




top. Don't. You can't do it. You might thmk that 
S you've kept a studied eye on what's happened in 

gaming throughout 2005, but you cannot put a 
name to all of the faces that appear on th1s 1ssue's cover 
You can't even name all of the games to wh1ch they belong 
And yet they've all featured 1n these pages over the last 
12 months - and we don't even attempt to cover anything 
I ke all of the games that come our way 

The truth is that nowadays there are more people 
working in more teams in more terntones workmg on more 
platforms on more videogames of more styles than ever 
before. Videogaming just keeps gettmg bigger. More games 
are being released, more ed1torial is being written about 
them m magazmes, newspapers and across the internet, 
and, collectively, we're spending more t1me playing them. 

Is tall getting JUS! a little too b1g? That's a d•scussion for 
another lime. What we can say, today, 1s that 2005 has seen 
some truly innovat1ve 1deas appear among al the seque s, 
spin-of's and cash-ons that are to be expected when any 
entertainment medium beg1ns to reach matunty. We 
recognise these achievements, and more, th1s month m 
Edge's annual awards. whose rundown begms on p68. 

Elsewhere this month we meet Keita Katamari Oamacy 
Takahashi (see p54), a man who in some respects personifies 
contemporary game m novation- even 1f he doesn't always 
seem to believe 1t himself lt's 1nsp1ration from work such as 
h1s that we most look forward to see1ng 1n 2006. 

(OK, fme, some of you are Still thmkmg that you can, 
actually, put games to all of those faces If so, send your list 
m an email entitled 'Cover challenge' to edge@futurenet. 
co.uk - we'll g•ve a pnze or two to the correct or closest 
effort. T1ed entr.es w1ll go 1nto a draw Clos•ng date 
for entries 'S January 25. We'll pnnt the full list of 
games next issue. Have a happy New Year.) 



1 
Tony Mon ct•tor 
M•rgaret Robtrtson deputy E'd toe 
tan Evendet~ ~uct.lon ednOf' 
Duncan Hams ~tef 
ChmtOjll>e Kogot.>nl l<il<,o ~' 
o.r.n ptulbps art ec:~r.or 
--Hind dop<;ly M1 ea :Dt 

Col•n P-oUt Fvture P"us bU')'e'f 

"""J' .. 11.-cw oroducoon "'"'..,.'"' 
._Grlffiths ~,.,...._ 
Klfft 8rown ~,.•bog eAt<:l'ti.e 

RusseU HughtJ tr~JdP m<uk~hng 1Y1~n'9tf 
Dvnc.n Shtartr Q(Oup circolat•on ml1'ldQtf 

Jl.yM Clpt. d\ ...... W"g di(~dOI 
O.re Will&.mson ~ac: of sae 
o.an.nGtanon~~rtSII'Q~ 
~n Fergu:Saft ~'of ad tf'.y')ac)e'· 

Stuan. Harrfs ~~"flEd 
Mvertlsl119 phone 01225 ¥2244 

J.amts 8 1nns pubh:.h~ 
Ben Payne pnxlvct manager 
S.mon W .. r l"t~f'l<lliOf'\cllloctonS!f'\9 d!rft10l 

Pf\rted '" rht UK by Po'est.or. Char.lly 

Edge rKoqn \P'> dl <Opyt'igNs Ill thtStSSut 1/\-'tl .. rt! 
~ l>le we I'WI>~e ack.I'IO\vledgf'd lht copyr1gt-t holdet 
Conta<:t U\ 1f ...... h.he fa1·ed to cred t yovr topyqqh1 a.'ld 
we >M-ll bt 1'\bppy to cOfrect .;.n" o-,.. \ ~~ t 

~ l~U'e P~b I "9 ltd IS pan Ol f1M\JI"P t* 
futo-rt prorl.ICf'\ ,,uefuUy targ('t00 SJ)t(lolll·ll"l•flr"'.,t 
rnaoqa1 tiCS tor people who sMr~ o pi\~•on . We i;lm to 
53\+s.fy 'Ml i'Wt''>IUI) by ((eJLI~Q titles Qhfot1t'19 V.>JIW rOf 

1ty, 1t11ablt 1ntorrr.a·o()f'l Smilrt biJ'fl flg •avlCe- and 
whiC~ ioft\ • piNS.u't to read Today-~~ mou~ than 
so ft\191illnts., th• Ut:. us. &anc.e and JtJ,t; ~ •oo .,..,.,_Id"""' of OUt~ ..... .,., l)tbloshed 
3'0 otl'lef (C)Url't:'f"'\ MTO">; w INOfld 

'-pi( 1$ I P«bioc: company q<JOIN en the t.onooo 
S:oc• f~ll"'9' 1-.y nbol FliT~) V\WW tuwrtdt <01'1'1 

Some- o{ t.,_,"(t buld1n~ .lr~ over 20 ~tS old'. 

Orecyde 

.se )l.D71 
... W'/' .... 2005 

\A.;D"t8vfuucf ( IIQJ.JI:-.m 

44 

60 

{l)O 

68 
The very best of the gaming year. distilled into categories . 
presented with gongs, and laid out here for posterity 
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Xbox 360 
touches down 
How M icrosoft's console won the west - if you 
could get one. Plus: ATI on 360 versus PS3 

ucker punches seldom have time to build up a great deal of 
force. In the case of the global (well, almost) launch of Xbox 
360. 1t was inadequate force of numbers that weakened 

Microsoft's. Not that the Redmond g1ant scnmped on the propaganda. 
Large-scale events 1n Amsterdam and the MOJave Desert earned its 
HO ideals. via the invited press. to markets in Europe and the US. 
along with a show of defiant optimism for Japan. But the dominant 
message for most tn the weeks following launch has turned out to be 
th1s. we can get 360 into your collective consc1ousness, but not 
necessarily mto your homes 

lt seems obvious now. and it probably would have been sooner 
had everyone not been so preoccupied - as well they should have 
been - with the quality of 360's games. But even the largest software 
company in the world couldn't produce a reserve of conso es for a 
world of garners, for a 1aunch wtndow of mere weeks (that's hardware 
launch window, of course). A cruoal object1ve has been met - 360 is 
now. 1ts compet1t1on is not but at what cost to consumers who, 
having missed out on day one, now see Christmas as the po1nt at 
wh1ch disappointment becomes d smay? 

Zero Hour the US launch party held 1n a cavernous a1rcraft 
hangar in Palmdale, Califorma on the n1ght of November 2 1 -was a 
curious kickoff Touted as an extravagant so1ree for industry folk and 
press, 1t offered no rea focus beyond the brand's Zen-of-gaming 
Ideology (unl1ke X05 which, as Peter Moore then sa1d, was 'all about 
the games'). But once 360's move 1nto the public doma1n became 
•mm1nent, attentiOn rapidly fixed upon one pressmg 1ssue: where 
and how best to buy. 

So, what does M1crosoft say about what happened next? 
· As we came closer to launch,· explains Euro produd marketing 

d1rector Richard Teversham, "we were able to get a more accura te, 
detailed picture of console availability based on manufactunng runs. 
Early on we informed retailers and distributors that numbers were 
preliminary and that ftnal numbers could and probably would change 

Police were on hand ;nlondon's flagship Game when the clock ticked over to December 2. 
Many walked away empty-handed, but there was little trouble. The first 360 sale (right) 

Much as he did during the launch of the original Xbo)(, Microsoft chairman Bill Gates 
joined the first 360 customers at the Seattle branch of electronics retailer Best Buy, 
cashing in on photo opportunities and a spot of multiplayer Projea Gorhilm R~ng 3 

based on manufaduring output. Retai lers 
understand our belief that launch is not just about 
day one. This IS the first t1me a console has had a 
near-simultaneous global launch, and of course this 
in 1tself presents challenges. Demand was 
unprecedented and far outstripped supply." 

The overvvhelming consensus from those who 
had the pleasure of deetdmg was that 360 is an 
excellent mach1ne. ts firstparty launch t•tles an 

"Retailers understand that launch 
is not just about day one ... 

Demand was unprecedented 
and far outstripped supply" 

auspicious handful of the good and the great. 
This news. however, only exacerbated the woes of 
the hapless maJority who failed to find one, and 
played into the hands of dealers intent on 
exploi ting them. EBay president Meg Whttman 
declared that 40,000 consoles had been sold or 
resold m the US v•a the onhne auctioneer- a 
staggenng number since it equates to perhaps ten 
per cent of the total sold overall. Many of these 
would have ongtnated in high street retailers, of 
course, where the inevitable queues/campsites had 
formed (in extreme cases) over a day earlier 

Among them were the expected attent•on 
seekers. The team behind wwwsmashmyxbox.com. 
for mstance, stood merrily at the front of a Best Buy 
queue on day one, securing the1r opportunity to 
then take a hammer to M•crosoft's new machine 
(as paid for by the1r sne's vis,tors) before the eyes of 
the wai ling hne. But not every 360 hardware 1ssue 
came as the result of attention deficit disorder 



Membe~ of w London que~s en1oyed 
complilrn!ntary hot dnnks as launch day 
and its inevitable drama approadled 

10 

A number of users were vocal about the1r new 
mach1nes lock1ng up, overheat1ng or otherw1se not 
work ng No b1g surpnse· the same occurs after 
every launch. But few others would defy the 
consensus that the mach1ne was enormously loud. 
The volume of 1ts optical drive and case fans while 
playing games was a st1cking po1nt of our report 
last 1ssue. and 1t's one that reta.l hardware and 
media has s1nce fa1led to address. Additiona 
concerns were raised regard1ng 360's tendency to 
scra tch discs when being tilted from a horizontal to 
vert1cal stance, but M1crosoft has never sh1ed from 
warnmg 1ts customers of this possibility and has 
made no pledges of fmancial compensation 
(though m some mstances is sa1d to have offered 
complimentary cop,es of Perfect Dark Zero). There's 
good news. however, 1n that the machme's power 
supply has shrunk cons1derably s1nce debug k1ts 
were d1stnbuted among the press: ·ts dimens1ons 
are approx,mately two th1rds of what they were. 

Suspicions that Microsoft would make a killing on peripherals thanks to last-ditch Core 
pack purchases proved well founded. •we had the same situation with peripherals as we 
had with the consoles,· a Game spokesperson revealed. "Demand far outstripped supply" 

" The 1nternet has the ab1lrry to really amplify the vo1ces of a small 
group of people who may be havmg problems," says Teve•sham hit's 
Important to note that there 1s no systemic 1ssue With Xbox 360 Each 
1nc1dent IS un que and these customer enqUires are bemg ha led on 
a case-by-case bas1s. The return rate 1s s1gmf1cantly lower than the C E 
Industry average of three to five per cent" 

Backwards compatibility- a feature of debatable Importance­
proved a mixed blessmg for those early adapters keen (or forced for 
whatever reason) to try 1t Tit les heavily advert1sed as compatible such 
as Halo 2 were largely praised, therr upscaled and ant1aliased v1suals 
takmg a satisfymg upwards hop. Other entnes on the legacy list. 
however, didn't fare so well. Framer ate is cons1dered the main 1ssue 
w1th 360's emulation, and titles such as NmJa Gaiden mdeed suffer 
from rumous slowdown. 

Few have let such niggles sway the1r purchas1ng deCISIOn But if 
360's pnmary market could become a place where cons1derc1bly more 
wanted an Xbox 360 than actually had one, then what of markets 
such as the UK, w1th launch days f1xed for a mere fortn~ght later? The 
real,ty, come m1dn1ght of December 2, proved worse than expected 
Certain on line retailers had already turned the1r backlog of preorders 



nto lottenes, those who'd ordered at the earhest opportunity 
·eport,ng that they'd gained nothmg over those who'd left it until 
late At ~rany mdependent reta11ers. the lucky few who managed to 
buy 360s were escorted out v1a the back. door w1th the1r purc'lases 
wrapped 1n black b1n liners, leav1ng dozens of empty-handed 
customers to vent the1r frustration at counter staff. Kirsty Payne - a 
spokesperson for UK reta1ler Game- confirms that demand in the UK 
had outwe1ghed supply by an enormous margm And th1s was a 
company far better prepared than most 

" lt went very well, actually," she cla1ms. "At our flagship store m 
London, we invited everyone down to the branch (some 200 people 
are sa1d to have queued) and warned them of the stock Situation. 
People completely understood. even f they d1dn't get the1r mach1ne 
Because we ant c1pated a shortage of stock we hm1ted the number of 
preorders and so managed to fulf1l all our preorders at launch. We 
could have taken many more depos1ts for the 360. However, we d1dn't 

ant to disappo1nt customers by not bemg able to supply" lt was 
further suggested that the company fully expected to dear 1ts backlog 
of newer orders by Chnstmas ·we w1l be rece,vmg weekly dehvenes 
and, being the largest UK spec1ahst gdmes reta1ler, we hope to be 

back into a free stock. Situation as soon as poss1ble 
We're recommend1ng that customers check the 
webs te or the1r local store for stock updates.· 

Not everyone in the reta11 community, 
however, joinPd Game m open1ng its doors to 
m1dn1ght masses By the t1me the staff of practiCally 
every h gh street electroniCS suppher (many shrevvd 

Xbo• 360's launch 
lint-up covered most 
based, although some 
titles slipped, and a 
number of quickfire 
ports did little to sell 
the hi-del dream 

Microsoft was the 
big wmner in terms 
of game sales, with 
POO and PGRJ(right) 
proVIng the most 
popular launch titles. 
Kameo (bottom). 
however. performed 
less C11pably. From a 
thirdparty standpoint 
1t was no surprise to 
see EA offer up the 
biggest r Jnge. 
although Activision 
pushed 1t With ports 
of Tony Hawk's 
Am,ican w.meland 
and Quake 4 (centre, 
left illd right) 

"The lucky few who managed to buy 360s 
were escorted out via the back door with their 
purchases wrapped in black bin liners, leaving 

others to vent frustration at counter staff" 

Though many were disappointed on day one. stores such as Game 
managed minor restocks on subsequent days. 11 took mere hours 
alter word had spread, however. for sold-out signs to return 

it's little surprise to see PDZ 
enjoying the highest attach rate 
for Xbox 360s purchased in the UK 
(at least during its first two days on 
sale, which the sales chart. right, 
represents) given the visibility of its 
profile. What is of interest is the 
relatively poor showing of Kameo, 
another high-profile Rare title but 
one unable to shift more than 
Condemned, Need For Speed: Most 
Wanted or Call Of Duty 2. lt seems 
that Kameo's styling may not be a 
perfect fit for early adopters of 
Microsoft's new console. 

• Perfect Dark Zero (Microsoft) 
• Project Gotham Racing 3 (Microsoft) 
• Call Of Duty 2 (Activision) 
• Condemned: Criminal Origins (Sega) 
s Need For Speed: Most Wanted (EA) 
• Kameo: Elements Of Power (Microsoft) 
• FIFA '06 (EA) 
• Quake 4 (Activision) 
• Peter Jackson's King Kong (Ubisoft) 

Tiger Woods PGA Tour '06 (EA) 
" Gun (Activision) 
,. Tony Hawk's American Wasteland (Activision) 
• Madden NFL '06 (EA) 
" Amped 3 (2K Sports) 
" NBA live '06 (EA) 

11 



Xbox 360's launch line-up catered to all 
tastes, not just hobbyists', thanks to the 
appearance of PGA Tour '06 and King 
Kong, Less-mainstream fare arrived in 
the form of Condemned: Criminal Origins 

customers targeting less obv1ous chains such as 
Boots and Asda) arnved at work to instruct queues 
of people to go home and catch some sleep, the 
scale of the situation was already becom1ng clear, 
as was the drama While the second wave of 
hopefuls descended upon h1gh street stores by 
dawn's early light, accounts were spread1ng across 
the internet that detailed underhand tad•cs of 
reta,lers keen to cap•talise on what little stock 
they'd received Many- Game mcluded - were 
accused of offering desperate customers the 
hardware they'd preordered only if a bundle of 

games and peripherals was 

"lt seems to be the case that most 
people who weren't buying any 

games at all at launch were simply 
selling their machines on eBay" 

coupled to 't. Faced w1th an 
unexpected pnce h1ke to the 
reported reg on of £550. 1t goes 
Without saying that most would 
e1ther balk at or be Incapable of 

The launch titles make varied 
use of Xbox 360's rendering 
ability; when do you think 
we'll reach the point where 
developers are using it to 
its capacity? 
That's a pretty tough one. lt's 
always the case that console 
games get bener as the console 
matures and you build up that 
expertise. but there are a couple 
of different kinds of expertise that 
you need to bui ld up here. One is 
just coming to terms w ith that 
new console, and the other is the 
fact that there are new techniques 
in the graphics chip that are 
possible now. Previously. these 
wouldn't have been something 
you could consider; you have to 
carry them over from the PC 
world of raytracers or crazy places 
like that, which you would never 
have considered when you were 
doing graphics on a GPU before. I 
th ink it's probably going to take 
something like a couple of years 
before people really come to 
terms with all the clever stuff you 
can do there and you see progress 
really start shutting down. One of 
the reasons for that is, I think that 
Direct)( is a nice thin API and two 
years IS therefore a relatively short 
time; I think with PS2 and Xbox 
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meeting the revised cost of such 
a package. We asked Game to comment. 

"Absolutely no one IS forced to purchase a 
bundle upon launch, • says Payne. "and very few 
people would actually cons1der bu}'lng a 360 
anyway Without at least one game to play on t 
when they arnved home We found the attachment 
rate of penpherals and games to be very high 
anyway. and 1t seems to be the case that most of 
those who weren't buy1ng any games at all were 
simply selling the1r new mach1nes on eBay." 

we've seen games get better for 
probably three or four years into 
the lif etime of a console and I 
th ink that'll be a bit faster. people 
will be able to get closer to 100 
per cent much quicker on Xbox 
360 because of the thinner OX 

• I think it's probably 
going to take something 

like a couple of years 
before people really come 

to terms with all the clever 
stuff you can do there and 

you see progress really 
start shutting down • 

layer and the improvements in 
XNA that Microsoft are doing 
right now and planning in the 
future. But i t 'll still take quite a 
bit of t ime for people to learn it. 

Some games, such as Perfect 
Dark Zero, use a kind of 
shininess in their parallax 
mapping which sometimes 
looks quite inappropriate. Is 
this kind of thing going to be 
'the new lens flare' on 3607 
)Laughs.) I see what you mean, 

and at the moment the obvious 
use of parallax mapping tends to 
be in these rocky surfaces. w ith 
that kind of local detail. Whether 
you really need the shininess on 
there ... I guess that's quite a nice 
way of using up the extra power 
of the hardware- if you're a 
graphics programmer you can 
pomt at it and it looks cool. but 
you are 10 the danger area of 
being accused of just doing eye 
candy for 1ts own sake. I think the 
big thing that we really ought to 
expect in the longer term is 
people moving over to high 
dynamic range where a better 
fidelity of lighting is available. 
Th1s old-fashioned trouble of 
having numbers in the range of 0 
to 255, just the integers, where 
you get either sod-all precision or 
sod-all range - you just can't get 
things right- that can completely 
go away. and I think that 's the big 
change that we're all excited 
about w ith the shader model 3 
hardware that we have on both 
PC and Xbox 360. it's going to be 
the long-term change and in an 
important sense it's not just eye 
candy because it really is a much 
more faithful treatment of the 
way lighting works in the real 
world. lt'll look like eye candy to 

Whether Game was an offender or not, several others were 
undeniably guilty of expiOitmg the s1tuat10n to shameless degrees 
While it may not have been the company's off1c1al policy, rogue 
branches of CEX were seen to be tagging thelf l1m1ted 360 consoles 
with prices as h1gh as £800 - roughly in hne w1th the going rate on 
eBay throughout those frenzied early days. To make matters worse for 
UK consumers. reports from other European terntones such as Italy 
suggested an abundance of Core packs on the shelves. pushed past 
the point of be1ng realistiC imports by the prohib1t1ve pnce of havmg 
some well-meaning soul sh1p them over 

Such solidarity, though - the kmd trad•tiOnally reserved for 
natural disasters and freak incidents of Bnt1sh sporting success ­
proved contagious. Many who somehow found themselves with spare 
360s would quell their urge to prof1teer and offer them at retail price, 

begin with because people with 
overuse it. and you get overdone 
bloom and flare effects. 

Things like parallax mapping, I 
like them; I think they're useful 
for saving memory footprint - it's 
a much more compact way of 
representing local graphics data . 
The trouble with so much 
computer graphics is that we end 
up with uncluttered worlds. Until 
we saw things like Far Ctywith 
bushes and greenery everywhere 
we were kind of used to the idea 
that the ground would be, well, 
grassy coloured but a bit flat, and 
you'd see a few trees dotted 

around and maybe lumps and 
rocks. And you'd be steered down 
a path and it might as well be flat 
for all it was worth to you. But 
pun1ng 1n a lot of detail is 
important for a real istic-looking 
world: the walls around me are 
pretty much flat but there's lots 
and lots of ot her stuff where 
there's lots of local detail - the 
clothing 1 wear. for example. has 
soft folds of conon, and that kind 
of detail is hard to represent 
without something like normal 
mapping or bump mapping. And 
that's a good use- I think we'll 
get a richer level of detail in the 



(adm.ttedly a handheld) in the comparison: 
185,000 were sold with•n three days of rts 
September launch. 

Early figures suggest that twice the number of Premium packs 
were sold as the lesser Core packs. Once stocks reached crisis 
point. however, more discerning garners scrambled for whatever 
they could find, spending extra on hard drives and accessories 

"Our process IS to continually supply the 
channel week after week," Teversham contests, 
"where our competitors have traditionally shipped 
units 1nto the market for launch and then 
re-suppl•ed many weeks or months later. Our 
method 1S good for reta;lers and consumers 
because 11 provides predictabthty. Initially, there 
may be fewer quantit;es than anticipated in some 
areas, but 1n the aggregate we are not changing 
our 90-day forecast of 2 75 to 3 million UnitS Our 
manufactunng facilities are runnrng at full capacrty, 
churn;ng out as many consoles as humanly 
possible. Thousands of workers are literally at 1t 
around the clock." 

.na 1nternet forums, to those who missed out. The same message 
boards f;lled with reports of fleeting stock, with members often 
attempting to purchase multiple machines for the benefit of their 
onllne friends. Few were successful, however, as many stores 
mplemented a one-per-customer policy to prevent online traders 
cash•ng 1n. 

Wh1le no official sales f1gures were ava•lable at the time of go.ng to 
press, Chart Track has suggested that 360 shtpped approximately 
70,000 during its first three days on sale in the UK- JUSt clear of the 
69,000 GameCubes sold dunng that machine's first week and a new 
record for a so-called stat•c console. The ratio of Premium to Core 
pack sales 1s said to be 2 1, though that's more a reflection of stock 
sh•pments than customer choKe, with 360s of any configuration 
becomtng desirable once numbers began dwindling. The benef1ts of 
available hardware are further made clear when including Sony's PSP 

world from things like parallax 
bump mapping. In the first place 
people wil l overuse it but 
hopefully, just like lens f lare, 
somebody will grab you by the 
scruff of the neck and say, 'Stop 
overusing it-make it look about 
nght'. Although I'm a 
programmer by nature, I have to 
say that so long as the artists are 
in control we're headed in the 
right direction for the future. 

How d o you think your work 
on 360 measures up to PS37 
I take a fairly robust view on this. 
The Xbox 360 GPU is designed to 
be a console GPU - that's what we 
set out to produce when we 
started the collaboration with 
Microsoft: let's build a really 
powerful, really f lexible kind of 
general-purpose GPU which 
doesn't have performance chffs 
where if you do certain th1ngs 
suddenly the performance crashes 
down by a factor of two or 
something like that; let's have 
things pretty predictable and easy 
to work with, and let's generate 
about the best performance that 
we can- so we went for things 
ike the unified shaders and so on. 

The PS3 has been designed in a 
qu;te different way because of the 

way the process worked. We sat 
down with Microsoft and said: 
'This is what we think we can 
bui ld', and they said: 'Yes, but 
what about ... ?' And they started 
picking holes in our design, so we 
came up woth a collaborative 

• Our GPUs are custom­
designed components, and 

that's one of the fundamental 
reasons why I think Xbox 360 

technology is likely to 
outperform PlayStation 3 

technology by a pretty healthy 
margin in the long run it 

design. They didn't put a spec in 
front of us and say: 'How much 
for this?' That definitely wasn't 
the dialogue- in fact that would 
make it more of a monologue; it 
would be kind of bidding on 
prices and so on. Instead what 
we have is a very collaborative 
design. With the PS3 my 
understanding of what happened 
is that they had three different 
internal hardware solutions - at 
one point, for example, as 1 
understand it there was a 

Though every Christmas launch sees a stock 
shortage that attracts both headlines and 
sceptiCISm, th1s is no fabncated crisis. Never has the 
hobbytst been hit so hard by such mainstream 
concerns, and never have those transpired in so 
many territones at once. But for all the apparent 
disarray, few European garners should feel 
particularly aggrieved. Thrs 1S, after all, a near­
simultaneous launch across all of those maJor 
territones. While many have had to envy thelf 
neighbour's exciting new toy for a few .._, 
weeks. at least it isn't a different country's. ~ 

proposal to use multiple Cell 
processors just to handle the 
graphics. And towards t he end of 
t he process, t he story goes, they 
took a look at the three internal 
tenders and decided t hat none of 
them would actually do; none of 
them would deliver the kind of 
performance and quality that 
games programmers could use 
and would make for a good cost­
effective console, so they had to 
go out and shop around. And one 
of the places t hey shopped was 
Nvidia, and what Nvidia did was 
say: 'Well, you've got t his 
relatively short timeframe, you've 
got roughly this kind of budget, 
I'll tell you what we'll do: we'll do 
you a good price on what is 
essentially the 7800GTX'. So that's 
a PC chip, and if you look at the 
architecture of the two consoles 
you can see that we've done 
bizarre things that they haven't. 
We've built ten megabytes of 
dedicated EO RAM which knows 
how to antialias and so on, 
because that's a specif ic way of 
addressing a console's problem. 
it's bizarre in a PC sense but a 
spe<ial skill for a console builder. 
Whereas the PS3 has 256 meg of 
system memory and 256 meg of 
graphics memory and it 

communicates through what 
is effectively a PCI Express bus. 
lt uses GOOR3 f ast memory; it's 
essentially a PC graphics design 
bolted on to a Cell processor and 
256 meg of fast system memory ... 

You make it sound so 
unrefinedl 
[Laughs.) Well, yeah, but the 
tragedy is that it is unrefined. 
There's a lot of brute force in 
there - I'd be the last person to 
admit it. but the truth is t hat the 
7800GTX is a pretty powerful 
piece of hardware, but it's not 
very elegant. it hasn't got the kind 
of: 'Well, how do we design t his 
to be the best possible console we 
can bu ild for this money?' Instead 
it's been put together at the end 
of a quite complicated process. 
We have two very different design 
processes. If Microsoft had come 
to us and sa1d: 'All right. what are 
we going to do about this 
graphics chip, then? Let's sign the 
contract and let's go', but then 
we'd got two thirds through and 
t hey'd said: 'Look. you guys aren't 
going to deliver - now what are 
you going to do?' and then 
walked away from us, they would 
have ended up with a design very 
much like the PS3 in some 

360 hadn't launched in Japan by 
the time we went to press, but 
the Oe<ember 10 release date for 
that territory was as steady a 
fixture in Microsoft's calendar as 
those it had already met in 
Europe and the US. This may have 
been one occasion when the 
company counted its blessings for 
its inability to woo the eastern 
market. the relatively low number 
of units required for that arm of 
360's launch easing its restocking 
operation elsewhere. A survey 
conducted by Japan's Famitsu 
magazine suggested that less 
than half of participating 
consumers planned to actively 
avoid 360, though it failed to 
provide any real sense of its 
popularity. Asian launches 
outside of Japan are currently 
scheduled for the spring. 

essential characteristics- it would 
have had to use bought-in 
components. And our GPUs 
instead are custom-designed 
components, and t hat's one of the 
fundamental reasons why I think 
Xbox 360 te<hnology is likely to 
oU1perform PlayStation 3 
technology by a pretty healthy 
margin in the long run. 

So how about this one: can 
those E3 P53 demos be 
achieved on Xbox 3607 
Well, why not take another 
combative line here? I think 1t's 
more likely that they can be 
realised on an Xbox 360 than 
they can be on a PS3. Those things 
are movies generated using 
whatever OCC software the 
houses had in mind. The Epic 
demo was running on a PC, and 
it was done using an early 7800 
in SLI mode, so that was a high­
end PC demo, but the movies 
were generated as movies and 
dressed up as: 'This is what you 
can expect from a PS3', but that's 
probably overstating what the 
PS3 can do a little bit. Indeed, 
it's well beyond what we expect 
the PS3 to be able to do. So I 
guess we'll just have to see 
what happens ... 
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"Maybe the blame lies more in our laps 
than the game reviewer's- after all, what 
are we giving them to review? Are we just 
mad because they don't see Shakespeare 
in our Transformers? ... If we expect 
games journalists to be better, maybe 
we need to give them something better 
t o be better at being better with." 
Ron Gilbert weigh' 1n on lhe game JOurnalism debate 

"Add in a bit of CSI-style detection 
and forensic examination to the mix 
and you have a game that wi l l keep 
you engrossed well into 2006." 
The Times on Seqa~ conc1se hO<ro• act1ont~r 
Condem~ed CnmtMI Or•gns. wht<h 1t pres mably 
adv1ses play ng tor orly 15 ~'"on ut e..c d. y 

" Grand Theft Auto: San Andreas­
Player recovers his health by 
visiting prostitutes then recovers 
funds by beating them to death 
and taking t heir money." 
Family Media Guides 2005~ Top 10 Ultro-viO'ent 
'v oeo Gd~ p...._ '(,~ n a no ~v ry· urpn .. "'9 t.;.rgt"'t 

"The best gaming platform of 
all time is undoubtedly the Atari 
2600 ... The best title ever made in 
the history of US videogaming 
was DragonStomper. lt will never 
be surpassed because games are 
no longer comprised of the 
labour and love of one person. 
Hats off to DragonStomper 
creator Stephen Landrum!" 
Forlle~ corn wrttN Ed Lin's Xbox 360 launch 
commentary takes an unexpected turn 

"(Xbox 360 offers] graphics 
so smooth that the games 
are closer to being 
interactive animations 
than ever before." 
We hop,. The Times 1 t wr • ng off 
'' those gar"es th>• really aren t 
anyt• 9 k~1nr an~antma•ons 

. INTERVIEW I 

How to get ahead 
in videogaming 
Is advertising really about to change how 
games look and play - and what they cost? 

sk J Allard what he thinks the v1deogame 
industry needs to do d1fferently and he has 
one answer: advertising He fmds it b1zarre 

that the industry isn't moving faster to offset rismg 
game development costs by selling on access to its 
capt1ve market of young consumers. But talk to 
garners about what they dread most about the 
future of gaming and many w1ll mention the 
spectre of advertis1ng, anxoous about the prospect 
of the fantasy worlds which currently offer a retreat 
from reahty betng contam1nated Wtth McOonalds 
f ers and MTV promos And there's good reason 
for apprehension - after a steady spread of product 

"I always think of Blade Runner, and that 
Coca-Cola ad on t he side of the building - it had 

a profound effect on the movie. And Minority 
Report has tons of product placement" 

placement nto TV and films, the Wnters GUild of 
America and the Screen Actors Guild 1n the US 
have recently collaborated on a campaign to focus 
attention on how much this kind of advertising can 
underm1ne the creattve process. So, after years of 
predictions, is advertismg really set to saturate 
gaming? And is there any reason to believe their 
creative aspirat1ons won't suffer? We sat down 
w1th Geoff Graber (above right), newly appointed 

CEO of in-game advert prov1der Double Fus1on, to 
talk about how adverts could benef1t publishers, 
developers and garners. 

Most game advertising is currently focused o n 
20 billboards. What's the difference in what 
Double Fusion is offering? 
Our platform 1S real y supenor to anyone else's 

technology on the market today: not only can it 
deliver static 20 billboards, but also aud1o- and 
video-feed formats, and most importantly 3D 
objects inside the game that can be mteractJVe. I 
think the last is rea lly critical. lt lets you make a 
complete product placement into the game that 
the users can interact with - not just an 
advertisement but something that's part of the 
game. part of the storyline of the game. lt can 
allow a brand to present itself m a really complete 
way. Billboards, audio and v1deo are fantastiC ways 
of presenting a product in a virtual space. but if the 
user can drive through something and have 1t 
change the nature of their car, or walk up to a 
Coke machine, press a button for a can of Coke 
and dnnk it. then that's when advert1sing starts to 
become part of the game. 

With the traditional billboard model, you' re 
aware of w hat's advertising and what isn't­
are you aiming f or adverts t hat become 
indistinguishable from t he overall game? 

These shots. dummied up by Oouble Fusion using what they call'fictional advertisers', show the already familiar face of game advertising: 
static objects. WllM Graber promises is that the next wave will bring interactive objected embedded into the game's story ancl functions 

lt's really about enhanong the gameplay 
experience: th nk about the city streets you've 
walked down today - you see brands and ads all 
the time: some you really notice because they 
stand out, others you might find yourself th1nk1ng 
about later on. and that's the real world. A game 
where you have that same kind of environment-
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whether it's a little bit in the past or far in the 
future - should be srmilar. That's what we're aiming 
for: even rf you have a brllboard or something hke 
that, rt sl'ould fit with the game, and that's our 
responsibility along with that of the publisher ­
getting the right ads into the right game. 

Say you were working on a game with a very 
futuristic setting, would you work w ith 
advertisers to revamp the way they present 
the product to fit the game? 
Absolutely - I think that's absolutely the right 
model to take, for us to be helping the creative 
agenCies that work with the advertisers, rather 
than just dealing direct with the advertisers. 
Because the videogame is a format of its own, just 
uke movies, or televrsron, or online- rt's certainly 
worthy of consrdenng how to approach it 
creatrvely. You talk about futuristiC settrngs - I 
always think of Blade Runner, and that Coca-Cola 
ad on the side of the burlding- I remember it 
because t had a profound impact on the movie. 
And Mrnonty Report, or a modern movie like that, 
has tons of product placement but rt adds to the 
sense of place in the movie. 

