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ot so long ago, you were considered a 
N groundbreakmg v1deogame company if you 

got people who don't usually play videogames 
to play your videogames Everyone proudly told anyone 
who'd listen about how they'd spread the good word of 
gam•ng, others wrote about lt 1n newspapers and 
magazines, and the world became a better, happier place. 
But, underneath it all, nothing really changed. Having 
thrown himself so enthusiastically into that Singstar session 
after a few stiff snifters on Christmas day, uncle Ken didn't 
immediately go out and buy a PlayStation 2 and his own 
copy of a brill iantly executed karaoke party game. This 
doesn't demean the value of Sony's efforts, but it does 
show that they have only lim1ted real value for an industry 
in need of new audiences who' re not only willing to buy 
into the appeal of videogames but actually buy them. 

Enter N1ntendo. The company has always played up its 
'fun for all the family' values, but in reality that has rarely 
amounted to more than parents' percept•ons of 'the console 
brand that's appropriate for the kids'. Wtth its OS, that has 
changed. Here is a gaming devtce that has actually 
succeeded in making the crossover from something with 
innate, undeniable novelty value to something that's as 
much a part of its users' everyday lives as their mobile 
phones or personal orgamsers. Finally, videogames 
have actually done it, and become as compelling to 
businesswomen on the1r unch breaks as they are to kids 
playing linked-up Mario Kart DS in the playground. 

One small potnt th•s 1S all happen•ng in Japan. But 
the catalyst for tne phenomenon, N1ntendo's OS Brain 
Training series, is on ;ts way to the west (see p8), where it 
has every chance of gr pping so many idle minds. And its 
arnval just happens to be lined up to coincide with the 
launch of something whose clean, refined lines and subtle 
colour scheme may be attractive to even those who've 
never previously touched a game console. Perhaps, ,....., 
then, uncle Ken will become a true convert yet. ~ 
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. HARDWARE ! 

Nintendo sees the Lite 
As its OS sows success in Japan, can a sleek new 
model help Nintendo reap a revolution in the west? 

~(11{1 • lj• IU"tl 'lo<ul.-~ 

-~ 
' l . -t.· .. uUJ 
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_j t's been just two years since Nmtendo f1rst 
announced the OS, and made those first, 
defensive claims that this new machine 

was not intended as a successor to the GBA. At the 
time, that seemed self-evident: surely this odd­
lookmg concept console couldn't be meant as 
anything other than a side project? A little more 
than a year after launch, and the reality makes a 
mockery of Nintendo's init1al protestations With 
13 mill1on units shipped worldwide, the Japanese 
top ten consistently dominated by OS t1t1es and the 
mainstream press taking note of handheld gam1ng 
1n a way that hasn't happened since Tetfls, the OS's 
hentage could hardly be more pla1n. 

In Japan, rt's numbers that tell the story of the 
machine's phenomenal year. Thanks to the eight 
places in the top ten that now seem permanently 
reserved for OS t1tles (a dominance which used to 
be enjoyed only by Sony's PS2), the handheld 
accounted for nearly 45 per cent of all software 
sold in Japan last year (according to Media Create 
data). This shift allowed Nintendo to leapfrog Sony 
in terms of overall control of the software market 
whereas in 2004 53 per cent of Japanese game 
software sold was for Sony machines. and 43 per 
cent for Nintendo machines. in 2005 Sony's share 
had dropped to 41 per cent, eclipsed by Nintendo's 
54 per cent. This demand for games is quite 
straightforwardly linked to strong hardware sales, 
which saw the OS comfortably outselling the PSP 
three or four fold over the Christmas period, 
peaking at nearly 600,000 uni ts a week. Overall, 
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Although there's a perception that Europe is 
lagging behind in the software stakes, most 
major titles. such as Nintendogs, Marlo Kart 
DS, Animal Crossing, Electroplankton and 
Mario & Luigi: Partners In Time, are either 
already out or due In the coming weeks 

Nintendo is claiming sales of around five million 
units in Japan alone by January 2006 - with Sony 
confirming just double that number of PSPs 
shipped worldwide by November 2005. 

These phenomenal sales figures were partially 
responsible for a hardware shortage that hit early 
in January - customer demand had simply bled DS 
stocks dry. Although this gave the PSP a chance to 
sneak ahead in the hardware sales charts for the 
first time since soon after the machine launched, it 
didO:.t defeat those still eager to get their hands on 

lt's in the face of this enthusiasm that Nintendo has announced the 
remodelled DS Lite. Perhaps partly to blame for stock shortages 
of the old model, as production is switched to the new-look machine, 
it has already redeemed itself in many garners' eyes by tackling what 
is often considered the OS's biggest fail ing: its aesthetics. Scrupulously 
clean, its neat lines and high-gloss finish clearly owe a debt of 
inspiration to Apple's iBook and, in a clear nod to how successfully 
the DS has been established as a brand, the Nintendo lozenge is 
dropped from the case, replaced with the subtle embossing of the 
twin screen logo. Although smaller, the size reduction isn't especially 
dramatic, bringing the dimensions down from 148. 7x84.7x28.9mm 
to 133.0x73.9x2 1.5mm. 

The basic format of the machine is obviously unchanged, but 
there are significant improvements inside. The screens are sharper 
and brighter, offering an improvement which may be as substantial as 
the shift in quality seen when US GBA SP stocks were replaced with 
fully backlit displays. Full brightness is promised to be a marked step 
up from current performance, but should still allow the machine to 
run for a full eight hours from a single charge (the Lite will use the 
same mini-charger as the GBA Micro). A new brightness control 
allows three lower brightness settings to be used, which should also 
enable players to eke out battery life. The power switch has been 
redesigned (it's now more like a PSP's) and moved from the front of 
the machine to the side, and both the D-pad and face buttons have 
been moved further to the top of the machine, which should 
considerably improve playing comfort- something that's long 

been an issue with OS fans who play with their 

Jn 2004 53 per cent of Japanese games sold consoles for hours, not minutes, at a time. 
were for Sony machines, and 43 per cent for That leaves a lot of questions for the Lite to 

answer, however. So far, only images of a white 
Nintendo's, but in 2005 Sony dropped to 41 version have been released, but it seems likely that 

1lle per cent, eclipsed by Nintendo's 54 per cent the machine will be available in a few variant 
the US c.. .. DI-· ,;,..1 colours. Another concern is the stylus - with the 
stawel In the rwport, 1lle flllnt -.r d d · d h I . h h h . . I h . I Europe 'with a moratorium In order to a--o~. ~...onsumer eman rema1ne so strong t at new conso ea centimetres orter t ant e ong1na t ere IS ess space 
financial restructurl119 of the buslneu'. The 11gar Tokyo stores were importing US units to sell on at than ever for storage, and the original model's stylus was already as 
Talematics subsidiary had a court h•rlll9 on an inflated ¥20,000 (£96), rather than the usual diminutive as was practical. A horizontal storage slot may well be the 
January 31 to grant the administration order, ( ) h Id 1 d' 1 · A h · · b 'Id 1· h · · 1 DS d · bl which closely follows announcements of 1 ssm ¥12,800 £61 . T ese soon so out, ea mg stores so ut1on. not er 1ssue IS Ul qua 1ty: t e ong1na was a m1ra y 
bridge loan and monthly staff cost cut of so per to bump prices for second-hand units to ¥18,000 robust, but it's hard to imagine being as cavalier with a gleaming t ite 
cent. Operations will continue as normal as the (£86). Keen-eyed speculators were quick to take as you were with your original si lver brick. Nintendo maintains that 
company considers Its future, while Its Game d f k d' · 11' h h d 1 h' · 1 b h k f I'd' (' d d h GBA' studios and Sweden AB divisions await similar a vantage o mar et con 1t10ns, se mg on t eir t e new mo e 1ts ats usua enc mar or so 1 1ty an ee , t e s 
events. Its divisions in the us are unaffected. own DSes to make a quick profit before replacing makeover to the sleeker SP version was if anything tougher than the 

..( / the machine once stock levels- and prices - original), but may privately be expecting to sell a lot more slipcases this 
/ , .- returned to normal. time round. More intriguing is the possibility of new, internal 

~~ ~----------------------~~~~~~~------------------------------------------



capabilities. Rumours have long circlulated that Nintendo would 
update the DS firmware once the WFC on line service launched, and 
some are predicting that the lite will be able to download game 
demos over wift and, crucially, store them in internal memoty Other 
upgrades might include an Improved version of Pictochat or new 
organtse"r'functions, but Nintendo won't confirm anything at this 
stage, other than to say that further announcements may be made 
before the lite's Japanese launch, which will be on March 2 at 
V16,800 (£82). No release date or pnce has yet been confirmed for 
the west, but Nintendo says that the t1ming will re'led the company's 
current commitment to speedmg the arrival of new products in 
Europe, which sounds hopeful for a pre-summer slot. 

And that arrival in the west is key, because in the wider world the 
DS is yet to perform as convincingly as it has in Japan. Hardware sales 
have been solid, and the reception warm, but the machine sn't 
managing to hold its own aga,nst tne PSP as convmc1ngly, and 
software sales don't come anywhere close to matching thetr 
dominance of the domestic market. In the UK in particular, while the 
DS has notched up sales of a million units in less than a year (when 
the SP took closer to 18 months to top that number), it doesn't even 
match GBA software sales, let alone trouble the home-console market 
share. And for Nintendo, whiCh has p1nned Its future on the idea that 
new ways to play are the key to cracktng valuable new gaming 
markets, making a global success of the DS IS a crucial stepping stone 

in proving - and preparing - the market for 
the upcoming Revolution. 

So will the l.lte be the machtne to help the DS 
make the breakthrough? There's no questton that 
its looks are likely to appeal to a wider range of 
consumers than before - it's clear the design 
intention was to produce something that was both 
gender-neutral and age-neutral to cap1tahse on the 
DS's ability to attract consumers from beyond the 
usual gaming aud:ence. But, as ever, the pnce 
that's pa1d for wooing new buyers is alienating 
those who are left stuck with the old machine -
particularly so soon after Christmas when many 
may have only just acquired one. Although gamers 
are becomtng more accustomed to the idea of 
incrementally improved hardware, which IS already 
standard in the mobile phone and music player 
market, it's a little harder to stomach if the mooted 
firmware upgrades offer new functionality rather 
than Simple refinements of the machine's basic 
performance. Nonethe ess. Nintendo has proved 

START~ 

Both models are shown here actual size, and this demonstrates 
that the size reduction couldn't, and was never intended to be, 
the main purpose of the redesign. Instead, this Is a refinement 
switching to a new look that Is more attractive to a broader 
audience, while also addressing some specific OS issues 

time and again that betng ruthless with your core l 
audience isn't as much of a risk as it may sound, 

a o <> .a ~ r ...... ~-.\ 



Just like never forgetting how to ride a bike, no 
matter how much time has passed since last feeling 
that icy 'forgot to check how much turnips are today• 
bedtime panic. it all comes flooding back with Animal 
Crossing's initial three-syllable boot-up refrain. 

For as much as the daily village activities are 
inspired by the Slow Life, there's an ever-present 
nagging tension in keeping track of letters, patterns, 
visits, buying things, selling things and where to put 
all those gyrolds. 

That's where Animal Crossing Community, one of 
the game's oldest and most feature-rich sites, comes 
in handy. From automatic Anicro Desapro pattern 
uploads and item checklists to overall town planning, 
it's still proving useful years later to keep the Wild 
World in order. 

Animal Crostlng Community 

- .•nimakrossing<ornmunlty.com 

so long as what you have to offer IS appealmg 
enough- as the SP and the M1cro have proved. 
Indeed, the new model may well be the most 
effective way yet to spread the OS to the new 
markets that Nintendo is so desperate to reach: the 
most common response to the Lite so far 1S from 
keen garners who are happy to contemplate 
passmg on their old OS to a girlfnend or sibling in 
order to make the switch to the new machine. The 
machme's wel l-implemented game-sharmg abilities 
also make a multi-OS household a uniquely 
appealing (and easily argued-for) prospect. 

