously such visually 
driven mediums, and, yes, it may well 
be holding back their development . 
More importantly, perhaps, we'd 
contest the claim that games are no 
longer in their infancy, not only 
because so much of their content is, 
if not infantile, then adolescent . Some 
efforts are trying harder, though ... 

• 
Last issue's Internet Game Of the 
Month, Facade, was a game which 

opened up a new scope for gaming, to 
my mind, at least. It represents a new 
genre. T played it and felt like I was part 
of a soap opera, with a couple going 
through a rough patch, then over what's 
likely to be a cliff; I can talk to them -
and haven't yet saved their marriage. 
Facade and its characters have a much 
darker and serious tone t han anything 
else I've experienced while gaming and 
it isn't an action, science-fiction or 
fantasy game, it's a serious drama you 
can interact with emotionally. 

Although the voice acting is 
excellent, the characters - with their 
childhood problems - are engaging, 
and the dark jazz music is great for 
immersion into this horrible drama, the 
characters aren't always able to respond 
correctly to some of your text inputs. 
But, still, I can see the ambitions it has 
for the characters to become more 
responsive, the scene to extend to more 
than one room, the graphics to 
become more aesthetically refined and 
to, overall, widen the player's ability to 
manipulate others. Imagine all the lives 
you could mess up. 

Another important point is that this 
genre, if it were to become more 
advanced, could be the first in gaming 
to be seriously accepted as 'art~ The 
scope of giving the player the 
experience to explore the emotional 
geography of other characters and 
dictate t heir lives is limited only by 
character development and memory, I 
suppose. It would represent a whole 
new challenge for narrators. 
Harold Bartlett 

The next step is for something as 
inventive as Facade to becomr a t rue 
commercial proposition. First, we'll 
have to see how well Fah renheit fares 
in the sales charts. 
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In response to LJll's letter (E153), 
which stated that 'the ganting 

majority will form their decision to buy 
on«.> machine over another based largely 
on specs; I would say he/she is living in 
a fanta~y world. 

For the sake of the argmncnt given, 
it'> probably easier to split the garners 
cited into the two traditional groups -
'hardcore' and 'softcore: Yes, some of 
the hardcore might take serious note of 
these specs. Indeed, they fill int«.>rnet 
forums and letters pages across the 
spectrum for month> before said 
machines actually hit the shelve~. But 
this is where their influence s tops. 
Some of those looking to be ahead of 
the game may wait for a PlayStation 3 

Fancy a game of Conker: l.ive & R<'lmuled over 
Xbo~ Live? A ceruln rPS may be eating into 
th~ experience, reckons forum contributor l.,ee 

magazine. An> 'hype' surrounding specs 
is more for the benefi t of journalists 
and the industry itself than it is the 
buying public. 

Perhaps we don't need such a crass system as 'win or 
lose', but players still need an indication of how they 
are progressing, otherwise enjoyment is removed 

instead of purchasing a 360 purely 
because of terafl ops, etc, but the 
majority of hard core gamers are more 
likely to plump for one or the other (or 
indeed both) based on which of their 
beloved franchises is due to appear on 
the consoles in question. 

I've yet to see anyone, on any forum, 
say that they're definitely avoiding the 
360 because of the number of poly> it 
can or can 't handle. 

Secondly, when it comes to the 
softcore (probably the most important 
market for the industry nowaday~. due 
to their sheer size and spending power), 
th<• si tuation is completely diff«.>r('n t. 
While playgrounds may be !ittert•d with 

"Xbox is more powerful than PS2 ~talk, 
it's hardly hurt Sony's sales, ha~ it? 

The large majority of specs will go 
over the softcore's head. Having 
conduct<"d academic research into th<' 
succe\s of Play Station, I can say that a 
combination of marketable titles and 
brand awareness dl'terntines where the 
softcore's money goes. 