But surely Minority Report took a lot of 
criticism for being so blatant w ith its adverts? 
Rrght, there was too much. The problem with 

Judge Dredd (left) could straightforwardly include a product like Red 
Bull, and funcom has integrated adverts into Anarchy OnliM (top). 
But will they find it so easy in something like Age Of Conan (above)? 

product placement rn movres is often that they 
force rt on you, right? They make it so you have to 
slow down and view rt, because the advert ser is 
limited rn how much exposure the vrewer will have 
to their product. In a game, they're not- you'll be 
in that scene for quite a long time, so it doesn't 
need to be so obvious. 

How do you deal with fantastical or futuristic 
games whose strength is in how unlike reality 
their worlds are? 
I think it can always work rf you present rt well 
enough. I guess my point is, don't put an ad for a 
movie that's coming out today in a game that's 
taking place a hundred years from now. I think 
there's probably some creative license involved -
it's a brand-new busrness, but there are obvious 
things that we shouldn't do. I've already seen 
examples of those out on the market, and I 
don' t want to see them happen again: we're not 
going to stoop to that. I don't think that's good 
for anybody. 

J Allard believes adverts could lower the retail 
cost of games. Do you see that happening? 
There's a great opportunrty for that, and it would 
be 'antastic rf that happens. But I don't thrnk it's 
going to happen right away, as you probably 
real ise: rnrtially, the publishers are going to see it as 
an additional revenue stream, until they can really 
see how valuable it is for them. But down the road 
you mrght rmagine rt as like the televrsron market, 
where there's content that's advertrsing-supported, 
and other content that's premium - there's room 
for both. 

Do you think that will lead to split versions -
£30 for the ad-free version and £20 for the 
supported one? 
I suppose, but to me the adverts should enhance 
the game, so you'd be happy to pay more for it. If 
the game had poor advertrsers that you drdn't 
want to see, then I'm not doing my job properly. 

Newswire 

j 
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Just as the natutory moYe to impose tougher 
legislation on the sale .nd marketing of violent 
games In America~ to be rolling, one of Its 
earliest examples has derailed. Judge Matthew S 
Kennelly et the United States District Court for the 
Northern District of Illinois this month handed 
down a permanent injunction to halt the 
implementation of the Safe Games Illinois Act, 
branding it 'unconstitutional' on grounds of 
freedom of speech after a case brought by, among 
others, the Illinois Retail Merchants Association. 
Had it been passed, the bill would have forced 
retailers to place signs in stores explaining the 
ESRB rating system, and additional warnings on 
games featuring explicit content. An additional 
punitive system would also have been introduced 
to fine those retailers that failed to comply. Similar 
bills in Michigan and California remain unaffected, 
although more court cases are pending. 

Are there any games that you would turn 
down? Even w ith a sensitive, creative 
approach, it's hard to image how you could 
beneficially integrate advertising into 
something like Shadow Of The Colossus. 

I think there's quite a bit that we won't do, but 
there's a lot of low-hanging frurt- games that are 
already good matches for advertrsers - and we can 

focus on them for now. I don't want to grve the 
w rong impression by bnngrng thrs up, but I joke 
about gettrng Ye Olde Pizza Hut into medieval 
fantasy RPGs- it'd be funny, and garners could 
appreciate that tongue-in-cheek humour. 
EverQuest //lets you order przzas rn-game, so why 
not walk rn to a restaurant in the game instead of 
doing a '/pizza' command? But we haven't even 
approached anything like thrs at this point, and 
there's a lot of other advertrsrng that can frt a lot 
better- stadiums, racecars, and so on, so we're 
going for that first. 

The integration of games and ads is something 
that's been talked about for years, but games 
that incorporate ads and product placements 
are still the exception. From your experience, 
how long will it be until it becomes the norm? 
I think you'll start seeing rt as early as 2006, but 
2007's going to be a big year for it. That's 
when thrngs will change. 
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The hurried exodus from Acclaim's offices 
following its declaration of bankruptcy 
left more than a few loose ends. as 
well as enough abandoned games 
to stock the nation's bargain bins. 
Now, online auctioneer Maltz 
Auctions is selling off the US 
publishing rights to over 200 
Acclaim titles, some of which 
never actually saw the light 
of day. Current high bids 
range from $5,000 to 575,000 
in the case of the EKtreme G 
series. while the majority of 
the rights on offer have yet to 
receive any apparent interest. 
This isn't entirely surprising, 
however. when you consider that 
the likes of its mid-'905 Batman titles 
and Rise Of The Robots are among them, 
as well as unreleased titles such as 100 Bullets. 

The texture density and In each of the Omega tracks t estifies to t he power of the Pure 
engine . Though limits had to be placed on the a rtists ' creativity, their visions are intact 
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The Omega men 
Wipeout Pure's recent Omega pack gives the reputation of downloadable 
content a nitrous boost, and artists from outside the industry a canvas 

he booster packs for Wipeout Pure cost 
nothing, yet cram on to your Memory Stick 
an increasingly adventurous suite of 

designer tracks and ships. The latest of them is 
seen by many to be the greatest piece of bonus 
content ever produced. Communications d irector 
for Studio Liverpool, Nino Ceraolo, joins the four 
contributing artists to take us on a lightning tour. 

Can you outline the process by which the 
Omega tracks were created? 
The Omega levels were designed as race tracks 
first, by the game's designers. They were just tracks 
floating in nothing, but we had to be sure the play 
experience stayed true to Wipeout. Then images of 
these from different angles were made as a 
reference for the artists. Jon, Scien, Mark and Neil 

"The theme is definitely urban and Intensely 
graphic. For example, if you look at the sky in 
detail, it looks like a mountain, but there's a piece 
by Mrs Kior and another one of mine in there 
with some logos and other treatments. We asked 
the Wipeout team to make some buildings with 
window lights that switched on and off like the 
rhythm lights from a ghetto blaster, and of course 
we've bombed the whole city. • 

w ere brought into the studio to sit down w ith the 
team's artists. They discussed what w as possible 
and we really then gave them free reign to design 
the environments w ith no real creative brief, just 
technica l limitations. 

Did artist involvement extend to the audio 
cues triggered by various parts of the track? 
Audio cues were something the engine handled 
as well as animations, and could be factored into 
the design of the levels. When we briefed the 
artists, these were something they w ere told 
about and they came up with ideas that our 
sound guys implemented. 

Is there an overarching philosophy behind the 
Pure downloadable content programme, or is 

Jon Burgerman on Burgertown 
www.jo11burgerman.com 

"it's a wild sojourn through the odd place where 
my work emanates from . lt is an attempt to create 
a drive-thru piece of work. I wanted to make a 
track that made you not want to race but to cruise 
and explore - an antidote to the rest of the game. 
Whereas in Wipeout you must drive through 
sharp, sometimes cold, masculine and f:1trlri~tic 
landscapes. I wanted my track to be the~ -""Y 
opposite in its look." 



Mark lames' Card City is an idea he's had for some time- • 
metropolis of paper and padcaging that houses WipMU(S dliunes 

Ambitious attempts to integrate the artists' ship designs as well 
as tracks into the game yield some inspired results. but fail because 
the Wipeout team was unable to prevent them appearing. once 
downloaded, in the game's overall roster. One of them was a weevil 

each instalment conceived independently? 
The philosophy for the downloadable content was 
to extend the game and to uttlise the PSP to do 
somethtng new. We had planned the f•rst few 
packs and others came from opportuntt•es that 
arose when dealing with each terntory Gamma 
and Classtc were planned; the others came about 
through people seeing the opportumty and asking 
tf we could create content to go with certain 
promottons. The Omega packs came from us 
wanttng to do something dtfferent and ustng the 
game as a platform for showing off the vanous 
a rttsts · work 

Beside packs such as Omega and Classic, there 
have been a number of sponsored Pure 

expansions. Does this bother you at all? 

"Omega was created as a thank­
you to the European market that 

waited for the game to be released 
in Europe and didn't import" 

No, it doesn't. The packs may not have been 
created otherwise, or the costs involved would 
have had to be recouoed by posstbly charging for 
them. Creatmg new content does not come for 
free and, as developers. offsettmg costs W1th 
sponsorship or getling more visibility through 
sponsorshtp ts a benefit to the consumer - tt 
means more content for them. 

Are you able to tell what the uptake is for 
each of the expansion packs? 
There have been a lot of people download•ng, and 
more everyday. As more people get used to gotng 
onhne W1th PSP to download content, more are 
getttng the extra levels and the beneftt tt offers. I 
thtnk the fact that we doubled the size of the 

Mark James on Card City Run 
'·. 'fll 1k 1ushr.com 

" it came from a character I've been working on 
for a while: CardBoy. He was released as a toy 
figure last year and I'm working on the animation 
at the moment. Card Boy lives in Cardboard City­
a city made up of discarded boxes and old toys. 
it's set under a flyover by a busy road." 

game content through downloads tS a success n 
ttself, and the reacttons we've have had to it 
quanttftes that success. 

What is the reason behind the locking of 
expansion packs to specific regions? 
Omega was created as a thank-you to the 
European market that watted for the game to be 
released n Europe and dtdn': buy an tmport copy 
Wipeout Pure was a global release and, as such, 
had differtng opportumties tn each territory. 
Somettmes these didn't overlap, although I would 
have liked to keep the content release the same 
globally lt just never happened that way with some 
of the opportunities that arose 

An extended version of Nino Ceraolo's interview, 

together With full-length artiSt discussions, ...., 

can be found at www.edge-onlme.com ~ 

Nell Mcfarland on Paris Hair 
www.pdrtshair.com 

"it's a lysergic Formula One blowout. A lot of my 
work is dreamlike or psychedelic, and this come's 
across in the design. I love to use hair as a design 
element, so a lot of lovely ladies' locks got woven 
around the track. The theme was that of my 
existing body of work. but that style is why I was 
chosen to participate in the project. If this was 
something I did more often I would have the 
chance to experiment a lot more, but for this 
one I did what I'm best known for. • 

Buildings and other background objects were all left to the artists to design, only the 
spiralling paths of the tracks themselves being dictated by the team at Studio Liverpool 

Founded just over two years ago, Terra Nova has 
become the premier collaborative blog for serious 
discussions on both the business and theory of the 
entire gamut of virtual worlds - MU Os, MOOs, and 
MMOs - from academics, journalists, and the 
architects of said worlds alike. 

Topics regularly range from subjects like in-game 
economies and the ethics of real-world online-item 
sales from site eo-founder and My Tiny Life author 
Julian Dibbell (currently at work on a book about 
MM Os as a paying job), griefing, to the general 
ins-and-outs of creating and maintaining a virtual 
world (Second Life vice president Cory Ondrejka is 
also a frequent contributor). 

Always entertaining and frequently enlightening, 
Terra Nova is an essential daily read for anyone with 
an interest in the goings on of online worlds. 

T.,a Nova 

terranova.blogs.coml 
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Newswire's · . · 

EA heads east 
Consolidating the region as a development hotbed, 
Electronic Arts has announced the establishment of 
a studio in Singapore, following in the footsteps of 
both LucasArts and Koei. EA Singapore will 
manage Asian localisation tasks for the most part 
of its formative months, but plans exist for it to 
then branch out into developing for the territory's 
ever-popular on line gaming market. Currently 
staffed by 20 developers brought in from Japan, 
Korea, Holland, Taiwan and local studios, the new 
facility will be overseen by EA vice president Chris 
Thompson, with vice president of Asian operations 
lrene Chua taking on the role of studio manager. 
The market for games in Singapore has grown 
rapidly in recent years, woth Koei's studio -
announced back in February - being that 
company's fi rst outside of Japan. 

The Edge Top 100 
Production of Edge's one-off special dedicated to 
the best 100 videogames of all time- as voted for 
by you, us and the industry- continues apace. 
Response has been incredible, but there's still time 
to get involved - until January 16, in fact. Simply 
pick the ten games you feel are the greatest ever 
produced (importantly, they must stand up to 
scrutiny today) and send the list in an email 
entitled 'Top 100' to edgeOfuturenet.co.uk (you 
may also include brief justifications for your 
chokes; we will be printing selected examples). 
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A legend in his 
own realtime 
Brian Reynolds explains the perils of pitting 
aristocratic steampunk against desert magic 

Iter workirg Wlth Sod Meter at Mocroprose. 
desogner Brian Reynolds (above roght) 
eo-founded For axis, Meter"s post-Mocroprose 

studoo, where hts conttnued collaboratoons 
produced CrvilizatiOn 11 and Alpha Centaurr. 
Leavong F1raxos m 2000 to start hts own Bog Huge 
Games, Reynolds transposed hts turn-based desogn 
skills to realtime woth Rrse Of Natrons. We caught 
up wtth him to talk about hos latest prOJeCt, R1se Of 
Legends, as he attempts to conquer that most 
uncharted of terntones fantasy 

lt seems you've picked up a habit of creating 
real-world strategy games, then following 
them with fiction-based spiritual successors. 
I think that comes from a desore to stay creative by 
working on the wodest vanety of thongs possible 
After you've spent the last two to three years of 

The challenge for ROL is to prove 
that its legendary Inspiration can 
provide real innovations in the 
long-familiar patterns of RTS play 

your ife on a big toue, at the end of ot often 
worlong 60 hours a week, the tdea of gettong nght 
back on the exad same horse can be pretty 
daunting. But if the toptc os fresh, that makes t 
much more excoting, and you're butldtng up lots of 
creativity in the background for goong back to the 
prevoous toptc- after Alpha Centaurr, I was very 
excoted to do another hostory game. And letting 
successful titles he fallow for a whole before making 
a sequel leads to a much better sequel. 

There's a sense that many of the leading PC 
genres are stuck in a rut of either realism or 
very limited sci-fi or fantasy designs. Has the 
PC market become more resistant to 
experimental themes? 
Gee, I don't know ... The so-called 'rut' of realism 
is where I've made some of my best games. and 
also had some of the most fun as a gamer, so 
I'm not sure how that's a rut - unless you're 
someone who just doesn't like hostory games 
I guess I can see that we m1ght have enough 
'ores and elves' franchises on the world at thts 
point, which is certainly why we've tned to go 
on a dtfferent direction. 

You chose ROL's theme to inspire new 
concepts in its development, but do you think 
it can also inspire new audiences outside of 
the RTS faithful? 
it's very much our a m. There's depth for the 
hardcore RTS fans, but we've also spent 
considerable effort str!:!amhnong the expenence for 
new players - so you can choose to experience the 
game as a great-lookmg world woth a cool story. or 
as a deep and strategic RTS- which has great 
graphics. One of my conttnuong personal interests 



Rrso Of L~~nds' decision to combine 
magic and technology means the skies 
can be dramatically fi lled with both 
gossamer-winged dragons and only 
sloghtly less fantastical airships 

turns out to be .nterfaces, so hndmg an interface 
that is accessible to new players, but delivers the 
goods for the hardcore, is an area I've personally 
been really focused on. 

ROL's two revealed nations were inspired by 
earlier standalone game concepts - what 
effect has hybridising two games' worth of 
material into one had on development? 
Ah, but see. we cleverly hybridised two half 
games' worth of matenal! '"he whole problem w1th 
the let's·do·a-game-about-the-Araboan-Nights 1dea 
IS that when we researched it, we didn't f1nd 
enough material to build an epic RTS around -
hkew•se the 1dea of doong a Rena1ssance-based 
game w1th a heavy Da Vmci emphas1s. But both 
made for excellent nat1on concepts in a fantasy 
game. Then we're trrowmg in a thord 'half' JUSt for 
good rreasure. but I can't talk about that yet 

Despite Alpha Centauri's setting, it had more 
tangible humanity - and social commentary­
than many Earth-bound titles. Does ROL have 
scope for that connection, or is it intentionally 
more about spectacle? 

strategy elements such as government, or 
cultural and diplomatic victories. Do you feel 
it's more difficult to identify on a cultural level 
with fantasy creations? 
1've learned from expenence that the comp1exrt1es 
of hrstory work great m a history game, but 
don't always translate well to frction, because 
they no longer play oH our existong knowledge. So 
we've removed some of the elements that seemed 
more history-speofic. and replaced them with 
thrngs that play to a fantasy world's strengths: 
heroes, globa magrc, and radiCally different 
nations, umts and technologres 

Do you think a pacifist RTS is possible, or are 
the tank rushes and nukes an inexorable part 
of gameplay - or, perhaps, human nature? 
Well, there's always the 'th•n veneer' method, in 
w'1ich you use a subject matter hke httle cartoon 
bunn1es that don't shoot or get k1lled- they're 
just being 'sent away· it's st1ll unm1stakably an 
RTS, and 1f 1t was appealong and creattvely treated 
the game could be successful. Another approach 
is sort of what we drd with the 'tech race· game 
style m RON, where you essentially have a 

competottve RTS economy. and 

"I've learned that the complexities of history 
work great in a history game, but don't always 

translate well to fiction, because they no 
longer play off our existing knowledge" 

some indirect JOCkey.ng about 
for territory, but no actual 
fightmg - even of the d1sgu1sed 
variety. I thrnk what you end up 
wrth here is only half an RTS - I 

thrnk n was actually because of the setting that 
AC was able to do 1t senous sc1ence fict1on is 
mostly about looking rnto the speculative future as 
a reflect1on on the present, so I don't think l'o have 
been doing a good JOb as a science-fiCtion game 
des1gner rf we hadn't included that In contrast. I 
don't thonk the 'antasy genre is a primary veh1cle 
for sooal commentary, although 1t can be. Both 
genres place great emphasrs on the world and 
settongs - and you've already seen the work we've 
put into the setting but the pnonty in fantasy 1S 
havrng compelling characters. and we've done a 
lot of work there. 

But you 've stripped some of RON's social 

dod enJOY play1ng tech races in 
RON, but there's def.notely the feeling that 
somethrng is missrng. 

So I'm not sure if tank rushes are human 
nature. but I thonk they are, at 1east 
metaphorically, an mexorable part of RTS games: 
rt's the direct competition, of burlding something 
then measuring it in mortal combat aga1nst what 
someone else built, that defones the genre 

As both a designer and programmer, is it 
difficult for you to choose sides between 
magic and technology? 
[Laughs.) As both a designer and a programmer 
I of course know that the true answer lies 
m balance. Ssshhh 



The Ring of fire 
Nevrax wants to thaw the frozen world of the MMO, and with 
its new expansion Ryzom Ring. players can stoke the flames 

Tilt ringleaders of Saga Of Ryzom at their Paris HQ (from leh 
to right: David Cohen Corval, Daniel Miller and Jessica Mulligan) 

Newswire 

Sony's latest plea to the US urban market not only 
failed to convince with its faux-under1Jround spirit. 
but trod on some toes In the process. The murals -
apparently self-defntlng representations of young 
PSP owners as mindless drones- were sprayed on 
to several San Francisco buildings once the owners' 
permission had been sought. But no sooner had 
the company been identified as the source than 
loal graffiti artists took offence (as can be seen at 
www.robgreenleaf.com), believing the adverts to 
be a cynical attempt to buy their credibility. Most 
were then defaced prior to being removed, with 
anticorporate slogans and verse daubed alongside 
to drive home the counter-culture's message. 
Sony's ca mpaign followed in the wake of similar 
efforts by Microsoft and IBM. 

he September 2004 re ease of 
studio Nevrax·s only game - the unusual 
and wildly ambitiOUS MMORPG Saga Of 

Ryzom- couldn't have been more of a bapt1sm of 
f1re. An avowedly ummpressive beta and delays 
caused by a very late dec1sion to self-publish and 
the destruction of its ent1re US sh1pment 1n a 
hurncane, among other th1ngs, prevented 1t 
reach1ng as many players as Nevrax needed But 
the Idealistic indie still radiates enthusiasm for its 
pocket universe: an episodic, epic narrat1ve set in a 
changing world that responds to players' actions. 
We spoke to its French founder, CEO and creat1ve 
d1rector David Cohen Corval, longtime Enghsh 
CTO and producer Daniel Miller and Amencan 
producer Jessita Mulligan (a more recent arrival 
at Nevrax, but a veteran of 20 years in the online 
gam1ng 1ndustry) about the perils and peculianties 
of MMO development, and the forthcoming, free, 
and even more danng expans1on The Ryzom Ring: 
the f1rst ever open content ed1tor in the MMO f,eld. 

How do you go about creating a world that's 
sufficiently interesting for MMO players? They 
can spend hundreds of hours there. 
David Cohen Corval: Yeah, and they share th1ngs, 
so they burn it fast as well . You have to look at 1t 
hke a tornado. There IS the eye, and that eye has to 
be able to move, so that would be the focus, the 
core action. But then around it, spinning out from 
1t, you have ent~re stnngs of subgame expenence .. . 
other flavours deriVed from that same knot So 
everyone can relate to the same action, but 

Another feature being introduced to Ryzom is the Dvtposu, where factions fight for 
control of territory and raw materials. Command of NPC squads is an important factor 
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everybody can consume it from a different angle. 
And the game systems have to be sufficiently 
flexible so that they can receive new content 
regularly and still not be out of date. You can't 
have anything ngid, bas1cally. 

Do you think episodic content has a future in 
gaming outside of MMOs? 
DCC: Ep1sodes are good because you have a 
progress,on, an evolution . The way we conceive 
the evoluliOn of the game 1s very sim1lar to that of 
a Sitcom. There's no reason why we shouldn't get 
mspired by such things. There is a macro-story, 
sub-stories, and the players decide where they 
want to get 1nvolved Can 1t work for other types 
of games7 I just don't know. lt would reqwe a hell 
of a lot of development resources for one shop to 
be able to release ep1sode after episode, on time, 
regularly, with new content. The good thing about 
MMORPGs is that players together create a lot of 
their own enterta,nment 

To what extent do you have to listen to t he 
demands and complaints of players? 
Jessica Mulligan: You have to listen to them. You 
don' t necessarily have to do what they want We 
talk to our players a lot, any t1me we're th1nkmg of 
do1ng a b1g new feature But you can't be afra1d to 
say. 'No, I'm not gonna do that, and here's why' . 
The 1mportant part is the 'here's why'. 

You don't have enough players at the moment 
- is The Ryzom Ring an attempt to fix that? 
DCC: One of the Rmg's m1ssions is definitely to 
appeal to new players who find themselves trapped 
1n somethmg which resembles a theme park more 



than a true hv1ng world. We want to g1ve them the 
ab1hty to express themselves. 
Daniel Miller: The concept of The Ryzom Ring 
•tself dates back a long way. ThiS 1s a direction that 
we've always wanted to go in gettmg back to 
pen-and-paper RPGs, being a dungeon master. 

How do you sell these concepts to someone 
who isn't interested in hardcore roleplaying? 
OM: I rtave a great quote that JessKa said to me: 
'Why have a house when you can have a ranch?' 
You can have a space. a home, wh1ch is your own. 
If you have a second life, an avatar. a virtual 
ex1stence in a world, you should have your own 
space 1n which you have an enormous amount of 
flexibility to set 1t up and run 1t as you like. For 
players who are not interested m DMing - I think 
that wnl be the majority - they will find that there 
is a nchness of experience. of possibilities. 
JM: I actually think the Ring tools make it the next 
stage of the evolution of MM Os. We'll be the f1rst 
to grant this level of control to players in terms of 
content or f lexibility. I think it also makes it 
necessary 'or other games to start looking at 
what we're do1ng and follow su1t. 

You're interested in taking Ryzom into China ­
how does a western MMO go about cracking 
that market? 
JM: Well, you've got regulatory 1ssues because the 
Ch1nese government is pretty hands-on, wh1ch 
means you need a trustworthy partner. it's the Wild 
West over there right now. There are quick-buck 
artiSts. but there are also some companies that 
have been around three. four or f1ve years, like 
Netease. and they're now multib1lhon-dollar 

corporations just like that. From scratch. from 
nothing. The difficulty IS f1nding the nght partner. 
and understanding what features the Chinese 
market needs that the western market doesn't 
need. to make sure you're filling those needs. 

What has the impact of World Of Warcraft 
been on Ryzom, and the MMO whole market? 
DCC: lt was like a storm covering the sky, and you 
don't have any more sun [laughs). 
JM: I'm not dissing Blizzard when I say that there's 

The Pioneer programme will allow some 
Ring use~ to actually open their scenarios 
and spaces to any player in the world, not 
just invitees. RHpect for other players and 
for the consistency of the greater Ryzom 
universe will have to be shown, however 

"I think the Ring tools make it the next 
stage of the evolution of MMOs. We'll be 

the first to grant this level of control to 
players in terms of content or flexibility" 

not much new in that game. What they have done 
is learn from the m1stakes everybody else made. 
and not make as many. I don't care 1f they get 20 
million subscriptions, I really don't, because I think 
they're opening up the market. The funny thing 
about it IS, 1t's not even the largest game in the 
world. There are at least three games 1n China that 
are larger: Netease·s Fantasy Westward Journey has 
800,000 simultaneous users in China alone. 
They've got about six million registered users, the 
last time I looked. They launched at the exact same 
t1me as WOW and they're just killing 1t. But you 
hear about 22 m1llion MMO players 1n Ch1na and 
think, 'Big deal'. But four million players with an 
Amencan company? The west can understand that. 
I understand four million times $1 5 times 12. 
understand some people are getting nch. 

Now I'm mterested. 

~- .. -
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• INTERVIEW I 

LA nightmares I 
Why the end of the world was a 
dream come true for American McGee 

merican McGee (right) got h1s gamin. g 
break as a level des1gner at 1d, but he 
made his name, and hts name made 1t on 

to game boxes, with A/ice, h1s macabre take on 
Lewis Caroll's Wonderland There are other tWisted 
tales in the works (Oz and Red), but hiS new 
prOJect Bad Day LA (previewed on p34) tS a sp n on 
the US's current culture of fear Taktng on each of 
the threats that an average ot•zen tS supposed to 
defend themselves against every day (from terronst 
attacks to tmmigrant labour, and ecologiCal dtsaster 
to choking on gum), McGee v1sits each of them 1n 
turn in a panic-stricken LA, and leaves their 
salvation in the hands of a homeless man. At a 
time when gaming's appropriatton of current affairs 

"At any moment a meteor large 
enough to annihilate most creatures 
on the planet could hit us and we'd 

have no warning, no way to prepare" 

Bad Day LA is certain to antagonist conservative critics of 
videogames who don't look beyond the screenshots to assess the 
tone or intention of the game (or the story) that they represent 

has become increasmgly toothless and exploitative, 
we talk to htm about gaming's potential for satire. 

Bad Day LA is rare in being a game with a 
political edge. Do you think that's because of 
over-conservative publishers, or do you think 
that most developers don't believe that games 
are able to tackle those kinds of issues? 
I thmk that the tradlt•onal videogame-model game 
doesn't easily support more 'advanced' narrative 
content. To borrow from my friend Mark Meadows' 
explanation. games are following in the footsteps 
of literary development over the past thousand 
years. Currently we're moving from epic-style 
games (lone hero against the world) towards more 
complicated narrative structures. As that happens I 
think we'll start to see games which contam more 
true emotion and more diverse themes. 

When Bad Day LA was in its planning stages, 
did you discuss what would happen if- as 
it actually did - the events it satirised played 
out for real? 
Disaster events are constantly taking place. 
They have been and always will be a part of life 
on this planet. At any moment a meteor large 
enough to annihilate most creatures on the planet 
could hit us and we'd have no warning. no way 
to prepare. Yellowstone National Park could erupt, 
as 1t has done m the past. and not only kill every 
living th1ng withtn 100 miles. but send the planet 
1nto a m1nor •ce age. A volcano tn Columbia IS 

forong mass evacuattons. Aftershocks from the 
recent earthquake tn Afghanistan have displaced 
hundreds of thousands of refugees. And so on 
and so on. 

One of the major points made in Bad Day LA is 

that life goes on as life can. We should expect the 
unexpected and be prepared to react appropriately, 
but we should not allow our lives to be determined 
by fear of the unknown or not yet materialised. 

Sure, there are concerns that real-world events 
could have an impact on the game we're trytng to 
make. but at the same tJme, I could get hrt by a 
bus on the way tnto work. don't allow that 
posstbtlity to deter me from leavmg the house. 

For someone with political or social points 
to make, what do you think videogames 
offer compared to trying to present similar 
ideas through a documentary or a piece of 
static art? 
Recently, I've played firstperson action games based 
on real-world events such as World War 11 that are 
so realisttc. so intense. that they are d1ff1cult to 
endure for extended periods of ttme Like films. 
games offer us the ability to thtnk about what we 
mtght do or feel 1n extreme situat,ons But games 
also go beyond, allowtng the user to not only 
wttness but to act. As a communication and 
teaching tool I think games are second only ~ 
to reality m their abi lity to convey experience. ~ 



Of the few homebrew efforts currently available for down load, 
highlights include a playable version of Tr•nsport Tycoon 
Oeluxe, as well as !he inevitable ports of Huen and Duke 
Nukem 30. Of all its community worh in progress, however. 
a Pla~tation emulator is by far and away the most notable 

<; R ~ 

Handheld homebrewed 
GP2X opens the door for indie handheld developers, but 
w ill it be able to prove itself a gamer's gaming device? • Price: £125 

Distributor: www .gbax.com 

he f1rst concern of any GP2X owner w1li 
be the issues that homebrew code can 
never address: those of the hardware 

tself. Gamepark has keenly stressed that its 
machrne IS entering a different market to PSP or 
OS (and not the weekly vegetable market that 
G1zmondo might soon be fighting for), but that 
doesn't excuse some of the poor des1gn deCISionS 
revealed at frrst contact. 

Opting to use a single analogue stick rather 
than a comb1nation of that and 0-pad, GP2X 
doesn't make navigat1on of its systems part•cularly 
pleasant- the stick being stiff to move past rts 
dead zone and spongy at a push. A standard 
d1amond formation of face buttons s1ts to the nght 
of its quite average TFT screen, so closely grouped 
that you could easily press all four at once wrth a 
thumb. The shoulder buttons, at least, are both 
res1l1ent and compliant to gentle pressure. 

Such matters pale, however. when the question 
anses as to what possessed Gamepark to 
manufacture a high-dram handheld reliant on two 
AA battenes for power. The company cla1ms th1s 
enhances the GP2X's consumer-friendliness; we 
have to d1sagree. Admittedly, early reports of a 
meagre 30 m1nutes of battery life weren't upheld 
by our own tests, but having to step reluctantly 
back into that world of disposable power sources 
eaves a d1scouraging Impression 

However, our GP2X test unit was a first ed1tion 
model (a fact prominently displayed on its chassis). 
leavmg room for improvement. Des1gned more for 
developers than consumers, it boasts basiC USB 
connectivity and file managecnent, but nothing to 
make navigation a pleasant experience. Its 
prototype f1rmware meant that the Linux frontend 
left plenty to be desired, with v1deo support limited 

and most menu opt1ons lead1ng to d1fferently 
coloured file browsers w1th otherw•se 1dent1ca 
functionality. But the development of this 
environment into somethmg more appealing IS 

surely just a matter of t1me, and the m1nor physical 
issues may yet be ~roned out. 

• CPU: Twin cores: ARM920T host processor and ARM940T video coprocessor 
RAM: 64Mb 

Key to the machine's consumer accessibility is 
1ts upgradeable f1rmware. While the funct1on of 
PSP updates is to lock 1ts systems down, GP2X 
follows a contrary creed. Once Gamepark Itself 
provides the initial push with a f1rst proper bUild, 

Storage: 64M b NAND Flash, SO card 
Connectivity: USB 2.0, TV-out (unavailable for test) 
OS: Linux·based 
Display: 3.5inch TFT LCD @ 320x240 (QVGA) 
Video support M PEG, MPEG4, DivX. XviD, WMV 
Audio support M P3, OGG, WMA 
Image support: JPG, BMP. PCX, GIF, Ebook 

The philosophy, it seems, is that if 
the software you want to see doesn't 
one day appear on the machine, you 

have no one to blame but yourself 

the machme's f rmware will, like 1ts apps, become 
the responsibility of the homebrew community. The 
philosophy, 1t seems, is that if the software you 
want to see doesn't one day appear on the 
machine, you have no one to blame but yourself ­
or the sleepless bedroom coder you bombarded 
w1th forum posts the night before. 

Though no offlc1ally developed software seems 
to exist as yet, the res1dents of several hobbyist 
development groups have already embarked on 
1nevitable emulator projects along with game 
adaptations and conversions The f1rst two Quakes 
are both available as frankly unplayable tests, while 
more sohd ports of Hexen and Transport Tycoon 
Oeluxe have recently JOined them. The most 
capable emulators at present are for less­
demanding systems such as C64 and NES, though 
more amb1t1ous prOJects have the hkes o' the ~ 
Neo-Geo CD and PlayS taliOn 1n their sights ~ 

Though the forms may be abstractM, there's 1n 
air of f1"""-ity to t"-t signalu,.llouch. 

SCudents _..... In lhe llopl College of Art'S 
lndustrill design PR9'IIII hive Cl'Nt.d a 

series of conc.pt fumlture forms, 
modelecl 1ftar the body shlpes of 

engiOI!I4ICI PSP pllyers. 
The series Is - nt to Invoice 

the ldN of lhe dnke as both • 
publk llld prtvm ~XJH~rience. 
Inspired by the group's 
oi!Mrv1111on of • Pmint glt· 
together - • met.lphoricll 
observation on how the PSP c.an 

•encourage sh•recl experience 
but ~uint a degt'M of lsolltlon 

and lmmatsion, lftd that proxlmtty 
is as much • factor as MObility" - llld 

Is presumlbly not 1t .. • stinging 
commentlry on our poor postuN. 
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Out to play at the Oz fest 
Among its workshops and cocktail parties. the 2005 Australian Game Developers 
Conference attracted some star speakers from the worldwide creative community 
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healthy number of fami liar, prominent 
faces appeared among the 1,000-strong 
attendance of the 2005 AGDC, to discuss 

of making learning establishments comfortable 
with games, and helping their communities to 
understand the potential of their power. 