But if hardware and software have already 
proven themselves over the course of 2005, and if 
the robustness of the original model and the 
excellence of titles like Wario Ware Touched!, 
Mario Kart 05 and Nmtendogs haven't already 
convmced the maJOrity of western garners. then 
there's no reason to suppose that the Lite and the 
hkes of Metrord Prime Hunters w1ll. Instead, that 
task will fall to marketmg, and 1t's clear that, in the 
UK at least, Nintendo's policy IS as much about new 
ways to advertise as new ways to play. Its blanket 
sponsorship of Channel 4 comedy shows didn't do 
a particularly good job of commun1cating the 
advantages of the OS, but more focused efforts, 
such as the Nintendogs advert1stng which 
accompanies the canine reality show lt's Me Or The 
Dog, have worked well A Similar model is to be 
followed witn the arnval of Bram Trammg, still the 
biggest -selling os game 1n Japan and a title that 
N1ntendo sees as crucia for crack1ng the west. 
Advertising spots dunng Countdown, coverage on 
Th1s Morning, endorsements from Wogan and a 
cover flash on the Express are all strong indications 
that the company is going to be successfu I by 
moving its marketing s1ghts on from the dark days 
of 'Willst thou get the g1rl, or play like one?· Its 
ambitions in that regard will also be well served by 

................ 
The 10-minute 
mind workout 

Mainstream press interest, such as this front·page flash and large feature on Brain 
Training in the Daily Express. is exactly the kind of cover•ge thot Nintendo needs to 
produce if it's to hit its goal of selling another 2SO,OOO OSes in the UK this spring 

the re<ent announcement that Nintendo will be the ma1n sponsor of 
the Game On exh1b1t1on when it returns to London to take up 
res1dence at the SCience Museum. Accompanred by a presence in the 
kid-friendly, hands-on Launch Pad area, it's a smart move which 
simultaneously emphasises the interactiv1ty of 1ts products, its parent­
friendly attitudes, its illustrious gaming heritage and its intention to 
push at the boundanes of gaming technology. 

Ast ute, targeted marketing decisions like these will no doubt help 
N1ntendo reach the wider market it's convmced exists worldw1de, even 
if it has so far only found it on home soil. Nonetheless, it's cruc1al to 
remember that the company's current rude health only appears that 
way in contrast to the doldrums of the GameCube. The overall brand 
is still extremely margmalised worldwide, and - desp1te the success of 
the OS- 1t now shares the high-end handheld market. whiCh it 
previously monopolised, down the middle w1th Sony (although both 
OS and PSP are still dwarfed by the 70 million GBA userbase). The 
question now is if the DS can produce a revolution in western gaming 
tastes in t1me for the arrival of its home console offering. If it can't, 
then Nintendo will move into the next generation as kmg of a 
lucrative, limited niche. financially secure once agam as Japan's 
gammg royalty. If it can, then the rest of the mdustry may find ~ 
itself urgently m need of some brain training of 1ts own ~ 

In an unusual move. Nintendo launched its huge UK marketing push for Brain Tr~ining 
(above) at the Science Museum, which also served to highlight Its £1m investment in the 
institution and attacted the interest of the mainstream press, such as Radio One (left) 



Age Of Empires 
PUBUSHER: THQ DEVELOPER: BACKBONE 

it's hardly a 'new way to play', but this classic 
conversion brings a style of gameplay to the OS 
which still feels fresh on a hand held and provides a 
good counterbalance to the likes of Electoplankton 

Prof Kawashima's Brain Training 
PUBLISHER: NINTENDO DEVElOPER: IN·HOUSE 

t '?in ... 

See how larger 
port1001> ol these 
brans are beilg 
put to '!I~? 

1+7= 
Strictly limited by the internal clod< to ten minutes' play 
per day, and certifiably good for you, Brain Training has 
been the OS's killer a pp in Japan. Nintendo is hoping the 
inclusion of sudoku will fuel a similar response in the Uk 

Contact 
PUBLISHER: MARVELOUS DEVELOPER: GRASSHOPPER 

An unlikely collaboration between the makers of Harvest 
Moon and the creators of Killer 7, Contact promises to be 
an intruiging online RPG with a double-screened take on 
its world. One of the OS's most ambitious new projects 

Metroid Prime: Hunters 
PUBLISHER: NINTENDO DEVELOPER: IN·HOUSE 

lt's been a long wait for the OS's flagship title. but come 
May you'll be able to test for yourself if consistently 
encouraging feedback about the robustness of the 
control system is representative of the finished game 

New Super Mario Bros 
PUBUSHER: NINTENDO DEVELOPER: IN·HOUSE 

l ittle concrete information - nor a revised title- has 
emerged since last E3, but this most eagerly antic.pated 
of OS titles should be competed this year. 'The best 
Marlo Bros ever' promises a rather rash Nintendo 

Tetris OS 
PUBLISHER: NINTENDO DEVELOPER: IN·HOUSE 

There are new lures - tenplayer download play, 
fourptayer wifi matches, a more considered tap-and·drag 
touchscreen mode - but for many the simple delight of 
the endless stacking and clearing is all this classic needs 

START~ 

Children Of Mana 
PUBUSHER: SQUARE·ENIX DEVELOPER: IN·HOUSE 

looking stronger with each new screens hot released, it's 
hard not to feel confident that Children Of Mana will 
capture the charm, challenge and cameraderie of the 
SNES dassic when it is released next month in Japan 

Tingle RPG (working title) 
PUBLISHER: NINTENDO DEVELOPER: IN·HOUSE 

Confirmed by lwata last yeat next to nothing is known 
about this adventure starring Unk's least charismatic and 
most loathed sidekick. Perhaps this can do for Tingle 
what Wario Ware did for another badly dressed B·lister? 
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Arcade gaming 
plays safe at ATEI 
The coin-op industry's annual show offers little in the way 
of experimentation, but plenty for console owners to ponder 

here's something in the air at videogame 
trade shows that 's easy to overlook. 
Despite the lowest common marketing 

denominators of booth babe silicone and goodie­
bag synthetics. their atmosphere is in part fuelled 
by wide-eyed excitement born from attendees' 
communal enthusiasm and love for the videogame 
form. ATEI, the UK's yearly gathering for the arcade 
entertainment and coin-op gambling industry, 
however, is not a videogame show. Here, gaming is 
playing to an away crowd, preaching to the 
decidedly unconverted arcade and amusement 
owners- those who have watched their 
videogame-related profit margins dwindle as 
hardware prices have risen in elegant inverse 

Of particular surprise was Sega's 
Ford Racing: Full Blown, a 
prototype bui ld of which was 
play able at t he show. Boasting 25 
Ford-branded vehides from GTs 
through to Mustangs and into the 
trucking horizon, the game is a 
fairly generic and straightforward 
link-up racer. The USP: an internal 
clock that will automatically and 
simultaneously update all 
cabinets in Europe later on in the 
year, providing eight new cars 
and 12 'replacement' tracks.'""This 
feature will reinvigorate the 
game," remarked Sega in its press 
release, with tell ing foresight. 
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proportion to the number of punters that visit their 
pier and bowling-alley sideshows. 

Here, the air is filled with cyn1cism. Videogames 
have the unenviable task of convincing sceptica l 
buyers and suspicious gambling execs that they can 
earn a comparable income to the furiously flashing 
slot machines with which they share the show floor. 
They are not here to convince of their inherent 
merits; merely of their cold, hard, earning potential. 
Of particular interest to the average suited attendee 
is whether ATEI's newest arcade games can hold 
the attention of those few scruffy actual arcade 
players that somehow manage to gain entry to this 
supposedly industry-only event. And it's in this 
respect, perhaps more than any recent year that 
ATEI '06 delivered. For the first time in what ~eems 
like Ages, Sega really was this good. Alongside 
Konami, Namco and Taito, the four ATE I stalwart 
Japanese developers unveiled new games that 
looked better than anything running outside of a 
360 can offer console owners right now. In a few 
cases, they even managed to shift the atmosphere 
of the show closer to a home gaming crowd's 
cheering enthusiasm. 

Sega's stand, as always, was the centrepiece of 
the exhibition and this year it sat beneath an 
enormous video screen visible from all of Earl's 
Court. Playing footage from Virtua Tennis 3, Virtua 

Striker 4 Ver 2006, Ford Racing: Full Blown, House 
Of The Dead 4 and Afterburner 3, all bar the latter 
were playable beneath Of prime prominence was 
House Of The Dead 4, which sees the return of 
James Taylor, protagonist of House Of The Dead 2, 
and echoes the styling and feel of that game with 
tribute-style boss battles and consistent level· 
design homage. Gone are the previous game's 
shotguns, replaced now with lightweight 
submachine guns that, rather than requiring the 
genre staple of shooting off screen to reload, need 
only a sharp shake to refresh a clip. 

Similarly, when zombies grab your character 
you're required to violently shake the gun to fill a 
gauge before you can break free and resume your 
bullet-spraying. The game, running as it does on 
Sega's new Lindbergh board, looks magnificent; 
electric blues and fizzing pinks dance and trail 
across the cabinet's enormous 62 " DLP widescreen. 
However, despite its futuristic assurance. much of 



the actual sk1ll of hghtgun technique has seem1ngly regressed courtesy 
of the developer's choice of weapon. Often the gameplay is closer to a 
Burning Ranger-style fire-hose approach than anything requ1ring 
precose aimmg or tim,ng. 

V1rtua Tennis 3, conversely, rema1ns extremely close to the formula 
set out in the two Naomi ong1nals Also runnmg on L1ndbergh, the 
(all male) characters and, for a novelty, the crowd, are stunn1ngly 
recreated. The gameplay is as eloquently balanced as it ever was and 
stocks to the two-button control scheme (one for topspin, another for 
backsp1n and both for lobbing) that has proved so successful In a 
move m1rrored by many Japanese developers thiS year, the game also 
provides an Initial O.style IC smart card on which to store your 
personal data, game records and world ranking data. 

V1rtua Stnker 4 Ver 2006, on the other hand, despite shanng the 
same card-based technology, was a d1saster Desp1te ostensibly a1m1ng 
for Pro Evolut1on Soccers looks, perspective and feel, there is none of 
that game's refmed brilliance. The 12 new countries, 13 stadiums and 
latest player data additions do nothing to solve the game's underlying 
problem: it's just not much fun. Konami's actual arcade vers1on of Pro 
Evolut1on Soccer 2006 was prediCtably more successful in that respect. 

In addition to Virtu.l Tennis 3 and Houst Of The Oe~d 4, Stga's 
new lindbergh ~rdwaro. inside which beats a weighty lntol 
Pentium 4 3.0Ghz HT CPU heart. promises Ahet1xlrMr 3 and 
Virrua FighterS. it's a line-up of fortllcoming games that far 
outshines the dearth of titles available on the previous Naomi 2 

SNK Playmore's Metal Slug 6 messes 
with the tried-and-tested formula of 
the previous six titles by induding a 
zooming camera. two now buttons 
(one for a dose-up attack and one for 
new weopon·switching capobility), and 
a broader sheet of characters including 
Ralf Jones ond Cl ark Steel from King Of 
Fighters and llcari Warriors respectively 

Its pnnc1pallure for players is the onhne aspect of 
the game (your onlme opponent is v1s1ble via a 
souped-up webcam) and the cabinet even allows 
players to plug 1n the1r P52 's DuaiShocks, should 
they w1sh. The concept presumably felt a lot more 
sohd in Japan where the take-up rate for Xbox L1ve 
has been slow, but in the west it's hard to see the 
machine really making a mark. 

Of particular note, through 1ts notable 
absence after the last two years of extravagant 
booths, was Sammy, the company that merged 
with Sega bringing with it its cheap and cheerful 
Atom1swave board. Just two new games were on 
show running on Atom1swave hardware: 20 f1ghter 
F1st Of The North Star and the latest SNK act1on 
hero, Metal Slug 6. The former looked solid but 
failed to satisfy the appetites of eager garners who 
turned up in the vain hope of playmg V1rtua F1ghrer 
5 Merofully, neither game was demonstrated v1a 

Two new games were on show 
running on Atomiswave hardware: 
20 fighter Fist Of The North Star and 
the latest SNK action hero, Metal Slug 6 

Sammy's appallmg black European Atomiswave 
cabmets but rather were housed 1n Sega's own 
excellent Naom1 Umversal cabs whose Seimrtsu 
sticks and buttons allowed for the precision input 
both games encouraged. 