The problem that dedicated gamers 
have these day~ is tu1dcrstanding why 
they aren't the centre of the publisher's 
universe any more a comprehension 
of the differences between us and them. 
The- large majoriry of people out there 
don't base their purchasing decbions 
on specs listed in Edge or any other 

Sadly, the latter are currently all too 
easily swayed by whether or not they 
can add a spoiler to the back. Still, we 
can't have everything can we? 
Keith Andrew 

True, specs on papt•r may not mattt•r so 
much to the ma,smarket, but hasn't, 
say. the PSP's patently beautiful .,creen 
alone been responsible for it being 
purchased at such spe<?d in the UK. and 
by people who may not have looked 
twice at :-<in tendo's JS? Surely when 
the technological supcriorit} becomes 
so tangible, the rules change. 

To revisit David Fowkes' 
conespondence: David, take a 

game like Grand Theft Auto III or Doom 
lii (or even the original) back only 20 
yea rs. It would be fairly safe to assume 
that the games would provoke much 
the same reaction you spoke of in your 
original letter, regarding the realism of 
games for next-generation consoles. 

Last night I watched Aliens: The 
Dir('ctor's Cut on Channel 4. Take that 
movie back 40 years and obs<'rvt• the 
public reaction. lt would be safe to 
assume it would rt>ceive a similar 
response from the general public about 
what can or should be considered 
entertainment. Even films made during 
that time were controversial take 

Th . •• ,~,,., 

"' Since the release of Halo :z 
Xbox l.ive has been o n a 
downtum. Every new Xbox 
Live- compatible game gets 
shunned after its fir,t few days 
on the shelf- load up a copy 
of Conker: I.ive & Reloaded or 
Splinter Cell: Chao~ Theory 
and there's nowhere near as 
many people online as you'd 
exp~ct there to be. Halo 2 has 
affected new release•, and 
they are completely unable to 
hold up against it. Yeah, you 
can try and organise 
something with your friends, 
but that isn't always po~sible, 
and you may not e,·en find 
enough people with the game. 
Back before release, there were 
plenty of people playing all 
sort• of games. Splinter Cell: 
Pandora To1norrow remained 
fairly bu''Y• and ev~n Rainbow 
SiT J: Black Arrowwu easy 
to get a game in. 

Ilalo 2 i•n't a bad !l'Jme 
by any •tandards, and its 
quality isn't the point of the 
discus~ ion. The thing is, ifl 
don' t want to play H~lo 2 

on line, my hopes of getting a 
decent game going on 
something else arc completely 
buggered. Has it become too 
big for Xbox Live'' own good? 

The thing that bug._• me about 
Halo :1 and T.ive is that the 
game'' 'old over si'< million, 
and ) et there are o n I) around 
two million Xbo" Lh·e 
subscriber,, That mun• more 
than 6o per cent of ih 
u'erbasc aren't playing online. 
So how many are really playing 
the multiplayer- which I 
think everyone would wee is 
what the game is balanced 
around? I still reckon for the 
bulk of people it'• a 
singleplayer game. Which is 
pretty amazing considering it's 
the •tandout online title on 
the co nsole with the most 
progre"ive online service. 
Tt'• partly why I'm •till not 
convinced competitive 
on line play has a se riou.' 
mainstream future. 

Kubrick's A Clockwork Orange (1971), a 
very ' tame' film by today's standards. 

\!lore observant Edge readers have 
probably cast a cursory glance over t he 
lead article of a recent edition of The 
Economist (August 6 - 'Breeding Evil? 
The real impact of videogames'). The 
piece describes how scepticism of new 
media is not a new thing, discussing 
Socrates' objections to writt<'n text -
his reasoning being that the loss of oral 
tradition would adversely impact 
people's capacity to remember !because 
everything is written down). 

It's all relative. 
Your argument suggests that several 

thousand years ago you would have 
advocated that we licens<'d books in an 
effon to reduce forgetfulness in society. 
Are forgetful people in the modern age 
that way because we have learned to 
write things down? No t hese people are 
just forgetful, whether we hav(' the 
written word or not. Similarly, some 
people always have been and always 
will be violent, whether we have 
videogamcs (however realistic) or not. 

What you suggested by licensing 
high-powered videogame consoles is 
censorship and an attempt to stifle 
technological progress . 
Callum Hibbert 

In E154's 'Building the Perfect 
Cam<'' art icle you claimed that 

one compont•n t, the structure, would 
present no 'concrete win or loss: and 
that 'it will never be clear to players 
how far the} have reached in the game: 
While the technology is most certainly 
available to create games such as this, I 
wonder if it is a beneficial direction for 
the majority to follow? 