Two separate talks from Blizzard were offered: Chris Metzen's 
'Crafting an MMORPG from the top down' and Rob Pardo's 
'Climbing mountains - what i t takes to create a AAA title' 

some increasingly familiar but increasingly 
prominent themes. Staged at the AMCI Cinemas 
and BMW Edge within Melbourne's Federation 
Square over the first three days of December. the 
conference actually began some time before its 
opening keynote speech from Eidos' lan 
Livingstone. A school-focused games summit took 
place on November 30, a praiseworthy event with 
the strapline 'Most school students play video 
games- most teachers do not', setting an agenda 

With Livingstone's session - 'Life is a game' -
over, a volley of presentations were kicked off, a 
number of which covered the increasingly vital 
top1c of brand expansion. These included 
'Extending the game to the web' from Bungie's 
Aaron Lieberman and the self-explanatory 
'Appl ication of Ty (the Tasmanian Tiger] from game 
to TV animation series' from Krome's Robert Walsh. 
Each day of the AGDC was interspersed with a 
range of traditional social bashes too, including the 

brief Women In Games Luncheon, a range of 
cocktail parties and a gala awards dinner. 

Pandemic Studios and BioWare proffered 
keynotes that bookended the events of day two, 
pitched around a similar theme of weathering the 
financial climate of the industry. And Jeff Pobst of 
Microsoft hosted two separate sessions, one on 
XNA, providing an update on Microsoft's ambitious 
development toolset (and no, Sony and ..., 
Nintendo haven't signed up yet). ~ 

Continue 

If you're live Arcade's 
Geometry Wars: RE 

If you're a proper shop 
w ith proJM!r prices 

If you're the delectable 
Nights soundtrack 

If you're anything else. 
lt's time for a new tactic 

SYNTHETIC WORLDS 
The first economist of MMOGs continues to highlight 
the interactions between game life and real life 

By his own admission, Edward Castronova is a great example of being at 
the right place at the right time. Back in 2002 he wrote a research paper 
on the economics of online games. Never formally published, it 
nevertheless quickly became one of the most downloaded papers on the 
research database where it was released and sparked a wide-ranging 
debate about the real-world implications of such entertainment. 

Synthetic Worlds is Castronova's follow-up. Like his original research, 
there's an element of discontinuity about the whole enterprise. To some 
degree, it's not his fault: the juxtaposition of games and reality has often 
confused both sides. For example, his original research stated that if the 
play time of the players of EverQuest was monetised at the exchange 
rate of in-game currency to the dollar as found on eBay, it would rank the 
nation of EverQuest higher than Egypt and China. The fact that this was 
an economic exercise, and hence the theoretical output of 200,000 
twentysomething Americans wasn' t anywhere near the wealth of some 
of the most populous countries on Earth, somehow seemed to get lost. 

And there's a similar feeling throughout the book, as Castronova 
offers an entry-level course into online games. Frankly it's hard work. and 
while there are some economic gems concerning possible approaches to 
in-game pricing structure and inflation, too many chapters are spent lost 
in seeming amazement that virtuality c&n impact reality. 

SHAPING THINGS 
The future of objects predicted as 
information flow meets sustainability 

One of the most intelligent commentators on the shape of the world 
being built by our technologies, Bruce Sterling 's contribution to MIT Press' 
Mediawork series is all about the power of things. Starting with arti facts 
- the hand-crafted objects produced when people were hunters and 
farmers - Sterling argues the world has moved on, through the ages of 
the machine and the product. Currently, it's the era of the gizmo; 
consumers are end-users of highly unstable, often programmable objects 
that lock them into an infrastructure of information overload. But help is 
at hand, he suggests, thanks to the spime. Ecologically neutral, uniquely 
identifiable and eminently data-mineable, spimes mark the ultimate 
synergy between information flows and physical sustainability. 

Not yet fully realised, the best example of spime-like objects to date 
are things such as books that are only printed when we order them. 
According to Sterling, though, this sort of just-in-time creation is only part 
of t he concept. For the spime world is one where all product information, 
from the sourcing of raw materials to the design, manufacture, shipping, 
useage and decommissioning processes are tracked, and more importantly 
made the responsibility of the owner or user. Sterling prefers the term 
wrangler, which he bulks up to encompass a community of experts. And, 
worries such as civil liberties aside, he makes a convincing case that in the 
over-developed world at least, spimeness is to be welcomed. 



ESports takes aim at MTV 
Will colossal cash prizes, extravagant ceremonies and television 
support give gaming its much-sought-after mainstream appeal? 

tice, practice, practice' is 
1tto synonymous in the 
:>etitive gaming circuit w ith 
than 'Fatal1ty' Wendel. The 
time world champion is 
wned for his eight-to-12-hour 
~ practice sessions. Over the 
five years, Fata11ty has 
ted over 40 tournament 
ries and now receives 
Jent media interest from the 
of CNN, Time magazine and 
Now what began as a range 

ega-sized Fata l1ty-branded 
se mats has become an 
nsive brand portfolio used 
arily by A BIT to promote its 
d and graphics cards. 

oose who know each play inside out, 
acting can be nearly as absorbing 
tivity as actually participating 

his year marked a decade of competitive 
eSports competit ions and culminated with 
its two largest ever events. From 

November 16-20,800 garners from 67 countries 
were flown into Singapore to compete in the 
annual World Cyber Games tournament, which 
offered $300,000 (£173,500) in cash prizes across 
nine game disciplines. The following week in Times 
Square, New York, the world's greatest duellers 
battled for $500,000 (£289,000) in the concluding 
stop of the ten-leg Cyberathlete Professional 
l eague (CPL) world tour. 

The fifth annual Olympics-styled World Cyber 
Games festival was the largest to date and featured 
its usual array of ceremonies, live stage matches 
and an ever-increasing prize purse. An intense 
week of action witnessed Team USA taking home 
the 'best country' trophy with gold medals in 
Counter-Strike: Source and Halo 2, and a silver 
medal in Ware raft 3: The Frozen Throne 

However, despite such large cash prizes and 

The environment alone represents a problem for maximising popular appeal . Even with big scre-ens and bigger 
lightshows. the overall impression - though dramatic - is more one of cube farm than showbiz spectacular 

tournament organisers the World Tour finals was a unique event. 
Produced, filmed and aired by MT\1, the New York stop of the world 
tour fused a CPL final programme appealing to both casual viewers 
and diehard tournament followers. Despite heavy MTV involvement, 
mainstay eSports commentary team TSN (Team Sportscast Network) 
was brought onboard to host the event. 

The two clear favourites for the event were Dutchman Sander 
'VoO' Kaasjager and four-time CPL World Champion Jonathan 
'Fatal1 ty' Wendel. Following his victory in the upper bracket final, 

VoO needed to win just one of the best-of-three 

Produced, filmed and aired by MTV, the 
New York stop of the world tour fused a CPL 

final programme appealing to both casual 
viewers and diehard tournament followers 

Painkiller encounters to take the $1 50,000 
(£86, 500) prize. Fatal1 ty therefore needed two 
straight victories and won the first two maps 
setting up a final match between possibly the 
greatest riva ls in eSports' history. Fata11 ty held his 

festivities, the World Cyber Games approach still 
limits its audience to its hardcore gaming following. 
In nations outside of south-east Asia the appeal 
and exposure 1S far more limited, and while ICM 
(organtser of the World Cyber Games) can never 
be accused of 'dumbing down' its events in order 
to appeal to a broader market, it is the same 
approach that will ensure the World Cyber Games 
event grows steadily without ever exploding into 
the Olympian event it tries to be. 

The CPL approach changed radically for 2005: 
in response to increasing competition from other 

nerve for the final map, leaving VoO with the 
$100,000 (£57,500 } runner-up prize and the $20,000 (£11 ,500} 
Most Valuable Player award in light of his top place on the 
leaderboard. While Fatal1 ty was crowned the tournament champion, 
at $231,000 (£133,500) his earnings from the event were just short of 
that of VoO, who walked away with $232,000 (£134,000). 

Without doubt, the eSports phenomenon is growmg and spectator 
numbers are increasing every year. However, these attendees remain 
eSports enthusiasts, and the true test of both the CPL and WCG will 
be to gain frequent mainstream media interest. Although the events 
themselves are becoming established fixtures, turning their players 
into household names will be the real test. After all. who wants ~ 
to hear about UEFA rather than Rooney? ~ 
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New games, and updates on games already on the radar 

Virtua Fighter 5 

The yawning chasm of productivity draws nearer. an early version 
already wowing series fans in Japanese arudes with its visual 
and strategic overhaul, customisation modes and online replays 

Sam & Max 
FORMAT: PC PUBLISHER TELLTALE GAMES 

Telltale has a website, something approachrng a t1tle and, most 
rmportantly. Steve Purcell hoed up for the corMback we feared 
would never happen. But was Bon~ really that good an omen> 

Rule Of Rose 

lar~ly overlooked when rts first trarler played to E3 crowds, 
SCEJ's survival horror packs into its perveru CG plenty of child 
torture, though quite who's torturrng who os difficult to ascertain 

lbara 
FORMAT. PS1 PUBLISHER: TAITO 

from Battle Bakrald and Battle Garegga creator Shinobu Vagawa 
comes a PS2 port of Cave's typically frenetic arcade shooter. How 
will the visual translation compare to that of Mushihimesama? 

Neverwinter Nights 2 
FORMAT PC PUBliSHER OBSIDIAN 

little has been seen of srngleplayer, but Obsidian has been keenly 
demonstratrng a new graphics engine together with a su1te of 
associated special effKts. An upgraded level builder also features 

Age Of Conan: Hyborian Adventures 

Mouse-driven drrect combat and innovative rubber·bandrng to 
keep horsemen together are 1ust a couple of the promrs1ng quorks 
Funcom os brrngrng to 1ts ambitious and authentrully harsh MMO 

Crackdown 
FORMAT: 360 PUBLISHER: REAL TIME WORLDS 

Though its art style is largely characterised by bold outlines and 
gradient fills, this seamless-world actioner from Lemmings and 
GTA creator David Jones still has potential to stand itself apart 

Smackdown Vs Raw 2006 
FORMAT PSP PUBLISHER. THQ 

Its first new (albeit merely downsrzed) format since the opening 
instalment back in 2000 is treated to an adaptation ot reportedly, 
the series' best since No Mercy Should we be 'doing' wrestling? 

Burnout Revenge 
FORMAT 360 PUBLISHER EA 

Persistent tracking of rivalries via Xbox live, save and share 
functionality for replays and, of the fa test screens are to be 
believed, a paint stripping visual makeover are the 360 upgrades 

At a tome when next-gen developers are chasing dreams of 
thousands of onscreen characters, Liquid War has for years 
been leading equally massive armies through trenches and 
into eprc struggle, albeit on a much tinier scale. 

The ObJect of Liquid War is simple and immediately 
accessible: by moving your cursor through the twisted 
tunnels of the game's many maps, a fluid mass of pixels 
follows your lead and into liquid battles agaonst opposing 
colours {either CPU or player controlled, both online or off), 

creating a parnter's palette disaster of hues all consumrng 
and pushing their way through each other on multiple fronts 
until only a single colour remains. The result is low-key and 
meditative strategy, even somewhat oddly dramatic, as 
heroic red pixels slog through yellow In a fero<ious patch 
of green. 

A vosit to the game's website also reveals 'The Battle Of 
Emberlifrcoted', surely the most unlikely game·related fanfic 
the internet has yet produced. 



Videogcmes in the doc:k 
Game producer Brick Bardo on calling it quits, and the trouble with games 

company - one of Japan's 
biggest game developers/ 
publ ishers. In my previous 
column I wrote about the 
increasing number of people 
leaving the games industry 
in Japan. it's bizarre to 
continue with this one, 
talk ing of me quitting too. 

When did I JOin the company? I think it was just before Final 
Fantasy VI/was released on the PlayStation - the beginning of the 
PlayStation era. m other words. (I also remember this being the time 
when a PC game called Postal appeared. We'll return to its theme.) 
My decision to leave the company after such a long time is a personal 
one. of course, but having said that it's true that many things have 
changed in the industry during these years. One thing, in particular, 
has really troubled me lately. I spoke about 1t previously: the age rating 
system on games. it's something that is becoming stricter in Japan. 

When I joined the games industry, around ten years ago, the 
rating issue was not that ip1portant in Japan. To be honest, there 
was no issue at all. Of course, console manufacturers like Sony or 
Nintendo had their own policies and rules, but these ru les couldn't 
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really make life difficult for game developers, not 
like they can now. 

Graphics have improved by such a margin in 
recent years that game content seems to be 
targeting an older audience more and more often, 
w ith more realism, more mature content, simply 
more adult-oriented games. But that's not all: 
society is getting more violent We are seeing 

Auto, were fans of Biohazard or mostly played 
erotiC games, the entire game industry gets the 
blame, and its image suffers: 'lt is because of the 
videogames', people say. The media and others are 
citing the videogame industry as the main reason 
behind these social changes. lt has become a 
scapegoat, and this is a senous problem. 

'He or she does not understand the importance 

Society is get ting more violent. We are seeing behaviour we've never seen 
before. once, here in Japan, we knew an almost peaceful existence. Now, 
crime is affecting everyone. We see young men killing members of their family 

behaviour we've never seen before. Once, here in 
Japan, we knew an almost peaceful existence. 
Now, crime is affecting everyone. Society is 
changing for the worse. We see a young man 
kilhng his parents or hts brother because he was 
angry. Youngsters are moving around in gangs 
and not hesitating to assault people. We hear of 
adults engaging in indecent behaviour towards 
young girls. And so on. 

These aren't new crimes. However, in the past 
we saw them being committed by adults, and now 
the criminals are getting younger and younger. And 
because some of these people played Grand Theft 

of life because he or she plays with videogames', 
they say. But isn't the teaching of values one of the 
tasks that parents have in terms of educating their 
children? Of course there are games that should 
not be played by young children, but does that 
mean that all games have a bad influence on 
those who play them 7 

Because kids are not taught the difference 
between the real and the virtual worlds, in Japan 
we see some stupid young people who think: 'If I 
die, I can resurrect'. If th ts were a part of religious 
teachings, fair enough, but here in Japan we do 
not have rel igion as such; people have no ties in it 



Capcom's Resident Evil (Biohazard) s•ries. whose depictions of gory scenarios have only 
bocome more sophisticated, has bHn singled out as a bad onfluence on Japanos• youth 

- most Japanese people celebrate the New Year at a Shinto shnne, 
marry at a Christian church, enJOY Chnstmas w1th a cake and d1e to be 
buried 1n a Buddhist temple. So parents and schools have a huge 

-responsibility for young people. But are they doing their jobs? 
The next generat1on of v1deogame hardware is here. lt is becommg 

eas1er to make more realistiC-looking games. At the same time, 
regulat1on of game content is getting even tighter. So we have an 
1ssue: mor.e freedom for gamemakers to express themselves, to make 
reality out of their des1res. but only within more harsh constraints. 

I know many game creators who would l1ke parents to be given 
rules and classes in how to educate the1r children before people start 
to put all the responsibility on games and call for harsher rules. One 
th1ng IS clear: videogames w111 continue to be accused of everythmg, 
and 1t w1ll only get worse. 

But, in the middle of this, I would hke to po1nt to one important 
th1ng Nintendo is again challenging the industry with a revolutionary 
controller for its next console. High-resolution v1suals will be PS3 and 
X360's ooma1n; the Revolutoon will not compete with these consoles 
But I would fond it very Interesting to see Nintendo taking lots of 
market share from both Sony and Microsoft with 1ts unique approach 
to family-fnendly videogame content- if that happened, people 
would not be able to use the 'it is the videogames' fault' argument. 
Saymg that, 1t is also true that there will probably be those who'll 
make v1olent games for Revolutton, us1ng 1ts new controller as a sword 
woth wllich to kill people, for mstance. Clearly, the videogame ~ 
1ndustry IS far from be1ng out of the woods yet... ~ 
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Edge's most wanted 

After the fustration of the delays 
and the concerns over the 
transformation of Cowhand link. 
it's easy to forget that it's a new 
Zelda, and it's nearly here. Nearly. 
GC, NINTENOO 

Guitar Hero 2 

lt may be the definition of greed 
to want the next before you've 
finished the last. but the prospect 
of new songs is the ideal motivator 
as you wrestle through Expert. 
PS2. TBA 

There's still nothing to suggest that 
Epic's potentially distant 360 title 
won't be style over substance. But 
s<rew issues like that - let's get out 
there and destroy us some beauty. 
360. MICROSOFT 

The future of electronic entertainment 

Drawing in new talent 
Why artists are eyeing up gamers 

W 
e've done 'Are games art?' 
and found that all it does is 
mire you in an argument 

about art itself. We've had games 
as art, and been led to some 
interesting installations made 
mostly out of old NES carts. And 
we've done the art of games, 
revelling in the visual invention 
to be found in titles l ike Killer 7 
and Shadow Of The Colossus. But 
what about art in games? 

This month we ta lk to American 
McGee, currently collaborating 
with celebrated art duo Kozyndan 
on Bad Day LA (p22 and 34), to 
Sony Liverpool about its 
collaboration with four artists for 
the breathtaking Omega Pack 
expansion to Wipeout Pure (p16), 
and to Keita Takahashi, whose 
training as an artist and sculptor 
was a major influence in the 
unique style of Katamari Damacy 
(p54). This isn't a f lash in the pan or 
a cheap grab at publicity but a 
growing trend of cooperation 
between gamemakers who see the 
value in having more challenging, 
individual art style, and artists who 
are looking for new and flexible 
outlets for their art. 

There's no question it's a 
shift partly produced through 
technology. Talking to the artists 

involved in the Omega project, it's 
clear that preparing their work for 
integration into Pure didn't require 
a major deviation from their usual 
working practices. But what's also 
clear is their enthusiasm for the 
medium, considering it offers a 
cross between the total visual 
freedom of painting or animation 
and the newer artistic interests in 
installations or multimedia works 
which require interaction from 
their audience. Games bring 
together a blank canvas, a 
structural challenge and a potential 
for audience involvement in a way 
nothing has before. 

Will this crossover be good for 
games? Will it strengthen their case 
for cultural legitimacy? After all, 
there's still huge scepticism about 
the kind of modern art which takes 
advantage of modern technology. 
Might it not just produce a little 
corner of the videogame market 
clogged up with pretentiously 
presented, badly implemented 
hybrids that alienate art and game 
lovers alike? Perhaps. But we'll 
leave Kozyndan, 123klan, Jon 
Burgerman, Mark James, Neil 
Mcfarland and Keita Takahashi -
and their vibrant, arresting games -
to make their own case for ~ 
the defence. ~ 

Splinter Cell: Double Agent 
360. GC. P(, PS2. PSI\ XSOX 

Bad Day LA 
Pc. XBOX 

Urban Chaos: Riot Response 
PS2. XBOX 

LOTR: Battle For 
Middle Earth 11 
PC 

37 Full Auto 
360 

38 

39 

39 

40 

42 

42 

Ghost Recon: 
Advanced Warfighter 
360, PC. PS2. xeox 

The Outfit 
360 

Full Spectrum Warrior: 
Ten Hammers 
Pc. PS2. xeox 

MotoGP 2006 
360 

Monster Hunter Freedom 
PSP 

Hippatte! Puzzle Bobble 
os 
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FORMAT: 360, GC, PC, PS2, PSP, XBOX 
PUBLISHER: UBISOFT 

DEVELOPER: IN·HOUSE (MONTREAL, 
SHANGHAI, ANNECY) 

ORIGIN: CANADA. CHINA. FRANCE 
RELEASE: MARCH 2006 -

Tom Clancy's Splinter Cell Double Agent 
Splinter Cell splinters, as Sa m Fisher divides his loyalty 
between two factions, and two generations of hardware 

Though not yet fully li~ and suffering from a terrible frameratt. the 360 wrsion already h.ls its moments. The 
sight of Fisher rappelling down the side of a skyscraper in (surprise. surprise) Sh.lngh.li is a memorable one 

J 
ulian Gerighty, the Shangha1-based 
eo-producer of the 360 and PC 
vers1ons of the fourth Splinter Cell. is 

frank. "Outs1de of Ub1soft. there are very few 
act1on-adventure games that get released on 
a yearly basis ... my main worry when we 
were approached with Splmter Cel/ 4 was. 
OK, how do we keep ourselves interested? 
Let alone consumers, retailers. the busrness. 
everybody. How do we st1ll keep it fresh?" 
Looking over their shoulders at the vaned 
fortunes of two other famous franchises that 
had gone beyond trilogy. Tomb Ratder and 
Resident Evil, they saw that they had only 
one opt1on: change. 

So the rather pith ier subtitle of this 
instalment, Double Agent. rams home the 
point Grrzzled spook Sam F1sher, devastated 
by the death of his daughter 1n a car crash, IS 

In promo artwork and opening stage1. Splinter Cell h.ls lost its key visual signature: Fisher's green 
goggles. This. along with the storyline, indicates th.lt Ubisoft h.ls realised it needs to humanist its hero 
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offered a deniable, 'nonofficial cover' (or 
NOC) assignment by his NSA paymasters: get 
sent to h1gh-secunty pnson, stage a breakout 
with a convicted terronst incarcerated there. 
infiltra te the terrorist group, and feed back 
information from within. In itself, th1s 
premise will take the game's style beyond the 
stealth purism of prev1ous Splinter Cells, as 

next-generation technology and expertise, 
and to give the Splmter Cell brand a 
meanrngful start 1n the brave new world, a 
separate. opt1m1sed version for 360 and PC 
was a given. That's being handled by the 
Shanghai stud1o which developed Pandora 
Tomorrow's s1ngleplayer campaign • A lot 
of the resources that we need (for next-

I The challenge will be to balance levels of trust 
with both terrorists and spies, and often to hide 
what you're doing rather than to hide yourself 

the challenge will be to balance levels of 
trust with both terrorists and spies, and often 
to h1de what you're doing rather than to 
h1de yourself. Priorrt1sing NSA obJe<:tives over 
terrorist ones, and standing firm on mettle­
testing moral choices, will gain you more 
te<:hn1cal support from the NSA. but restrict 
your access within the terrorist HQ that acts 
as a miss1on hub Balancing the two w1ll be 
the most reward1ng, but most diff1cult path. 

Another challenge: how to handle the 
evolution of the franchise across two 
generations of home hardware, as well as 
handhelds. With Ub1soft keen to 1nvest in 

generation development) - art resources. 
engineering resources- are really high 
quality ,n Ch1na. And cheaper," notes 
Gerrghty. Meanwhile, Ubisoft Montreal. 
home to the frrst and third games. works on 
GC, PS2 and Xbox code, while a second 
Montreal team is creating an only 
superficially s1m1lar PSP game (see 'Essent1al 
m1x'). The mult1player spe<:1alists at Annecy 
are the fourth and final p1e<:e of a vast 
undertaking that spans three continents. 

The approach isn't without its dangers. 
Although the two versions share the 
same philosophy, story arc and key 



locations (the prison where the game 
begins, and the terrorist HQ 1t centres on), 
they will likely be vastly different experiences, 
and the ability - or willingness- of the P$2 
and Xbox team to realise Double Agent's 
.grander concepts IS already in question. 
Gerighty insists that the intention m both 
cases is to blend the Shanghai stud1o's 
cinematic leamngs with what he calls 
Montreal's 'scientific', hardcore stealth 
approach, but early glimpses of PS2 and 
360 code cast doubt on how much of a 
two-way street the product1on has been. 

Shanghai certainly 1sn't blind to Chaos 
Theory's superior reputatiOn to 1ts own game: 
"lt was so appreCiated, so loved compared to 
the other ones that I thmk we'd be fools to 
turn our backs on that, • says Genghty, 
promis•ng that its play style has largely been 
adopted. But then there are the stnking 
'directed moments', essentially playable 
onematics, composed m Shanghai by 
Hugues Martel. a French an1mator who 
worked on Bellev1lle Rendezvous These are 
supposed to frame Double Agent's toughest 
choices and give it the emotional and v1sual 
punch that w1ll set 1t apart from its 
predecessors - and the two examples 

There's a concerted effort to make Double Agent a much less 
sombre, more varied and visually exciting experience. In the 3601 
PC version, swimming and skydiving will be possible. and levels 
will take place in sunlit, war· torn cities and blinding snowscapes 

we're shown, a skyd1ve and a genu1nely 
appalling execution, are indeed remarkable 
But from what litt le we've seen and heard, it 
seems they will be either be crudely 
Implemented in or simply omitted from 
lesser-specced versions. And that's before 
you consider the huge, heavily populated 
environments and part de weather effects m 
the 360 vers•on that would be technically 
impossrble to replicate, but that have 
obvious, far-reaching implications for stealth 
gameplay. Montreal will have its work cut 
out to prevent its own game endrng up 
caught in limbo between Splinter Celfs past 
and its future. 

There have been tough calls to make m 
Annecy, too. That studio's umque, exquisrtely 
tuned spies-vs-mercenaries multiplayer game 
found a passionate fanbase in its two 
incarnations to date. but has been judged 
too involved, exclusive and forbidding for 
most Splinter Cell players, and has regretfully 
been ditched (from the GC/PS2/Xbox 
versions, at any rate - 360/PC multiplayer 
remains under wraps) . Under a new mantra 

of acceSSibility and 'mstant fun' , a spy-vs-spy, 
thrrdperson. 'acrobatic stealth combat' 
game has been designed. The maps are 
compact and symmetrical for quick 
understand•ng, but laden w1th secrets and 
traps The acrobatic moves and onscreen 
button prompts for close combat are 
comfortably remrmscent of a smgleplayer 
adventure The actron 1s supremely quick. 
After a round of a two-vs-two mode entitled 
Team Hack (hack your opponents' term•nal 
wh1le defending your own), m1sgiv•ngs 
were easily set as1de Annecy wanted to 
make an online mult1player game that was 
fun the first t1me you tried 1t; 1t has 
succeeded, unequ1vocally. 

There is much, much more to learn about 
every aspect of this game. or suite of games. 
There 1sn't one version that isn't intngurng 
and laden with possibility- the central, 
umversal concept of maintaining counter­
intelligence cover sees to that. But, like any 
mole with a split personality, Splinter Cell 
Double Agent runs a distinct risk of 
end1ng up its own worst enemy. 

For the PSP 9M18 - currently 
codenamed Splinter Cell 
Essentials- Ublsoft hasn't 
made either a pon or a 
best-of ~lx of previous 
iterations; it's doM both, 
and neither. lt"s true that 
the episodic Essentials will 
feature the prison and HQ 
from Double Agent Md the 
Penthouse from Chaos 
Theory. M10f19 otfler 
familiar settings, with new 
objectlws. But it will also 
possess all-new a1ntent 
that stJetches Into Fisher's 
past and future. featuring 
him as a young Navy SEAL 
in Columbia and detaiHng 
his recruitment Into NSA 
operations. lt's gorgeous 
and fully featured, you an 
save at any point. and it 
could well be a genuinely 
enticing companion piece 
to Double Agent for fans, or 
as a primer for newcomers. 
lt's an enlightened approach 
to extending franchises on 
the format. 

Fisher will occasionally need to coo~rate 
with another character using moves borrow~ 
from Chaos Theory's multiplayer. There are 
multiplayer coop levels too that flesh out 
the backstory, including that of the two 
agents tasked with starting the prison riot 
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FORMAT: PC, XBOX 
PUBLI~HER ENLIGHT 

DEVELOPER: THE MAURITANIA 
IMPORT EXPORT COMPANY 

ORIG 'I HONG KONG 
RELEASE: Qt 2006 (US) TIA (UK) 

Anthony may be alone in 
his immunity to LA's culture 
of fear, but he soon recruits 
a roster of misfits to assist 
him. McGee explains: "They 
are essentially automatic 
weapons that tag along on 
your adventure. The only 
control you have over them 
1s In choosing which 
character is active. There is 
an amount of strategy in 
selecting which support 
character to engage at any 
given time. The Sick Kid, for 
instance, is great agaonst 
normal human opponents, 
but not so great against 
zombies, since he Is a 
zombie himself. The 
Sergeant is like a walking 
bomb. Great for destroying 
everything in sight. but the 
collateral damage he 
creates can offset hos 
destructive advantage. • 

Bad Day LA 
With sharp satire and a striking visual approach, 
this could represent a good day for gaming 

W 
e're used to gradual evolu110ns 
m gam1ng, be they 1n techn1cal, 
graphical. even art1St1c f elds 

And you might have expected the same as 
gam1ng explores other new horizons 
poht1cs, current affalfs, sat1re But w1th Bad 
Day LA. American McGee has taken a 
trad1t1on that had lo g ~nee become 
dormant (m ma nstream games at east), and 
pushed from a sta'ldmg start to a raong 
fm1sh. Takmg on f1stfuls of current taboos -
terronst attacks, 1mm1grat1on, obes1ty, 
tsunam1s - it paints a venomous, 1f h1lanous, 
p cture of an Amenca under s ege not from 
real dangers, but from a state- mposed 
culture of fear 

Nor 1s pa1nt the wrong word. Bad Day 
LA's art style has been def1ned by a duo of 
collaborat1ve art1sts known as Kozyndan 
Long feted for the1r bunny-based past1ches 

of Japanese art, as well as thelf densely 
dramatiC C1tyscapes, they proved a perfect f1t 
for McGee's VlSion. not least because of thelf 
flair for humour. it's a game that clearly 
carries the nsk of causing substantial offence, 
and Kozydan's mstinct for incidental detail 
and their softening abstraction of real-world 
scenes undercuts the horror of the situations 
the game dep1cts. 

And 1t's qUite a situat10n McGee cues 
up a litany of disasters to befall an 
unsuspecting LA, one after another - terrorist 
attack, zomb1e outbreak, earthquake and 
Mex1can 1nvas1on - and leaves 1t up to a 
voluntanly homeless beatnik (whose 
renunc1a1t0n of matenal wealth makes h1m 
the only person in LA with noth1ng to lose, 
and therefore nothing to fear) called 
Anthony to save the city. As he moves 
through the game he'll have to keep a lid 

Encircling Anthony are small round icons which alert 
him to the state of each individual in the area. The 
threat level continually needs to be managed as you 
progress by ' improving' enough of these people. whether 
by wiping out zombies or taking the injured to hospital 

on the level of chaos he encounters­
extmguish,ng burnmg babies. taking out 
looters, fight1ng off zombies- as he pursues 
his ultimate goals 

McGee has been very open about the 
fact that the structure of the gameplay is 
someth1ng that only evolved as the game 
developed, rather than being the framework 
around which the look and story of the game 
were fitted. Was that a risk? "Since game 
development 1S st1ll such a new thmg it is 
d1ff1cult to say what's more nsky. I've seen 
games developed based on extens1ve des,gn~ 
and pre-ex1st1ng propert1es that flounder 
during productiOn and fail upon release. 
Genre-creating games by definition start w1tl 
a blank sheet of paper. Either way when 
you're trying to tell a story 1ns1de a game 1t 15 

1mportant to get that story f,eshed out early 
and to contmue developmg 1t as the game 's 
being developed." 

For all McGee's confidence, it's mevitably 
the fundamentals of the gameplay which 
represent the b1ggest unknown 1n Bad Day 
LA. If it works well, the contrast between 
juggling indiv1dual human needs and the 
bigger story of the game could prove as 
refreshing as its polemical stance. But even if 
1t proves an awkward combination, 1t still 
stands out as v1brant and outspoken proof 
that gam1ng ha~·t entirely succumbed ~ 
to conservative sequelltls. ....., 



N3: Ninety-Nine Nights 
Mizuguchi's game for the masses can't 
be accused of skimping on the masses 

T 
he first released 1mage of Nmety· 
Nme Nights- all autumnal colour 
and standing-room-only battlefield 

scale- stood as haughty as 1ts herome, a 
ooster-child ~or the 360's b1gger, sharper, 
oetter v1sion. But 1f Kmgdom Under Ftre 
developer Phantagram's f,ngerpnnts were 
mmediately apparent, the 1nput of Tetsuya 
M1zuguchi was less so Would combos be 
measured to the beat of a battlefield 
drummer, or enemy lines' weak spots 
sounded out by operatiC accompaniment? 

N3's playable bu1ld, datmg back to the 
Tokyo Game Show, struck down such 
elaborate expectations with the same grim 
detachment as wing-pauldroned lnphyy did 
the armies of her enemies. On one hand, 
you've seen all this before; on the other, 
you've never seen all this before. "Dynasty 
Warriors is a great game, but 1t's a mass 
battle garre of the past," explains 
Phantagram CEO and execut1ve producer 
Sang Youn Lee "You face 30-40 enem1es 
on the screen, and hack at three or four at a 

t1me. We d1splay about 2,000 characters 
onscreen at the moment, and your normal 
moves knock off scores at once. A spec1al 
move sweeps hundreds of them." 

There's a sensation - or lack of sensation 
- that the ensUing two-button massacre 
loses some of the drama that rt 1ntends to 
1nsp1re: the horizon barely has t1me to darken 
w1th enemy ranks before they're obliterated 
1n an apocalyptiC fimsher. "You need to th1nk 
about how to chain the monster moves 
effectively and strategically to defeat 
thousands of enemies," Lee explains, but 
this smartbomb-hungry play style seems 
unsportingly d1stant to the bawdy scrappmg 
that distinguished KUF. However, Lee makes 
no pretension to N3 being anything other 
than a numbers game: asked if he considered 
tightening the scale to improve ind1vidual 
behaviour, he says: "Reducing the number of 
enem1es was not an option - although our 
goal is to make them look better, and behave 
smarter, than other games." 