Prec1sion input was on usual showboating 
display at Konami's booth, with Dancmg Stage 
Supernova greeting arnv1ng attendees. This looks 
to be the deftn1t1ve European DDR iteration w1th 
over 250 songs, new battle modes and a global 
tournament system, and seems to cater more to 
the expert player than last year's more middle-of­
the-road Dancmg Stage Fusion. Konami also had 
two new lightgun games on show the decidedly 

Derby Owners Club, Sega's 
gigantic horse racing, breeding 
and betting simulator, has been 
a relatively big success in UK 
arcades, bringing significant 
additional earning to many an 
amusement centre across the 
country. As a result, the company 
is introducing a new title in a 
similarly sprawling multiplayer 
shape: World Club Champion 
Football. it's a move that could 
just be a stroke of cross· 
marketing genius, working as it 
does in conjunction with 
collectable football card maker 
Panini. Players buy an initial 
starter pack of 11 player cards, 
which are then scanned into your 
booth. You then play team 
manager, improving your players 
through training and one· to·one 
motivation speeches. During 
matches you pick strategy and 
formation, and it's possible to 
move each player's card on a 
specially designed miniature 
pitch, which then affects the 
action on the main screen. After 
each match you receive a new 
random foil-wrapped card, which 
can be substituted into your team 
should you wish. it's incredibly 
convoluted, complicated and 
initially inaccessible but, as Derby 
Owners Club has demonstrated, 
could become an underground 
amusement phenomenon 
thanks to the subject matter 
and Sega's faultless execution. 
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lt was Scandinavian company 
Positive Gaming that showed 
pe rhaps the most initiative in 
taking arcade gaming through 
new frontiers at A TEl . Specialising 
in 'providing the best machine 
dance solutions', the company 
is aiming to take a piece of 
potential Konami litigation 
fodder, DDR clone In The Groove, 
into fitness clubs, dance studios 
and even schools. Interestingly, 
it provided a sixplayer 
simultaneous game of In The 
Groove using the excellent 
Cobalt Flux wireless dance mats, 
a perfect setup as a health club 
a lternative to step aerobics. 
However, with a mission 
statement to 'provide healthy 
gaming alternatives w ith no 
elements of gambling, vio lence 
or pornography', it wasn' t 
entirely dear which attendees the 
company had come to impress. 

lt was hoped that Microsoft's fl11t 310 IMihbNrd 
update would resolve -of the glllichel th.e 
made gamerpoints Impossible to obtilln. But 
shortly after the January 30 patdl­
enforted it sftllled the opposite had 
been achieved, a Uve a«ount with 
the alias Dondums sucklenly 
topping Its globalleadeltloard 
with an impossible score of 
4,916,91!1 • .mlewd In Saga's 
C01JdMMed., a game 
previously known for Its 
'Golden Bird' glltch "* 
depriwd players of final 
unlockables. Had it ICtually 
giftn them all to Dondumt 
instead, it may have uplalned 
his attainment of Z,550 out of 50 
achievements -a feat that Nt'ned 
him immedWite,1hough al11101t 
certainly mistaken, recognition as a hacbr. 
When - last chedled, the.oftendlng score 
was being reset to a more believable 2.220. 
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mainstream lightwe1ght Cooper's 9 and the 
particularly clunky Japanese police simulator. Lethal 
Enforcers 3. Ne1ther dazzled, especially not in the 
sights of newly merged Namco Bandai's eagerly 
awaited Time Crssis 4. This title ran on System 
Super 256, another of the next-generation arcade 
boards that have leapfrogged last·generat1on 
console systems. Here, pointing the gun outside 
of the screen to the left or right changes your view 
on the action allowing you to approach each scene 
via a 180-degree arc. it's a move that affords 
surprising freedom in a genre that offers only 
occasional innovation. 

Taito had the poorest show of the four 
heavyweights with just two games on show: King 
Of Jurassic, a rival to Sega ·s popular kids' beetle· 
themed card battle game Mushikmg, and drift· 
racing contender Battle Gear 4. As with the 
previous Battle Gear t1tle, car stats and data are 
saved on a collectable 1gmt10n key. Visually, the 
game is ropey but tne greater realism of the 
car handling wlll ensure 1ts mche following will 
continue to be d•stmd from Initial D's equally 
vociferous crowd. 

ATEI 2006 continued to demonstrate how 

There were no outlandish 
peripherals, nothing spilled 

from an R&D department drunk 
on wild-eyed invention 

Lethal Enforcers J includes a compromise to the Police 911 cabinet's 
motion sensors. Now your view is automatically set to hide behind an 
onscreen riot shield until you lih your gun, whereupon it's lowered and 
you' re free to aim. Time Crisis' duck pedal works far more effectively 

Dancing Stage Supernova, a 75·per-cent·complete version of 
which was on show at ATEI, will rather unusually be rei used 
worldwide with a springtime US launch followed by a European 
debut and finally an appearance in Japan. 11 also marks the 
return of the much·missed arcade version's animated dancers 

arcade developers, now at the mercy of the 
console scene, are no longer afforded much room 
for invention or novelty. Outside of Konam,·s 
lurking Gashaaaan! (see 'Makmg qu1et history'), 
there were no outlandish peripherals. no 
delightfully physical experiences that only a six· 
foot-tall machine could provide a player; noth1ng 
spilled from an R&D department drunk on w1ld· 
eyed invention. Instead, the sea of sequels lined up 
li<e soldiers in training for the real war in SIX 

months when they'll be shipped mechaniCally on to 
the next generation of home console hardware. 
Without exclusive experiences to be found 1n the 
arcade, three-minute bursts of titles like Virtua 



Tennis 3 and House Of The Dead 4 serve as little more than three­
minute public demos of near-future home gaming at £1 a shot. 
W1th the introdue1ion of downloadable tasters on 360 Live, this 
removes yet another just1ficat1on for the presence of Vldeogames in 
the coin-op 1ndustry. 

Ostensibly, ATEI '06 was healthy, the slew of new titles all bigger, 
bolder and better-look1ng than anyth1ng to be found in the living 
room, something it hasn't been possible to say for some time. 
However, Sega et al are clearly using platforms such as Lindbergh to 
develop a solid catalogue of games ready to port to the richer next­
gen home market - someth1ng that makes good business sense but 
doesn't provide any of the d1stinct1ve encounters that would mark the 
scene on garners' maps. In a perfect world there would be compames 
existing solely to make arcade videogaming a truly umque experience: 
prov1ding somethmg impossible to replicate in the livmg room; a 
reason for players to play away from home again. The arcade scene IS 
theoretically crucial to the v1deogames industry providing, as it does, 
gameplay's three-minute singles m a virtual world increasingly 
obsessed w1th unrestrained prog epiCS. But until, through innovation, 
mtelllgence and Inventiveness, arcade games can once again fill 
garners with an air of wonder and amazement, the atmosphere ~ 
of Britain's coin-operated game show will remain strained. ~ 

Hining Japan in the summer, Tim~ Crisis 4 boasu dean« graphics than its previous 
incarnation. Despite the jaggies clean·up. System 256 is close to Sony's PS2 architKture 

Tucked around the back of 
Konami's main stand was the 
unassuming star of the show, 
rMent Japanese-only curie To Kyu 
Okoku Gashaaaan! (Shoot Ball 
Kingdom Craaaashl). A cross 
between Sony's coloured 
bouncing ball Bravia advert, Bishi 
Bashi Special and a giant 
fourplayer OS, this was easily the 
most interesting concept on offer. 
Four players simulta neously 
throw coloured balls at two 
enormous DLP touchscreens in a 
series of quirky minigames 
ranging from seeing how many 
bottles you can smash to batting 
away a hungry crocodile intent 
on snapping at your avatar. You 
either compete against one 
another to earn coins or 
cooperatively for points. Despite 
its heavy Japanese styl ing, text 
and screaming announcer, so 
wonderfully obvious is the 
concept that everyone who dared 
step up to the machine was 
quickly squealing w ith delight 
and didn't leave until the credits 
rolled. Like the Dancing Stage 
games, Gashaaaan! removes the 
physical barrier of the stick and 
button setup: you just have to be 
able to throw a ball (preferably 
with accuracy) to play all the way 
from start to finish. Sadly, it's 
unlikely we'll get to see 
Gashaaaan! in Europe; there were 
no press releases to accompany 
its newest Japanese machine, 
and our questions were met with 
little more than resigned shrugs 
from Konami's staff. 

srA ~ 

Newswire 

Starforce defends itself 
At the end of Jan~Mry, Russian software security 
finn Starfomt issued a second challenge to crttks 
by th..atening weblog BoingBolng with legal 
action. The offending article diiiUibed online 
attempts to boycott the company's Starforce 
security software - a compulsory Install for owners 
of Track Mania among others. Many have 
suggested. via message boards and blogs, that 
t he technology's optical device drivers are 
potent ially hazardous to hardware - a claim that 
both StarForce and clients such as Ubisoft strongly 
deny. lt further appears that no one, despite the 
chance of an unforgettable Christmas. took the 
firm up on its December offer of 510,000 (raised 
from an initial S1,000) to anyone who could 
demonst rate, in its Moscow office, t he software 
having a detrimental effect on their PC. 
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"lt was there that he met some geeks 
with attitude, 'chip' musicians, making 
tunes from 8-bit computer games 
(most modern games are 90-bit). " 
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The Times Magazine invents its own console generation 
in a piece discussing Malcolm Mcl.aren's Fashion beast, a 
new, expensive, gaming·inspired clotning range for k ds 

"1. We make DRM illegal. lt would 
be against t he law to encumber any 
digital media with any device or 
software that makes it un-copyable 
or difficult to copy. 
2. We make t rading of lP w ith other 
people in a w ay that is against the lP 
owner's wishes punishable by death." 
Ron Gilbert outlines his 'everyone wins' proposal for 
software security. wh eh we fully expect to take off 

"dont lost time with 'you are 
the god' you need create a new 
title, and new! fantasy and sci-fi 
is great, much better than a 
stupid " real life" game." 
A poster to John Romero's blog responds to the 
ex·id man's 'I'm doing an MMO' announcement 

" Every division is going to look 
through and evaluate how to 
best realign their people, their 
investments and our t echnologies 
against a set of priorities t hat 
w ill take us through t ransition 
and allow us to capture the 
next wave of growth." 
Electronic Arts' European communications 
d'rec:tor Tiffany St eckler effectively 
communicates the reasoning beh1nd the 
company's mass January redundancies 

Retro evolved 
The maker of Darwinia lets off some steam 
on the trials of independent development 

fter being showered with critical acclaim 
for its visually gripping and viscerally 
unsettling Darwina, Introversion is 

returning to its geek-wish-fulfilment roots. This 
time, instead of the hacker chic of Up/ink, it's taken 
its inspiration from WarGames. We caught up with 
creator Chris Delay (above) to find out how 
Darwinia fared, discuss its move on to Valve's 
Steam distribution service, and hear about the 
genesis of Defcon, which is previewed on p38. 

How did the experience of launching Darwinia 
compare to launching Up/ink, when you were 
still totally unknown? 
it's been quite similar, to be honest - in that it was 
going downhill. Darwinia did very well in most of 
the reviews, but commercially it didn't really do 

"Steam sold more copies of Darwinia 
in the first three weeks than we sold 

since the game launched, altogether, across 
shops, across the website. lt's astonishing" 

very well at all -certainly no better than Up/ink. 
We did the PR thing a lot better this time round ­
with Up/ink there was no PR whatsoever, and with 
Darwinia we really got it right, but it didn't 
translate into the kind of sales we wanted. So we 
figured out that we'd basically ballsed up the 
launch totally - a series of compounded mistakes. 