Stra<cgy titles are obvious 
contenders for such an open-ended 
structure, yet there s till net>ds to be set 
parameters within t he game. Perhaps 
not such a crass ~'}'stem as 'win or lose: 
but players ~till need an indication of 
how they arc progressing, or else the 
element of enjoyment is removed. 
Without such guidelines the player 
would be unablt• to accurately 
chart their progress, and therefore the 
game takes on a portrayal of life as 
we know it, without instant rewards 
and appraisal. 

I am not suggesting that every game 
needs to have a giant sign flashing 'Well 

J 
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done!' every time you solve a puzzle or 
complete the most mundane of tasks, 
but I would fed incessantly frustrated 
by a game that seemed to offer no 
obvious rewards. The Grand Theft Auto 
series is heralded for being a game that 
offers such a wide range of activities, 
but at t he heart is a plot-driven 
narrative that the player has to 
complete in order to progress. 

This next statement will put me 
firmly in the minority, but I gained 
more satisfaction from the short lived 
Lego Star Wars than I have ever done in 
any session of GTA. While one game 
possesses a very linear storyline, 
and the other a whole city to explore, I 
find the Traveller's Tales title to 
be infinitely more enjoyable, as it is 
clearly apparent what needs to be 
done, what is left to collect, and 
basically how well you arc doing. 1 may 
be an old-fashioned style of gamer, but 
I'd much rather rescue a princess from 
a castle and know I've completed the 
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Topic:: Mobile phone gamlnA 
Recently I've really started to 
get into mobile games, given 
that the arrival of my new 
K7soi means that it can cope 
with 'premium' games and can 
store a Jot of them. I've 
downloaded £30 worth over 
the last couple of months, and 
fotmd that for three quid or so, 
I really don't care if the game 
is rubbish. Particularly as 
there are virtually no reviews 
or anywhere to find out 
whether they're decent before 
buying them. None of them are 
any greater than something 
you'd find on the GBA, but 
nonetheless for this money 
they're a good punt. 
I've also noticed that because 
these games are on my phone, 
and it's difficult to see the 
screen from a side angle, I 
don't feel self-consciously like 
I'm 'gaming' in the same way 
that I would if I pulled out a 
PSP or similar. 
l 1--tt.• n 

DOOM ANI> MOII.TAL KOMaAT Al<l: AU. WCU.. 
AND 0000. BUT 1 W4INT A vtDc:OGAI'\E 1'\QVU: 

TWAT'S A l..tT"rU: 1'\010£ ~IM>AI... 

game, than worry about the plethora 
of miniscule details and storylines I 
may have missed. 
Craig Williarns 

The Perfect Game is currently being 
debated on Edge's forum, and includes 
an accusation t hat the article had been 
written 'in the hope some developer 
will notice it and say "Wow! Lets hire 
this fellow!": something we laughed at 
long and hard. Feel free to join in (but 
beware comments like the above). 

Gaming has come full circle in my 
home. Fast approaching 30, I've 

been playing videogames all my life. 
However, in recent years my interest in 
gaming has diminished as other things 
like work and home commitments, the 
gym, and other interests take up more 
of my time. I was even considering 
selling my gaming and Edge collection 
(the latter being complete and 
something I'm very proud ofl to make 

more room for dull office-type stuff. 
Then the PSP got its European 

release on September 1, and it was just 
like 1995 all over again. I honestly 
didn't think I'd buy a PSP, and I don' t 
know what drew me to the shop on the 
day of release (probably that delicious 
screen). Ten years on, however, a brand 
new Sony console complete with Ridge 
Racer is being played hours on end and I 
can't leave the machine alone! 

Well, I'd like to write more but that 
little sexy thing is calling me back and ... 
Dr Richard Evans 

So the OS didn't pique your interest? 
We must question the validity of your 
owning-every-issue-of-Edge claim. 

Send us email (edge@futurenet.co.uk), 
but be sure to use 'lnbox' as the subject 
line. Or send a letter to t his address: 
lnbox. Edge, Future Publishing, 
30 Monmouth Street, 
Bath BA1 2BW 
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