Looks a•e obviously the least of N3's 

Perhaps misleadingly. the TGS build took place in a 
barren, ashen ravine, start contrast to the brighter dimes 
of other scenes. A fresh, perhaps more Q Entertainment­
styled interface (as seen here) has also been added 

FORMAT )60 
PUBLISHER MICROSOFT GAME STUDIOS JAPAN 
DEVELOPER Q ENT£RTAINMENT/PHANTAGRAM 
ORIGI'I JAPANJKOREA 
RELEASE SPRING 2006 

Playable character Dwlngvan hails from the race lnphyy 
stamps out In the TGS demo. "Each character has unique 
abilities, weapons and conlrol schemes- expect to play 
as knights. magicians. rogues and more,· Lee reveals 

concerns- the burnished metal effects of 
lnphyy's armour alone are so spectacular as 
to draw attention from 1ts 1mmodesty. "Q 
Entertamment really knows how to appeal to 
the Japanese market," notes Lee, referring 
equally to the tnple-f1gure k1ll counter and 
flashes of thigh. "They understand how to 
create a qual1ty presentatiOn; we couldn't 
have done the mot10n-captured cutscenes 
w1thout them.· The storyhne, which Lee 
politely avo ds d1Scuss1ng, could be the 
m1SS1ng link between Xbox 360's muscle 
and N3's soul -known to thread between 
mult1ple playable characters and viewpo1nts. 

But more rests on the game's openmg 
night than the other 98, and 1ts delays. even 
beyond its much-needed launch slot. suggest 
all concerned take that respons1b11ity 
senously. "If we can create the best mass 
act1on games," Lee cons1ders after bemg 
asked if Phantagram nsks becoming ~ 
stereotyped, "I don't mmd the label." ~ 

lnphyy's first level of special anack is a series 
of sweeping dashes that cut down whole 
ranks. but her second is a tru~ scre-en-deartr. 
plucking the souls from all visible foes and 
leaving the playfield eerily motionless 

Quizzed on Microsoft's 
prospects in Japan, lee 
shrugged oH N3's lack of 
prominence In the 
scattershot TGS keynote: 
"N3 is a good example of 
Microsoft's new ret.tionshlp 
with Asian developers, Mid 
I know it influenced a lot of 
Asian developers to join 
Miaosoft. Than all that 
matters ... I think Microsoft 
have learned a lot from 
their mistakes. When I Ullk 
to them about their policies, 
I can sense that they put a 
lot of thought into the 
Asian marlcet. .00 a lot of 
other Asian developers 
would agree that Microsoft 
has changed. lt all depends 
on how many quality titles 
are ready for the Asian 
market- but I think 360 will 
be a lot more successful 
than its predecessor.· 
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FORMAT: PS2, XBOX 
PUBLISHER: El DOS 

DEVElOPER: ROCKSTEADY STUDIOS 
ORIGIN: UK 

RELEASE: Q2 2006 

With its small team, 
Rocksteady is somewhat 
understandably focusing 
on creating a compact 
game with strong replay 
incentives. Completion of 
se~ondary objectives -for 
example, taking down the 
gang leader at the end of 
the first level non-lethally -
will open up six 'emergency 
situations' that branch off 
the story. These are (even) 
more high-impact. less 
strategic missions, often a 
case of sean:h-and-rescue 
against the clock. They In 
turn will unlock powerful 
new weapons for use in the 
game's main thread. A 
wealth of tertiary objectives 
and stat targets for every 
level govern further 
unlocks, Including weapon 
upgrades, a bonus level and 
an extra-hard mode. There 
will also be eightplayer 
multi player support with a 
team-based, cops vs gangs 
style, and dedicated maps. 

Urban Chaos: Riot Response 
Rescued from Argonaut's ashes, here's an incendiary 
FPS where you don't dodge bullets - you stop them 

Enemy AI looks to be convincing, 
and the escalation in their tactics 
and skill over the game's 12 months 
(culminating in them acquiring their 
own shields) believable. Their fast 
and foul-mouthed vocal responses to 
your actions lend some real character 

As well as your riot shield and your arsenal (an 
unrestricted 21-gun salute), the environment can be 
used against the gangs. Shoot out the lights to hamper 
their accuracy, or step into thick smoke and use a 
thermal-imaging gasmask to pick them out from within 

There are more technically impressive games on both 
PSl and Xbox. but Urban Chaos has arr earthy. gritty 
look that suits its setting well, and the choking smoke 
and ash of burning interiors are powerfully conveyed. 
The ragdoll physics system is also well-engineered 

F 
irst, when under development at 
Argonaut, it was Roll Call; then it 
was Zero Tolerance; now, this 

brutal shooter bears a borrowed name, 
originally belonging to Eidos' five-years-gone 
and, it hopes, long-forgotten PlayStation 
action-adventure. The change reflects the 
games' shared setting: a very-near-future city 
that gangs have brought to the brink of 
lawless anarchy. it also reflects a progressive 
shift in emphasis from the original idea of 
collaboration with emergency-services 
personnel that still colours Urban Chaos' 
action to the extreme-prejudice law 
enforcement that now shapes it. At the 
heart of that is a design device as brave 
and simple, and potentially as radical, as 
recharging health, or a two-weapon limit: 
the riot shield. 

it's not entirely new - Perfect Dark Zero 
boasts just such an item - but it is the first 
t ime an FPS has been built from day one 
around permanently and instantaneously 
available, almost completely impregnable 
cover. The staff at Rocksteady, a 24-strong 
team formed around an ex-Argonaut core, 
say that its use has become second nature to 
the extent that they feel the lack of it in 
virtually every other game they play. Without 
a hands-on playtest it's easy to imagine that 
the unbreakable shield might precariously tip 
the game's scales of risk and reward, but in 
demonstration it certainly seems to create a 
unique tactical rhythm and a satisfyingly 
condensed, intense style of play. Action 

Hostage situations provide the set-piece highlights 
to some levels, serving up more protracted and 
strategic gun battles. The slaughter isn't interrupted 
for long, though, with a grisly finish guaranteed 

comes in taut, breathless bursts, but it's 
always possible to buy time to think behind 
the cracked, blood-smeared and cloudy 
shield visor (at least until later enemies start 
trying to rip it from you}, meaning there'll be 
much less piecemeal trial-and-error progress 

T-Zero, the controversial anti-gang unit 
to which you belong, has been given 
command of paramedics, pol ice and 
firefighters, and you'll usually be 
accompanied by one or more of these, able 
to assign orders to them with a smart 
context-sensitive interface around your 
cursor. The public-service theme isn't 
especially convincing given the extreme 
violence that saturates the game; a stun gur 
is a pretty half-hearted concession to non­
lethal force when its overuse can set maskec 
gang bangers on fire. There doesn't seem 
much depth to the team system either, with 
paramedics just walking health packs, and 
firemen little more than a key to fire's lock -
though the latter's presence looks like it ma} 
lead to some dramatic level design. 

Where this side of the game should 
work - as should the story structure, with 
the 12 levels representing 12 months of a 
year in which T-Zero gradually gathers publi< 
support, reported in the video newscasts 
that bookend them - is as a crude but 
sturdy emotional and thematic hook for 
Urban Chaos' othervvise heartless action. 
Alone, it might not have been enough to 
raise the game's head above the crowds of 
competing console shooters. But with the 
riot shield, it looks like Rocksteady 
already has that covered. 



Lord Of The Rings: Battle For Middle-Earth 11 
EA captures a vi tal resource (the book rights) ( 
from its enemy (Vivendi) in its latest Tolkien RTS 

T 
here were howls from punsts when 
EA won the filmic Lord Of The Rings 
game licence, and echoes of those 

Is when it united those w1th the literary 
me rights prev1ously reld by Vivend1. And, 

for a moment, look1ng at the new ideas in 
Battle For Middle Earth 11, you can see why. 
Gollum, it transpires, has been introduced as 
a h•dden, neutral unit. F1nd h1m and kill h1m, 
and you can take the ring. With the ring you 
can summon a special attack 1n the form of 
Sauron or Galadnel. At first sight, it seems 
<e the kind of crassness the punsts feared 

Happily, closer inspection proves that 
much more thought and imagination has 
gone into it than that, all of which adds up 
to an RTS wh1ch may well prove fresher and 
more compelling than the rather pedestnan 
onginal. Take possession of that ring, for 
nstance, and that news- and your location 
- becomes apparent to your opponents, 
producing a scramble for power that feels 
more CTF than RTS. And, once you've 
managed ~o return it to your base and 
summon your super-unit, sendmg him IntO 

battle nsks bemg a terribly Pyrrh1c victory· 

Full Auto 

should the unit be k1lled, it explodes, 
destroymg all nearby umts but leav1ng the 
ring behind. As well as replicating some of 
the tens1ons between power and 1ts pnce the 
book has at its heart, it also helps to ensure 
the game never descends to stalemate. 

A similarly deft touch has been brought 
to base bui d1ng, and the 1mproved engine 
bnngs more units to the battlefield and more 
detail to the battles. it was always impractical 
for the film and book rights to be separated. 
and here EA strengthens its case for ~ 
bemg the best place for them both. ~ 

Can Sega's racing battler offer more than 
burned-out takedowns and twisted metal? 

Without the benefit of dramatic reverse-angle shots like 
!!lis during the game (perhaps a right·onalogue freelook 
would have solved that), appreciating the full scale of the 
damage you cause won't be easy- not until the next lap 

I 
t's funny how a desire to trump 
Burnout has caused the battle racing 
genre to essentially lap itself, circling 

nght back to where 1t was in 1996 with the 
release of Twisted Metal. Though this may be 
somewhat harsh - Full Auto at least mak1ng 
an effort to blow things up with style and 
veering clear of the hip-hop mass•ve- there's 
still a concern that 1ts genre IS now a one-car 
race in which bullets feel like overkill. 

As a 360 game- the first of its specific 
kind and lead1ng the rewed-up Burnout 
Revenge to the shelves - it ga•ns some 
d1stance on 1ts previous-generat1on peers 
with decent antialiased HD. v1vid bodywork 
for its cars and plenty of bang per volley of 
f"e The problem with cakmg th1s Death Race 
2000 style of mayhem 1nto circuit races is 
that its portrayal of destruction is seldom 
appreciable for more than the split second 
before you speed past your target. But Auto's 
ab•lity to retain every scrap of blasted 
masonry and burning wreckage across 
multiple laps is its solution. the 1dea being 
that a pristine city will present a transformed 
challenge once it lies in rubble two laps later. 

Watc!ling your car go up in flames is a routine pleasure 
once weapons are activated. Deciding quickly whether 
to reverse time or simply wait for a respawn Is crucial 

Beside its range of weapons, the two 

assets Auto provides the player are Turbo and 
Unwreck gauges filled through stylish driving 
and destruction. The latter is a lift from the 
oft-plundered The Sands Of Ttme, allowing 
you to rewind overly damag1ng crashes or 
otherwise time-devouring trips into alcoves 
and obstacles. But never does it feel like 
there's one umfying stroke of inspiration 
behind the smoke and shattered wing· 
m"rors, and it's unlikely that there ever was. 
Intuitive controls that say much of 360's 
controller layout should make its bumpy nde 
(1n which vehicles swing With a force similar 
to that of Crazy Tax1) an enjoyable one. But 
for how long it sustains its charm once the 
crumbling scenery and suicide jumps ~ 
become the status quo is unknown. ~ 

HYPE~ 
FORMAT: PC 
PUBLISHER: EA 
DEVELOPER: IN·HOUSE (LA) 
ORIGIN: US 
RELEASE: MARCH 

A unit cap has yet to be set, but what has 
increased Is the number of fighters in each 
unit guaranteeing the game more busy 
grandeur. Access to the books also increasos 
the options for a colourful supporting cast 

FORMf.T: 360 
PUBLISHER: SECiA 
DEVELOPER: PSEUDO INTERACTIVE 
ORIGIN: CANADA 
RELEASE: 2006 

As is often the case with games such 
as this, the degree to which real-world 
physics are exaggerated to suit its goals 
will strongly affect its appeal. Too lin le 
weight ond gravity could turn its thick 
layers of destruction Into a floating mess 
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FORMAT: 360, PC, PS2, XBOX 
PUBLISHER: UBISOFT 

DEVELOPER: GHOST RECON TIWAK, 
RED STORM 

ORIGIN: FRANCE, US 
RELEASE: FEBRUARY 

Binding together the 
equipment and personnel of 
an IWS unit. the Cross Corn 
is key to Warlightel's 
tactical model. Represented 
by a fixed video overlay on 
your HUD, it allows for the 
assignment of various 
support units to a target 
defined by your reticle. An 
airborne drone looks down 
upon the environment. its 
reconnaissance altitude 
dropping it momentarily 
within range of enemy fire 
while it uncovers hidden 
units. A helicopter gunship 
can be directed so as to 
overwhelm targets that are 
entrenched or strategically 
placed, while your ground 
units' movements are 
relayed via personal 
cameras as they fall into a 
position determined by 
either yourself or Al. Think 
SWAT 4's interface. 
streamlined to complement 
a larger environment and 
greater intensity of action. 

Ghost Recon: Advanced Warfighter 
The future of war may not t ranspire as predicted 
during E3, but it shouldn't be too far off target 

A rather awkward combination of basic team AI and 
lethal enemy AI made strategy redundant in the version 
we played. Clearly there is much balancing to be done 

S 
ince XOS, the wait for the third 
Ghost Recon has involved 
anticipating how close to the original 

target video - given the game's slip to a 
February release and its state in Amsterdam ­
the final build might get. A new, more 
polished version suggests progress, but 
towards resemblance rather than realisation. 
Though the E3 cl ip's explosive effects and 
fluid animation still seem unreachable from 
where the game is now, enough has come 
together since October to suggest that many 
of its other qualities lie within grasp. 

An opening hel icopter descent is 
encouraging - the Mexico City skyline 
resembling a Battlefield map urbanised from 
HUD to horizon. As you'd expect of game 
running on hardware such as Xbox 360, 
everything is rendered in 3D with minimal 
assistance from static backdrops. A setting 
sun warms almost every surface, shadows 
(soon to be replaced by more convincing 
soft shadows) playing on everything else 
Much of that mid-range PC look has been 
shaken off, and it's likely that select post­
processing effects will ultimately make a 
world of difference. 

From your dropzone onwards, levels 
refuse to adhere to simple linear paths. 
One preliminary sweep of the camera 
reveals half a dozen possible routes 

Advanced Warlighter should offer an insight into the reliability of target footage in this latest hardware generation. While 
its latest build is missing antialiasing, soft shadows and about 40 per cent of its animation, its aesthetic appears faithful 

Aerial reconnaissance courtesy of your remote drone is 
essential for spotting entrenched enemies before their 
traps are sprung. This too, though, can become a target 

Warfighter's concept is immediately 
intriguing. it suggests a rare instance of 
futuristic science being employed outside of 
science fiction, bound to the obsessive 
realism of a military simulation. What results 
is a game that feels more cutting edge than 
those set centuries from now: a strange and 
seemingly contradictory notion, but one 
that's entirely upheld once the controller is ir 
your hands. Though its weapons are 
recognisably contemporary, the sheer 
lethal ity of the Integrated Warfighter Systerr 
- a fictional concept Ubisoft has extrapolate' 
from the US Army's Future Force Warrior 
programme- is the game's innovative sell. 

The IWS soldier's rif le can fire through a 
wide variety of obstacles to its targets, its 
camouflage achieving near invisibility in mos 
environments and its monocular visor able t< 
track targets across great distance while 
maintaining wireless communications in the 
field. The game's tricks are to maintain the 
hostil ity of a modern warzone in spite of thi~ 

extraordinary imbalance between sides, and 
to unite your wide range of tools and abilitie 
under a control system reliable enough to 
handle a situation in which a single bullet 
can mean instant death. 

Strategic movement is therefore a simple 
proposition. Pushing against a surface stand: 
you against it, allowing you to then shuffle 
along its length while maintaining cover, 
peek around its edges to snipe, or choose 
between a button press and an analogue pu 
away to resume normal movement. Efficient 
context-driven controls exist for changing 
posture, vaulting obstacles and performing 
rolls. The mission we tried was simple, with 
team AI largely incomplete, but the diversity 
(and often verticality) of routes bodes well. 
Indeed, those who would never have 
entertained a Ghost Recon prior to E3, who 
might now feei misled by the drop from 
transcendent early footage to more 
conventional rea lity, may yet be 
thankfu I for the deception. 



The Outfit 
The freeform tactical shooter hands out marching orders for 
its multi player battlefield: you have ten seconds to comply 

he balance and longevity of 
mult1player modes are always hard 
to judge from a short playtest, but 

those of Relic's light-hearted WWII title 
rwhose campaign mode we previewed last 
month) are more diff1cult than most Not so 
1ts instant appeal: The Outfirs mult1player 
mantra is 'ten seconds to f1rst contact', and 
matches with four players or more, plus 
dozens of supporting AI units, are nothing if 
not raucous and immediate. But the he of 
the land, so superficially familiar, is so 
changed by Destruction on Demand - the 
game's marquee feature, the ab1hty to buy 
re•nforcements, bombardment and hardware 
at wlll - that the 1mplications for 1ts frantiC 
turf wars are hard to fathom. Especially when 
you never have more than ten seconds to 
think about it. 

it's certain that of the three game modes 
- Death match, Destruction and the base­
captunng Strategic Victory - the latter w•ll be 
the ma1n event. More surpnsingly, the game's 
potentia IS imtially most apparent 1n one-on­
one face-offs. W1th more t1me to plan, and 
more entrenched, less chaotic firefights, the 

Relic's aim for The Outfit to 'feel big even when small' has 
certainly been achieved. Even twoplayer matches are busy, 
and the elghtplayer cap is very unlikely to seem low 

urge to run and gun evaporates, and smart 
(but still qu1ck.) unit selection soon becomes 
paramount. lt may take serious depth of 
expenence and commun1cation to translate 
th 1s to battles on a larger scale. though, and 
with the side with the upper hand having 
better resources by default. it's unclear how 
poss1ble it will ever be to turn the tide. 

What IS clear is that Relic's commitment 
to Live is comprehensive. The Outfit will be 
amply supported on the Marketplace. 
add1t1onal multiplayer maps will be available 
for download at launch, and a team has 

FORMAT 360 
PUBLISHER THQ 
DEVELOPER RELIC STUDIOS 
ORIGI~: CANADA 
RELEASE: MARCH 
PREVIOUSLY IN: EIS!, El 57 

already been assigned to work on new 
content for a full year after the game sh1ps. 
it's poss1ble that some maps w1ll be free, and 
that the singleplayer campaign w1ll be 
extended, too Despite its pleas for a 
spectator mode be1ng denied, M•crosoft 
must be delighted with th1s display of ~ 
fai th 1n Xbox 360's online manifesto. ~ 

Full Spectrum Warrior: Ten Hammers 
A once oversimplified simulation sells 
out as Pandemic takes the gamer's side 

The series' sliclc animations and penetrating audio may 
have lost their edge somewhat since its first tour of duty, 
but Ten Hammfrt nonetheless retains a crisp and 
convincing aesthetic. especially in Xbox 720p- a 
resolution that more people are now likely to enjoy 

F 
or Ten Hammers, there were always 
go1ng to be two paths: sticking to 
the guns of its US Army prototype 

or dressing itself up for the wider gam1ng 
market. Its latest build - apparently a 
consumer demo of the game's stngleplayer 
tutorial -suggests a dec•ded move toward 
the latter. An Introduction for new and 
veteran players alike, it's presented as a 
combination of standard baby-step ObJeCtives 
and. Interestingly, a running monologue from 
an accompanying news reporter. His hab1t of 
echoing troop orders with JOUrnalistiC prose 
is ak•n to hav1ng Randy Newman •n your unit, 
but the effic•ency of this opener compared to 
the origmal's boot camp is appreciable 

But more 1nsptres sceptiosm tn thiS bnef 
glimpse than JUSt the senes' perpetually 
excited depict1on of jingoism and 1ts 
dehumanisation of the enemy. A set-piece 
that has you calling and then controlling into 
battle a Bradley tank, for 1nstance, feels as 
much like a symptom of shame in the old 
Wamor eng•ne as it does an attempted 
improvement. L1keW1se. a standoff tn wh•ch 
a safe-house door 1s kept fortif1ed by 

respawning enem•es forces you 1nto one 
speofic flank1ng manoeuvre wh1le never 
entertaining the notion that. in rea lity, anti­
US insurgents mightn't cons1der a defens1ve 
position surrounded by the1r dead fnends to 
be the best place to stand. But 1f the war 
Pandem•c WIShes to f1ght s for the hearts 
and m1nds of a more genera aud1ence, then 
perhaps these are the kinds of outland•sh 
strategies we should now antic1pate more of. 

And they work, sometimes. Precision Ftre 
- the zoom mode in which the player can 
directly snipe an enemy as they rise out of 
cover - does more than merely pander to 
those looiCing for a more tangible weapon 
than the1r team leader's voca 1 chords it 
addresses a few shortcomtngs of the senes' 
pen-and-paper ruleset, too. deprivtng 
enemies of the statistical invulnerabi 'ity they 
once enjoyed when taking cover 

Remembering that th1s is potent1ally st1ll 
alpha code, it's qu1te poss1ble that Ten 
Hammers •s st1ll a battleplan half formulated. 
w1th 1mplementat1on yet to be ref•ned Then 
again, perhaps th1s latest tour of duty ~ 
was JUSt too brief to w1n us over. ~ 

The three playable Nazi commanders' 
strength$, squad commands and weapon 
sets art almost euct matches for their 
opposite numbers in the Outfit. As in 
the singleplayer a.mpaign, you can 
switch characters any time you die 

t111) 1 r 11 11 ' \!'ll) ,r 1\i I'' 

FORMAT: PC. PS2. XBOX 
PUBLISHER THQ 
DEVELOPER PANDEMIC 
ORIGIN US 
RELEASE. MARCH 
PREVIOUSlY IN: E156 

Checl<point pla<ement in this demo build 
may not be final, bvt it gives the player 
regular chances to restart should their 
chosen strategy backfire. Realistic 
damage means this happens quite often 
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PUBLISHER: THQ 

DEVELOPER: CU MAX RACING 
ORIGIN: UK 

RELEASE: MARCH 2006 

MotoGP '06 
Climax is hanging effortlessly 
on to its f irst 360 project 

While the MotoGP riders come in their official corporate colours, it is possible to customise the bike, 
rider, helmet and livery. Climax has also promised considerable investment in downloadable content 

ow fitt ing that Cl imax Racing is a 
development studio with a passion 
for speed, because for MotoGP '06 

it hasn't really had time to hang around. 
From start to alpha in just seven months for a 
first Xbox 360 outing is an aggressive 
development cycle for any studio. 

Granted, there hasn't been a tremendous 
evolution with regard to content - a direct 
result of t ime restrictions and the licence, 
which obviously dictates most of the 
elements present and limits the amount of 
offbeat substance. The riders have been 
updated to the 2006 MotoGP season, along 
with the appropriate bike changes and three 
new circu it additions to the calendar. In 
addition, MotoGP: URT2 players will 
recognise the (admittedly expanded) 
Challenge option while from URT3 the 
Extreme mode returns (split again into 600, 
1,000 and 1 ,200cc categories), an arcade­
inspired twist on bike racing, featuring a 
series of radica l, 'street' -style machines on 
fictit ious road-based tracks (bringing the 
total number of circuits to 34). This dynamic 
is further boosted by the ability to upgrade 
performance components of the bikes and, 

As you'd expect from a title pushing Xbox 360, draw distance issues are no longer evident -the focus 
instead is on using tricks such as depth·of·field and filters to achieve subtle but convincing results 
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Compared to the MotoGP bikes, the Extreme models (right) 
have a more organic. raw appearance. The artist behind the 
Extreme designs comes from the world of bike customisation 

while the options are relatively limited, they 
are nevertheless attractive. 

Arguably, the primary attraction remains 
the game's MotoGP-faithful segment 
Understandably; Climax hasn't spent too long 
tinkering with the series' renowned handling, 
which feels as accomplished as ever. Actually, 
that's not strictly true. lt actually feels better, 
as though it has gained an additional level of 
subtlety. Shifting the rider's weight around 
and playing with the independent front and 
rear brakes while hurtling successfully around 
the track remains uncommonly rewarding, 
but it seems more convincing - puzzling 
given that the developer will admit this is an 
area that's left mostly untouched. 

The answer, as ever, is in the detail. The 
audio has undergone considerable change 
and, in addition to sporting a wonderfully 
raw and aggressive note, it also provides 
valuable feedback - gear changes are easi ly 
determined while the notable difference 
between throttle on· and offload works 
toward giving a better indication of speed. 
The result is a more intuitive experience. 

On the other hand, the visual 
improvement is anything but subtle. Bike 
models are stunning and more than a 

The number of spectators really adds 
to the atmosphere. In addition to full 
grandstands. it's not unusual to see huge 
crowds swamping grassy banks on eithe; 
side of the track. Unlike PGR, not all are 
animated, but there are more of them 

combination of exquisite lighting and 
considerably higher polygon count Climax's 
artists have been pushing the 360 hardware 
to render materia Is that at a glance look 
indistinguishable from their real counterparts 
-the brushed aluminium, for instance, is 
utterly convincing. And it's not just the bikes, 
of course. From the bel ievable tarmac 
underneath the rubber-looking tyres, to the 
individual blades of grass and daisies on the 
outside of the rumble strips, to the swaying 
trees and huge, semi-animated 3D crowds 
trackside - and all the way into the distant 
horizon - there is an remarkable amount of 
detail evident. 

True, no amount of make-up, however 
deftly applied, will ever fool anyone into not 
seeing the core similarities MotoGP '06 

shares with its predecessors. But to be fair 
that is not the developer's intention - it 
simply aims to bring its highest profile 
franchise on to a next-generation platform 
and do so in a manner that best exploits the 
hardware available while negotiating 
significant time constraints. lt's a balance 
Climax would appear to be striking capably, 
which should please any 360 owner ~ 
with a penchant for bike racing. ~ 



FORMAT: PSP 
PUBLISHER: CAPCOM 

DEVElOPER: IN-HOUSE 
ORIGIN: JAPAN 

RLEASE: SPRING 

--------..... ~ Monster Hunter Freedom 
Those hunting for a different kind of killer app 
for the PSP may have new prey in their sights 

FORMAT DS 
PUBLISHER: TAITO 

DEVElOPER· MARVElOUS 
ORIGIN: JAPAN 

RElEASE: FEBRUARY 

Ample stretch room is leh for th•band, 
though it's unclear if varying velocity has 
been introduced into Puzzle Bobble or if 
drag-and-shoot aiming will feel too slow 
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T 
here's a little bot of an 1rony at work 
here Monster Hunter was an 
unusual and satosfymg combat game 

geared around the PS2's onhne capab1litoes 
even though the majonty of owners of Sony's 
conso e don't play online. Monster Hunter 
Freedom, close to a port of Monster Hunter 
G (the Japan-only sequel). 1s a game 
designed around the PSP. Sony's f1rst online­
ready console. and 1t doesn't go onhne. 

What it does do, before you despa1r, is 
partner a more fully featured singleplayer 
adventure with ad-hoc support for up to four 
players. First impressions are very positive ­
for what's being sternly described as early 
code, the game IS stable. the controls 
sens1bly adapted for the handheld and the 
visuals every b1t as able as the origmal to 
convey the sense of spac1ous. organoc 
w1lderness. The analogue-dorected attacks of 
the onginal have been swapped for a somple 
light/heavy button-based system, whoch 
certainly s1mplif1es the process. but does take 
some of the physocahty out of tre system. 
The magnofocently macabre gushongs of 
blood, however, remaon. 

Hippatte! Puzzle Bobble 
A remake of Taito's puzzle favourite risks bursting 
the bubble of hands-on control schemes 

D uzzle Bobble's broad appeal and 
r , Taito's omnipresent portmg activity 

ensured that it was one of the first 
toties to appear on Nintendo's DS in Japan, 
and while the onginal. somewhat no-fnlls 
adaptation approaches its budget re-release 
on that territory. a new OS-specific version has 
been announced, continuing Marvelous' 
stylus-dnven reinventions. 

As that developer's Rainbow Islands 
Revolut1on added DIY functionality to 
generatong ra1nbows, Hippatte replaces the 

trad1toonal bubble ballista woth an elastic 
band - requinng the player to manually 
slingshot bubbles into the upper screen 
(another omprovement on the origmal version 
beong the use of the DS's full screen area). 
Whether drawmg the band back proves an 
overcomphcatoon on tenser tome-attack 
moments remaons to be seen, as does its 
accuracy's effect on tnck shots. but the larger 
1ssue may be whether the obvoous tactile 
charm of the control method woll wear off 
after the forst few hundred bubbles 

There's no 1mmed1ate suggestion that the 
game mechanocs have been stretched out 1n 
any other area, woth the expected fixed 
puzzle mode (over 250 w11i feature), endless 
play mode and versus-At matches all 
featunng Multoplayer, however, os 
encouragmg of the DS communal huddle by 
offenng up to hveplayer support, either 
w~relessly or through game shanng. Those 
matches prom1se to be so hoghly strung as to 
bely Sub and Bob's endurmg rosy gnns- and 
may save H1ppatte from bankong too heav1ly 
on a concept Mario 54 05 relegated ~ 
to a sideshow over a year ago. ~ 

Monster Hunter's laudably idiosyncratic interface design 
survives intact, but there is a slight concern that it could 
clutter the screen to the extent it compromises the aelioo 

There seems httle reason to doubt that 
this will prove as successful as the previous 
games as a test of nerve, communocation an< 
cooperation as you face off agamst some of 
the biggest quarry ever shoehorned into a 
v1deogame. And, although ot's frustratong 
that the need to fond enough Network 
Adapter-equipped fnends will be replaced 
with the need to co•ral enough PSP-plus­
Monster-Hunter-owmng froends 1n the same 
place at the same t1me, 1t's almost certa1n 
that the camaradene and chiValry that ad­
hoc play should encourage w•ll bnng ~ 
out the best on a very promosing game. ~ 

We can't help but hope the visuals are placeholder, 
although their subdued blandness is arguably preferable 
to last year's PSP title. it's surprising how unfurnished 
the screen feels without the series' familiar contraption 
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Blizzard liked Swinging Ape's 
work on the long-delayed 

Stare raft: Ghost so much1 it 
bought the company. So what 

is it about this RTS offshoot 
that has people captivated? 

kickin 
e first meet Steve Ranck, former presodent 
of Swinging Ape and now Blizzard's VICe 
president of console development, in a 

European press roundtable notable for being the first 
reception in our memory to open with: "Why hasn't 
Bl izzard pulled the plug yet?" 

"Pulled the plug ... oh, on Ghost?" Ranck adjusts 
to Franco-American diplomacy. "Because we knew it 
would take time to get it right. I mean, [StarCraft: Ghost 
herome) Nova can cloak: how do you make a game 
where the player can choose to be invosoble?" 

it's a reminder that there are more pressong issues for 
the developer than the expectation and ompatoence 
surrounding Blizzard's return to the console market. 
"We learned a lot from Metal Arms," Ranck later reflects, 
"but that was a straight-up shooter, and Ghost is such a 
sophisticated game beyond that. it's a massive project, 
and it's daunting to be entrusted with it, but we're all 
huge StarCraft fans- we play the RTS almost every 
night, and love everything about the setting." 

Wrangling a literally standalone actoon totle from an 
established RTS is no shortcut to success; Westwood's 
Command & Conquer: Renegade entorely faoled to find 
vanation or charisma in its source materoal. But where 
previous showings of Ghost indocated a capable actoon 
game set in the StarCraft universe, Ranck's team has 
worked to recreate StarCraft as an actoon game, drawing 

TITU STARCRAFT: GHOST 
fORMAT PS2. XBOX 
PU8l SI!ER. BUZZARD 
DtVHOPER. IN·HOUS£ (BLIZZARD CONSOlE DIVISION) 
ORIG 11 US 
Rt tA~E l006 
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O'l the me<hantCS that cooperatiVely serve liS themes. 
"One of our b ggest challenges has been try1ng to 
ident1fy exactly what Ghost is," he explains "We've tried 
so many different Iterations, you wouldn't believe- with 
her cloaking ability alone, or vision modes, with how 
much thirdperson acrobat1cs there are. lmtially there were 
a lot, but the game nght now 1S more .. th1nk of the 
elements of a really good shooter, and then add the 
abilities a Ghost has.· 

Nova's stgnature cloaking is complemented by an 
enhanced v1s1on mode and a speed boost, the former 
not only revealing enemies through obstructions-
useful for old-fashioned thirdperson evasion- but 
expos1ng the hearts thundering in the1r chests for surgical 
snipmg The boost. portrayed by slow,ng the gameworld, 
can be used for a qu ck escape or combmed w1th a flick 
to ftrstperson for a devastating frontal assault, leavtng a 
eat's er ad e of tracer fife before ttme catches 
up in a roar of wh1pcracking recoil. 

Regardless of perspect1ve or method, confrontations 
are never less than brutal- and yet this darker tone hasn't 
overwhelmed the developer's inherent mischievousness. 
"Ghost IS much more serious than Metal Arms ever was, 
where we could be so tongue-in-cheek and get away 
with anythtng - but there's a lot of black humour 1n 
StarCraft. • says Ranck. A favoured developer tactic !S to 
pass patrols wh1le cloaked, rig the alarm sw1tch wtth 
tripmmes, then appear 1n plain view with explos1ve results. 
Elsewhere, commandeering an SCV heavy-liftmg 
exoskeleton allows Nova to seize and lob unfortunate 
sold1ers "Terrans do work 1n very hazardous 
environments." Ranck s1ghs. 

As the setting requires, the Terrans are only one form 
of opposition, with the ravenous Zerg mutations and 
monastic Protoss warriors demand1ng new approaches. 
Most 1mmediately, each race has a different foil for Nova's 
trump card: Terran patrols carry short-ranged cloak 
dampeners, but Zerg w1ll Innately sense her and begtn 
predatory concentric circling, whereas her powers may 
meet their match in the equally ps1onically gifted Protoss. 