The beauty and invention of Darwinia produced almost unlveral cri tical acclaim but didn't 
successfully translate that acclaim to commercial success. The deal with Steam delivered 
the demo direct to gamers' desktops. and resuscitated the game's sales overnight 

The initial prince point was too high - it came out 
at £30 because we thought, well, we've spent 
three years on this, we've poured our hearts into it, 
we'll make it 30 quid, and that didn't work at all. 
And we had an initial demo version which didn't 
have a tutorial that just confused people - we had 
a massive wave of people down loading the demo 
and then just turning it off because they couldn't 
figure it out. So it was all sort of dying down, and 
we were looking ahead to the third game, and 
then Steam came along. And it's just completely 
changed everything. it's a different league of 
response from the public. Steam sold more in the 
first three weeks than we sold since the game 
launched, altogether, across shops, across the 
website. it's astonishing. it's a different world in 
terms of making money from games. 

Do you get a good deal, f inancially, out of 
being on Steam? 
it's brilliant. it's a different league from any 
publication deal we've ever seen. There's no retailer, 
for a start. If you have an ordinary game in the high 
street, it 's incredible the mathematics behind who 
keeps the money. The retai lers take half of it, 
straight away, the rest goes to the publisher, and 
there's a tiny little bit left over for the developers. 
So with Valve there's no retailer, and then their 
publication deal gives a much higher royalty than 
any other we've ever seen. We haven't made any 
decisions about Defcon yet, but there's not really 
much impetus within Introversion to put Defcon 
out on the high street. it's something we did with 
Up/ink, and we did pretty well with that, but with 
Darwinia it was essentially a disaster. And we can 
see a difference in the stores themselves since 
Up/ink, in the PC sections - I was in a games store 
recently and it just didn't have a PC section. They 
had space for DVD movies, but not for PC games, 
and I think that's the way it's going to go. In a few 
years time there' I! be The Sims and nothing else. 
And when there are things like Steam, there's real ly 
no need for us to bother. With that and Xbox live 
Arcade I don't think there's been a more positive 
time for independent developers. 

How did Defcon come about? 
lt was during Darwinia's development, and I was 
crushingly, crushingly bored - Darwinia really 
wasn't working at that point. lt was all over the 
place - it had a really bad development history, 18 
months of experiments out the window. And I had 



this tdea for a nuclear war game, and I thought I 
could probably knock it up m a day. What was 
happening was that it was exactly 24 hours before 
the final episode of 24, and I was all excited and I 
thought, nght, Jack Bauer, he's been up for 24 
hours and I dectded I would do the same- that I'd 
spend the next 24 hours makmg thts game. So I 
stayed up for 24 hours, worked like crazy, and at 
the end of 1t collapsed and watched the tast 24. 
The game wasn't ftnished- by the end of the day 
I'd realised it was a stupid thing to aim for- and I 
knew it was going to need longer. So over the 
course of the next week I did more and more on it, 
18-hour days, dtdn't see anyone, and at the end of 
seven days I had a fully working multi player 
prototype. And so then I showed it to [fellow 
Introversion founders) Mark and Tom in the next 
meeting, and (laughs), well, they weren't tmpressed 
at all that I'd wasted so much time on th ts game 
instead of working on Darwinia. So we shelved it. 

Any qualms about releasing a videogame 
that's about killing civilians? 
No (laughs). We are aiming for a record, though, I 
have to say. I've often wondered about the number 
of people I've ktlled in games ove· the years, a'ld 
we making that bastcally an irrelevant number once 
you've played Defcon. Your score, in a one-on-one 
game, is basically the number of people you kill. 
You get one potnt per c•vihan, and a winntng score 
IS usually around 80 million. We've played on that 
a bit - there's an element of Dr Strangelove 
madness in the games The nuclear mtssiles fly 
qu•te slowly and gracefully, and they land on a C•ty 
with a little rumble and a calm statement that there 
have been this many million casualties, and there's 
th1s element that you're some tnsane general in an 
underground bunker ftghttng an insane war that's 
just going to end up killing everybody 

How are you dealing with the opponent AI in 
the singleplayer game7 
it's ongomg. it's turning out to be a challenge. The 
biggest problem is that we don't know how to win. 
Why would we? We've created th•s game with six 
basic uM types, and 1t's all very academ•cally 
correct that each is vulnerable to one other unit, 
and attacks one other unit, and there's all the 
scissors-paper-stone stuff going on, but all that's 
actually bollocks. Actually putting together a 
winning strategy is extremely difficult, because 
when you launch an attack on an enemy, you give 
away the locations of all your ground silos and all 
your submarines, wh1ch is bastca lly everythtng And 
so, in an awful lot of the games we've played, 
nobody's won. lt's just been a universal catastrophe 
- mutually assured destruction. The reality of 1t IS 

when you've lost 90 per cent of your populat•on, 
and your enemy's lost 95 per cent, it's difficult to 
say that you've won. You haven't in any real sense 
-you can't win a game of nuclear war. You just 
lose the least. 

The development t ime on Defcon has been 
much shorter than Darwinia. Have you 
enjoyed it more7 
lt's been a lot less stressful. lt's a romantic idea, 
experimenting for 18 months on an off-the-wall 
game tdea, but the reality is that when your 
money's runn•ng out and you can't afford tne 
rent, tt's ternfying. And you're not at any point 
certain that you 've got anything that's any 
good. Even when tt's ftmshed and wrapped and 
gold-mastered - before the ' irst reviews come 
in, you' re lacking any ktnd of dtstance from the 
project so you're thinking that it mtght be a 
complete pile of arse. So with Defcon it 's been 
much easier to look at the game and know ~ 
we've got somethtng solid. ~ 

START~ 

Ala hlgh·concept, low·content game, Defcon plays to Introversion's strengths. like Its 
forebears, the relult ll inltantly rtcognllable and will age better than many grander tltlel 

• www .ttigurtden.com 
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. INTERVIEW I 

Brand new life 
How an American retailer's quest is keeping the 
past alive, despite those that would leave it dead 

Bay speculators have recently suffered a 
series of jolts. After reliably commanding 
prohibit ively high prices for years, sudden 

influxes of 'brand new. factory sealed!· copies of 
Rez, Gitaroo Man, Persona 2 and Rhapsody began 
pouring in from seemingly nowhere. and at near­
retail costs that quickly drove down the collective 
value. We spoke with Game Quest's Kevin Baker 
to fmd out how a relatively unknown game retail 
cha1n made the switch to work1ng with publishers 
to release fresh prints of long dead games. 

"A lot of the publishers don't understand 
the collector or the eBay market. They're 

in the business of publishing, rather 
than marketing a product to a niche" 

Did you meet any resistance when you first 
pitched the reprint idea? 
Res1stance is still in place Keep in m1nd that a lot 
of the publishers don't understand the collector or 
the eBay market. They're in the busmess of 
publishing. rather than marketing a product to a 
niche, so that's where we're able to work With 
them to slowly establish a bus1ness model that they 
don't see as viable to do themselves. 

If you look at their business model, they're 
historically focused on frontline goods, because 
that brings in the bulk of their profit margin. Once 
the item has become a catalogue good, there are 
some taxation reasons that they can't hold on to 
inventory, and they feell1ke 1t's one of those 
marketplaces where if a company like us wants to 
take on the financial burden. they're open to 1t. 

One factor that conv1nced them was that when 
the1r game 1s be1ng sold for $100-200 on eBay, 
they weren't getting any benefit out of it, and it 
actually was probably hurting their franchise ra ther 
than help1ng it. 

How can you be sure that the market can 
sustain a reprint? 
Let me give you an example with Rez. The last t1me 
we had stock of Rez, prior to the reprint. we 
secured maybe 50 or 80 pieces that Sega was left 
with pnor to d1scontmuation. We were able to sell 
that t1tle as h1gh as $79 and had interest from a lot 
of museums - even the Smithsonian Museum in 
Washington was one of our buyers. lt had an 
academic value to 1t beyond just the gamer's 
perspective. If a game is being recognised in a 
whole different marketplace, we feel that it's 
definitely one that we need to work on. 

As you're surely aware, you've upset some 
collectors, who've seen their own collections' 
value fall. What's the rationale behind not 
adding a 'second print' tag to the reprints? 
Any t1me you change the artwork on any product 

Baker is coy about total figures. but willing to confirm that an 
average print run can be comfortably in excess of 10,000 copies. 
Artistically interesting games like Rez (above) have helped 
extend the potential market beyond just hard core collectors 

Gitdroo Man (above) has been one of the most succusful 
reprints: few secondhand copies ever circulated, since those who 
bought it didn't want to part with it. Titles like Panzer Dragoon 
Saga (left) and Yalk)o'ie Profile regularly top the requut lists 

that needs to be reprinted. •t has to be approved by 
the manufacturer. We would have to go through 
an extra process and pay extra money to get a 
product that otherwise would have the same 
content value. 

Anything in a collectors' market has a perceived 
value and an actual value. What we're doing is 
trying to bring the product back at a market value. 
so that gamers have an opportunity to buy the 
game, not just the collectors who're trymg to either 
profit from it on eBay or want the benefit of saying: 
" I'm the only one who has this". 

We're not intentionally trying to hurt the 
collectors' market, we're trymg to serve a gamers· 
market. If in the process we're stepp1ng on the toes 
of the collectors, I apolog1se. but then agam if 
Game Quest isn't doing it, tomorrow another 
company could come in and do the same thing 
we've been successful at. 

What kind of forthcoming titles are you 
working on? 
Konam1 and Square-En1x are at the top at the 
moment; both of the publishers have very good 
franch1ses. Right now Va/kyne Prof1le is defiMely 
on the top of the request list. Suikoden 2 1s 
another one, but now seeing as how they're 
releasing a PSP version of Suikoden 1 and 2, 
we'd only consider it if there's sustained demand. 
Otherwise, we might have missed the opportunity 
on that one. 

And what about expanding the operation 
to Europe? 
Actually, on average we process about 50 orders a 
day outside the US, and have about 200 retailers 
that we service in Europe and Australia. The thing 
that we have to keep in m1nd w1th Europe IS the 
PALJNTSC factor. Most of the gamers can overcome 
it, but 1t's not as simple as that. We haven't ruled 
out anything yet, but we th1nk there's plenty ~ 
of opportunity for growth. ~ 



Take-Two feels the heat 
The videogame industry's most ambitious publisher sees the 
year begin amid relocations, lawsuits and financial concerns 

30 Realms' continued reassurances regarding 
Duke Nukem Forever may fuel the mirth of 
interne! forums. but do little to make good 
Take· Two's investment of S4.25million in the 
title thus far. Fortunately, GTA's popularity 
shows no signs of abating. and the 2K Sports 
brand is growing In stature thanks to games 
such as its latest Top Spin title (above centre) / _,., 

he common perception of Take-Two Interactive as an 
mdomitable market force was shaken m January and early 
February by unforeseen events and fmancial revelations. On 

January 22, a large-scale fire swept through the New Yor< offiCes of 
several company subsidtaries, and. though no employees were hurt, 
the extent of the damage to the affected busmesses ensured that they 
had to be temporarily relocated. Elsewhere tn the crty. the company's 
headquarters and those of key subsidiary Rockstar Games were 
unaffected. The cause of the blaze is so far unknown 

Multrple pending GTA-related lawsuits were summarised. including 
those from the city of Los Angeles (filed for the company's supposed 
concealment of the notorious Hot Coffee mod) and from relatives of 
police offtcers shot dead in 2003 by self-confessed GTA fanatiC Devm 
Moore. Frnally, doubt was cast over the company's bankabiltty in 2006 
by detatls of rts htgh-profile acquisitiOns. Between them. Visual 
Concepts, Firaxrs. lndte Burlt, Gaia Caprtal Group {related to PAM 
Development) and lrrattonal Games have cost the company over 
$130 mtllion tn cash and restncted stock, leavrng games such as 

The company then filed a delayed annual report to the SEC on 
January 31, detailing past, present and potentially upcomrng concerns. 

Prey, Bully and the PS2 conversion of GTA: Ltberty Ctty Stones ..._, 
to help foot the btlltn 2006. ~ 

For one~ the stars align 
and good ~n~ prevails 

w~ thank TakahMhi for 
saying yes to merchandise 

Because continue seems 
the most appropriate word 

Why - still- aren't there 
more good on~. hmmm? 