With only a Terran mission on display in singleplayer, 
demonstrating Ghost's diversity falls to multi player, an 
aspe<t built from scratch over Swingmg Ape's tenure. Its 
etght-versus-etg'lt team skirm1shes are at first 

Unarmoured, unaware targets can be dropped with 
a dispassionate kidc and neck snap; heavier units 
may require a louder approach (top). Though matt in 
screensholl. in motion every metallic texture glitters 

"We have worked hard so that multiplayer's 
about teamwork, and that there's no lone 
hero that makes or breaks the game" 
overvvhelming, a throng of 1nd1vidual gunfights 
punctuated by both 1ntent1onally and unintentionally 
atrborne vehicles tumbling across the battlef1eld. But as 
team tacttcs coalesce, mfantry affixtng gun turrets to 
base entrances and vehiCle wheelguards while Ghost 
snipers harry the one-man-artillery marines, it becomes 
clear that this isn't just RTS without the S. "We have 
worked so hard on making sure that the multiplayer"s 
about teamwork, and that there's no lone hero that 
ma<es or breaks the game,· agrees Ranck, obviously 
vmd1cated by our assessment. "We had to strip back 
the Ghost in multiplayer, othervvise you 'd never want 
to play anything else." 



That doesn't prove ent~rely true. as even wrth rough 
edges on aim1ng and hit response, there's an enticing 
sense of weight behind every umt. weapon and vehicle. 
Each action has its qwks of movement: the gentle 
powersllde of a Vulture hoverbike, the heartbeat delay 
between fitting and launching a marine's grenade. the 
barrelling speed and tightening turning circle of a power· 
armoured unit on the run. "There's thousands of 
parameters for our characters. and we deliberate over 
every single detail until it feels right - I think we're getting 
very close.· Rancl< says. • All of our design decisions are 
1nspired by the RTS, but obVIously we expand on them, as 
the same rules don't work 1n 3D.· 

Ghosrs star turn at the recent Bltzzcon convention 
was the revelation that both Zerg and Pro toss are to be 
playable multiplayer races- attempting to transpose 
StarCrafrs rare feat of balance and Interface transparency 
over three distinct play strategies. The Zerg front is ready 
to be tested, and facing them from the Terran perspective 
recalls the overwhelmmg ant1·tact1c of the 'Zerg rush' 
even with a reduced-scale massacre. "I thmk 1t's easier to 
play as a team as the Zerg: they power up from runmng 
in a pack. and basically you don't need to aim -you just 
point them. start biting and scratching, and you'll hit 
something." observes Ranck. As in the all-Terran matches. 
once a Terran force acts in concert it proves more resistant 
to the rabid Zerg tide, but a global respawn timer for Zerg 
units. rather than the individual Terran t1mers. ensures 
a new wave is constantly building. Considered chaos 
like this bodes well for the th1rd race's Implementation, 
and v1tally shows the mult1player component to be more 
than a namecheck of StarCraft visuals- rendenng them 
even more VIvidly for nevvcomers who can't Identify each 
unit on sight. 

Indeed, if the enthusiasm and intelligence behind 
Ghost should satisfy all but the most vehemently anti· 
console of Blizzard's fanbase. its impact could be just as 
strong on those who've never played a Blizzard title 
before. let alone StarCraft. For all the franchise's clout, it 
could have found no better partner than a remarkable 
developer striving to top a self-set h1gh standard. "This 
is a dream project," Ranck says. "it's sci-fi action, it's 
StarCraft. it's Blizzard .. on the one hand it's a huge, 
huge challenge, but on the other, 1t's what we've ~ 
always wanted to do. • ~ 

Though not to <eal~ in this 
lineup -a scythe·limbed 
Hydralisk towers over Terran 
soldiers- Blizzard's eye for 
physiology is matched by the 
subtly different movement and 
control schemes of each unit 

Terran infantry and Ghosts can 
drive vehides in both single~ and 
multiplaye~ but doaked Ghosts can 
also leap aboard an enemy vehide, 
either quietly stowing away or 
relieving the driver of control by 
bashing his head into the steering 
column. As in the RTS. Ghosts can 
also fire 'lockdown' rounds that 
momentarily paralyse vehicles - with 
disastrous results if they're airborne 
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hile ff!W gammg phenomena attract qwte as 
much ammos1ty as a bad game that turns a tidy 
profit, fewer st11l have polansed such cntical and 

commercial responses to the same degree as the th1rd 
Dnver Bugs were one th1ng. Broken handling and 
ruthless rrussion Objectives were others. But 11 was the 
aggressi11e market ng of publisher Atan, together w1th 
the seemmg 1ne111tab1hty of the game's subsequent 
success, that turned 11 1nto the reddest of rags. 

Now, two years later, the dust has yet to settle. 
A pariah to join Enter The Matrix and Tomb Ratder: 

Angel Of Darkness 1n the s1xth generat1on's 
tnnity, Drrver 3 remains notorious De~~eloper 

llltKtions' first shot at cnttCal redemptiOn, 
urthltf·mctre, 1s ts sequel How fa 1r, we ask producer 

Gareth Edmonson, was its last game's reception? 
nwell, obVIOusly that's a difficult question to answer 

IIIQjQIISe there was a whole m1xed bag of comments, 
fa r and some not. We do accept there were 

w1th 1t -things that we should have made 
thl$ game But then there was also a great 
jus1 focus on that', and many people failed 

game objectively. There were some 
""""'1.....,-·1• across E~,;rooe we averaged 72 per cent 

!ltlit~ilthinn The Arner cans were harsher, ar'ld a few 

publicatoons 1n Europe gave 11 a very, very hard time 
But 1t wasn't the game 1t should have been # 

Ne1ther, for that matter, was Drtver 3 the game that 
Reflections housed 1n the uppermost floors of 1ts 
Newcastle off1ces atop a vertiginous spiral staircase -
needed to get back at former Psygnosis compatnot 
DMA Design, or Rockstar North as tt'S known today The 
Dnver - a class1cally mosch1evous stab 1n GTA/11 that 
doubles as one of that game's clums1est and most 
detested miss1ons- sparked a senes of public exchanges 
between the two developers. lt was a rivalry persomfied 
by T1mmy Verm1celh -the armband-wearmg hidden 
character (he couldn't swim) in Driver 3 that the player 
had to kill ten t1mes 1n order to unlock secret modes 
W1th rhat game released and ratled, Rockstar then 
returned opportune ftre, dtrected aga1n at the Tanner 
character and tucked away m early San Andreas. 

"We were never truly warned about GTA unt1l 
GTA/11," recalls Edmonson. "lt was good fun, but 1t 
seemed- I don't know whether th1s 1s accurate- to be 
a bit of a budget t1tle. Obviously, though, when we saw 
GTA/11 we went. 'Oh God. they've done a good job of 
th1s'. There's no question of what they've achieved. 

"The ma'n th1ng that they took was the open 
oty - go everywhere, do everyth1ng - type of game 



On-foot action has been completely reengineered: a simple combination of lock-on and analogue switching ensures it's kept 
simple yet reliable. Potential targets are identified by reticules that light up to suggest the direction the stick needs to move 

But their focus was never really on cars. Drive(s 
was, however, and Driver 3's should have been 
but for various reasons wasn't. Which is why, 
with this game, the focus is very much back 
behind the wheel." 

With the series having meandered so wildly 
from its first game's course - stumbling through its 
experiments with on-foot action and almost wnting 
itself off completely with an indulgent filmmaker 
mode - it says something that both it and Reflections 
can be in any position to experiment some more. 
Driver remains a triple-A licence, hyped by its 
publisher with appropriate v1gour and, 1t seems, 
unassa1lably saleable. How has it managed to 
maintain its position on the gammg radar in spite 
of its wild tangents? 

"First of all, every one has been a huge seller," 
Edmonson states. " Even Dnver 3. The thing about it 
is that it does tend to conjure up Hollywood car 
chases for a lot of people, while GTA does not. it's 
always had that '70s feel, though much less so in 
Driver 3 - that was more a Michael Mann-type 
influence. Setting Parallel Lines in the '70s was 
therefore a very easy decision to make." 

The fourth game purposefully recaptures a 
spirit that deserted the series when it arguably 
needed it most. Rather than hopping from one 
metropolis to another, it returns solely to the 
streets of New York - home of The French 
Connection and gritty parallel to the nameless, 
heavily inspirational streets of Waiter Hill's 1978 

chase classic, The Driver. like Ryan O'Neal in that 
movie. it's adopted a new, also nameless 

character from society's underbelly to 
negotiate those streets, known only by 

the alias TK, or The K1d. Its litter­
infested boroughs are faithfully 

dilapidated - Edmonson 
describes the New 
York of that era as 
"an absolute shithole" 

- and the cherished 

cliche of the refuse pile erupting over a passing 
bonnet is something he dehg hts in reproducing 
while toking us on the tour. 

Though the game is exciting (o headline-grabbing 
surprise m itself), its producer's demonstrat on 
warrants individual praise. Edmonson plays his 
company's game as if he'd bought it from a shop, 
weavmg through traffic and environment as if he'd 
been playing 1t ever since and notably free of the 
intense caution with which most developers 
showcose their work. This, of course, specks volumes 
of the series' progress over the lost couple of years. 
Unpretentious phroses such os 'quick, easy, 
throwaway fun' bounce oround the room, the agility 
of the various muscle cars as they plough through 
the game's m1ssions providing sterl ing support. 

When most of the genre's biggest t itles have a 
characteristic pitch on hand to define the1r driving 
models, how does Edmonson choose to describe 
this one? "lt's definitely movie-style," he declares. 
"The handling system is very realistic, but then we 
put a lot of tncks in there to get the big tail-out 
slides and to g1ve it some more droma." We 



Project manager Gareth Edmonson's devotion to Driver has kept it 
running through troubled times. and has finally beaten it Into shape 

were JUSt th1nking he'd had qUite enough of that 
Wh1le 1t's unlikely that Edmonson partiCularly 

enJoys f,elding quest,ons about Driver 3 (brother 
and stud1o eo-founder Martin having left him with 
the pleasure shortly after its release}, Parallel Lines 
leaves h1m little option, and for reasons ent,rely to 
Reflections' credit. Most of the questions you'd th1nk 
to ask, 1t answers itself. Is 1t a return to the senes' 
core valuesJ Yes. Is it massmarket? Yes EnJoyable? 
Agam, yes. Repa~red? Well, you're talkmg about 
Driver 3 again already. 

"There were a few th1ngs wrong last t1me," 
Edmonson admits. "The nature of that game was 
that 1t was qu1te linear w1thm ts open world, and 
there were technology restrid1ons we were under -
particularly involvmg th1ngs hke chasmg other cars ­
that meant we had to fa1l you when you were 
chasing a car at tight distance. Thmgs like smash1ng 
through lampposts and such: those were des,gn 
dec1s1ons, though probably 1ll-adv1sed ones We 
reckoned that if you adually smacked 1nt0 a 
lamppost, you wouldn't knock it over, so we were 
ernng more on the side of realism with that game. 

"With Parallel Lmes, we've sa1d: 'let's JUSt focus 
on the gameplay'. We have to make sure we don't 
frustrate the player th1s t1me by uphold1ng reality too 
much, and as you've seen, you can now smash 
through everything. The Sldewalks are now des1gned 
so they don't slow you down so much -enough, 
perhaps, to try and get you back on the road. The 
remaining clutter's simply there because, well, 
clutter's fun to do and fun to drrve through • 

Such talk, like his demonstration, IS refreshing­
devo1d of those dism1ssive and somewhat 
untrustworthy disclaimers such as 'We have x 
months left to polish' and 'Remember. th1s 1s an old 
vers1on' We olay Parallel Lmes via a number of 
ava lable builds, dired from Reflections' development 
platform Tho~.;gh 1ts framer ate dips m unopt1m1sed 
areas, 1t needs no further excuses because 1t's also 
qu1te clear that 1ts physics engine. handling model, 
camera and combat work far better than expected. 
What kind of balance, we ask, is the stud1o 
attempting to stoke between 1nd.;lgmg 1n these 
systems and maintaining a smooth framer ate? 

"The problem with games like this, especially 
somethmg hke Driver where you have a lot of physics 
go1ng on," expla:ns Edmonson, "is that 1t can be 
unpredidable 1n terms of just how mucr you can get 
away w1th. You want a reasonable dens1ty of cars 
and you want them to look good, so you have to 
cons1der the usual compromises. But then you'll get 
times when there's a pile-up and a couple of 
unexpected cars crash 1nto 1t, and then you're fly1ng 
on through that w1th four cops after you If you 
leg slated for that to never drop a frame, you would 
comprom1se 95 per cent of the game. 

"We're absolutely focused on it running smoothly 
and not dropping for most of the time, but we can't 
necessanly cater for everything. lt's all Al·dnven, so 
ot's not l1ke we can stage everyth1ng: somet1mes a 
car will make a m1stake and you'll have these 
overwhelm1ng physics ob)eds again. We've got ways 
of countenng that, but not for every eventuality." 

lt doesn't sound as 1f any length of t1me w1ll see 

a perfedly smooth nde ach,eved on PS2 (Xbox 
Parallel Lmes, inc,dentally, IS suotably better look1ng 1n 
terms of geometry, textures and specular maps) and, 
furthermore, 1t doesn't even seem likely that t1ght 
deadlines were the reason for Driver 3's m1stakes. But 
th1s occasion seems nonetheless appropriate for 
tackl1ng a few related rumours. Just how IS Ataro for 
g1111ng •ts developers space to breathe? 

"The commerc'a realit•es of it are always there,· 
says Edmonson, "but 1t's also a developer's 
respons1b1hty. All publishers put pressure on 
developers to get a game fmished on t1me Atari are 
no d1fferent. We're not in the luxurious posit1on to 
say '1t's ready when 1t's ready' -very few developers 
are. The tnck is to make as good a game as you can 
W1th the t1me that you've got. 

"I wlll say, however, that th1s time we're m 
much better shape. We had a mass1ve internal 

reorgan1sation and we changed a lot of the 
processes And we're a lot more focused now on 
what 1t IS we want to do. We didn't want to be in 
that SituatiOn where we're changing important 
elements as we're gomg along. Though we are 
chang1ng things at the moment, they're merely 
effects rather than core gameplay." 

We'll assume for a moment that Dnver, should 
1t couple ts steadfast appeal W1th a genu,nely 
thnll1ng fourth Instalment. turns another of those 
tidy prof1ts. If the modes of free-roaming, anarchiC 
dnv1ng seen in both this series and GTA can be 
considered the genre's present, then what 1deas 
does Refled1ons harbour as to Its future? Is •t 
unreai1St1c to exped anything beyond the further 
he1ghten1ng of 1ts realism? 

"I think there's a lot more to do than that," 
says Edmonson. "One thing that we have done 
w1th this game, for example, is to make 1t so 1t 
never lOads. lt doesn't sound like a b1g deal but 
that's qu1te a comp·ex problem, and the reason for 
domg that 1s purely for gameplay. so the player's 
always 1n the action. As an m novation it's relatively 
small beer, but we're at the end of PlayStation 2's 
life now and we're able to look at domg these 
sorts of things. 

"Give us more povver. ·he then adds w1th ....., 
a smile, "and we'l thmk of someth1ng else." ~ 
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IO's Hitman games are widely recognised as 
having some of the best soundtracks in the 
business. it's no surprise to learn that Jesper 
Kyd's creative method isn't a far cry from those 
of his Hollywood contemporaries: "The story 
and atmosphere of the games are what inspire 
me the most. I really try to get inside the head 
of Agent 47 and create music that is closely 
tied to his view of the world. The four 
different Hitman scores (including the 
upcoming Hitman: Blood Money) all convey 
his journey of discovery and I use a different 
approach for each score in order to ensure 
that they don't sound the same." 





Upcoming scores such as that for Nmety-Nine 
Nights prove that vocals are st1ll a possibility 
for videogame music, albeit seldom embraced. 
"I think vocal tracks can be very powerful. but 
they should only be used in a project that can 
benefit from that sound.· suggests Phillips 
"I've worked on projects where no vocals were 
used, nor should they have been. Other 
projects were practically screaming for vocal 
tracks. lt depends on the story being told . That 
being said, the voice is a remarkably elastic and 
expressive instrument. and I think it can be 
used in many more ways than it has been. • 
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What will 2005 be 
remembered for once 
the hardware launch 
dust settles and the 
January sales begin? 

veryone had the right to expect th1s year to be 
a gam1ng great As one generat1on rolls to a 
close. the last year of the outgoing machmes IS 

expected to exh1b1t a last hurrah of techn1ca1 flair and 
creat1ve mgenUJty. For all that new projectS will contmue 
to serv1ce the vast m tailed bases. this is the year for 
forward-lookmg teams to show off the results of their 
mastery of the current hardware before jumping ship 
for the next. And they didn' t disappomt. Every system 
had at least one game that would have seemed 
inconceivable at launch. wh1ch meant that the most 
sadden1ng th1ng about the new batch of consoles •s 
that we may never fully see what any of the old­
part1cularly M1crosoft's Xbox- was truly capable of. 
Add to that the pleasures of two new. and so very 
d1fferent. handhelds flndmg their feet and a PC market 
that is learnmg from console gaming's access1bihty as 
surely as 1t is techn1cally outstripping its performance. 
and 1t's easy to see why th1s year's awards were the 
source of so many amicably vioous disagreements. In 
the end. however, the sheer excellence of the winners 
could not be denied. Indeed. 1f the only gaming you 
do in 2006 IS to play through the titles listed over the 
next few pages. you'll fmd that. again. you'd have a 
year that 1S a gam1ng great. 
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THE 2005 EDGE AWARD FOR 

BEST GAME 

When you look back upon a year like 2005, consider a game 
like Resident Evi/4 and find yourself saying, "Wow ... yep, that 
was so nearly a ten," you know that you have your game of 
the year. it's when you find yourself reminiscing with others 
over all of the elements that make it truly great that helps 
cement its stature: what about that bit with the chair? How 
about when you realise you can catch fish? And on they go. 
As we originally noted in our review, it's the game's filmic 
quality that gives it its ultimate capacity to deliver non-stop 
entertainment from start to finish: you know that you're only 
ever a few steps away from the next big thrill, and, like the 
best page-turner of a novel you've ever read, you simply 
cannot wait to see what's lying around t he corner. So few 
games nowadays are so dense, so packed with things to 
see and do. Fewer still are rendered with such artistry. 

FORMAT: PC 
PUBLISHER: VlVENDI 
OEVHOPER BUZZARD 

it's f lawed, yes. And, yes, it's 
derivative. But by creating a 
beautifully rich world, and 
making accessible the arcane 
mechanics which drive more 
sophisticated MMOs, WOW 
lured millions of sightseers to 
its haly shores and few could 
tear themselves away from the 
adventure that unfolded. 

The game that had PC owners 
asking if next-gen had come 
early, Battlefield Z affirmed 
DICE's reputation as one of the 
best engine builde~ in the 
industry. Enough strategic 
variety was packed into the 
large-scale skirmishes and 
massive-scale environments to 
rout any potential opposition. 

THE 2005 EDGE AWARD FOR 

BEST INNOVATION 

This time last year, Nintendo's DS was an innovative piece of 
hardware with bags of unproven potential. This year, it's 
proven its ability to confound expectations at every step. At 
the development level, there are the lower production costs 
that allow the likes of lnis and Masaya Matsuura to reach new 
audiences. At retail, it's seeing DS games command long shelf­
lives, their popularity gradually gathering steam through 
good word of mouth rather than crashing out of sight after 
the f irst week of release. Then there's the marketing, enlisting 
the likes of Bill Oddie to pull in another innovation- a 
genuinely diversified demographic. And, of course, there are 
the games, putting brain-training conundrums and touch­
controlled inventions alongside tried-and-tested classics. All 
Nintendo needs to do now is prove it can translate what is 
still a mostly Japanese phenomenon to the wider market. 

FORMAT: PS2 
PUBLISHER· SCEA 
DEVElOPER: HARMONIX 

For all the excitement over 
Revolution, Harmonix remains 
the only developer to have 
delivered a full game that you 
control purely with your body. 
A remarkable technical 
achievement, it's also a piece 
of pure and simple magic, 
bestowing upon its players 
the power of flight. 

Not just the best-looking 20 
game in an age, nor just the 
best old-school platformer in 
an age, Jungle Beat is an 
object lesson in how a smartly 
designed control scheme can 
breathe new life into an old 
idea. The very opposite of a 
gimmick, it proved the perfect 
blend of old and new. 



Not many games prove as captivating from a single screenshot 
as this, the most agressively styled of Capcom's five not-quite­
to-be GC exclusives. But that immediate, toon-shaded impact 
belied the game's real sophistications. These are visuals in 
smart, subtle service to both gameplay and story, delivering 
the punchy solidity that a pure shooter needs as well as the 
abstracted hints of hallucination that the central conundrum­
real adventure or Harman's corroded imaginings? - required. 
But what Killer 7 does better than has ever been done before 
is take advantage of t he total control of perspective that an 
on-rails game gives: using the fact that the game could know 
at al l times where the player was looking, where he'd been. 
where he was going. and even how fast he was likely moving 
to create a visual rhythm of colour and shape that the very 
best fairground rides can still only aspire to. 

like Half·Ltfe 2. Resident Evi/4 
is the game that keeps on 
givong: when you think you've 
seen all that it has to offer up, 
it delivers once more, again 
and again. From the mundane 
to the fantastical, its art team 
renders a world we only 
dreamed of when dunking 
through the first Res Evil title. 

Shadow Of The Colossus is a 
game designed around the 
idea of removing anything that 
isn't necessary. and the same 
puroty sh~ in the visuals. 
Finding a richness in ots 
restraint, and an emotional 
impact on ots eerie stillness, 
less has rarely produced a 
more spectacular whole. 

lt shouldn't come as a surprise to see Killer 7 sitting side by 
side for these awards. From the first moments of the game it's 
dear that the aural world has been given as much aesthetic 
consideration as the visual one, and that the two are utterly 
interdependent for their effect. In a similar way to the game's 
art style, the music seesaws between pastiches of traditional 
game music, which serve to bolster the sense that this is a 
straight adventure, and an uneasy, disjointed cacophony 
which could only belong inside Harman's troubled mind. it's 
also hard to remember a time when music, sound effects, 
voice casting and voice production were approached so 
holistically. it's rare enough to hear each done well; ra rer sti ll 
to hear them weaved together into one soundscape which 
integrated so effectively with both the gameplay and the 
story. The acid test? Close your eyes and you can still hear it. 

When Capcom went to all that 
trouble creating cinematic 
action, was it going to skimp 
on audio? Of course not. A 
magnificent soundtrack, often 
understated but freqently 
urgent and always capable 
of plucking out some sort of 
reaction from the player, 
ensured this stood out in 2005. 

For those who did their bit 
in liberating Darwinia, the 
memory that's seared on theor 
minds is the sound: rarely has 
anything so awful been so 
wonderful, the shrieking, 
scraping hiss of the vorii 
floating over the gentle 
ambience of one of the 
year's finest soundtracks. 
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"We have the best launch line-up of any console ever," 
trumpets J AI lard, and debate will rage as to whether or not 
he's right . But debate won't rage about the value of having 
Wik, Mutant Storm, Gauntlet and Geometry Wars sitting 
waiting for you when your attention wanes from PDO or PGR. 
Smoothly implemented and well-edited, Microsoft's suite of 
down load t itles has genuinely widened the appeal of its 
console, as well as providing a lifel ine for small developers 
who would otherwise be excluded from the hi-def 
generation. While on Xbox the service seemed a litt le self· 
contradictory, 360's free Live service and communication tools 
means that there's no conflict- and huge potential- behind 
the contrast between father playing a spot of backgammon 
with his brother in Canada and son dessicating his eyes in a 
quest for the world Mutant Storm hi-score record. 

FORMAT: PSP 
PUBLISHER. SCEE 
DEVELOPER: IN-HOUSE (LIVERPOOL) 

Just being a sumptuously good 
game would have been 
enough of a launch-game 
hallmark, but Pure delivered 
on its promise of making the 
PSP's connectivity count. 
Alongside straight ad-hoc 
multi player, the support for 
new tunes, t racks and craft has 
made owning Pure a delight. 

lt wasn't the greatest of 
games, but the world's first 
mobile MMO was a smart and 
vibrant solution to the problem 
of how to integrate virtual 
adventures into the reality of 
the daily grind. The ambitious 
website support, complete 
with AI newscaster, perfectly 
rounded out the process. 

TH!: 2J05 EDGE AWAf<D i=O=:! 

BEST DEVELOPER 

When Production Studio 4 announced its plans for a 
GameCube-exclusive killer five, it seemed to good to be true. 
And, as the months progressed, there appeared to be sound 
reason for suspicion. Killer 7 seemed to flounder, P.N.03 
disappointed, exclusivity gave way to crossplatform. But in 
t he end (with assistance from Grasshopper Manufacture on 
Killer 7) its highly ambitious plan didn't just meet, but far 
exceeded even the most optimistic expectations. Capcom as a 
whole has had an impressive development roster in 2005, not 
least with Devil May Cry 3 and Shadow Of Rome, but it's a 
rather unfair playing field to pit individual studios against the 
might of an industry giant. Consequently, for the singularity 
of its visions, the courage of its design decisions and the 
overall excellence of its execution, it's more than appropriate 
to single out Shinji Mikami and his teams. 

GAMES: SPLINTER CELL: CHAOS 
THEORY, FAR CRY INSTINCTS, POP: 
WARRIOR WITHIN, KING KONG (360) 

There's barely space here to 
outline what this enormous 
studio has accompl ished in the 
last year, but its skill with 
conversions like Far Cry, its 
enhancements of a series like 
Splinter Cell and its increasing 
assurance with games like 
Prince Of Persia make it a 
modern-day powerhouse. 

In an odd parallel with Sony's 
own Studio London, Harmonix 
forged ahead in 2005 with 
games which created, and then 
near perfected, their own 
niches. The majestic elation 
of Guitar Hero, the total 
immersion of Antigrav and the 
inspired fusion of KRP add up 
to a phenomenal year's work. 



1 Tl I[ 2005 EOGE AWARD FOR 

0 
0 

BEST PUBLISHER 
SONY 

Sony's publishing division has always shown a laudable 
attitude to being a platform holder, sponsoring interesting 
and valuable projects which might have floundered if left 
reliant on thirdparty publishers. This year has proved no 
exception. putting its muscle behind studios like Game 
Republic and Relentless to ensure that the PS2 had a steady 
stream of games showcasing the machine's strengths. it may 
be the oldest kid on the block, but games like Genji and God 
Of War have proved that there is still more to be wrung out 
of its architecture, and innovations like Antigrav and Buzz 
have shown that Sony still has an aggressive determination to 
widen the appeal of the world's most popular console. For 
those ready with accusations of focusing on the mainstream 
came projects l ike Sly 3 and Rise Of The Kasai, and among 
some PSP disappointments came some of its strongest titles. 

While games like Medal Of 
Honor: European Assualt 
continue to dent its reputation 
as a developer, EA has a 
peerless record in using its 
muscle to support external 
projeCtS. Digital Illusions, 
Oddworld Inhabitants and 
L1onhead have all shone 
under EA's vast umbrella . 

Alongside its own, tradionally 
excellent, in·house games, 
Nintendo has had a strong 
year supporting external 
projects which broadened the 
appeal of their consoles. 
Battalion Wars proved an 
enouragingly successful 
western collaboration, while 
Chibi was brilliantly retooled. 

I HE ~005 EDG" AWARD rDR 

BEST HARDWARE 

Microsoft may be militant about its blend of 'software, 
hardware and services', but there's little arguing to be done 
with the hardware itself. With its clean curves and unified 
design approach it's stylistically an interesting leap forward. 
But that isn't at the expense of function: indeed, its precise, 
beautifully ca librated controller alone was a strong candidate 
for this award. The arrival of wire less joypads as standard, 
alongside smaller innovations like being able to turn the 
console on and off from the sofa also substantially improve 
the playing experience. And, as far as what's under the hood 
is concerned, it's dear that the launch titles have only 
scratched the surface in terms of what this hardware is 
capable of projecting on to high-definition displays. We're 
hoping, of course. that Microsoft can give this iteration 
more than four years to realise its substantial potential. 

Still humblingly beautiful to 
look at, quibbles about the 
compromised Square button 
and the utility of the analogue 
shder have detracted from 
the handheld's astonishing 
achievements in terms of 
proc~s,ng power, screen 
fidelity and enormous wifi 
on line potential. 

Cynical it may be, but the 
Micro is perhaps the most 
irresistable of the GBA's 
iterations. Understated and 
classy, games have never 
looked better than on ats 
rich, sharp screen and the 
pleasure of findang it forgotten 
in your pocket when your 
train's been delayed is pure joy. 
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lt had wot and charm and 
invention, but Psychonaurs 
was at its best when tt was 
integrattng story, 1nteract1on 
and v1suals together woth 
unique comic flaor The best 
touch was the button which let 
you see how NPCs saw you, a 
funny, insoghtful glimpse into 
what games think of garners. 

FORMAT PC 
PUBLISHCR . ATARI 
DEVELO~~R DEEP SHADOWS 

Wothout question the funnoest 
game of the year. We can 
forg1ve them the physocs. the 
crashes, the car handling, the 
repeated terrain, the non-Al. 
the loadong tunnels, the fragile 
buoldongs. enormous folders 
and belligerant briefcases. but 
we can't forgive them for 
fixong the floatong jaguars. 

There are those who despair of 
the modern, corporate game 
industry, with its PR armies 
who control every story with 
an iron, scandal-stifling soul­
draining grip. Those are the 
people who owe Tiger 
Telematics a stiff drink for 
bringing back happy memories 
of more chaotic times. 

David Cage's emotionally 
mature adventure opened with 
a boldly postmodern tutorial 
fronted by Cage himself. But it 
ends, after hours of arcane 
torment and ambitious 
dialogue, with a preposterous 
unlockable dance-off, where 
heroes, villains and creator 
alike get their groove on. 

Driving games are usually cited 
as the genre where there's the 
least scope for Innovation, but 
Forza's intelligently responsove 
racing hne proVIded a new 
gameplay dynamic. and a 
powerful teaching tool and a 
distinctive visual signature in 
one brilliantly simple bot of 
fresh thonktng. 

The controller itself was, of 
course, one of the highlights of 
the year, but what made it all 
the s-eter was the lack of 
any leaks. it's a rare trick to 
pull off these days, and laying 
eyes (and hands) on it for the 
forst time, with no idea what to 
expect, was a proper. old­
fashooned videogame thrill. 

Not an award for the whole 
service, whose implentatat1on 
and implications are still 
evolving, but for Valve's 
emergence as an on line 
publisher, providing a 
structured outlet for innovative 
titles like Mark Healey's Rag­
Doll Kung-Fu and Introversion's 
dazzling Darwinia. 

At a stroke, Monolith has 
ended years of running gags 
about the futility and 
pointlessness of collectables. 
The minute you realise you're 
being asked to amass diseased 
bird corpses and 'bits of metal' 
to up your score is the moment 
you realise you'll never mock a 
Rare game ever again. 



There is a moment in every 
Daigasso: Band Brothers 
session when someone picks 
the F-Zero medley, and there's 
a moment in every 
performance- the same 
moment- when ot breaks 
down into chaos. Never has 
being rubbish at a game been 
so reliably entertaining. 

~ .R(FS BBC T\\ RADIO AND 
ONUNE; THE GUARDIAN; 
THE ECONOMIST 

Coli n and Edith, The 
Economist, features on gaming 
vocabulary and MMO 
economics: mainstream game 
coverage improved notably on 
2005. But these crucial pioneers 
have an unusually heavy 
responsibility for accuracy and 
insight as they interpret 
gamong for the masses. 

The game itself was a highlight 
of the year bold, ballsy and 
dramatic - but its suite of 
extras points forward to a time 
when the creatove processes 
behind a game are taken as 
seriously by publishers as those 
behind films are taken by 
DVD-makers. If only every 
game was as well represented. 

Not an award for the game, 
nor for a player of the game, 
nor even for the wonderful 
video he made, but for the 
incredible sense of solidarity 
that the leroy Jenkins stunt 
engendered as WOW hit the 
tipping point and became a 
mainstream in·JOke you could 
share with strangers. 

A re· release of PSO and the 
hand holding charms of 
Homeland do not an online 
service make. Which means 
that, with 45 per cent of MK 
players using WFC. Nintendo 
has catapaulted from having 
the worst online ratio to one 
that even Microsoft would 
envy. Who'd have thought? 

AU"'1Qr ~ HIDEO KOJIMA. DAV1D 
JAFFE, YOSHIKI OKAMOTO, RON 
GILBERT. RAGNAR TORNQUIST 

The signal-to-noise ratio of the 
Internet continues to worsen, 
but the signals, when you find 
them, are strong and dear. 
The best of the new trend of 
developer blogs are forthright. 
funny and occasionally 
stunningly personal insights 
into the lives of the people 
who make your games. 

Forget 'Be The Zombie'. How 
about 'Be The Fag-Smoking, 
Hat-Toting Zombie Riding A 
Sheep That Handles Like A 
Warthog To The Strains Of A 
Delicate '50s Pastiche Before 
Dismounting, Pattong tt As A 
Thank-You And Watching In 
Flat, Undead Disbelief As lt 
Topples Over, Dead'? 