I 

What's wrong with, well, 
normal ones, hmmm? 

BABYLON BABIES 
Eclectic French sci-fi-punk gets messy with 
the addition of an all-action anti-hero 

Originally published in 1997, Babylon Babies marks the first English 
translation of self·styled enfant terrible Maurice G Oantec. According 
himself the status as one of the most loved and most hated of French 
authors, frankly it's hard to see what the fuss is about. In many ways this 
is traditional hardboiled cyberpunk, albeit within a contemporary setting. 

Muslim warrior Toorop, having fought through Sarajevo and Grozny, 
finds himself astride the Kazakh/Russian/Chinese border picking on 
border guards, his life devoid of meaning. But thanks to the machinations 
of the local mafia, ambitious Soviet military officers and Canadian cultists, 
he's the perfect man for a job: take a confused, possibly deranged, girl to 
Montreal and wait for instructions. What could possible go wrong? 

Considering Toorop's ordered a grenade launcher. assault rifle and 
pump-action shotgun, plenty. And it's in the Canadian version of New 
York that Oantec starts to get mega. as well as meta, physical. Throwing 
in the Hell's Angels and their rivals, Rock-Machines, the Russians are also 
on Toorop's trail. And that's before he begins to meet colleagues killed in 
wars years ago. The result becomes a confusing mht of French 
philosophical musings - Dantec's a big fan of Gilles Deleuze- and cod 
genetic ramblings. So while, at best the action's comparable to Richard 
Morgan's Takeshi Kovacs books (and maybe it's no surprise a film is in the 
works), by the final page you know it was big, but not particularly clever. 

HALF·REAL 
ludologist and assistant professor Jesper Juul 
bui lds foundations of academic game studies 

One of better known of the current crop of researchers into the nature 
of play, Jesper Juul's Half-Real (based on his PhD work and including 
companion webslte at www.half-real.com) is an attempt to construct a 
basic theory of videogames. Certainly, first impressions are promising. 
As he points out, the title itself encapsulates some of the slippery nature 
of the area. Games aren't real, hence the media's constant use of the label 
virtual, but games do create new situations and even behaviours for our 
real lives. And it's this juxtaposition of real rules within a fictional world 
that is the crux of Juul's exploration. 

Things soon begin to get bogged down by definition. Old favourites 
like 'game', 'play' and 'gameplay' are laboured, while the seminal 
approaches of Huizinga, Caillois and Csikszentmihalyi are unpicked and 
critiqued. Of course, for a<ademics this is the standard approach, and 
presumably the game students who find Half-Real on their recommended 
reading lists will gain plenty of food for thought For the layman, or even 
the jobbing game developer, there are fewer nuggets. 

Approaches such as Bernard Suits' efficiency could shake up EA's 
annual FIFA design meeting, and Juul does pick out some interesting 
points concerning the <oherence of in-game time, but at heart this is 
descriptive book. Rather than find ways of improving the tanon of 
games, it's happy to categorise what already exists. 
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New games, and updates on games already on the radar 

Medal Of Honor: Airborne 
FORMAT: 360, PC, PS3, XBOX PUBLISHER: EA 

Street Fighter Alpha Anthology 
FORMA'r. PS2 PUBLISHER: CAPCOM 

Devil Summoner: Kuzunoha Raidou 
FORMAT: PS2 PUBLISHER: ATLUS 

A potentially misleading blend of rea/time and target footage is 
all that's been seen of this apparent visual leap for the forlorn 
series. If anything can make it a new-gen reality, it's RenderWare 

Scarcity of decent ports means that fans will be keenly testing 
this latest PS2 compilation for evidence of arcade perfection. The 
complete series will be joined by Pocket Fighter's arcade original 

Any concerns raised by the delay in release (it's currently March) 
have been allayed by the latest media to arrive from Atlus. The 
battle system holds plenty of promise, and it's gorgeous to boot 

Star Trek: Legacy 
FORMAT: 360, PC PUBLISHER: BETHESDA 

·- ------ -----·--- ----
The Silent Hill Experience 
FORMAT: PSP PUBLISHER: KONAMI 

-----....... - .......... _______ _ 
Medieval 2: Total War 
FORMAT: PC PUBLISHER: SEGA 

Bethesda needs to eradicate a lot of bad memories (not least 
of the whole Activision·versus·Viacom debacle) with a 30 
strategic space battler that encompasses all of the series' eras 

Neither a potentially disturbing prog rock band nor a proper 
series instalment, this collection of interactive comics, music 
and interviews is more akin to the GBA's Silent Hill Play Novel 

Creative Assembly's track record would suggest that even shots 
like this understate the latest Total War title's potential. The 
suggestion of 1 0,000-strong battles should not be taken lightly 

Killzone: Liberation 
FORMAT: PSP PUBLISHER: SONY 

Syphon Filter: Dark Mirror 
FORMAT: PSP PUBLISHER: SONY 

The Da Vinci Code 
FORMAT: PC, PS2, XBOX PUBLISHER: 2K GAMES 

Something much-needed on PSP from Guerilla: a tailor-made 
title rather than a clumsy port. Described as an ' intense portable 
experience', it offers a consistent story and thirdperson action 

Together with Splinter Cell Essentials and Tomb Raider Legend, 
SCEA's title is leading the charge in terms of second-wave PSP 
visuals. let's hope it's a return to form rather than another flop 

Quite what Getting Up developer The Collective plans to do with 
this prized licence remains hazy, but the assistance of Revolution 
founder Charles Cecil will hopefully steer it clear of disaster ---- ........ ______ _ 
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Somewhere In a distant parallel universe, Nuclear Monkey 
Software's Narbacular Drop has been licensed and exists as 
JWin Peak Yhe Game. The first interactions with the game's 
dual-portal system is an entirely disorienting experiment in 
miri'Of'oimage rooms that fold beck in on ltlemselws, which 
you watch yourself depart at the same time as you re-enter. 

But beck in 1his universe, the game is a 30 throwback to 
classic puzzle-platfonnlng, where a princess escapes the 
dungeon in whldl she's been imprisoned .,. triggering 

switches, escaping peril and reaching otherwise inaccessible 
exits utllising little more than the portals. 

A5 with old puzzlers like ~'s Solomon's Key, 
Narbacular Drop homes in on a single Interactive mechanic 
and designs the world around it, rather than diluting Itself 
with competing ideas, giving it a sense of cohesion even at its 
most expen-rtal. With a reported forthcoming rewrite In 
Source and eventual Steam release, the future looks bright for 
this student-created hit. -------------------------------



Brain Training, to be released as Brain 
Age in the US, has resonated especially 
well with Japan's ageing population. 
Can Nintendo really expect it to do so 
well in the west, or will the inclusion 
of sudoku be enough to make it a hitl 

3+2=V" 

1+7= 

Winter wcnderlcnd 
Game producer Brick Bardo chills out 

I t's cold, so cold. 
This winter is really 
freezing Japan. 

Snow is falling at a volume 
we've never seen before and 
the temperatures are the 
lowest since we started to 
measure them. Please, can't 
someone stop this? I guess 
we are experiencing the 
changes involved w ith global 
warming, but why does it 
have to be th is freezing? 

In Japan, the end of the year is a very crucial moment. Parents get 
their bonuses at work, kids want their Christmas presents, and at the 
new year people receive their Otoshidama - a small envelope 
containing money- from their relatives. This makes the period very 
important for videogame sales. But the end of 2005 was anything but 
exciting. There were no big titles to excite the market like in previous 
years - few big and popular Square-Enix or SCE games, for example. 
Microsoft embarked on a big communication campaign, which 
included airing a lot of commercials on T\1, but its Xbox 360 was a 
clear disappointment (no big surprise, really). The only thing that 
remains a talking point from the Xbox 360 launch in Japan is the size 
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of the console's AC adaptor (huge) and the amount 
of heat it produces (lots). To tell the truth, this is 
very sad. The Xbox 360 should have brought some 
interest in the coming new generation of consoles, 
with the highly anticipated PS3 and the mysterious 
and innovative Revolution. Instead, the end of the 
year was very calm. The ca lm before the storm? 

If you take Mario Kart OS out of the equation, 
you find games that can hardly be placed in a 
traditional category. They are all very close to 
genres that have not been very successful in the 
past in Japan: education and edutainment. In 
addition, these games don't target kids, but adults. 
Otona No OS Training has been the biggest surprise 

If you take Moria Kart OS out of the equation, you find games that can hardly 
be placed in a traditional category. They are ell very close to genres that 
hove not been very successful in the post in Jopon: education end edutoinment 

But one thing has to be said: the os performed 
superbly, a one-man show. Nintendo managed to 
come up with mega hits that have proved to be 
strong sellers: Nintendogs, Otona No OS Training 
and its sequel Motte Otona No OS Training, Oideyo 
Dobustu No Mori and Mario Kart OS. OK, these 
games are not very sexy, but they sell a lot, to a 
point that the OS is sold out. I thought this would 
end in January and that the os would be easy to 
find again, but it is still sold out. lt is almost 
impossible to find one. 

of the last 12 months. I mean, look at it- it is 
monochrome, it has basic graphics, tons of text, 
and minimal sound. Importantly, though, it retails 
at ¥2,800 (£14). 

lt seems that Japanese society is ageing fast, 
and most people associate ageing with becomlng 
more limited mentally. So there is common desire 
to combat this process as early as possible - and I 
think Nintendo has done well to identify this, 
although it is also true that Otona No OS Training is 
very well designed, featuring mathematics and 



memory tests - simple challenges you need to 
pass as fast as poss1ble. Another reason for its 
success is certainly its unique interface, which 
incorporates using both the touchscreen and the 
microphone. Also, the game measures the 
supposed' age of your brain. This is a sensitive 
aspect of your psychology: how happy would 
you be to see that you are getting old, that your 
menta faculty is gettong rusty? So you feel the 
need to improve yourself. I have to admit, thos 
game is very well desogned 

Not so 1ong ago, Japanese people would 
think that 1t is omposs b e to have fun while 
studying, that studying is something that must 
be taken seriously. But th1s is chang1ng When I 
take the subway, I often see salarymen with theor 
DSes trymg hard to challenge thetr bra1ns. Yes, 
with this particular title Nintendo has delovered a 
kind of a blueprint which perfectly suits the 
changes that are happening m Japanese society. 

OK, now it's cold and I'm going to test my 
own brain. I don't want my m1nd to age too fast, 
do 17 Besides, perhaps the act1v1ty will help ~ 
me to warm up a bit. ~ 

it's games that defy normal categorisation 
like Nintendogs and Animal Crossing: Wild 
World that have proved the biggest hits In 
both the east and the west. Can Nlntendo 
keep the Innovations coming or will these 
new genres inevitably become old hat 
as the OS succumbs to sequels and the 
focus shifts to pleasing existing users? 

The games pile up for sale In 
Japanese stores Oeft), but actual OS 
uniu have bttn thin on the ground. 
Whtn it launches, then. the ntw OS 
Lite Is certain to bt a massive success 
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Edge's most wanted 

Looking set to wipe the sleep from 
Sony's Eye Toy. the mysterious 
Eyedentify is the front runner to 
prove what PS3's Cell architecture 
can do with camera input. 
PSJ. SONY 

Despite the machine's power, it's 
becoming clear that what the PSP 
does best Is display gleaming, 
crisp-cut slices of colour. Or slippy. 
squashy globules, in this case. 
"SP. SCEI 

Atari has laudably given Eden time 
to apply those final licks of paint. 
lending 360's online owners' dub a 
shimmering beauty that we hope 
is borne out beneath the hood. 
360,ATARI 

e 
The future of electronic entertainment 

The qualities of quantity 
Why games need more less, and less more 

m:nl 
_Oh de&/_ YrM 
bratl IS ery ked. Your brain age 
But don't lose heart! IS 
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E veryone knows why the OS 
is such a success wit h non-
garners in Japan. The 

familiarity of the Nintendo brand, 
the accessibility of the stylus input, 
the new approaches of its games -
it's now a familiar tale. Except, 
when you look at its greatest 
ambassador, Professor Kawashima's 
Brain Training (due for release in 
the UK in the spring), t here's a 
simple, crucia l factor that's easy to 
overlook: you can play it for only 
ten minutes at a time. 

it's hard to overstate to 
popularity of the Brain Training 
series - its recent sequel sold 1.5 
million copies in its first fortnight 
on sale. Based on neuroscientist 
Kawashima's book, it sets out a 
daily programme to improve 
mental agility and charts players' 
progress, and the internal clock 
ensures that swots can't jump 
ahead and undermine his little-but· 
often mantra. Interestingly, t he 
same is true of Nintendogs, which 
limits the number of competitions 
you can enter and walks you can 
take each day. Even Animal 
Crossing, which is open for 
exploration day and night, 
effectively limits the time you can 
constructively spend in your village. 
And this is crucia l, because when 

Your brain may be very tired. but the OS's Br<~in 
Training mak~s sure its players nev~r ate!' by 
limiting thtn sessions to ten minutf'S a d«y 

you ask non-garners, particularly 
older non-garners, why they don't 
play, one of the commonest 
answers is that they're 
uncomfortable investing time in 
something they see as frivolous. 
it's not the hardware, it's not even 
the software: it's the time. 