The game, of course, os great, 
but it would be worthless 
without its controller. 
Handsome, robust, and ­
crucially- not embarassingly 
toy-like, the rock-salute· 
enducing tilt sensor is more 
than we had any right to 
expect and more, arguably, 
than any of us deserve. 
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Now playing 

Project Gothom Racing 3 

Forced in-<ar view live events and 
supercharged Atom chases through 
Las Vegas are the current fashion, 
though the gruelling platinum 
medal crusade can't be far behind. 
360, MICROSOFT 

Mutant Storm Reloaded 

Debates are already raging about 
which is the better shooter- this 
or Geometry Wars? - but being 
spoilt for choice has rarely been 
this exhaustingly pleasurable. 
360, MICROSOFT 

Guitar Hero 

A rare last·gen game to hold its 
own this month. Weirdly, it can 
be even more effective than 
karaoke in bringing out another 
side of those around you. 
PSl, REO OCTANE 

Games ancient and modern 
In praise of sticking with the post 

__!j 
t's a conundrum art 
historians are used to. 
When repairing a damaged 

painting, or renovating an old 
building, do you restore it to how 
it originally would have been -
often brash, gaudy and 
unpalatable to the modern eye ­
or to how it ought to look after 
several centuries of carefully 
maintained ageing? it 's a 
conundrum because t here's no 
right answer, each approach being 
as artificial as the other, but 
whichever is chosen has a 
substantial impact on our 
understanding of the past. 

And it's no different in gaming. 
This month hails updates of Dragon 
Quest, Perfect Dark and Ridge 
Racer. Each is facing the usual 
sequel challenge of balancing the 
expectations of the old fans with 
the hopes of the new. There's an 
answer to the conundrum, 
although it's one that's easier to 
spout than it is to implement: a 
sequel should stay true to the 
intentions of the original, not its 
execution. it's where Ridge Racer 
scores so well, taking the 
exuberance and style of the 
original, but reworking it for a 
new era. And it's where Perfect 
Dark Zero falls down, staying so 

true to the mechanics of the 
original that it fails to respond to 
the inventive refinements the 
genre has since undergone. 

But what about a series where 
the fans don't want the spirit 
preserved at the expense of the 
mechanics? They want those 
mechanics, even if they're now 
anachronistic and even if they 
betray the original game's 
int entions to carve out new 
ground. What do you do, in short, 
if you're updating Dragon Quest? 
it's a game whose basic interactions 
have become museum pieces, 
ageing structures which are at best 
of historical interest, at worst an 
exercise in nostalgia. Surely any 
determined developer would take 
the fan backlash on the chin and 
forge ahead with new ideas? 

But why should they? There are 
other games stepping up to push 
forward the RPG form. Why 
shouldn't DO cater for its vast, 
established market that holds it so 
dear precisely because it's willing to 
hold its form in stasis, to renovate 
itself as a staid classic rather than 
risking a re invention that might 
prove just as unpalatabl~ as the 
original brash colours of now· 
faded antiquities? Perhaps the ..._, 
National Trust could advise. ~ 

78 Dragon Quest VIII 
PSl 

80 Perfect Dark Zero 
360 

82 Ridge Racer 6 
360 

84 Amped 3 
360 

85 Infected 
PSP 

86 The Movies 
PC 

87 Fatal Frame Ill: The Tormented 

88 

89 

90 

90 

91 

91 

PSl 

Boku No Watashi No 
Katamari Damacy 
PSP 

Animal Crossing: Wild World 
os 

Viewtiful Joe Double Trouble 
os 

lkusagami 
PS2 

True Crime: New York City 
GC, PS2. XBOX 

50 Cent: Bulletproof 
PS2, xaox 

Edge's scoring 'Y>lem expla ned 
1 ~one, 2 = two. 3 • tHee, 
4 : 4 .Y( 5 = ;111f" 6 = S;\ 1 = !oev€'1'\ 

8 • e>ght 9 = r P 10= :eo 
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~ .. -·. DRAGON QUEST VIII: 
'<~~t ~-;, JOURNEY OF THE CURSED KING 

~ ;.:,..- fORMAT PS2 PRICE: SSO (£30) I
ll ~ ... ~ 

1 
, RHEASE: OUT NOW (JAPAN, US), FEBRUARY (UK) PUBLISHER. SQUARE-ENIX 

DEVELOPER: LEVEL 5 PREVIOUSLY IN El28, E137 

The nov•lty of European voice actors (iln 
addition from th• silent Japanese ong•nal) 
largely overrides any mistimed deliveries. 
The protagonist does not speak throughout 

ragon Quesr VIII is beat..tiful. lt's best 
to start here. as this is where you will 
likely begm. From the moment the 

start·up sequence explodes its world over the 
screen in a blast of light, colour and prom1se. 
the camera trading two magnif•cent hawks 
as they dip and soar over rolling h1lls through 
a heavenly Sega-blue palette, rt will have you 
under its spel 

You'll fall1n slack-Jawed love when you 
step out of the f1rst town, gaze into the 
colossal draw distance and realise that no 
longer is there that world-map div1de which 
your suspens1on of d•sbelief could never 
quite bndge. Synapses will snap happy as 
they pick out a speck m the dtstance before 
perceiving it to be a castle sh1mmering a half 
hour's walk away. You'll climb a hill to get 
your bearings, the honzon full of wild 
imaginings and wh1spered promises, before 
tumbling down aga1n to chase after your 
adventures. And that delight will grow when 
your ragtag band of compan•ons first open 
the r mouths and, rather than the expected 
hammy Amencan. you hear vibrant, nch and 
diverse European voices. In perhaps the 

greatest v1de09ame local•sation the west has 
yet en,oyed, an unbroken, darting, live 
orchestral score generously replaces the 
original Japanese synthesisers; a flawless 
aural backdrop to th1s live·in·fairytale. 

it's the k1nd of game that g1ves you 
butterflies as you flick the power sw•tch on; 
the kind of game that wakes you early from 
sleep with a s•ren song calling you from your 
world into its; the kind of v•deogame that 
makes you happy and innocent again But, as 
the hours trickle away, so too the hyperbole 
drams with them. Very quiCkly, it becomes 
obvious that the v1sual invention the game 
showboats at every turn •s underp1nned by 
mechan1cs you have played a thousand 
t•mes; that the p•xels cover a most 
straightforward p•ece of RPG engineenng lt's 
evidenced everywhere from the battle system 

with its hammer-the·X-button simplicity, 
through to the linear levelling which allows 
VIrtUally no custom1sat10n as you chip away 
at your character w1th exp points, slowly 
reveal•ng the•r full, predestmed potential 

What has happened IS that Level 5 has 
turned the Dragon Quest dynamic on 1ts 
head. This has always been a series of 
function over form, espec1ally as the years 
have rolled on; but now that the form has 
been so drast•cally overhauled, 1t reveals a 
function nearly as old as vtdecxJame t•me 
Itself. But to call th1s style over substance 
would be grossly inaccurate. The substance 

IS all there - we•ghty, deep and stretchmg 
off 90 hours into the distance. But, 
unmistakably, 1t IS substance from another 
time. This is an old RPG·by·numbers puzzle; 
delightfully, spectacularly presented but 
underneath 1t all, mutton dressed as lamb. 
So the game's success seesaws on the 
player's love of the orthodox RPG mechan1c 
and, naturally, whether this is simpliCity 1n 
the sense of stud•ed. understateo elegance 
or just id1otic, dull-bramed conservattsm. 

Unfortunately, tt's the latter. Dragon 
Quest has none of the cutscene exuberance 
of a Xenosaga, none of the battle complexity 
of a recent Final Fantasy, not any of the 
limitless subquest1ng of an Atelier Iris nor the 
complete freedom of team customtsation 
that Nippon lch1's tit es afford. There are JUSt 
a few special 1tems to collect littered across 



the world and a simple option for combining 
two items to create a new one in an alchemy 
pot. The gameplay decoration is basic and 
the flow of play one-dimens•onal. Just four 
companions compnse your battle team 
throughout the game. The story IS s1mple, 
childlike even; the characterisation pnmary 
coloured, the plot straightforward; a TV 
dinner of cultural consumption. 

But. desp1te all this, Dragon Quest VIII still 
relentlessly spurs you on. Crucially, everything 
the game does. 1t does overwhelm•ngly well, 
sparkling with an assurance that comes from 
having ach•eved everything 1t set out to do. 
In truth, no one has really ever tned to 

modernise the knights-and-castles fantasy of 
the Super Nintendo's RPGs so missed by 
genre fans. Th1s game feels like a rediscovery 
of all that made the best of those games 
great, choos1ng to revitalise and celebrate 
them rather than follow the crowd and try 
to force modern elaborations into an old 
framework. There's innocence m creator Yuji 
Horii's world, which Level 5 has used its 
development skills to masterfully highlight 
and enhance. and ironically, 1t feels fresher 
than any other Japanese RPG this generation. 

Whether you will agree is another matter. 
Of all Dragon Quest's blessings, its greatest is 
charm. and this is perhaps the most m1xed 

Monsters are delightfully varied in design. full 
of wit and flair ~nd. like the very best 
antagonists, less like tiresome adversaries 
than sub-characters in the sprawling story 

Your character carries around in his pocht a 1iny mouse 
named Munchie. By feeding Munchie differtnt flavours of 
cheese during battles you can unleash a range of bonus 
attacks which can turn the tide in your favour - even if 
you don't happen to be fighting against elephants 

blessing of all. If you are easily seduced then 
you will follow grinning and besotted 
wherever the game leads. But 1f you are long 
bored of RPGs' outdated v1ces and deV1ces -
the random battles, the cliched storyhnes and 
the incremental level-ups - you m1ght not be 
so read1ly persuaded once the honeymoon 
glow dissipates and the wonder of 11s beauty 
turns to weary familia rity. 

But those who truly fall in love, who 
recogn1se what is under the surface for what 
it really IS, will keep turning the wheels, 
rolling the d1ce, drinking the charm, fa•thfully 
weavmg their adventuring life tapestry 
together until the very end. (8] 

From poge to pixel 

Level 5 has created a wonderful 
world, lifting Akira Toriyama's 
lively designs (perhaps his best 
since Chrono Trigger) from the 
functional, often bland and 
lifeless sprite representations 
of Dragon Quest's past 20 years 
into classic three-dimensional 
heroes. That the team is 
restricted to just four characters 
might seem overly restrictive at 
first, but in practice it works 
well, eliminating the need for 
long deliberation over who to 
level up and who to leave on 
the sidelines each fight. 
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The frequent inability of Zero to batter 
tailor-made coop set-pieces into 
something appropriate for solo play is 
one of many apparent concessions to 
360's communal ethos. Set·pieces 
involving vehicles - specifically this 
hovercraft escape - are prime examples 

Able to loute enemies via sound, your 
radar is sensitive to volume, with louder 
weapons leaving a more stubborn mark 
on its display. The shotgun's secondary 
fire mode emits a sonar ping that 
expands upon this. determining the 
location of everyone within range 

erfect Dark, a game ambitious 
to a fault yet dazzling in its 
soph1St1cat1on, has left for its sequel 

an opportunity to re-establish the era in 
wh1ch Rare once set the fPS standard. lt, 
together w1th Golden Eye, tossed a high ball 
of advanced m1ss1on structure and 
multiplayer 1ngenuity that even Halo has 
s1nce failed to intercept And yet it's to 
Bung,e's game- the near-complete package, 
stellar launch t.tle and perenmal Xbox brand 
1con - that Perfect Dark Zero w1ll largely be 
compared n fa1hng to achieve anyth,ng like 
the same grade of professional ism and 
polish, and by resting on 1ts ageing laurels 
all too often, Xbox 360's chief launch title 
falls short 

Much can be put down to over­
zealousness Seldom has a flagsh1p been 
so over-laden w1th the amb1t1ons of both 
creator and sponsor; Rare wants a sequel 
to one game, M1crosoft another Perfect Dark 
Zero's cargo consequently 1nc1udes 14 
s1ng eplayer m1SS1ons - each offenng up 
divergent paths for cooperative play ­
together w1th a sprawling matrix of 
multiplayer modes and modif1ers, near 
omnipresent Xbox Live support, optional 
objectives, difficulty-dependent objectives, 
secondary fife modes for all weapons and 
tert•ary f~re modes for many, puzzle-powered 

Many unique features of Perfect Oarlc on N64 make a welcome return. Objectives. for instance, art deliberately vague as 
they flash across your HUD. The full description, however, is also received by your d-Pal where it reveals Important details 

gadgets, AI bot support, operable vehicles­
you get the idea. 

Of course, such ambition is to be 
applauded, but what comes of it here is a 
violent strobe of quality, alternating so 
qu,ckly between good and bad as to baffle 
the senses. While the series' f1rst steps 1nt0 
stealth, for example, were tax1ng and 
somet1mes frustrating scrapes, frve 
.nterven,ng years and an entire stealth genre 
has done nothing whatsoever to ra1se its 
game it has, in fact, lowered it, smce even 

the more conventional missions are set in 
levels more rats' nests than tactical tests, 
making you frustratingly dependent on the 
dlfectional chevrons that are la1d down 1n 
order to guide you from one waypo1nt to the 
next - more often than not right under the 
noses o' your supposedly v1g1lant targets. 

Yet between the many moments when 
tne AI lapses into a malfunctiOning stupor, 
the run-and-gun, h1de-and-dive combat 
proves sat1sfy1ng. Tak.ng cover should work 
better than it does: the related button 

- The weapons here are the real characters, 
"~ while the various Oatadyne and Carrington 

operatives attached to them are the appendages 

prompt is hes tant to appear and, worse, 
capab e of pos1t1omng you on the wrong s1de 
of a defensive corner. But something 
stubbornly compelling surv,ves the many 
flaws. More so than 1n the f~rst Dark, the 
weapons here are the real characters, wh1le 
the various Datadyne and Carnngton 
operatives attached to them are the 
appendages. Convincingly weighty, they 
encourage strateg1c play v1a secondary 
funct1ons, igniting both the screen and the 
motors of the 360 pad with thelf fire. 

Agent difficulty is practically a God mode thanks its unwavering leniency. But it provides a valuable insight into the demands of each mission for those who fancy 
a second, third or even fourth shot at more demanding settings. 11 also validates an inventory selection screen that feels. initially. like a complete waste of space 

Zero's stabs at drama. though, are 
comiCal, and 1ts comiC Interludes 
cnngeworthy. As suggested by the 
lc:ale1doscopic appearance of Dark herself 1n 
recent months, 1t has no defm1ng character 
beyond crude an1me and the adolescent 
cl iche that a self-respectmg No One Lives 
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The spring-loaded eruptions of shattered body armour that 
often greet a successful shot start looking less ridiculous once 
the game's heavy artillery is introduced. The down-like 
physics and parades of Identical enemies. however, do not 

Forever t itle would know to avoid. Visually, 
it's a grim exercise in the overuse of 
cosmetics and the undervaluation of design. 
the occasional sunbeam glancing off a 
weapon m mid-reload as a picturesque 
horizon chances 1nto v1ew prov1ding some 
respite from the unsubtle and distracting 
bump-mappmg that clogs every pore. 
More trying 1s the soundtrack, a contrived 
barrage of esp1onage-themed electronica 
and rock that's relentless to the point of 
brutality. Incidental dialogue, meanwhile, 
•s routinely moron1c 

Penetrating these messy layers, however, 
reveals a mult1player suite that goes to great 
lengths to reimburse. Cooperative play is a 
small step forvvard - partial proof that paired 
players needn't nde on the same ra il - but it 
nonetheless shares the same flawed 
framework as the regular story. The detailed 
enVIronments still consp1re to overly 
camouflage the enemy, signpost1ng is 
delegated to the chevron trail, frames 
repeatedly glitch, and the m frequent boss 
battles rema1n stra teg•cally barren tests of the 
most basic techn1ques. But given enough 

players, communicators and. if necessary, 
bots, the twin competition modes of 
Deathmatch and Dark Ops are as close to a 
savmg grace as Zero is going to get. 

Splitting all-out and tactiCal game types 
between them. the two modes are stuffed 
w1th features. Stx maps- moderately 
amb1t1ous m layout yet immense tn sca•e ­
are available, wh1le additional bases can be 
coupled pnor to play to expand the arena. 
and each local d1stnct contamed within IS 

prom1nently 1dentif1ed upon entry to ease 
coordination. lt's here. amid the laboured 
an1mations and exaggerated physics, that the 
full capability of the game's weapon and 
movement systems is brought to bear. 

Running at pace with guns holstered, 
stealing weapons and changmg clips m1d-roll 
are all practices worth learn1ng, the 
purposefully unbalanced vulneraMues of 
bod1es below and above the neck mak1ng 
headshots a pamstakmg but supremely 
rewarding techn1que. The system of picking 
up and d1scardmg arms. however. often leads 
to the surrender of vital split-seconds as you 
dance back and forth, holstering what you 

Employ the secondary fire of the CMP·1 SO and memories 
of Total Recall will flood your brain. The holographic 
done it projects from its barrel is perfect for poking 
around treacherous comer1, while the ensuing gunfire 
from unknowing opponents proves no less gratifying 

wtsh to re:ain while acqu1nng prec•se 
pos1t1on above a chosen weapon. But wh1le 
such mechanical fumbles grate. the game's 
tact1cal elements are entirely constructive, 
especially those that Counter-Stoke players 
will immediately recognise as their own. 

G1ven the game's marketing as one 
woman's war against the corporations. the 
1rony of Perfect Dark Zero IS that the quality 
of the gammg expenence 1t offers degrades 
m parallel w1th the number of people play•ng 
1t. Mass mult1player matches show the game 
at 1ts strateg•c. notous best, but while smaller 
matches still reward and coop wnngs the 
best from the m1ssion des1gn. there's no 
quest1on that Zero IS a far better competitive 
sport than it is a personal quest. [7] 

In multiplayer. splash damage is tempered 
wisely according to the availability of the 
weapon. The marketplace for buying gadgets, 
armour and firearms during Dark Ops matches 
is a direct lift from Counrer·Slrike, but that 
doesn't make it an unwelcome addition 

The Phantom and Shield are IWO of the 
game's most memorable weapons. the 
former cloaking the player and introduced 
through an encounter that'll strike a chord 
with players of the first hrfect Dark's GS 
Building: Reconnaissance mission. The latter 
speaks largely for itself. but makes for a 
surprisingly strategic multiplayer weapon 

Hardware conflict 

Considering just how many tricks 
the game's weapons have up 
their sleeves. the inclusion of 
further gadgets and associated 
puzzles seems unnecessary when 
employed as they are here. The 
return of the CamSpy is a nice 
touch. but little has been done to 
make its use challenging or its 
objectives interesting. The 
Locktopus - an electronic 
lockpick that triggers a Splinter 
Cell-type analogue-stick puz.zle ­
holds no interest now that so 
many other titles have bled dry 
the idea. The Datathief involves 
a timing test that's so badly 
introduced and presented as to 
be confounding at first glance, 
while Demo Kits. with their built­
in (though hardly practical) tile 
puzzles. succeed In offering a 
minor braintease at least. and 
an interesting multiplayer tool. 
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By completing certain selections of races 
in World Xplorer mode you can 'capture' 
areas of its map. some of which contain 
prize.s. Almost invariably. these are new 
cars to be added to the performance 
class they occupy on the map itself 

ow that Project Gotham Racmg 3 
has used 360 as a hi-def battering 
ram to push ttself to the fronthne of 

a congested and contested genre, it's time 
for Namco's launch favourite to fmd 1ts own 
space on the console's fuZZJiy defined 
startmg gnd If PGR3 ts current king of the 
road, then R1dge Racer 1s the joker. barely a 
dnvmg game and more a mllcture of 
snowboard carve-cornenng and Scalextnc 
track-huggtng. wtth vehtcles that feel as 
much spaceshtp as car Despite its unreserved 
nature, and betng about as tightly tethered 
to real ty as the Burnout senes, Ridge Racer 6 
hasn't floated away from 1ts roots. it's 
content to sink m to tts well-established 
furrow of soaring slides and skids, and it st1ll 
feels cnsply sattsfytng wtth 1t Albeit not 
immediately; deftnttely, unhapp1ly not 

World Xplorer mode - RR6s career, 
essentially - IS a pretty tree diagram, a web 
of over 1 00 races that the player. starting 
from the bottom left. can work through m 
wh1chever d1rect1on they like. As the map 
moves to the right, the car class - the top 
speed of vehtcles- tncreases, while movmg 
up the Xplorer chart raises the difficulty. it's a 
welcome open-plan approach, but those f1rst 
few hours of play are crushing, simply due to 

~ Despite its unreserved nature, and being 
"-. ~ about as tethered to reaLity as Burnout, 

RR6 hasn't floated away from its roots 

The blabbermouth Ridge DJ is 
present corre<t and just as likely to 
irritate as ever, thanks to a stream of 
encouraging gabble that accompanies 
the player's every action. Rave City 
also returns, offering some nighttime 
cityscapes and ludicrous jumps 
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The vehicles available across the four standard classes are 
typical - sporty models with exaggerated bodywork and an 
overkill of decals, some bulbous and some sleek. it's the 
special class that's the most interesting. though, featuring 
hovercraft rocket ships and a handful of peculiar surprise. 

the gruelhng. pedestnan speed of Class One 
and Two cars. lt wtl-ally forces you to play 
vta bumper cam simply because its chase 
cam is just so unbearably slow during those 
vantlla classes. an ambling crawl that makes 
you wonder why the game should have even 
bothered wtth its unblemished framerate. 

But. But. Progress to the latter classes and 
the speed finally catches up. Reach the end 
of World Xplorer- the shortest route involves 
JUSt over 20 races- and the number of 
available events almost doubles The web of 
race meets expands n several dtrect1ons to 
tnclude Advanced. EX and Duel category 
races it's through these upper t1ers that the 
game Jerks tnto life, especially tn the duels, 
one-on-one showdowns with some stupidly 
quick novelty vehicles. confrontatiOns that 
hark back to the tightrope tension and 
preciston of the classic R1dge Racer 
showdown with the black 'Devil' car it's a 
challenge that's due more to CPU cheating 
than balance. but there's plenty of 
grat1ficat10n to be had from applytng 
mcreasmg levels of confidence and Skill, 
where an opt1mal boost start and Ult,mate 
Charges (see 'lntro to nitro') become 
essential, espec1ally in the face of opponents 
that use nakedly cheap behaviour 1n order to 
keep th1ngs dramatic. Standard races, desp1te 

the occasional variatton (such as no-nitro 
conditions), are still a typical RR maner of 
barging your way through a queue from last 
place to first but, unhke R1dge Racers, there's 
plenty of room for JOStling, undercuttmg and 
overtaking. And 1t's easy to be accurate; 
Ridge Racer games are about be1ng 
flamboyant but sharp wtth 1t, and the 
game's looks def1nttely match the latter half 
of that philosophy, 1f not the former. 

In motion. RR6 is spotless. lt never 
misses a beat, never struggles and never 
leaves the player without a fme sense of 
comprehension. it's the ktnd of resolute 
competence that makes it easy to forgive the 
game's less impress1ve v'sual components. 
There's no gnme. no overreachmg and no 
pretence of be1ng anythtng more than it ever 
was before, and 1t feels h1gh-def,M,on even 
when not runmng on HDTV. However. most 
of the 15 available tracks (plus reverse 
equivalents, of course) have some surprismgly 
dull and retrograde stretches to their 



appearance. interspersed with patches of 
pleasing trackside detail: w1ndm1lls, 
suspens1on bridges and overblown sunsets 
At 1ts uppermost speeds, the game's looks 
are a cool breeze, but pick any partiCular part 
of 1t out for slow-moving scrutiny and it's all 
JUSt stuffily Simple. Dynamic effects are few, 
but striking - the glowing slashes or tailltght 
trails. the sparks from road-scraptng 
bodywork, falls of glitter when approaching 
the starttng gnd whtle tn pole positiOn, fiery 
tyre tracks m the wake of a nttrous-ftlled skid. 
These aren't cutting-edge looks, but they 
have been cut with a polished scalpel, not so 
much exploiting 360 as simply exploiting the 
proven. longstanding benefits or clanty. 

Ridge Racer 6 expands the cliche - it's 
maybe not one for fans of the series, but 
superfans of the series, those who eked 
every last charming unlockable out of the 
dizzytng w1dth of Ridge Racers' world tour 
mode, and wanted more. Those expectmg an 
accessible expenence that matches the 

Typically, Ridge Racer 6 is as fond of 
Namco as Namco is of Ridge Racer. 
The game is fred<led with in-house 
references. from Katamari Oama<y 
billbo.'Jrds to a range of Soul Calibur 
vdlides. such as the Mitsurugi Meltfire 
or Kilik Stamose (with Astaroth tyres) 

The list of attainable Achievements in Ridge Racer 6 is a more thoughtful one than the rote checklist challenges of most 
first·wave 360 titles. Early goals include performing a 360 spin during a race, or playing an online race against someone in 
another country. Later. you're asked to unlock messages from Ridge Racer mascot Reiko Nagase with no explanation given 

game's accesstble handling model W1lll1kely 
stall long before the game has completed its 
ftrst proper lap. Those who stick it out, 
however, will get to feel its slide-heavy 
pleasure begin to flow. as skidding angles are 
perfected. and more and more bends are 
swallowed up in some increasingly excessive 
dnfts. it's a path that's ploddingly plotted, 
requinng a warm-up penod of several hours 
of investment before its engine truly starts to 
put out a powerful thrum, but has a summit 
that's worthwhile, if only for the faithful. [B) 

All of the game's tracks are available from the out~t for 
time-trial activity. with the game offering a dedicated 
Global Time Attack mode and ranking system for players 
to prove themselves. Straightforward online races and 
twoplayer splitscreen game options are also included 

lntro to nitro 

like Ridge Racers, RR6 offers 
three canisters of nitrous that dre 
filled by performing slides at as 
high a speed as poss1ble. rhH" s 
an aspect to this that's ""'pie to 
grasp, in that up to two or three 
canisters can be activa\.:<1 at once 
to achieve a more pow.,rful and 
sustained boost, but there's more: 
Ultimate Charge. Whero an active 
boost is about to fizzle out. 
you're given a small w1udow of 
opponunity to replenish a 
significant amount of nitrous by 
sliding during these f1nal few 
seconds. it's difficult to use well, 
since it requires son•e signifiCant 
foresight and track knowledge, 
but can be critical when duelling 
with some of the game's more 
challenging special veh1cles, 
especially when they appear to 
have permanent reposltOnes of 
the stuff to suck upon. 
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Planning omission 

One of the things that makes 
Amped 3's vast acreage so hard to 
memorise is that all of it is 
editable. You can drop into edit 
mode anywhere on the slopes 
and add ramps. jumps. rails and 
general brlc·a·brac (unlocked 
through completing bonus 
challenges throughout the game) 
to the run. lt's an extraordinarily 
ambitious idea. and the game 
encourages you to use it to your 
advantage - adding extra railings 
to a tough grind challenge. for 
example. Sadly, the 
implementation shows just how 
ambitious it was - it's fiddly. 
buggy and annoying. and the 
game already offers such a huge 
range of locations that it's 
ultimately unneeded. 

icrosoft has done a more thorough 
job than most of setting the agenda 
for its new machine: the console for 

the h1-def. always-on, customisation 
generation. And. to some extent, Amped 3 is 
a lousy poster-boy for 1ts aims. Visually, it's 
easy to be underwhelmed by its lack of 
detail. In motton. the game can be almost 
monochrome, fhcktng from the flat white 
and blue of skyscraptng aerial moves to the 
whtte and black of rocky, ratl-heavy canyons. 
Occastonally, there are some trees. These are 
green. But that's to do an injustice to the tcy 
dens1ty that ht·def bnngs to these luxuriously 
clean sett1ngs a sense of real, open-air 
space that makes Amped a nice place to be, 
someth1ng reflected throughout the game. 

Because. while Amped 3 may not have 
elaborate ltve support (although scores for 

Although completing the game's story mode unlocks all the mountains. you'll 
need to 'own' each of them to unlock all the runs. This is achieved by racking 
up enough points to fill your Awesomeness bar, and then finding onlookers to 
trick in front of - complete with the stylised puffs of Awe which issue forth 
from underneath your board. Impress them all, and the mountain is yours 
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The inclusion of the snowmobile make 
navigation easy -especially when 
motoring back uphill to trigger a 
challenge you missed coming down 

The Magk Circle cllallenges, though pretty. art ohM tests of determination rather than skill alone. since you can't always 
-where the trail of rings leads. This can n~tssitate frequMt retries as you learn the layout of the various courses 

challenges are automatically checked against 
the online records) or endless character 
customtsation (despite a decent-sized range 
of clothes and boards). it is in more 
important respects an absolute benchmark 
for how games are likely to be made thts 
generation. This shows most strongly in the 
control. Gone ts the dry precis1on wh1ch 
made Amped 2 such an exactmg. and 
eventually exhausting. challenge. Instead. 
tnckmg has become a flexible. forgiVIng whirl 
of 1dle improvisation and daredevtl 
brinksmanship. Rails are sticky. land1ng 
requires only the slightest concentration. and 
vast combos can be stitched together by the 
seat of your (unlockable) hotpants. 

Part of the think1ng behind this shtft is 
clearly to increase the game's accesstbthty. 
Story mode can be cleared tn less than eight 
hours. opening up seven mountains and 
dozens of runs. and breaktng 1n players for 
the longer, tougher haul of tackling the stern 
extra challenges. But more than anything it's 
simply the huge area on offer that 
necessitates a rethtnk. Amped 3 1s truly vast. 
and memorising the detail and variety of its 
dozens of runs would be beyond even 
normally ded1cated players. And so preciston 
and planning give way to freewheeling, 
which is better served by handling more 
accommodating than demanding. lt also 
helps gloss over the game's technical hiccups 
- awkward cltpping can leave your rider 
momentarily stuck, requiring a quick reset of 
his position which would be unacceptably 
infuriating in a game where progress was 
harder won. There's no doubt the ultimate 
satisfaction and mastery the game offers 1s 
undermined. but tt's an exhtlarattng and 
welcoming trade-off. 

And if making more people have more 
fun is step one of the real next·gen 
masterplan, then Amped 3's presentation is 
the next. The story mode is just that. an 
actual. improbably funny, deliriously odd 
story, rather than a dull zero-to-hero career 
progression, told with utter conftdence that 
the people who like playing games and the 
people who like mak1ng them have plenty 
in common. All told, tt's an enormously 
likeable package, and one wh1ch sets 
perhaps a much more valuable next-gen 
agenda: one of games which place a higher 
emphasis on player enJoyment than they 
do their own ambitions. [7) 



o fully appreciate what Infected ea n 
offer you'll have to quickly forget 
what you think you know about 

zombie battling, as your first awkward 
attempts at a straightforward run-and-gun 
technique will meet with quick fa1lure in all 
of your mission objectives. Instead, you'll 
soon learn that the true nature of the game 
is in corrall ing enemies into weakened 
groups, where a sing le blast from your 
antiviral gun daisychains its way through 
each one in turn, with a satisfying visceral 
shower and a reward of ever more 
devastating weaponry. 

l et it not be said that Infected doesn't 
have its moments of pure raw rushes of 
adrenaline. provoked as you enter a zone 
gone 'berserk', with every local zombie 
turned supercharged with infection, all 
suddenly hyper-aware of your presence and 
homing in at once. But it's just at the point 
when you've learned through the game's 

, repetitious mission design how to effectively 
and satisfyingly deal with these situations, 
and when you've fi nally worked your way 
into the game's rhythms rather than trying to 
impose your own, that the few short hours 
you've invested bring the game to a sudden 
end. From there, all that's left is repeatedly 
returning to the too-brief levels in hopes of 
earning enough cash to unlock licensed 
character avatars, or going online. 

Ad·hoc modes add more multiplayer 
variety than deathmatch, including this 
game of reverse tag where each player 
tries to remain the mad cow longest, but 
none have been made available on line 

Much touted throughout the game's 
development was its multi player infection 
system, where losing a battle to an opponent 
infects your game with their 'virus', 
represented by their custom-built avatar. 
Clearing the virus requires a replay of three 
newly infected singleplayer levels, or passing 
it on by besting three more opponents to 
clear it from your system. it's undoubtedly 
one of the most novel uses of the system's 
network capabilities, especially in the thrill of 
seemg a real-world map showing how far 
your own v1rus has spread. But given that 

lnfecteds quick·burst action is fierce and frenetic at its 
best but, hampered by imprecise lock-on targeting and 
too-slow turning (despite the 90-degree flip), is too wild 
and loose to achieve arcade·like shooting satisfaction 

singleplayer levels rarely last longer than 
three minutes, allowing an infection to 
spread requires supreme laziness on the part 
of the victim, greatly limiting the impact of 
the feature past flrstparty hosts. 

Unfortunately, the on line battles - where 
you stand the greatest chance of spreading 
your virus beyond your own immediate area 
-are themselves severely underwhelming in 
comparison to the more varied selection of 
ad-hoc game types. limited to one-on-one 
death matches, the available arenas are 
designed without sufficient cover or room for 
strategic planning. In conjunction with the 
game's lock-on targeting, it means they too 
eas1ly devolve into two minutes of circle­
strafing, alternating kills and waiting for the 
opposing player to slip up or get distracted 
by extraneous zombies to grab the lead. 

For all its potential, Infected delivers 
precious little in either world: a singleplayer 
that blooms too late, and an underdeveloped 
on line experience that withers too soon. [5) 

By weakening d usters of enemies with 
conventional weapons. long combo chain.s 
will form, with the antiviral splatter of a 
zapped zombie spilling on to the next 
throughout the group. Extra points are 
awarded for 'aerial combos' such as these 

Knot bod 

Though it arg uably fits the 
game's mood rather well, it 's 
inevitable that the cross­
promotion of prominent nu· 
met al a rtists Slipknot (as both 
soundtrack and unlockable 
characte rs), as we ll as others of 
their ilk, will not be to every 
gamer's taste. Should the 
co nstant barrage of rapidfire 
double-kick drums and screaming 
growls prove too distracting, 
Infected also features a handful 
of exclusive tracks from the mo re 
palatable Junkie XL, and its 
playlist can graciously be hand· 
picked by the player. 
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The hand that racks 

From the game's outset - before it 
has a chance to crack your spirit ­
The Movies' interface quickly 
establishes itself as a stellar 
example of Molyneux-branded 
design. Staff and stars can be 
tracked w ith a single click and 
grabbed with a button hold and 
drag. A sparkling trail assumes 
where you' ll w ish to place them, 
and buildings become floorplans 
as the cursor glides over for ease 
of access. Thought bubbles burst 
from staff members, at first 
detailing what it's assumed you'll 
want to know before expanding 
to reveal every stat. The script­
creation interface is similarly 
intelligent and intuit ive. 