Nor is it just a consideration for 
non-garners. Although a favourite, 
if entirely meaningless, gamer 
argument is 'how long should 
games be?', a much more crucia l 
debate is how long should the 
play sessions which make up a 
game's lifespan be? At the other 
end of the spectrum from the OS, 
this month sees two pioneers of a 
more hardcore genre - the 
traditionally long-drawn-out 
strategy game - make a play for 
the time-poor. Both Rise Of 
Legends and Defcon offer 
multiplayer modes which can be 
completed in a lunch hour. Even Em 
Enchant Arm, at first sight a deeply 
old-fashioned Japanese RPG, gives 
the player the unlimited saves and 
rechargable health they need to 
define their own play times. The 
t ime has long since passed when 
someone's enthusiasm for gaming 
could be assumed to be 
commesurate with the free 

~ time they have avai lable. 

30 Onimusha: Dawn Of Dreams 
PS2 

32 Far Cry Instincts: 
The Next Chapter 
360, XBOX 

34 Prey 
360, PC 

Em Enchant Arm 
360 

Auto Assault 
PC 

37 The Elder Scrolls: Oblivion 
360, PC 

38 Defcon 
PC 

39 Rule Of Rose 
PSl 

40 Ghost Recon: 
Advanced Warfighter 
360, PC. PS2, X80X 

42 Bubble Bobble Evolution 
PSP 

42 Rise Of Nations 
PC 

44 Blazing Angels: 
Squadrons Of WWII 
360. XBOX 

44 Pilot Academy 
PSP 
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FORMAT: PS2 
PUBLISHER: CAPCOM 

OEV!LOPER: IN-HOUSE 
ORIGI,.: JAPAN 

RE' •ASE NOW (JAPAN), MARCH 11 (UK) 
PREVIOUSlY IN: Et SO, E1S1 

The whole of the game's map is free to roam, 
nd since different cllara<ters have access to 
lferent areas in the usual fashion (Jubei can 

•Jwl through holes, Ohatsu has a hooksho~ 
i~oberto can break obstacles), backtracking 
1nd exploration will be important to progress 

The training Tests of Valor aren't grouped together. but 
spread through the garM; timed challenges that give a ben er 
understanding of the garM's systems. Without them. Ono says 
even e.perienced garners would need to read the manual 

Onimusha: Dawn Of Dreams 
The fourth game in the Onimusha trilogy opts for a clean slate - but 
will the historical fantasy series always have one foot in the past? 

"I t 's almost hke a brand new 
Onimusha franchise," claims Dawn 
Of Dreams' producer Yoshiniro 

Ono wtth a twinkle, gotng on to ltst the rah 
of innovations in th1s 'extension' of the 
demon-slaying series that so conspicuously 
lacks a '4' in its title. He confesses that. 
returntng to resurre<t the franchtse aher a 
htatus culttvating pastures new - 1n the form 
of Shadow Of Rome's gladiatorial tntngue -
he was setzed by a bout of soul-searching. 
How to renovate the tradttional samura1 
action genre? How to forge a fresh start for 
Onimusha, which had always been intended 
to end with 2004's Demon Siege? How to 
broaden the appeal beyond fans and entice a 
new, younger generation of players? 

The answers were as numerous as the 
quest tons. Implement a fully 3D enwonment 

wtth a player-<ontrolled camera Jettison the 
tradttton for us•ng the likenesses of famous 
actors - which culmtnated 1n Jean Reno 
appearing in the third game and replace 
them wtth a broader, more colourful cast 
featunng no less than five playable 
characters. Introduce an 'ally system' 
allowtng two characters to be used at the 
same time. Ease the difficu lty somewhat, 
relaxing the combo timing tn favour of what 
Ono calls a "more go-ahead style·. Further 
shth the emphasts off raw sktll wtth tactical 
and roleplaying elements, and add miniature 
training missions known as Tests of Valor to 
help ease new players into the game. 

it's a comprehenSive agenda, but you 
don't need to spend long wtth the game to 
realise it's not a radical one. Ono. tt turns 
out, had nothing like the same appetite for 
reinvention as hts colleagues across the hall 
in Productton Studto 4. ·Resident EVJ/4 went 
1n a totally dtfferent directton. tt was a 
complete change of model that denied the 
whole series. lt was like jumping off a cl iff," 
he says. "If both teams had jumped off that 
chff together and both died (laughs) 
Ommusha had to stand by, JUSt tn case. Thts 
looks different, but when you play it's still 
Onimusha. That's what I wanted to make." 

And that's what he appears to have 
made, which will certainly please the fans, 
and at face value shouldn't necessarily 



The game begins with a dramatic. unexplained rooftop boss figh~ during which Soki assumes a demon form. The story, 
inscrutable in the earty stages. should stand alone for new players while illuminating the Onimusha universe for fans 

O.wn Of DrNms is set In 
1596 - 50 ye• rs •fter the 
previous instalment - and 
as is tradition roots its 
supernMuroll fantasy 
squarely In historiCIII fact. 
Ono lays out the details 
wlttl relish. The 'blue d..nr 
samurai hero Sold is based 
on a real person, the 
adopted son of npen's 
unifying ruler Hideyoshl, 
the villain of this piece. He 
Is joined by fleet-footed 
Jubei of the Yagyu nlnja 
clan (granddaughter of 
OnilniiSIY rs Jubeil; the 
gunfighUr Ohatsu. MOther 
historiCIII figure, niece of 
wartont and foriMf villain 
Nobunaga; Tenkai, • monk 
who fights with a n.ff and 
Is a legendafy figure In 
Japan; and Roberto. whose 
presence is a nod to 
Hideyostll's slaughter of 
Spanish mlssioNiries, and 
whose fist-fighting style is 
the most radical departure 
for the series. 

displease anyone else. The fight1ng IS more 
fluid. but still no picnic, while there seems to 
be some strength to the assertion that novice 
players can thml< the1r way around tougher 
battles. "If you're not so n1mble w1th your 
fingers. you can strategise. use the ally 
system to get through the situation," 
claims Ono, and mdeed this is most apparent 
when playing with an AI cohort. You can 
hotswap between characters at will to 
manage their reserves of health and Oni 
magic, and the D-pad instructions- 1nclud1ng 

translates nto skill points to be spent on 
upgrad1ng - or further relaxmg the tim1ng on 
-their ab1lities. Improvement ts thus a given, 
and 1t's even possible to buy skills for cash. 
Item combination will ease inventory 
pressure, and those who (like Ono) struggle 
with puzzle boxes can break them and get 
the items inside. There is always, it seems. 
the option to spend your way out of trouble. 

lt makes a certain kind of sense. 
espeoally, you might argue. in a country 
where Dragon Quest is the ultimate in 

As before, weapons and armour can be enhanced by 
spending souls, but characters also be customised, 
earning experience for notable kills and combos 

distract, wait and recover, absorb souls, 
guard - are useful and responsrve On 
twoplayer coop, Ono will only say: ·we're 
not going to betray your expectations " 

But desprte these roveltJes, rndeed 
because of some of them. Dawn Of Dreams 
still feels like a tremendously old-fashroned 
game. Ono's argument is that the addition of 
RPG mechanics will make 1t much less 
daunting for unskilled players As before, 
weapons and armour can be enhanced by 
spending souls, but characters can also be 
customised, earning expenence for notable 
kills and combos, which levels them up and 

mamstream entertamment. But to what 
extent does adding a crust of menu-dnven 
complication really make an actron game 
more accessible? Why are the not especrally 
large or beautiful environments beset with 
loading? Why are basic actions- p1ckrng up 
an item. opening a door - not animated, and 
points of interaction marked w1th gaudy 
swrrls of colour? This Onimusha looks hke a 
changed game, but not a new one; it's 
heavily encumbered with last-generation 
tropes, the very antithesis of the progressive 
seamlessness that RE4 found. to such ~ 
acclaim, at the bottom of its cliff. ~ 

Ono feels Onimusha 3 was too short, and reckons Dreams docks up between 30-40 hours, two-and·a-half 
of which are CG scenes. "This is something our development team wants to do, it's kind of their passion" 
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FORMAT: 360, XBOX 
PUBLISHER: UBISOFT 

DEVELOPER: UBI SOFT MONTREAL 
ORIGIN: CANADA 
RELEASE: MARCH 

Far Cry Instincts: The Next Chapter 
Ubisoft continues to bridge the generation gap - and redefine 
'prolific' - serving up a double-headed follow-up in six short months 

The motorboat seen here on 360 isn't jun a bit of authentic local colour- it, along with the other vehides. has 
been specifically designed to be useful in multiplayer. This craft can take three passenge11, the new truck eight 
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ven by Ubisoft's standards. 1t's a fast E turnaround. Its Xbox reinterpretation 
of the PC shooter had barely been 

out three months when 1t announced that 
the next Far Cry Instincts was not only m the 
pipeline, but less than three months away. 
alongs1de a bumper-pack conversion of both 
games to Xbox 360, subtitled Predator. 
Could the French giant, famous for 1ts annual 
sequels. really be movmg to a s1x-monthly 
strategy? No. This, argues producer 
Bertrand Helias. is a spec1al case, and m any 
event not really a sequel. " I'm happy to call it 
an expans1on." he says, hkemng it to one of 
the publisher's updates to ·ts Ghost Recon 
and Rambow Six Tom Clancy franchises; and 
al though no pricing strategy has been 

More outdoor environments are promised in the new 
instalment of far C.y. which will also be doser to the PC 
original in scope, even in the Xbox version pictured here. 
Where they can't quite offer such spatial freedom due 
to memory limitations. tactical freedom will be built in 

H~llas' team is concentrating hardest on improving water 
and vegetation on X box 360. Water effects are based on an 
oceanographic algorithm and aren't purely cosmetic. Work 
is underway on the feel of the waves during boat sections 

announced. it seems reasonable to expect 
a commensurately low price point for the 
Xbox version. 

In fad it's a matter of momentum. and of 
delicate tim1ng. Ub•soft prizes the Far Cry 
brand htghly, has been delighted w1th player 
feedback on Instincts, and expects great 

which remains on the old console. And it 
knows it has to do that without short­
changing either group. so the simultaneous 
release of new content was a must. 