Screenplays. you discover, can only be 
as good as the writing facility - the 
skill of their scribe has little impact. 
Should you write them yourself. you'll 
find quality reflects more the number 
of scenes than the overall structure 
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veryone knows (or thinks they know) 
what happens beneath the water 
towers of Hollywood, but while The 

Movies proves its own knowledge on many 
occasions, it also seems confused as to 
whose shoes a gamer wants to fill. While you 
may expect it to seat you immediately in the 
director's chair, the best part of a day (the 
length of time it takes to fully unlock its 
more enjoyable Sandbox mode) will instead 
be spent toiling from that familiar vantage 
point between earth and sky - not quite 
stratospheric enough to suit a god, but lowly 
enough to suit its caretaker. The feared 
micromanagement dogsbody role is quickly 
dumped on you by the game's tutorial. and 
before long trees, toilets and all manner of 
corporate objets d'art clutter both your 
inventory and mind, leading you to wonder­
initially, at least- where the advertised charm 
of Hollywood is hidden. 

The attempt to infuse industry with 
glamour, greed and showbiz gossip is well 
conceived but poorly engineered. Studio staff 
must be handpicked via on-site recruitment 
facilities, and while extras, cleaners and 
construction workers are largely self­
managing roles, your actors and directors 
can be prohibitively demanding. From the 

Following your various cast and crew members about the studio as they give life to your screenplay via believable tools 
and techniques is spellbinding. Watching them work makes tycoon play tolerable, even if it can't quite make it appreciable 

silent era to beyond the modern day, you'll 
pander to their every whim, plucking them 
from the ground when they're upset and 
assigning them a therapeutic distraction. 
Neglect them for too long or leave their 
interrelated stats to u nbalance themselves 
and you'll have a tantrum on your hands, 
grinding production to a halt and - should 
your housekeeping skills also falter - your 
studio prestige and income into the ground. 
it's a threatening tone to take for a game 
wishing to encourage creative freedom, 
especial ly when applied to an exhausting 
model of the studio process that leaves you 
permanently short-staffed. 

But The Movies is- in this case 

Uplifting occupations for cast and crew include rehearsing 
genres to boost their proficiency, revelling in conversation 
with their coworkers or relieving stress. lavish trailers, 
competitive salaries. PAs and makeovers sustain their mood 

reassuringly- typicallionhead: when it isn't 
menial, it's magical. The game's engine is 
exquisite, with tycoon, director, writer and 
viewer modes employing the same intricately 
modelled, energetically animated and user­
defined actors and environments. likewise, 
the Advanced Movie Maker systems, through 
which you assemble and direct scenes before 
managing sound and subtitles (the game's 
onscreen language is suggestively inflected 
gibberish), are largely efficient and creatively 
consuming. Just as it should be, the 
challenge here is presented almost solely 
to your imagination. 

That this is one decidedly average 
experience and one decidedly great one 
jammed together becomes clear long before 
you're freed to fully enjoy yourself. Sandbox 
mode is available from the start, but it's 
crippled without the vital sets and facilities 
unlocked during the standard game. Perhaps, 
though, we've invited the arguably 
redundant tycoon mode upon ourselves - a 
result of our own persistent hankering for 
structure and purpose in the sandbox games 
we're given. Lionhead's wisdom here has 
been to separate the included rigid and 
freeform experiences into different modes, 
making marketable a game that could very 
easily have been branded a glorified 
machinima author instead. Its error - for 
it is guilty of something- lies in stopping 
short of severing them completely. [7] 



t's strange how qu1ckly what seemed 
to be the future of surv1va horror 
can come to look like 1ts past. The 

third 1nstalment of Tecmo's compelling 
photo-exorCism senes initially feels 
cumbersome and old-fash1oned, we1ghed 
down with franchise trad1t1on and 
mechanical alienat1on the way Japanese 
sequels so often are. 1t possesses an elegant 
restraint and a self-referent1al subt1ety that 
are typical of its homeland too, but all but 
the most devoted fans are liable to feel that 
it's time for these ghost stories to be e1ther 
retired or revolutionised. That wish could 
well be granted, because The Tormented's 
tale unfolds as very much the final part of 
a trilogy. 

This time there is a more mature central 
character: Rei Kurosawa, a profess1onal 
photographer, still griev1ng after the death 
of her fiance, Yuu. On an ass1gnment to 
photograph a derelict house. she enters a 

Having the girls dress in skimpy nightwur before every 
night's dream is a rather blunt sexualisation of suspense, the 
foreplay before the fetishised horror. Provious instalments 
did Freud with more finesst, and more darkness too 

reverie in which she sees and pursues Yuu's 
ghost through another abandoned bUIId1ng 
Thereafter, she suffers nightly n1ghtmares 
that rev1sit this 'manor of sleep'. it's 1n th1s 
dreamworld that she f.nds the occult camera 
obscura and the fam1har, glacial, ethereal 
Fatal Frame gameplay takes place, W1th Rei 
explonng, solving puzzles, snapp1ng fleeting 
phantoms for upgrade po1nts and engag1ng 
more vengeful ghosts 1n firstperson photo­
battles to steal - or release, it 's never quite 
clear - their souls. lt's little changed from the 
second game, being both more forg1ving and 
more relentless than the first, and a little too 
generous w1th its shocks. But it st1ll casts a 
unique spell. 

The Tormented departs somewhat from 
trad1tion when Rei wakes up. Then it 
resembles a traditional adventure game, Rei 
pacing around her bright, clean, orderly 
modern home and searching among Yuu's 
th~ngs for clues. He was an anthropologist 

like the fi rst game. The Tormented takes full 
advantage of the old playwright's maxim of 
unifying place, time and action. Tecmo has 
plotted and suggested your looping. cri ss· 
crossing exploration of this sprawling 
haunted house with a subtlety and skill that 
disguise its manipulations of your progress 

RI EW~ 

The stark VISual contrast between the waking sections and the rest of the game is brilliantly exploited. 
They have an Hrie. hushed detachment that begins to fHI more dreamlike than the dreamworld 

With an tnterest in urban legends that ties 
the threads of all three games together, as 
does the presence of M1ku from the first 
game, now Re1's housemate and assistant. 
Occasionally clumsy, these sequences 
nonetheless allow for tremendous story 
depth and stnk1ng tonal variat1on. They do, 
however, frequently relieve the tension from 
a game that was already struggling to 
generate the horrific intensity of its 
predecessors (at least until the boundaries 
between worlds begin to blur). 

M1ku, a colleague and Kei Amakura (a 
fnend of Yuu's and the uncle of Crimson 
Butterfly's M10) become tntegral to the story, 
supply1ng Information in the wak1ng world 
and, b1zarrely, becom1ng the protagonists of 
some of Re1's dreams (see 'Hide and peek'). 
As token male and fanboy favoume, they 
supply a cheap shot of contrast and nostalgia 
in an attempt to cover The Tormenrecfs most 
d1sappotnt1ng weakness, character. Rei is a 
sullen, empty and more convent1onally 
prunent presence She saps the series of its 
tender, 1mposs1bly fragile heart. 

Nevertheless. on 1ts thtrd outing, Fatal 
Frame IS st1ll a disttnct1ve and engrossing 
game, w1th great narrative sophistication. 
The Tormented may read more as a mystery 
than a truly fnghtening horror story but, if it's 
to be a conclusion to this dark and lonely 
divers1on from the beaten track, it will be 
a fitttng and deserving one. (7] 

Hide and peek 

Miku is fra il, but a more 
powerful exordst than Rei, while 
Kei is strong but a poor 
cameraman. The 'alternative' 
characters can access d ifferent 
areas of the house, the tiny Miku 
by crawling into small spaces, 
and Kei by moving large pieces 
of furniture. Each character also 
has unique abilities: Rei's flash 
pushes ghosU away while Miku's 
sacred stone slows them down, 
but Kei's is more id iosyncratic. He 
can crouch against cover to hide 
himself from ghosts, who will 
sometimes (but not always) 
leave him be after a while. it's 
not a very logical or thoroughly 
implemented novelty, and makes 
his sections more enervating 
than the girls'. 
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Permanent revolution 

You might think that the 
charitable intentions of the 
game's story, combined with 
the pang of the real-world 
tragedy that 2004's tsunami 
wrought, would replace the 
original game's bittersweet 
atmosphere with a happier tone. 
In fact, the context makes it 
harder than ever to ignore that 
what the Prince's arrival in town 
most closely resembles is a 
natural disaster. Unless, of course, 
you want to read the whole game 
as an essay on the redistribution 
of wealth, as the cakes, cars, and 
sports arenas of the town­
dwellers are converted into 
homes for distant refugees. 

Although the game has been deliberately 
tooled for portable play, one of the best 
suited elements of the new game is drawn 
direct from the PS2 versions. Browsing 
through the items you've found and the bits 
and bobs (and people and pets) you've rolled 
up is an engrossing way to kill five minutes 

e And My Katamari, the t itle 
translates as - a reference to just 
how connected people feel to the 

videogame generat ion's little Prince. Already 
a miniature hero, he's been squeezed even 
tinier in order to f it his gentle games of 
world-scouring and star-building into your 
pocket. Except that, for this adventure, 
instead of shooting skyward to form new 
constellations, the Prince's clumps of 
bric-a-brac are allowed to fall to Earth, 
forming new island homes for scores of 
animals left homeless after a tsunami. 

Despite this change, almost every other 
element of the previous two games is in 
place. Indeed, it feels closer to the f irst game, 
limiting its environments to the townscapes 
and interiors rather than f lower gardens or 
gingerbread houses, and liberally raiding the 
original's soundtrack. Even the process of 
learning the digital controls may remind you 
of your f irst, slightly clumsy attempts at the 
game. The twin-st ick input has been directly 
translated on to the D-pad and face buttons, 
and the hour or two it takes your brain to 
rewire is time painfully but valuably spent. 
Double-taps enable the boost and 180· 

Most of the items are familiar from earlier games. but the satisfaction of snagging an entire tower of 
mah·jong tiles, say, is as strong as ever. The Prince's unlodcable cousins. however, are yet more bizarre 
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Online mode lets you play against up to four opponents, 
producing the kind of chaotic argy-bargy found in the first 
Katamari Damacy. it's here where you may be most keenly 
aware of the changes to the controls and the handling model 

degree flip, and the shoulders can be used 
to steer the katamari left and right as it rolls. 
To compensate for the loss of analogue 
sensitivity the handling has been lightened 
and made faster, and there's certainly no loss 
of precision even if there isn't quite the same 
sense of sinuous fluidity. 

Also more reminiscent of the original is 
the mission structure that mainly limits itself 
to straightforward size/time challenges, and 
has you revisiting the same locations time 
and again. lt makes the game repetitive to 
play in long bouts, but it's clear from the f ive· 
minute limit of most missions that it's a game 
which has taken the PSP's pick-up-and-play 
maxim to heart. Strange, then, that it chains 
some of these missions into unnecessary 
1 5-minute epics. 

This isn't to suggest, however, that the 
game doesn't have some ideas of its own. 
On some levels day cycles into night as your 
katamari grows, and in others free access is 
given to some building interiors, letting you 
pluck unfortunate swimmers out of pools 
and secretaries out of cha irs before rolling 
back outside to decimate the car park. And, 

The King Of All Cosmos benefits most from the denser 
colours of the PSP version. Fail in your missions. however, 
and he takes out his displeasure on you in brutal style 

while the PS2 games pulled their rainbow 
colours from a pastel paintbox. Boku No 

Watashi No Katamari takes advantage of the 
bright depth of the PSP screen to beef up the 
game's visuals wrth more primary vibrancy. 
The engine has also survived the 
miniatur sation process successfully: there is 
minimal pop-up on some of the busier levels, 
and the moments when your katamari 
expands are rather more intrusive, but on 
the whole it's smooth and competent. 

In short, it's a game with its spirit, its 
satisfaction and its structure intact. it's no 
longer just the King Of All Cosmos who can 
hold the Prince in the palm of his hand. [7] 



nimal Crossing seems like a game 
destined to remain ever out of step 
with itself. Debuted on N64, 

improved for western GC owners, returned 
to Japan and now unveiled on DS, it's a 
game which has had four releases but no 
clear sequel - each a reftnement rather than 
a proper reworktng. And, as a consequence, 
tt's impossible to shake the feeling of 
dtsappointment when you arnve m your new, 
hand held vtllage. At a functional level, this is 
exactly the same game into which you've 
already sunk hours - posstbly years. it's a 
rerun of that idyllic life: mortgage·paytng, 
fosstl·huntlng, fruit-farmtng, furntture­
collectlng, KK Shder-applauding and all . 

There are a number of novelttes- not 
least new hats and accessories, constellatiOns 
you can draw and name, and villagers who 
can talk to each other as well as visit your 
house- and these are very welcome. But, for 
every addttton, there's a pnce to be patd for 
squeezmg the game on to the DS Seasonal 
festivals. most notably, have been replaced 
by occastonal vtllage events, such as ftshmg 
competitions. eo-villagers share an atttc m a 
single house rather than having a place (and 
a mortgage) of their own. Indeed, the whole 
game slightly preposterously for something 
whtch was already famed for being almost 
impossible to play fo• more than 15 mmutes 
a day has been sea ed down to be more 
conductve to pick-up-and-play. The vtliage 
has shrunk considerably, key buildmgs (such 
as the post office and the town hall) have 

The game can ~entirely controlled by the stylus. from 
fishing to pattern-making to writing. but some of the 
more fiddly bits of interaction, like weeding while 
holding a shovel, are best accomplished with a 
combination of touchscreen and conventional control 

been merged mto one. and the layout of 
each town seems designed to minimise 
running about. it's a surprisingly astute 
decision whtch means that while you still 
may be playing for only 15 minutes a day, 
fewer of those mtnutes are wasted 

But, of course, this was never meant to 
represent the great leap forward for Wild 
World. Ammal Crossmg was conceived as a 
communicatton game, and wtth Ntntendo's 
fledgling WFC service, that communicatton 
goes global. No longer can you only vistt 
friends in their slightly eerie absence, 
skulktng solo around their village Now, 
three or four can gather together tn one 
town, and although adual communiCatton 
can be mmtmal (the qwerty touchscreen 
keyboard tS perfectly implemented, but still 
inevitably labonous), there's a tremendous 
sense of companionship as you fish stde by 
side, compare outftts or collaborate on a 
new orchard it's easy to rue Nintendo's 
deoston not to open up that communtcauon 
to voice chat or offline letter wntlng, but the 
need to guarantee the safety of younger 
players has the stde effect of also 

1ot1en I hea" crucian carp, 
I think to myself .. . Tacol 
Indeed, FISH taco. HOt wot I 

Animal Crossing's greatest pleasure has always been 
literary, and Wild World is just as strong. Blathers is keen 
to discuss the culinary implications of every fish you 
catch and the villager's banter remains deranged, 
unpredictable and occasionally disarmingly heartfelt 

safeguardtng the fairytale atmosphere of 
meeting up tn the game. 

Because the atmosphere is the heart 
of Ammal Crossing. There's little room for 
improvement, because it got next to 
nothmg wrong ftrst time around. And, 
desptte the famtharity, the longer you 
spend m your scaled-down vtllage, the more 
you're soothed tnto a gentle, construdtve 
daydream whiCh is every btt as charmtng 
as in all tts other Incarnations. [8] 

The biggest visual disappointment in the 
blankness of the sky. Enlivened at night by 
your hand·drawn constellations, in daylight 
there's little to relieve the plainness 

Making friends 

Animal Crossing was always at 
its best when letting you create, 
and Wild World continues that 
tradition. There's a small pang of 
disappointment that the pattern­
design tool hasn't evolved to 
maximise the potential of the 
stylus, but it's soon dissipated by 
the discovery that you can apply 
your patterns separately to hats 
and shirts and even to floor tiles 
all around the village. The night 
sky, too, can be engagingly 
personalised and, with online 
connectivity, both your patterns 
and your constellations can be 
spread around the world via 
friends, like the nicest ever virus. 
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' __!j f one thtng has become readily 
~ I apparent a year mto the OS's 

life, it's that many developers 
continue to be uneasy with its defming 
features The east among them treat 
etther addttlonal screen as wtndow 
dressing, filling it with sparse destgn 
and at best a thumb-stzed secondary 
funct•on button, eager to give at least 
the appearance of proper innovatton. 

Creditably, it's apparent that Clover 
has truly taken the opportumt es that 
the hardware provtdes to heart, and 
has mtegrated them into the design 
document. rather than explo11tng them 
as cheap afterthought. More overtly 
puzzle-based than its predecessors, 
this time around Joe has been 
endowed wtth new tadtle VFX powers: 
scratching an enemy ratns rocks and 
pot lids down on them from the sky, 
slide replaces zoom, as you swap the 
close-up above for the one below, and 
split shtfts the top half of your curren t 
view a full width either left or nght. 
And tn the game's thoughtful and 
deliberately destgned moments. all of 
these touchscreen tnnovations work 
brilliantly, wtth the latter the most 
rewardtng when ·t suddenly clicks that 
a seemtngly just-out-of-reach extt can 
simply be pulled closer for easy access. 

All DS game developers have had 
to grapple wtth the fact that there 

Though they might not be wrapped in console· 
quality special effects. Double Trouble's low-poly 
signature Hollywood sets are inarguably high· 
quality, comprising some of the richest and most 
detailed visual design available on the handheld 
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Scratch and ye shall receive- Double Trouble's 
new scratch VFX power allows Joe to strike a 
pose and let your fingers do the fighting. as 
you send down all manMr of weighty objects 
on to the heads of the hapless victims ~low 

simply is no smooth transition from 
traditional D-pad and buttons to 
touchscreen control, especially wtth 
awkward stylus fumbhngs, and Double 
Trouble plays a dangerous game tn 
tntegratlng the two as ttghtly as tt 
does. In standard combat it can largely 
be wntten off as a non-issue for those 
not attempttng especially viewt1ful 
kills, but heated boss battles m 
particular continually run the nsk of 
devolving into whtmpenng, desperate 
thumb-smudging paroxysms In most 
cases, cheaper strategtes and slow­
motion femts are still easily at hand, 
but woth text cues for tactole attacks 
weavmg and bobbtng around your foe, 
1t can feel like taunttng puntshment for 
less dexterous hands 

Trytng as they mtght be. though, 
these maddentng moments are far 
enough between to be only a minor 
blemosh on an otherwose fantastiC 
portable actton game. Double Trouble 
retains all of the style and pose of the 
ongtnals, 1ts cardboard cutout 
environments are an especially perfect 
fit for the OS's lesser 3D capabthttes. 
and it manages to maintain a steady 
rhythm between actton and puzzle, 
with ne1ther threatenmg to 
overshadow the other. Like Battle 
Carnival. Double Trouble is definttely 
no substotute for the real thtng, but 
it is a very v1ewtiful facstmtle. [7] 

n one way, tkusagami stands 
shoulder to shoulder woth the 
recent PS2 converston of 

Resident Evil 4. While the next 
generatoon is ftntshing its muscle­
flexing warm-up of showy tech demos, 
lkusagami stands as an example of the 
potenttal stilt remaining to be wrung 
out of the hardware: as fantasy 
battlefields go, these are the bus1est 
yet. They heave with shoals of troops 
and monsters, simple but effective 
character models that form an origamt 
army of allies and enemies whose only 
visual stutter is the flicker that npples 
through them as thetr models update 
en masse. The sensatton of betng part 
of a grand ruck us is conveyed more 
vtvidly and effectively than in any other 
brawl-focused beat 'em up, as 
shimmenng fields of demons course 
around in the background, or surge 
over the crest of a htll. There's usually 
little variatton up close, but the visual 
impact of such an overwhelmtng 
swarm of bodtes 1sn't lost. although 
it's a game that benefits from the 
ghostly smear of bloom ltghttng more 
than most. 

HO\vever dazzling that throng 
may be, tt's far less thrilling to be in 
the midst of it; repetition sets in more 
qUICkly than in any other combo­
driven not game Fr endly troops can 
be issued a simple stay/follow 
command, and their preservation is 
essential in some areas (as only they 
can be commanded to butld the 
magical poles which harvest power 
and act as basic defences), but this 
rarely feels like anythtng more than the 
barest of strategy. it's not about 

Unfortunately, one of the weaker character 
designs is a vital one - the game's lead is bland, 
lacking in charisma and runs awkwardly, a 
league ~way from the vibrant main cast of Otogi 
1. The pollars of flame that spring up during all· 
out assault (above) ~rt ugly, but an eHective 
flourish in the pla~r's peripheral vision 

turnong the ttde of a battle, more 
stomptng it utterly into submiss1on tn 
swift and brutal fashion, travelling 
between the c ouds of red dots that 
spawn on the map, and often having 
to watt for your sluggish troops to 
catch up. The HUD itself may seem 
cluttered, but that large map 1s 
essenttal when ustng your most 
powerful attack, which allows you to 
scorch through the enemy ranks in a 
blur that's hard to dtrect wtthout the 
onscreen overvtew. 

Sttll, carving through such striking 
clusters of enemtes, slammtng onto the 
ground from up on high and sendtng 
them scattering like grains of rice on a 
giant drum skin, tS cathartic and 
suttably pyrotechniC- but loses 1ts 
spark long before that remarkable 
maximum KO count of 65,535 IS 

reached it's arresttng, sure, but unlike 
RE4, the awe is far from persistent. 1s: 

Several time· trial modes are availabl~ to ~ 
tackled with unlocked weapons. They're t~ 
essence of the most hectic portions of the 
mission· based main campaign, with one 
throwing the maximum numbers of enemies at 
the player in a huge valley. with the goal of 
slaying as many as possible in a slim time limit 



any ambitious. th1ngs bear 
f aws, their des1re to push 
back boundanes so often 

tethered to horrible realit1es like 
deadlines. And so 1t IS w1th True Crime: 
New York City, a game that flips and 
{ ops between offenng up sights and 
sounds that have you sm11ing one 
moment but rolling your eyes the next, 
bnng1ng to mind an image of a 
development team simply runn1ng out 
of time m its fight aga1nst a mile-long 
list of bugs and other issues. 

In one way. TC:NYC IS a greater 
ach1evement than the game t most 
obviOusly, intentionally, resembles: 
GTA: San Andreas. Its city streets are 
heavmg with the kind of detail absent 
from Rockstar's game, but the cost of 
such extravagance. sadly, IS sometimes 
a framer ate that makes you th1nk your 
PS2 is about to exp1re. 

At least the soundtrack throws up 
a handful of classic tunes of yester1ear. 
wh1ch serves to embell1sh the gritty 
atmosphere. But then your ears are 
assaulted by an NPC w1th poss1bly 
the least authentiC Irish accent ever 
recorded. Then you press L2 to access 
a doorway and instead of negotiating 
1t as you might expect. hero Marcus 
Reed sl1ps directly through the 
adjacent concrete wa I. And then. 
havmg successfully hunted down two 
of your targets during another m1ssion, 
the radar blip tracking the third and 
fmal suspect suddenly disappears, 
eav1ng you no opt1on but to 1rntatedly 
start 1t a I again from scratch The 
game JUSt brims with broken b1ts. 

But there's an equally large 
problem here, and it's the same one 
that afflicted True Crime's Los Angeles 
excurs1on: New York s1mply 1sn't as 
much fun as any of the places Rockstar 

The game is simply overloaded with detail. 
Slatting through bins and boxes is fun, but 
the host hardware creaks under the strain of 
providing such furniture while also lining the 
strMts with cars, pedestrians and architecture 

has dreamed up for Its GTA senes. By 
keeping it real, the game retains many 
of the things that make navigating the 
real city more of a pam than a pleasure: 
countless faceless skyscrapers don't 
make for memorable landmarks. and 
fac1ng the wrong way down a jammed 
one-way street when you're in a hurry 
to get somewhere IS the sort of 
challenge few will relish. Taxi rides to 
your destinat1ons often prove the most 
sat sfymg options Can that be right? 

Gunplay and hand-to-hand 
combat have been refmed, yet veh1cle 
behaviour has gone m reverse ­
cartoonish situations see even small 
nudges bring about whlflwind spins 

The miss1on content, stuffed as 
1t IS wtth dimwitted enemies who 
Simply stand there wa1ting to be 
blown away, is rarely tax1ng, and 
there's only a fraction of San Andreas' 
story-based action to be had here. 
meaning that you can finish the game 
1n a day (assum1ng you 1gnore the 
wholly forgettable sub-m1ssions. 
somethmg that IS eas1ly done). 

Desperate for more GTA? This 
IS a part-finished, only Infrequently 
entertaining alternative that you'll 
play through with gf'tted teeth. [4] 

The story is supplemented by countless 
distractions, but few offer any genuine reward. 
Gunplay (left) works, and now offers an option 
for more precise aiming. Grappling (below) 
can be entertaining. giving the option to plant 
evidence on suspects if you're going 'bad cop' 

ulletproof, says the marketing 
spiel, 1s his game: the mind 
and music of h p-hop golden 

child and conv1cted drug dealer SO 
Cent siphoned 1nto an mteract1ve 
experience. Desp1te th1s be1ng clearly 
untrue - the game being the work of 
Fight Club developer Genuine and 
sponsored predom1nantly by white 
bus1nessmen -1t sull feels bel evable. 
Th1s. aher all, 1s the cal,bre of game 
you m1ght well produce having been 
shot three times and then stabbed. 

A JOurney through an ego fantasy 
that's taken many years to cultivate, 
everything with1n 1t IS geared toward 
e1ther aggrand1S1ng Mr Cent h1mself 
or promoting the wares of his musical 
m11itia, G-Unit Its levels are 
unambitious setups for relentless, 
cumbersome gunplay (there is no 
lock-on and analogue calibration s 
sluggish) and morb1dly artful acts of 
close-quarters butchery. The story, 
communicated via relentless cutscenes, 
champions the vulgarity of its twisted 
characters above any attempt at 
drama or, as would be benefiCial, 1rony. 
Even whe"' assoc1ates Dr Dre and 
Emmem appear, the1r contributions 
consist of little more than their faces 
and a tirade of expletives. 

But the members of G-Unit. it 
emerges, have unadve'11sed powers 
that will at least put a sm1le on your 
face. A mere touch from their 

50 Cent believes that parents should buy 
Bu/letptoof as an educational tool, the 
consequences of Eminem planting a sir·inch 
Bowie knife into ~ne·s eye socket providing 
a key childhood lesson in cause and eHect 

sportswear-clad limbs can send 
explodmg barrels and so-called 'mob1le 
cover' (refuse skips, for examp e) flying 
1n all manner of d1rections, mere 
furniture adoptJng ExorCist-like levels 
of kinetic rage as the pantomime 
hoodlums blunder along, guns blazmg 
at factory-line opponents. So poor IS 
the use of Havok physics (and, 1ndeed, 
more routJne code) that doors regularly 
bowl over those us,ng them wh1le 
enemies clip through the featureless 
walls and, hilariously, the floor. 

While Bulletproof 1sn't quite as 
s1mple as 1ts cast - it does at least 
1mplement an arcade mode and 
strateg1c tact,cs such as takmg cover 
behind corners and human shields - it 
nonetheless remains broken. it's a 
generous multimedia package. 
admittedly, but you'd arguably be 
better off spend1ng extra on Cent's 
enttre back catalogue than accessmg 
1t here. Cons1der 1t san1ty tax. [2] 

Cent's gun fetish extends to having an entire wall 
of his Clib dedicated to his unlockable arsenal 
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What happens when the god of god game 
developers makes the god of all god games? 

arkness. hght, heaven, earth and 
sea Sun, moon, grass. f1sh and 
fowl. And then, just s1x days in, 

comes man. Player one takes the stage 
and the creat1on process is complete. 
Black & White is a game that from the off 
does little to discourage Christtan 
parallels, whether it's the swirling 
darkness and light of the open1ng 
sequence or the conventional cloud· 
perching. snow-bearded de1ty who 
represents your good consoence. lt may 
be a conven1ent shorthand, but Black & 
Whtte took the god-game label more 
seriously than ever before. But there is a 
crucial difference in the theology. In Peter 
Molyneux's un1verse, god doesn't create 
rr~an, men create the gods they need The 
player's character, a fledging god, is 
called mto betng by the prayers of 
anguished parents. watchmg in pamc 
from the beach as the1r young child is 
circled by sharks. So where does that 
leave you, as the hero of the 
quintessential god game? Suddenly 
you're not so much the great I Am, as 
the great How Can He p?, a h1red hand 
paid off m wads of worsh1p - 34 belief 
for conJuring some wood. 16 for helping 
bring the crops 1n. 

There is, of course, the option to 
rebel. To ktck over the traces and go bad, 
wreaking havoc on the people whose 
desperatton for mercy created you Even 
then, though, you can't escape the 
caretaker role Even If your regard for your 

The animation of your 
creatures does as good a 
job of communicating their 
character as it does of 
communicating their stau 

flock extends only to wanting to ensure 
there's a steady stream of child VIctims for 
your sacrificial altar, you still need to 
invest time breed1ng and feeding to keep 
their numbers up. lt's soon apparent that, 
even if this is a god game, no one else 
around treats you as omnipotent. Within 
seconds of starting your first proper 
quest, the Creature Tramer is talking to 
you with all the big-vowelled 
condescens1on of a nanny trying to sweet­
talk a toddler. And, once you've done 
your chores and been rewarded with your 
creature, you accelerate straight from 
childhood to parenthood- burping your 

bug-eyed tiger when he eats the wrong 
th1ng and tuttmg over h1s toilet training. 
Wasn't there supposed to be a bit in 
between? A bit when you felt, if not like 
a god, then at least like a grown-up? 

lt's this contradiction which is at 
the heart of all god games. Although 
promising ultimate power, the design 
challenge is always focused on how to 
limit that power: it wouldn't have made 
Black & White a better game if you'd 
been able to toss off a mouse gesture 
that casts 'I Win'. And so your potency is 
metered, dependent on the prayers of 
your followers. Your influence is 
circumscribed, penned 1n by a smoky ring 
of red. In an odd ecological twist, you're 
even dependent on natural resources: 



Although the release of 
Black & Wltite was blighted 
by a bug whkh made it all 
but impossible to keep your 
worshippers well-fed, once 
the game was out in the 
wild it was sustained with 
some fantastic add-ons 
both from wrthln Uonhead 
(most notably wrth a 
WinAmp plug·in which 
14!1 your creature pass 
judgement on your taste 
in music) and from the 
user community. Specially 
designed maps provided 
intricate playgrounds for 
your creature, and 
potentially game-breaking 
cheats sometimes liberated 
the more interesting 
aspects of the gameplay 
from the mission structure 
of the main game. 

Creature interaction was wonderfully 
unpredictable, with even the most 
bitter of enemies occasionally calling 
a truce and deciding to fa ll in love 

strip the land of trees and the seas of fish 
and your godhood can soon be brought 
up short. And, while you may be able to 
frazzle the odd helpless fisherman or 
scoop up lost and lonely sheep, you look 
like a second-class citizen next to your 
cre<~ture's freedoms. He's got no one to 
please but himself- no Villager raising 
pesky flags or whiney ple<~s. and at worst 
a bit of a slap for eating something he 
shouldn't. He's got unlimited magic, 
whether he's raining grain into the 
storehouse or ushering clouds of bats 
through a terrified village. And, at night, 
he can snore in front of the village fire 
while adoring children dance and cheer 
around him. You're a floatmg flashlight 
with money worries. 

All of which sounds an unappetis1ng 
prospect, and does little to explain the 
enr<~ptured enthusiasm of those who love 
the g<~me. And that's because the creature 
works to balance the inevitable 
constnctions on your capabilities, by 
emphasising your place at the top of the 
evolutionary ladder. By makmg the 
creature so much grander and powerful 
than Eden's inhabitants, and then making 
him dependent and subordmate to you, 
the game gives you back much of the 
sense of omnipotence that 1ts structure 
has to rob from you. The stronger he is, 
the stronger you must be, and so training 
him becomes your greatest focus and 
most rewarding task within the game. 

Black & White's creatures were entirely 

beguiling. They may not quite have lived 
up to the game's early hype, but they still 
eclipsed everything that had gone before 
and, for many years, everything that went 
after. Expressive, contrary and quick­
wilted, their extraordinary responsiveness 
owed much to the fact that their 
innovatively designed AI was as focused 
on figuring out just what the player was 
playing at as it was at investigating its 
environment. Every player has the;r tales 
to tell of benevolent turtles roammg the 
land looking for farmers to stroke, or of 
hate-twisted mandrills, raised on a diet of 
faeces and children, raining spontaneous 
fire on defenceless v1llagers. Every 
creature was. as promised, yours and 
yours alone- and every one was, as 
promised, a mirror of your own behaviour 
in the world. 

bizarrely, the interaction, which was for 
many players the main focus of the game, 
is actually functionally irrelevant at the 
core level of the game's design. 

But if the game didn't need the 
creatures, then the more tellmg fact was 
that the creatures didn't need the game. 
As frustration at the main game's 
substantial launch bugs grew, so did a 
commumty dedicated to exploring the 
creatures· potential and creating maps 
where they could be safely and subtly 
trained. lt became a fascination - creative, 
challenging, flexible - which eclipsed the 
more pedestrian satisfactions offered by 
the commanding and conquering of the 
game's story mode. And, in that respect, 
even though it was modelling something 
closer to a father-and-son model of two 
near equals rather than the master and 

Every player has their tales to 1;e I ot 
benevolent turtles roaming the land looking 
for farmers to stroke, or of hate-twisted 
mandrills raining fire on defencelesr. vmage"'S 

lt's this latter feature which is part 
of your creature's strange status in the 
world. Your role is to shape it as an 
extension of your will - Molyneux 
conceived the creatures as a way of giving 
a disembodied power a physical presence 
in the world -and so, as your cre<~ture 
learns it becomes more like you, and 
more able to do as you do. Do it well 
enough and you can tutor yourself out of 
a JOb, your creature standing in for you on 
almost every occasion. But the flipside of 
this stmilarity, of course, is there's nothing 
your creature can do that you couldn't do 
for yourself. There is simply no need for 
them in the game: villages could be 
converted and power struggles could be 
enacted simply through the player's 
gradually expanding range of influence 
and increasing stock of miracles. And so, 

underling relationship of a deity and his 
worshippers, it came nearer to feeling 
how a god game should. How can you be 
a god when the game is setting your 
goals and restricting you with rules? it's 
this kind of play- aimless, unconstrained, 
player-controlled -that comes closest to 
delivering on the omn1potence that we 
hope a god game will grant us. 

lt seems, however, that it's hard to 
escape the pattern of bolting this kind of 
creative, freeform play on to structured, 
rule-bound management games. 
Molyneux's newest game, The Movies, 
makes the same choices in a radtcally 
different arena, counting on the settmg to 
bolster the freeform vagueness of the first 
with some goal-oriented, narrative focus, 
and for the former to inject some soul 
into the latter. it's partly because gamers 



B&Ws engine - particularly on a 
current PC - still impresses. moving 
seamlessly from zoomed-in micro 
management to top-down strategy, 
witll usy high-speed navigation 

are a fickle bunch. Show them somethtng 
that's all play, no strudure, like 
Electroplankton, and those that aren't 
convinced cry out: "Where·s the game?" 
But give them something as metered as 
Black & White or The Mov1es and they set 
about editing conftg ftles to stnp out the 
slightest hmt of strudure lt's an almost 
tmposstble audience to please as the 
people most likely to flock to the creattve 
freedoms of the sandbox are those most 
likely to be alienated by the meticulous 
planning of the managenal game. 

So why bother wtth god games at all? 
Because by laying bare that tension 
between freedom and control they 
demonstrate that every game 1s a god 
game. Every developer has to start with 
.tght and dark, land and air, an1mals and 
people (or NPCs and players, 1f you like). 
And every developer, whether they're 
making a tennts s1m or a Tetns clone, has 
to balance the reqwements of players 
who want to feel powerful and 
autonomous just as much as they want a 
crafted, controlled expenence. What 
makes Black & White so enduringly 
fascinating IS getting to watch that 
process refraded through three stages: a 
developer, playing god, creates a world in 
which a player can play god for 
themselves, by teachmg a creature to play 
god 1n their 1mage 'F1nd out who you 
really are' prom1sed the blurb on the box, 
but in the end you learn as much about 
games and the people who made ......,. 
them as you do about yourself. ~ 

MONKEY SEE 
If there was one area in 
which Black & White did 
disappoint, it was in 
learning about your own 
moral instincts. By giVing 
you a clear readout on the 
moral value of all your 
decisions, the game d1dn't 
so much reveal who you 
really are as who you really 
wanted to be. Nearly all the 
game's scenarios presented 
a dear choice between 
being straightforwardly 
good or malevolently evil, 
and there was never a sense 
of complex consequence. 
Ultimately. what the game 
did best was highlight the 
inevitable tension between 
providing the player with 
d ear feedback on their 
actions and creatmg a moral 
playground with sufficient 
subtlety to gi11e a true 
revelation of the player's 
more subconcoous instincts 
for kondness. cruelty and 
opportunistic mischief. 

The presence of an enemy god. even only as a floating icon, could feel like an 
intolerable and thrutenlng invasion of your village's- or your creature's - space 
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THE MAKING OF ... 
ALTER EGO 
What if you had chosen differently in life? That was the key 
here, in a game that was the exact opposite of escapism 

RlRMAT APPU IL C64 PIJBUSHER: ACTMSION O[VElOPER PAT£R FAVARO ORIGIIII US RELEASC OAT!: 1986 
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Electronic Arts could also see the 
potential in psychological games. 
and even if the publisher couldn't 
have Alter Ego, it wasn't to be 
outdone. In perhaps the most 
unusual example of celebrity 
endorsement, it commissioned 
controversial psychedelic 
psychologist Or Timothy leary to 
produce a game. The result was 
Mind Mirror, which allowed the 
user to explore their personality, 
or that of others, along with 
guidance by Leary himself. 

leary was famously unorthodox, 
and this apparently extended to his 
design techniques for the game. 
"He loved Alter Ego, • recalls Favaro. 
"He would just call me up and ask 
me how I did things.· Which may 
go some way to explaining the 
similarity of approach in certain 
sections of the two games. 



In keeping with his brief at Atari, 
Favaro used his psychological 
knowledge to shape the way the 
text of the vignettes was written. 
He deliberately kept descriptions 
short and low on detail, explicitly 
relying on the reader's imagination 
to fill in the missing details and, 
crucially, add emotional resonance. 

This use of the 'projective 
hypothesis'. the same technique 
used by Rorshach ink blot tests to 
examine the viewer's mental state, 
combined with Favaro's extremely 
readable style and dry, sarcastic 
humour, give the vignettes an oddly 
personal relevance. Only the 
occa.sional specifically American 
cultural reference jars the non­
native reader. The universal themes 
of life. death, trust and friendship 
mean that 20 years haven' t dated 
the scenes at all. The game was also 
uniquely split into male and female 
versions. and it is interesting to see 
the same situation appear in both 
versions. but approached from 
different perspectives. 







Getting more GRIPP 
One of the most interesting 
regional init iatives has been 
Game Republic's Integrated 
Prototype Production (GRIPP) 
project. A structured process, 
it provides developers with 
some funding and other 
support to help take their 
game ideas through to 
prototypes. Each project 
accepted Into GRIPP can 
be funded up to £50,000, 
matching £50,000 of 
investment from the 
developer itself. The goal is 
to create a demo that can 
then be used to attract 
further funds either from 
other investors or via the 
standard publisher route. 

Alternatively, it may be 
decided at that point to halt 
the project because it's not 
working out. The funding 
only needs to be repaid, plus 
a small margin, If a game Is 
commercially released. 

"To date we've identified 
ten potentially viable projects 
of which four were allocated 
financial support from public 
funding and three just 
received access to resources 
and industry support. • reveals 
Michael Crampton. Of those 
seven, ftve prototypes a re 
currently in production. 

Perhaps more exciting, 
however, is the news that 
Game Republic is making 
parts of the GRIPP framework. 
such as its evaluation and 
development processes, 
available to other regional 
game organisations, with the 
north west's Game Alliance 
and the north east's Game 
Horizon set to roll out the 
scheme to their members, too. 
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W bile the distance between rich 
and poor grows ever wider in the 
real world, the gap between 

professionals and amateurs and everyday folk 
is rapidly disappearing in the realms of 
entertainment media. Technology is 
increasingly powerful and convenient, less 
expensive and easier to use. There are fewer 
external wires, too. 

Where once you had more chance of making 
it with the Queen than making a record or book 
or film or TV show or anything of that ilk 
widely available, now anyone can do anything 
and put it in the hands of everyone. The only 
tricky bit is making the world aware of your 
work - although Arctic Monkeys certainly 
managed to make an impression through their 
internet prt>sence. 

It's an unprecedented and exciting time to 
be a budding writer, musician, filmmaker or 

videogames, especially original ones, it's not 
always convenient to quickly test ideas. I don't 
know a designer who doesn't yearn for a tool to 
reduce the time and space between dream and 
reality- some form of'sketchpad' to play with 
basic toys. Sadly, no such tool exists. 

Computer and videogame designers make a 
great many decisions about how to shape their 
work, sometimes without thinking, without 
exploring alternatives, without considering the 
in1plications, just because it feels right. Acting 
on undoctmlented instint"t means so much is 
lost - fundamental rules to benefit less 
naturally accomplished designers. 

Every new turn potentially ties tighter knots. 
Is a digital or analogue button most appropriate 
to inl>"tigate an act ion? Is the action performed 
when the button is pressed or released, 
immediately or after a time? And so on. 

There's no convenient means of testing 

lt's an unprecedented and exciting time to be a budding 
writer, musician, filmmaker or other equally creative type 

other equally creative type - provided you a) 
can afford even the cheapest tools and materials, 
and b) aren't too fussed about making money. 
Sure, talent, conviction and luck all still play a 
part to differing degrees, but appropriate means 
to many ends are far more readily available for 
so many more forms of arti~"tic expression. 

Writers can always express themselves and 
bring their thoughts to life verbally or through 
pen and paper. Musicians can use mouths or 
fingers (with or without the aid of instruments). 
Filmmakers can take advantage of inexpensive 
cameras and editing facili ties. The barriers 
between artist and medium are minimal. 

Computer and videogames, on the other 
hand ... When designing computer and 

..,. __ -

these possibilities or the essence of play - be it 
basic concepts, simple actions, interactions and 
reactions, cause and effect or rules. There's only 
so much can be done on paper. The bigger the 
project, the more it feels like building pyramids 
from grains of sand. 'T'oo much development 
time is spent on tedious low-level shit . 

Working on monthly magazines you go 
through the process of creating a product 12 or 
so times a year, which means you quickly 
understand how it works and it becomes second 
nature, and you can focus on explo iting the 
content and more confidently deal with any 
issues that arise. In the same time it takes to 
make one game these days, a magazine team 
might have been through their process 48 times. 

We need that repetition and speed of 
revision for improved fanliliarity with the 
process of making a product.lt occurs naturally 
in projects: designing something, disco~ering 
it doesn't work or could work better, revising 
it, potentially interfering with everything else 
to encourage amendments or additions ... 
typically over years with a single product. 
The learning curve is steeper but more 
effective if revisions are between versions 
or whole projects. 

Every time anything is built from the ground 
up there are usually a great many assumpt ions, 
but it's almost always al l new components. 
When you build a game, all you can do is use 
the established works as references and 
prototypes. But so many rules are not 
considered - assumed only by the context or 
objectives. For example, if play takes place in a 
real city, you expect everything to be 'normal: 
But more abstract games such as Pong ... does 
play take place in air or water or some other 
medium? How accurate are the natural rules? 
What materials are used? An infinite number of 
possibilities to shape, direct, limit. 

The temptation to allow players to do what 
they want, when they want, where they want, 
how they want and why they want is irresistible, 
especially since the success of the GTA series. 
But so-called 'freeform sandbox emergent 
gameplay' (or 'play; as it's better known) 
becomes stale without direction, structure and 
boundaries to explore and push (even if the 
challenges are informal and delivered by peers 
with tales of what they found and did). 

Constraints are important as an aid to 
inspiration. They make exploitation and 
creation more satisfying. What you can't do 
can often make play more interesting than 
what you can. 

Gary Penn began his career on Zzap!64, be{or< uortfng ar 
BMG and DMA Design. He now moires samts at O.,nki 



Every writer knows the feeling that 
someone else is working on the same 
story. You can sense them out there, 

mapping out the same territory, stalking 
the same narrative prey. It encourages a 
kind of friendly enmity - every writer 
wishes another writer well, but there's 
always the hope that you'll get your story told 
before anyone else gets the chance. Within 
virtual worlds, the sense of someone else out 
there is all the clearer; sometimes, as you 
walk the exotic landscape, feeling like a 
virtual pioneer, you can actual ly see the 
competition strolling by. 

I've written in Edge before about a 
misunderstanding, originating from this 
column, which raised the hackles of both 
Linden Labs - the maker of the virtual world 
Second Life- and more specifically its resident 
embedded journalist, Hamlet Linden. 

fat player with a thin avatar. A mother 
who, through the electronic looking glass, 
had become a punk. In the year or so since 
then, Robbie's name has cropped up again 
and again in virtual-world review websites 
and discussion boards. No one else had so 
clearly and so directly illustrated the duality 
of our virtual lives. 

1 met with Robbie recemly, to talk about 
his own journeys across the real Earth, and 
through the many imaginary virtual Earths 
we have created, photographing both the real 
and the nonexistent. Rohbie was the first 
person I'd met who had actually visited the 
near- mythical Chinese 'virtual sweatshops; 
where MMORPG players earn real-world 
wages. "They weren't so busy when I went," 
Robbie said. "The players weren't acttlally 
sleeping where they worked:' 

In Korea, Robbie met pro-garners who 

Sometimes, as you walk the exotic landscape, feeling like a virtual 
pioneer, you can actually see the competition strolling by 

Since then, it has become clearer that Hamlet 
and 1 are working on telling stories that are 
complementary, but there's now no way to 
ignore our friendship's rocky beginning. It's 
a relief, then, to encounter someone else 
strolling the simulated landscapes of our 
new dreamworlds, but documenting them in 
an entirely different way. 

1 met Robbie Cooper after catching sight 
of a flyer for his exhibition, Alter Ego. In it, 
Cooper 's photos of real-world MMORPG 
player~ were hung next to images of their 
on line selves. T here was a kid with multiple 
sclerosis whose oxygen-providing face mask 
strangely echoed his Star Wars Galaxies bounty­
hunter character's boxy helmet. There was a 

advertised mobile phones. In China, Robbie 
found, World Of WarCraft was king. "When I 
got to China;• he said, "World Of WarCraft had 
a joint advertising campaign with Coca-Cola. 
T hat's how mainstream it is." (Robbie plans to 
visit Kenya next, to look at LAN parties on t he 
African continent.) 

I asked him how he found subjects for his 
portraits. "In Asia, it's very easy; you just walk 
into a PC- Rang [internet eaU~] and ask people. 
In America, I put out callouts on the game 
websites. At one point we were getting so 
emaib a day." 

So how does he choose which people to 
approach with his camera? "We've all heard a lot 
of stories about people meeting and getting 

married, and making friends, and all that . I 
wanted to move on from there and find other 
stories. Some of the replies I received were 
pretty amazing. 

1 

"One of the most fascinating was Rill t he 
trucker, who transports gold for the Federal 
Reserve. He drives this big 18 -wheeler across 
the freeways of America. If he has a police 
escort, it 'll attract attention, so it 's usually 
just him in the cab with a few assault rifles, 
and sometimes as much as a hundred million 
dollars worth of gold in the back. In the 
evenings, he stops at wifi -enabled truckstops 
and plays Eve On line - where he pilots a big 
spaceship, protecting his virtual loot against 
hostile players. T he two activities mirrored 
each other. 

'"vVhat 's interesting about this project is 
that people talk about it; I get inm1ediate 
feedback. l've never had that with photography 
before. People talk about it on line, on websites 
and bu lletin boards. Also, even in the gallery 
openings. A lot of time you go to an opening, 
people talk about other ~'tuff. At Alter Ego, 
people actually talk about the pictures and the 
issues around them. You get non-gamers 
talking about the personas you might use in a 
social situation:• 

Photography is the story of the gaze: our 
gaze; the gaze of the photographer; the gaze 
of the subject. In virtual worlds, Robbie has 
found that the gaze of the player is often already 
caught elsewhere. "Most people were 
comfortable with being photographed;' Cooper 
said, but this comes with a caveat: "In China 
and Korea, I asked people in PC-Bangs. Two 
thirds said yes, a third said no. But some 
people were so entranced, you couldn't 
actually get them to look away from the 
computer screen:' 

Tim Gu('St is an author and l'eteran vide-ogam<"lt<'cbnology 
joumalisr. /lis book, My Life In Orange, is published by Gran to 



I 
never really got into Ico, despite the fact I 
can appreciate almost everything about it. 
The almost invisible interface, the perfect 

structure, the pacing; it's an incredibly pure 
videogame, and it frustrated me that I never 
enjoyed it as much as I felt I should. In much 
the same way I wish I could enjoy challenging 
art house cinema as much as some of my 
friends, or bring myself to read the sorts of 
books which aren't on sale in airports, I simply 
can't be bothered with more avante garde games. 

Oh, for sure, I like my games original. I just 
can't be arsed with anything that challenges my 
perceptions of what a game should be. Killer 7, 
for example, literally made blood foam from my 
ears. "We are in a tight spot!' Damn right you 
are: you're jammed up your own sphincter. 

The truth is, I'm more mainstream in my 
tastes than I'd sometimes like to admit. They 
say you get more conservative as you get older, 

on hardware that we're told is 'last generation; 
they look far and away more sublime and 
soulful than anything I've yet seen from the 
nc.xt generation. Admittedly, the visuals in 
Shadow Of The Colossus are not perfect - there 
arc glitches, and the framerate could be better. 
But overall, it's a gorgeous, awe-inspiring work 
of art. And the reason it's so beautiful has 
precisely nothing to do with technology. 

When you look at Xbox 360 games, what do 
you think! I think: 'Peh~ Off the top of my head 
I could name half a dozen random, old-gen 
games which look better than anything I've seen 
thus far for t he Xbox 360, and part of the 
problem is t hat t hey're relying on technology at 
the expense of artistry. Too many games lack a 
soul, and a part of that is too many games are 
soulless depictions of a mundane reality, rather 
than a reflection of an artistic. point of view. 

For me the difference between Doom 3 and 

They say you get more conservative as you get older, and there's no 
question that I'm becoming a Lot Less flexible in the games I play 

and there's no question that I'm becoming a lot 
less flexible in the choice of games I play. 

I live in constant hope that I'll have my 
passion for gaming suddenly refreshed by some 
challenging, leftfield meisterwerk. With this 
hope in mind, I bought Shadow Of The Colossus. 
As suspected, it's a pigeon-step closer to the 
mainstream than Ico, and though the garneplay 
is a tad repetitive, I enjoyed it a pigeon-step 
more than its predecessor. 

However, what I really enjoyed about it -
much as I did with Ico - were its graphics. 
Actually, graphics seems too harsh a word to 
describe the beauty on display here. What I 
really appreciated was its artistry. Despite the 
fact Shadow Of The Colossus and Ico are running 

, 

Quake 4 - gameplay aside - is that Doom 3 is a 
game where art dictated the technology, while 
with Quake 4 it 's the other way around. 

I grow weary of wandering round the same 
urban landscapes, and warehouses, and semi­
organic, sci-fi tunnels. I'd be a lot more 
welcoming to them if there was some feeling -
some vision - gone into their depiction, but no. 
Every warehouse is identical to the last. Every 
alien installation is near identical. Every 
monster looks identical. You look at 
screenshots or video of the supposed first wave 
of Xbox 360 games, and they all look like the 
same gmne. None of them have a distinct, 
artistic vision. They're letting technology (and 
other games) decide how they should look. 

Technology keeps being thrown at games, 
without anyone pausing to question why. 
What's the benefit of spending money for 
smoother framerates and more polygon~ if what 
t hey're being used for is no more - or actually 
less - compelling than what we already have? 

An artist - a true artist - should be able to 
create something surprising, and thought­
provoking, and engaging with whatever tools he 
has to hand. Does having a bigger, newer brush 
make you a better painter? \A/ould the Mona 
Lisa have been improved if Da Vinci had 
covered it with glitter and fluorescent paint? 

It so often seems that game graphics are an 
afterthought. Yes, we all know the gameplay is 
the most important thing, but as technology 
moves forward the role of the artist seems to 
have diminished. They design buildings that 
look like real buildings - or, at least, like things 
they've seen in other games - and let the 
graphics engine do the job of lighting it, and 
making it look pretty. They've become 
architect s and technicians, rather than painters. 

Quake 4, Gears Of War, Perfect Dark Zero, 
Saint's Row, Ghost Recon Advanced Warfighter, 
and so on, all look like things we've seen before. 
Even Kameo is an over-designed grab-bag of 
fantasy cliches. Not a single 360 game inspires 
any sense of awe. It's not eye candy - it's eye 
porridge. Take a look at the trailer for Quake 4 -
it sums up everything wrong with these games. 
A fit - inducing strobe through hackneyed 
imagery, topped off by an unintentionally 
hilarious script and music that veers from a 
militaristic beat to bluegrass, edited together by 
someone without a shred of artistic vision. 

The best engine, the most powerful tech -
none of it matters. You can give a monkey t he 
same paint and canvas as Da Vinci, but chances 
are he's not going to recreate the Mona Lisa. 

Mr Biffo eo-founded Digitiser, Chaunel4's Teletext -based 
videogames section, <lnd now u-rif<'S mainly {or television 
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ONLINE OFFLINE 
I Choice cuts from 
Edge Online's 

I discussion forum 

Topic: Should I sell my 
360 when it arrives? 
Having recently gotten the 
eBay bug,, I'm contemplating 

1 whether or not to sell my 360 
when it arrives on Decemb<?r 
>.nd for a tidy grey sum on top 

j of the RRP, then save my 
money for a PS3 next year? I 'm 
admittedly quite excited at the 
prospect of getting a 360 and 
playing hi -def PGR3 online, 
but I '\),so know now would b<? 
the time to make a lar ge sum 
of money, Your thoughts ... 
dandarke 

I I think anyone who does this 
should be strung up and 
quartered. If you don't want 
the machine, then don't buy 
it, but don 't deprive another 

1 person who does want the 
console from getting it at a fair 
price so you can make some I 

I money. If you do, you' re scnm, 

1 Daniel. 1\ I 

Screw the ethics, if people are I 
seriously stupid enough to pay 
over $5,000 for a slightly 
souped -up Xbox t hey deserve 

I to be overcharged, We should 
take bets on how much you'll 
get for it - I'm saying $ :>.,500! 

i shan,·i 
I 
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Ill Microsoft seems to have 
developed a rather odd view of 

what the word ' launch' actually means 
when it comes to the Xbox 360. First, 
we have the launch games to be ready 
for the arrival of the new console. 
These launch games may not in fact be 
ready for the day of release; rather they 
will be ready in the 'launch window' -
this window apparently covers a full 12 
months after t he new console's release 
(I have purposely used the word ' release' 
due to the vagaries of the word 'launch; 
which could be very confusing for any 
MS employees). 

We then have the worldwide launch 
of the new console. This time ' launch' 

All I have to do now is find a 
replacement Christmas present. 
Steve Golden 

There's no question that the Xbox 360 
launch has had its frustrations, but 
isn't it better that around 70,000 

UK garners are able to get the machine 
now, rather than everyone having to 
wait ten months for a staggered 
release, as happened with PSP? 

Ill Mr Allard may be 'bullish' 
(E157), but he also veers off into 

something similar, though with some 
letters rearranged and a ' t' added at 
the end. He may be "perfectly satisfied 

Allard has every reason to be proud of the 360, but 
this complete reversal of the truth, combined with 
his avoidance of the Revolution, is embarrassing 

does actually mean 'date of release'; 
however, the amount of units delivered 
are so few that the majority of potential 
buyers have no chance of getting hold 
of a system until the new year. 

So when is a launch not a launch? 
Well, I would suggest that the placing 
of ten units in each territory does not 
count as a launch - it is in fact an 
exercise in PR and the actual launch 
will be some t ime next year when there 
are actually enough units for people to 
buy one. Should you do another 
interview with J Allard and he 
mentions the worldwide launch, please 
poke him with a pointy stick. 

I work to tight deadlines, but I am 
considering taking up the MS 
interpretation of launch as it will be 
very helpful if I can plan a project (I 
wonder if MS Project already has this 
functionality built in?) that has a 
definite launch date - give or take 12 
months! Do you think it will wash? 

with the 24fps" he gets at the movie 
theatre, but he's act ually getting 48fps. 
The film projector lights each 
frame twice, which is necessary to 
attain persistence of vision. This 
phenomenon gives the mind the 
illusion of uninterrupted motion, and 
occurs when the retina registers around 
so in1ages per second. 

Another point he makes is t hat he 
hopes Sony comes around to the 
Microsoft point of view, which is to 

"grow the industry instead of fight ing 
for share amongst the hardcore:• Very 
bullish of Mr Allard indeed, with 
Halo and Halo 2 being the flagship titles 
of the Xbox, whilst Sony has given us 
Eye Toy, SingStar and most recently Buzz. 
He surely has every reason to be proud 
of the 360, but this complete reversal of 
the truth, combined with his avoidance 
of responding to anything concerning 
the Revolution, is embarrassing. It 
appears that bullishness has its limits 

when confronted with even only the 
possibility of a true breaking of 
boundaries in a way that no one at 
Microsoft could ever have dreamed of. 
Jeroen van der Valk 

• 
Reviews are difficult. To try to 
describe an experience in a short 

piece of text or, worse, in a single one­
to-ten rating, is hard if not in1possible. 
As a long-time Edge reader I find that 
Edge's game reviews are the best there 
are, but the reviews section is still the 
part of the magazine I dislike the most. 
It strikes me that the ent ire idea of 
such a judging process goes against the 
fine- tuned sensibility, passion for 
nuance that the magazine otherwise 
demonstrates for games. 

I would assume that Edge regrets 
some of its reviews (Ico, Half-Life, 
Pilot Wings, and Alien Vs Predator on 
the Jaguar, perhaps?) just as I assume 
the Motion Picture Academy wish they 
had given films like Apocalypse Now, 
Blade Runner and Citizen Kane a Best 
Picture nod. 

Interest ingly, Edge has two other 
sections that review games - Time 
Extend and Now Playing. These should 
not be needed, but they serve as an 
interesting peek into which games 
actually stuck once the hectic review 
process was completed. Perhaps time 
is the factor? 

A game can offer you a new 
experience every time you play it and 
can contain a very high level of 
sophistication that is derived from a 
complex of set of factors. A game 
cannot be directed directly by a 
human who can design the game 
experience, but rather the developer 
sets up an aq;na for events to unfold, 
and only with time can t hat arena's 
potential be fully explored. The 
developer can shortcut this problem 
by preparing events and scenarios, 



but they will ring hollow on more 
careful examination. 

Because a game is not a fleeting 
experience, it's an experience that can 
be had over and over, and only after the 
initial buzz wears off can one properly 

Eskil Steenberg wonders if a game of 
Half-Life z's calibre be summed up in 
a review. And is it better than /)oom z? 

are partially to blame for the way 
games are made. Games today are made 
to give a good first impression to 
reviewers with FMV, scripted events, 
environments and wcharacters. Huge 
amounts are spent on content that the 

. Half-life 2 now felt like it had already showed 
me all it had to offer while Doom 2 still packed 
the same adrenaline punch it did ten years ago 

gauge the finer mechanics of a game. 
It's easy to like a game for all its bells 
and whistles but a truly great game is 
more about mechanics then features. 

Recently I played through Half-Life 2 

for the second time and Doom 2 for 
probably the fifth t ime. Although HL2 
was hugely impressive when T first 
played it, it now felt like it had already 
showed me all it had to offer while 
Doom 2 still packed the same adrenaline 
punch it did ten years ago. 

Wipeout felt flawed when I first 
played it. These flaws have since been 
fixed in sequels but this has changed 
the way the game plays in a way that 
makes me now, years later, go back to 
the original to appreciate its simplicity. 
With time, one looks beyond 
expectations ~nd starts to accept a 
game for what it really is. 

Obviously a review is a subjective 
opinion and no opinion can ever be 
right or wrong, but I fear that reviews 

player will only appreciate once. It 
may be closer to that elusive goal of 

'interactive movie' but it's further 
away from the things that make me 
love games as games. 

Games like Quake, Bomberman, 
Counter-Strike and Asteroids, which are 
based on gameplay and not content, are 
few and far between. The videogame 
industry probably doesn't want us to 
play the same games over and over, 
they want us to buy new games. (I 
assume that Counter-Strike has cost the 
industry quite a lot.) But it's our duty 
as gaming aficionados to fight this 
trend of hollow set-pieces. 

Perhaps games shouldn't ever 
receive review scores of anything 
higher then eight, and t hen a year 
later they could be promoted to a 
nine or a ten? It's probably not 
something t hat would ever work, and 
therefore a game developer's goal 
should be to end up in Time Extend 

1 Topic; Games that dri~ 
me rmssus potty ... 
Any Final Fantasy game - the 

I random battle music kicks in 
and she's grimacing and 

I 
eyebrow raising. Any EA­
branded game. (Yep, I know it's 
shameful, but I like to bring 
out the Tiger and his clubs.) 

I 
It's the intro she hates: 'EA 
Sports ... it's in the gantel' 
chesterieeb 

I I'm Iu:ky enough to have a 
wife that loves to watch and 

I sometintcs play (with great 
comedy value) FPSes, 

I 
especially Halo and Battlefield 
2. But if I dare to put Project 
Got ham z or any other racing 
game near my Xbox I get it in 

I the ear because it's 'boring'. 
She's over the moon that I've I 
preordered PGR3 with my 36o! 

i PDZ and COD2 should keep 
her quiet, though. 

l lluutKiliJoy 

You lucky, lucky bastard. My 
wife hates all games, consoles, 
computers, arcade machines, 
fruit machines and digital 
television. She would rather 
watch VHS than DVD. She is 

1 happy with just BBCt and ITVt 
thank you very much. She 
needs assistance just to turn 
on a computer. She thinks all 
videogames are pointless 

J (discuss) and that there are 
more important things that I 
could be doing such as 

I housework or DIY. Still, 
I she's a great shag. 
JPiperUI\. 

Anything really, but she does 

I 
seem to particularly respond 
to games that include gunfire 
sound effects ... 

I
Deadman 

I point out the Manhunt 

I 
cover every tinte my girlfriend 
and I wander into a game 
store. She turns away in 

I disgust every tinte and keeps 
saying she can' t believe I 
played the game and actually 

I 
liked it. And she doesn't let 
me buy DOA: Xtreme Bea<"lt 
Volleyball. Grrr! She bought 

I 
me a GB Micro recently, and 
Paper Mario before that. 
Typical. T bet she gets me 
Super Princes,; Peach, too. 

\ hylian elf 

INBOX~ 

or Now Playing rather then getting that 
'high out of ten' score. 
Eskil Steenberg 

What you're saluting with Quake, 
Bomberman, Counter-Strike and 
Asteroids are mostly multiplayer games 
with little in the way of narrative and 
everything in the way of replayability, 
but how many people would agree that 
durability should be the key factor in 
determining whether or not something 
is a classic? You're right, though: 
durability isn't something that can be 
accurately assessed in a timely review. 

• 
I not iced a neat little theme 
running through E156. The issue 

behind stories in computer games has 
become far bigger now that the 
capability of implementing them but 
also the need to supply them has 
become augmented. Shanyi's post from 
the Edge forum, saying that all most 
games need is an objective, is admirable 
but is not to say that stories are 
completely irrelevant. Having recently 
started on Metroid Fusion once again, it 
would be hard to pin down the story 
and in fact the game is made up almost 
exclusively of objectives; however, 
having just uncovered a major twist in 
the story, 1 received a feeling I last 
recall feeling during an episode of 2.4 , 

although perhaps not as drawn out . 
Games have an almost unique ability to 
thrill due to their 'hyper- interactivity' 
in comparison to other media but 
subtlety is the buzzword here. 

As a fledging writer myself, I was 
elated to hear that you had done an 
interview with the likes of Simon Pegg 
and Peter Serafinowicz, two personal 
heroes of mine. As a perfect example, 
Half-Life 2 came up and the immortal 
words 'show don't tell; something I 
couldn't not hear from my English 
Literature teacher for the best part of 
two years, has been stuck in my head 
ever since and is something that could 
be almost directly applicable to games. 
About six months ago l had a chance 
encounter with Peter Molyneux outside 
a lecture theatre in my department. 
Having slipped 4ito a next-gen talk for 
inspiring prospective programmers into 
the industry, 1 asked an out-of-place 
but close-to-my-heart question during 
a Q&A about the links behind films and 

~c ~ 
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t he games we will be expecting in the 
future. Afterwards I managed to speak 
to him one-to-one. Despite his first 
question being about programming, I 
had to admit that programming was the 
last thing on my mind and that I was 
more interested in making films (at this 
stage with our student TV station). His 
face lit up and we had a brilliant 
conversation about films that had been 
recently released - he was particularly 
impressed that I'd avoided Tomb 
Raider: Cradle of Life. At the very end 
of our conversat ion, his last words to 
me were, "Well, we need you guys, too:' 
and he handed me his card. 

Having just entered a writing 
compet it ion and won, my first ever 
serious writing work that will be 
experienced by a vast number of people 
is a mystery written for an online game 
called Gumshoe On line, a game 
introduced to me by Edge. ln a personal 
way, l think stories can be easily 
integrated into games to make them 
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Topic P' -npc•w. thread title• 
I What's your fave? 

rtx ul 

Games as Art, what a load of 
p retentious nonsense. This 
Fiskematmen fella needs 
knocking down a few notches. 
·s "t'PY nn 

I read the Quarter To Three 
forums before this one - that 
makes Edge look like the Good 
Charlotte message board. 
l• ... hts- -;trh.;;. T", 

I love the pompous and the 
pret entious. I can't wait t ill 
so meone makes a 'The 
Metaphysics of the Source 
Engine' thread. (I'd do it myself 
but I fear Darning.) Anyway, 
it's only pretentious if you 
don't understand it ... right? 
sr.:,1 

I wish people wouldn' t 
say pretentious like it 's a 
bad th.ing. 

better but that the people writing them 
should remember that a game is 
defined by its objectives and that for 
the story to be effective it needs to be 
subtle and underlying. I say this 
because, when I graduate, I want to 
write stories for games. 
Chris Hemmens 

Just about everyone agrees: we 
don't need fewer stories in games, 
we just need fewer bad stories. 

11 For all its movie-rivalling 
turnover, and for all Edge's trendy 

coffee-table looks, we all know how the 
home-owning public at large still feels 
about our beloved hobby: that it's a 
juvenile pursuit, only fit to occupy 
children and young men who should 
know better. Thank god then for 
Volatile games, whose remit, to quote 
their Studio Profile in E156, "is simple 

- games made by adults for adults, 
with all the sophisticated gameplay, 

artwork and themes this suggests." 
At last! A company willing to 

lead gaming away from its little 
adolescent cui-de-sac and into ~ bright 
new world of art and culture, where it 
can finally take its place alongside 
books and movies as a genuinely 
enriching, cultural force for good. And 
Volatile's first, revolutionary product? 

"Possession, our zombie action game ... " 
Sigh. 

Tim Sycamore 

Aren't you being a little harsh on our 
undead friends? Stubbs has a fairly 
grown-up sense of satire, and Resident 
Evil 4 was as mature in its presentation 
(if not its story) as any game t his year. 

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