Besides fresh maps and a new mode in 
multiplayer (see 'Map controls'), that content 
takes the form of a new adventure -

Ubisoft wants to establish Far Cry hard and fast 
on the new platform, while the range of available 
software, especially strong Live games, is still small 

thmgs from it in the long run. "We have a 
good opportumty to build someth1ng strong 
on 360 for a long t1me," says Helias, but in 
the meantime he has an awkward, 
transit tonal juggling act to perform. Ubisoft 
wants to establish Far Cry hard and fast on 
the new platform. wh1le the range of 
ava1lable software, especially strong L1ve 
games, is still small. Hence the speedy 
convers1on. But it also wants to keep 1ts 
burgeoning fanbase- particularly the online 
mult1player commun•ty- intact, half of which 
it reckons has deserted Xbox for 360, half of 

current y in search of a subt1tle, and referred 
to s1mply as 'the next chapter' - 1n the 
familiar, vibrant Pacific island setting. Set 
several years later, it finds Jack Carver trying 
to live a peaceful life but stil l m possession of 
h1s mutant feral powers. When a girl asks for 
h1s bac·<UP 1n a meetmg between the head o 
a ptrate clan and the island governor, both 
are slain by the leader of a local rebel faction 
and Carver is accused of the murders and 
hunted down by all concerned lt becomes 
apparent that some of the rebels also posses· 
feral abilittes, setting up the prospect of 



vasceral fights between superpowered, bestial 
warriors. This is doubly enticing when you 
consider the vertically minded new powers: 
climbing, encouraging the use of sheer chffs 
and trees as vantage points; and wire-fu­
anspired airborne moves. Surpnse feral strikes 
'rem underwater will also be poss1ble 

New we'apons, traps, vehicles and a 
greater degree of environmental interaction 
will all feature. We see the improved physacs 
engine beang put to good use, with pape 
bombs felling guard towers and toppled log 
piles crushing enemy squads. Aware that 
nstmcts' AI was ats most heavaly cnticased 
e'ement, Ubisoft Montreal as promas1ng an 
adJustment that wall make it more responsive 
and coord1nated, and potentaally more 
challenging, but With the introductaon of 
difficulty levels satasfy1ng, at hopes, all tastes. 

We aren't shown the 360 versaon of thas 
new instalment, and Hehas is evas1ve when 
pressed on the differences. it's passable that at 
will be no more than a straight graphical 
upgrade, but the same, he ansists, IS 

absolutely not true of the adaptation of the 
original Instincts that will form the other half 

of Predator. The level design has been 
reworked around revised AI and the 
tremendous depth of f ield 360 is capable of 
(Helias cates a 2km draw distance). The 
byword is increased intensity: opposition will 
be smarter, ammo more scarce, headshots 
harder, maps more expansive and furnished 
with heavier cover for more tactical battles. 

Wath a game that makes such a powerful 
v1sual statement- and that boasts such 
famously spectacular PC parentage- many 
will be more interested in the graphical 
impact of thas port, and it's hard to blame 
them. The jury as still out. The intenSity of the 
colour is astonishang, the definitaon and 
depth of the 111stas remarkable, the 
shommering water effects almost surreal in 
thear ampossable clarity. But the extra 
resolution exposes some of the vegetation to 
more scrutiny than it can bear. and there's a 
slight sterility, a coldness to the light, that as 
in stark contrast to the thick, steaming 
atmosphere of the Xbox code. 

Another pass on textures and effects 
could easily f ix this. though, and even if it 
doesn't, with its two games and 24 

mu Ita player maps Predator should represent 
good value, even at the 360's inflated prices. 
The new Xbox epasode is a stranger 
propositaon. There's nothing to say it won't 
be every bit as strong as the original Instincts, 
but it's hard to see at as anything more than 
preaching to the converted. Maybe that's all 
it's intended to be -a staging post - and 
maybe that doesn't matter. Because if 
nothang else, you can be sure that Ubisoft 
has much b gger plans than thas an 
store for Far Cry. 

HYPE ~ 

lt's remarbble how little the Xbox version (screenshots above) is outshone by its 360 big brother, which 
is more of a tribute to the old machine than a slight on the new one. Yes, the textural edges might be a 
little rough, but the lavish effects succeed in tying together a convincingly organic in·game landscape 
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Another example of spatial and graphical sleight-of-hand are the portals (above right): 20 rihs in space that 
provide a clear view through to the architecture and models on the other side. They can even be shot through 

Prey 
A decade since its conception, 30 Realms' sci-fi actioner 
is very nearly ready to turn the FPS world upside down 

FOR,.Al 360, PC 
PUBLISHER 2K GAMES 

DEVELOPER: 30 REALMS/HUMAN HEAD 
ORIGIN: US 

RELEASE: Q2 
PREVlOUStY IN: EIS I 
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a rey may only have been in the publ ic 
~ eye since last year's E3, but it's a 

concept that was frrst kicked around 
at 3D Realms as early as 1996, and that went 
into development at Human Head in 2001 
(an early decis1on to licence the then-nascent 
Doom 3 eng1ne pretty much condemning it 
to berng a slow-burner). For all 1ts cutt.ng­
edge technology, ·t shows. Styl stically, Prey 
looks very much like the last five years -
specifiCally the likes of Far Cry and FEAR­
never happened Its looks are dishearteningly 

Human Head is keen to stress that, wnlle Prey 
plays out almost entirely within the sphere, it 

won't just consist of corridors like this one. There 
will be wlde·open bays and space sections, too 

generic, all neon highlights, steel blast doors 
and bulked-up body-horror. The alien 
weapons too, despite their organic looks, 
functionally stick to tried-and-tested 
archetypes, although some at least pack 
several archetypes in one. But, for once, this 
rs an FPS that isn't purely about your gun and 
the face you're pointing it at. 

An alien-abduc:ion ep1c, Prey casts the 
player as Tommy, a reluctant NatiVe Amencan 
hero trymg to save h1mself and his g~rlfriend 

from the grgantiC organic spacecraft - a 
sentrent Dyson sphere powered by the 
artificial sun inside its shell - that is strip­
mining the Earth for human food. This craft 
is both the chief opponent and the chief 
setting of the game. it's an intelligence that 
interacts and toys with Tommy, either directly 
or through rts human drones and animal 
antibod,es, but IS also a fascinatrng spatial 
construct straight out of hard sci-fi 

Here, there rs no up, an idea Human 
Head rs exploiting brilliantly W1th stiCky wal 
and ceiling walkways, switches that change 
the grav1ty orientation of a room, outer space 
exploration in shuttle-pods and even the 
inclusion of small asteroids within the sphere 
with their own gravity fields. Experimenting 
with these elements and their permutations 
rn some superbly designed deathmatch 
arenas is surprisingly instinctrve, visually 
thnlling, and all the refreshment the game's 
t~red look needs. Even better, the potential 
they represent for ooth dramatrc stag1ng and 
cerebral spatial puzzles 1n the srngleplayer 
game IS 1mmense. 

Prey's other U$0 is the very oppOSite of 
phys1ca l. The ghost of Tommy's grandfather, 
killed in the abduction, intervenes to 

The shuttle-pod's controls are simple and its inertia Isn't 
too pronounced. Its tractor beam might be the most 
entertaining way to get death match kills, unless you're 
blowing opponents so f1r off asteroids they reach orbit 

persuade the callow youth to embrace his 
mystJCal, ancestral brrthnght a sp1rit form 
that allows him to leave hrs body, cross spirit 
bridges and attack enem,es w1th a spectral 
bow. it's questionable whether the game wil 
have the delicacy (and 1t certarnly doesn't 
have the voice acting) to handle Tom my's 
supernatural route to racial self-discovery 
without condescension, but it's a sound, 
thoughtful design twist (wrth intriguing 
ramifications for multrplayer) of the sort so 
often forgotten when games rook down the 
barrel of a gun, and rt's one of sever a such i 
Prey. So If its presentatron is a little crass­
and fundamentally as crudely m1ddle­
American as those gurning monsters and 
the Heart and Blue Oyster Cult songs on 
the soundtrack - that, rn a stale genre, ._. 
would be a small price to pay. ~ 



Em Enchant Arm 
X box made its name on the back of traditional western 
play styles; will a traditional eastern take buffer 360's? 

HI t's an RPG, so we're thinking it 
would be inevitable that we release 
it on two discs," sa•d producer 

Masanori Takeuchi some months pnor 
to Xbox 360's debut. "But to be honest, 
even that's lookmg grim.· And now, with 
Enchant Arm available in Japan, 1t's arnved 
on just one disc. Whether it was an 
attention-grabbing soundbite or not, there's 
something stuttered about Enchant Arm's 
game open1ng compared to the blllowmg 
CGI scene-setting of typical RPGs. In the 
opening hour of play, its cutscenes are few. 
wtth key pomts covered by short 
interm1ss•ons of fully voiced, face-to-face 
dialogue between character models. Interior 

locations and shops that branch off the first 
ma1or play area -a bustling festival aren't 
even rendered, merely represented by a 
character on a static backdrop. 

Still, trying to decide whether there are 
gaps m Enchant Arm's production, 1magmary 
or otherwise, is perhaps a moot pursu1t as 
the game itself m play doesn't feel cropped. 
And its opening stretch is sparkling, a series 
of bnght locations that brim w1th life and 
ambience. begmn1ng in the un1vers1ty 
environs of student protagon•st Atsuma. 
Indeed, the aforementioned street festival is 
as alive as anyth1ng in the more populated 
city d1stncts of Ftnal Fantasy X and X-2. 
despite the slightly cold sheen of its 
rendering it's an atmosphere that bounces 
well off 1ts soundtrack, with light and airy 
instrumentation that's far from sacchanne. 
The sh1mmer on some textures IS a little 
too glanng, though, much hke those of 
Rare's 360 launch pair, and some port1ons of 
the landscape - such as the flowerbeds of 
the college gardens or the podgy balloons 
that litter the festival - simply look 

The soundtrack is subtle and unobtrusive. but its banle tune 
is as overwrought as t.hal of a boss fight. This only sticks out 
due to the first few hours being so easy; endlanter Touya, in 
particula~ seems more powerful than the rest of the lead trio 

Cuuc~nes are mostly dialogue-driven chaner, featuring 
enthusiastk gestkutation from their participants. I'M 
tone feels lively and comedic. something that seems 
to be worthy of a decent localisation to prts.rve its 
gaudy dlaracters. and could easily be deflated by 
some thoughtlessly throaty action· hero behaviour 

unfinished. Overall, though, its look is a 
crisp and effective one that's proud to be 
bright and colourful. 

Battles are random, turn-based and 
staged on a pa1r of neighbouring 3x4 gnds. 
one for alhes and one for enem1es. meamng 
your paths never cross. Your characters. up 
to a team of four, are moved around and a 
skill is chosen for them to perform, each of 
which has 1ts own Disgaea-like pattern of 
effect. And nothmg is executed unt1l all 
characters have been issued orders, before 
unleashmg a typically From Software 
lightshow of explosive lighting and 
effervescent shapes. The battles themselves 
are of high frequency, but a well-executed 
'auto' command helps to speed th ings up. 

Still, if arrivmg on just one disc adds 
weight to the chance of a western release -
it's certa1nly a game that feels worthy of 11. 
and seems h1ghly capable of pluggmg the 
trad RPG gap until Mistwalker's produce 
arrives (and, Incidentally, it's not region ~ 
free)- then all the better. ~ 

,~--· 
FORMAT: 360 
PUBliSHER: FROM SOFTWARE 
DEVELOPER: IN·HOUSE 
ORIGIN: JAPAN 
RELEASE: OUT NOW (JPN), TBA (US/UK) 
PREVIOUSLY IN· E152 
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Auto Allaultl IC*IIrio 
.,....a an lwth ravaged 
by dirty llombs ,_ • 
IIIY$t8riOUS alien ......... 
...... creMe~~ a-of 
mutants and dnlve '-'­
u~the"'"-'s 
llllnMcla,.. of~ 
~ ...... 
(biolallltJ to....,...,... 
the ....... "­
attempted to clHMe the 
contMIInatton and both 
sullspedtl by nuldng the 
entire pllnet. lbly failed, 
and now e-ee to llttempt 
to NdiiM the surface. The 
character cla-"-.uct 
anelogun between,_­
soldier, repair,_.., 
Mdltetlhtl operadwle - so 
.... lllllin clitdngulsbklg 
fNiu ....... ,...ls 
their Huanl Mode, • 
cltltruc:tlft IIIII*PG•uer on . ~ ................. 
llllllty to tnllllform Into • 
glint Nlbot whin ........ 
Models IICIIvltlld Is -to 
make diem • populer ..... 

The hu~noid avatars sported in towns are 
utterly dlarmltst, and !Mir animation is 
pitifuL The option to own and de<orate 
your own apartrnenl is welcome, but we 
don't trust NetDevil to design wallpaper 

Auto Assault 
Will the bleak climes of NCSoft's mad mad Mad Max world 
be a petrolhead paradise or a social wasteland? Or both? 

I 
f 1t was NetDev1l's intention with its 
post-apocalyptic vehicular MMORPG 
to create an experience that didn't 

feel remotely like an RPG, then it already 
looks like rt's succeeded. As online worlds go. 
Auto Assault IS an astonishingly dynamic, 
fast-paced, physiCal experience. The deep 
scoops, ramps and rubble mountains of its 
desolate landscape make the best of a 
superb, gently exaggerated physics engine 
that allows buildings to be (temporarily) 
brought down, and players to bump into and 
scramble over each other. The vehicle 
handling. desp1te bemg shackled to WASD 
keys. is also excellent, mustering both heft 
and bounce, responsrveness and momentum. 

Although 1tems and class-specific skills 
do come mto play, combat is as much about 
control and t•ming as anything else: left-click 
to select a target, hne 1t up in your onscreen 
firing arcs and right-click to fire all weapons 
-but keep moving at all costs. Including an 
experience-point multiplier for quick 
successive kills - explicitly splicing classical 
arcade mechanics with the very building 
blocks of the RPG, encouraging bloody 
runs through forests of infantry - is a stroke 
of brrlliant, brazen cheek. After playing Auto 
Assau/r. a trad1tronal MMO space can feel 
static and sta1d . 

And 1t's just as well, because one of 

the chief reasons for playing an MMO is 
to spend time in a place you want to be, 
and it's hard to imagine many people 
wanting to be m the Central Wastelands 
This is a world utterly unrelieved by beauty 
or inspirat•on, a half-hearted cliche rendered 
in f1lthy greys and reds and sickly rad•oact1ve 
green. There's only so much ugliness the 
scenario can excuse. 

NetDevil is risking disappointing 
subscribers' requirements of an online world 
in far less superficial ways than the visual, 
however. The intensity and speed of play 
tends to dampen any communicatiOn 
between players - there just doesn't seem to 
be t1me to talk. Even worse, group play IS a 
tactiCS-free, directionless fracas. Ifs certa1nly 

Auto Assault is refreshingly free of any significant death 
penalty beyond a short drive. When their cars are 
incapacitated. players are airlifted straight to the nearest 
repair station (above) where they can get a full repair free 
of charge, and usually stock up on any spent Items too 

Auto Assaul(s code is currently such a glutton for 
resources that it can easily cripple a quite respectable 
machine on all but the lowest settings. This would be 
easier to forgive if the game was more graphically 
becoming, and we can only hope for optimisation 

more entertaining and forgiving than playing 
alone, but it's imposs1ble to coordmate or 
strategise, or indeed to see any pressing 
reason to. Unforgivably, 1t's currently not 
even possible to share miss1on objectiVeS 
between members of a convoy. 

Having only played through the m1tia 
levels in a tightly restricted early beta test, it 
would be dangerous to jump to conclusions 
- this, after all, is a genre where games can 
only reveal their full selves after many hours 
of play. We haven't begun to explore the 
intriguing crafting system (which centres on 
the reverse-engineering of broken items), 
and can only assume that the three races' 
and four character classes' playmg styles, 
virtually indistinguishable to beg1n with, will 
d1verge over time. Perhaps mstanced 
environments will force team dynamics to thE 
surface, too. But as t stands, Auto Assault 
could end up being an unusual and 
entertainingly direct MMO enjoyed by player! 
at the same time, in the same place, ~ 
but fundamentally alone. ~ 



The Elder Scrolls IV: Oblivion 
Bethesda's obese free-roaming RPG series gets leaner - but 
not necessarily meaner - while putting on some serious weight 

I 
n the clockwork worlds of the Elder 
Scrolls RPGs, where th1ngs move at 
whatever pace the player decides. a 

realtime concern such as physics •s one that 
may seem peripheral to the myriad sheets of 
stats. But it's there, and it's instantly tang•ble, 
add•ng some worthy solidity to ObltVIon's 
mass1ve landmass (see 'Ragdollies') 

Spend a few hours With Oblivion's 
opemng and you'll likely fmd yourself 

exploring it in a su1tably non-linear daze. 
The world feels far less harsh on the player's 
initial steps than Morrowind. at least at first 
glance. First glances are usually folly when it 
comes to Elder Scrolls games. but Oblivton is 
one that stands up well to mit•al1mpress•ons, 
even on 360 Any Xbox owners dissuaded by 
the d1scourag1ng and hsuffic•ent convers1on 
of Morrowmd are being offered someth1ng 
far more 1n hne with the look of its PC 
equ•valent this time around, desp1te the 
game appearing at roughly the same po1nt in 
the console's hfespan; the hazy shadows and 
pretty palette of the game's tutorial sewer 
area are proof enough of that. And once 
that's completed, the player is thrust •nto 
Obltvton's countryside, a widescreen v1ew 
that tempts the player to abandon the~r 
quest and s1mply explore. lt feels like true 
countryside, too, thick and rich w1th plant 
life. although the muddy textures on the 

The player can join four guilds to provide utra elq)erience 
and cheap tr~ining. The Mage and Fighter guilds are easy to 
find; the Thief and Assassin guilds require you logo to jail and 
murder an innocent, respectively, before issuing an invitation 

The player's reticule gives 
feedback on their current 
level of visibility, turning 
red when levelled on an 
NPC who's aware of them. 
1t dims in accordance with 
just how deeply in the 
shadows the player is tucked 

When an Oblivion gate opens- a passage to a hellish 
otherworld that's fundamental to the plot - the skies 
turn a deep. suffocating red, and the whole landscape 
desc~nds into an overcast crimson, an atmospht'ric touch 

crests of distant hills are a lone blem1sh on 
th1s strikmg scene. For those who choose not 
to play in f1rstperson, thirdperson an1mation 
is an •mprovement, though your character 
still holds a single pose throughout a jump. 

A new and seemingly blunt change of 
des1gn soon becomes apparent: certain plot­
essential NPCs cannot be killed, only !mocked 
unconscious In Morrowind, key characters 
could be slaughtered and the plothne 
severed, but the player was warned and the 
quest could st1ll be completed. The reason 
for this change? Thanks to the 'Radiant' AI 
that allows every NPC to live a varied and 
responsive life whether or not the player IS 

around to see ·t happen, these essential plot 
players would often get themselves k1lled via 
m1sadventure. So. rather than stem th1s 
behav•our, Bethesda made them 1mmortal. 

Only one thmg is tru ly clear at this po1nt: 
a few hours is nowhere near enough time to 
get a true gauge on whether Oblivion's 
streamhnmg - convenient menus, fast travel, 
a reactton-based speechcraft m1n1game and 
numerous other welcome mats for those 
int1m1dated by Morrowinds unWieldy g1rth -
has done anything more for the game's ...., 
complexity than simply repackaged tt . ~ 

f ORMAT: 360. PC 
PUBLISHER: TAKE TWO 
DEVELOPER BETHESDA SOFTWARE 
ORIGIN· US 
RELEASE MARCH 
PREVIOUSlY I 'I· EIS I , El SS 

The presence of an 
elaborate physks system is 
hanlly an Innovation, but it 
proves to be surprisingly 
entertaining within the 
otherwise sober dimes of 
Oblivion. Players can pidt 
up dead bodies. props or 
even whole sets 
of bones, and flail them 
around foolishly, but there's 
also a practical application: 
holding up a mud crab, say, 
can shield the player from 
incoming arrows. which can 
then be plucked from the 
corpse If they're an arther 
in need of ammunition. A 
similarly neat toudt occurs 
when the player is hit with 
arrows, which will then 
enter their Inventory. 

The 360 version features the maximum 
number of Achievements- 50. They're 
spread around sensibly, unlocked by story 
progression and by a"aining ranks of 
growing seniority in guilds and the arena 
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Silent running 

One of DaiWinia's greatest 
strengths was its 
soundscape, overseen by 
Alistair Undsay. He's at 
work again on Defcon, but 
the team is taking a 
typically imaginative 
approach to the soundtrack. 
Despite the iconographic 
appearance of the unit 
types, it's not intended 
for each to have a 
distinctive sound effect. 
Instead the game will 
~rate music to 
accompany each battle, 
whidl will potentially be 
reduced to eerie silence by 
the rumble of nuclear 
attacks. h's a bold mOYe, '" 
but could lend the game 
real individuality. 

Defcon 
Introversion turns its att ention from evolution to 
destruct ion. Shal l we play a game of spot the inspiration? 

I 
f a picture is sometimes worth a 
thousand words, a screenshot can 
occasionally tell you as much as an 

entire design document. One look at that 
blueprint globe and those Morse-code missile 
trails brings back a flood of memories of 
1983, fading Cold War paranoia and 
Matthew Broderick's fledging career as a 
chirpy troublemaker 

And those memories wouldn't be far out. 
Defcon's simple intention is to let you play 
your own game of global thermonuclear war, 
both against the PC and up to five human 
opponents. The core of the game is simple -
to begin, you distribute your units (drawn 

These early screens can't do justice in print to the colour 
clarity and fine detail apparent when these tranquil, 
digital megadeaths are glowing on your command screen 

from six main types- submarines, destroyers, 
ground silos, etc) across your territory, hidden 
from your opponents. Then comes the 
simple, but not so simple. task of seeping out 
your enemy's positions without letting them 
scope out yours. Once you' re confident 
you've got the edge, you attack, with the 
single, despicable aim of decimating your 
opponent's civilian population. However, 
half-measures won't work, since launching 
your missiles will reveal the location of your 
silos and subs, leaving you exposed to a 
crushing counter-attack And so the game 
flicks in an instant from cautious, covert 
probing to a firestorm of neon nukes. 

Singleplayer pits you against a bot (see 
p 18 for creator C hris Delay's take on the 
challenge of teaching an AI the real winning 
moves), but the game is geared around 
multiplayer, which gives control over a 
continent to each player. While it encourages 
alliances, each player is still fighting an 
individual battle to protect their own 
population: there's no such thing as good 
collateral damage. Most games last in the 
region of 45 minutes, but for those who 
want to take it slower there's a closer-to­
realtime Office mode This silences the game, 
and minimises it in your system tray. Set your 
subs and bombers on hours-long routes to 

The game's visual inspiration is clear, but hopefully the 
style it feeds from has become sufficiently generic to 
keep Introversion out of any painfully hot legal water 

the other side of the world, and it's likely you 
won't need to worry about them until lunch. 
Alerts ('You have new fallout' -style) will 
notify you of any incoming attacks, but even 
intercontinental missiles may take half-an­
hour to hit, giving you time to finish a phone 
call and a spreadsheet before you retaliate. 

Unti l Introversion parts with a playable 
build, there's no way to be sure if Oefcon can 
deliver the atmospherics of its inspiration­
although Up/ink proved Delay the master of 
'80s-inspired minimalist geek paranoia. 
Another concern is whether one world map 
and six unit types can deliver enough tactical 
variety, and if the scoring system can be 
refined to deliver satisfying victories rather 
than stalemates or flukes. But with such a 
pared-down game, these issues form the 
primary focus of remaining development, 
meaning there's no reason to assume they 
won't be addressed, allowing Defcon ........, 
to deliver on its pictorial promises. ~ 



Brown's tireless tracking (below) is 
charismatic:. and after rescuing him from 
two fates worse than death it's not hard 
to feel attached. Unlike Haunting Gror.mds 
canine relationship, though, you' re not 
required to keep up his trust and health 

Rule Of Rose 
Sony's Girl's Own horror story suggests that sugar, spice 
and all things nice may not be an accurate ingredients list 

J 
enmfer, unwilling heroine of Rule Of 
Rose. has fallen in with the k1nd of 
crowd her mother warned her 

about. the kmd that would lure her mto the 
wilds of 1930s England, ritually humiliate her 
and bury her alive. And that's all1n Rose's 
opening half-hour - after wh1ch she regains 
consciousness m the groaning, creakmg 
bowels of a Zeppelin, finding herself a galley 
slave of the Red Crayon Aristocrats' Club. 

Sp•teful, duplicitous and qu1te poss1bly 
murderous 'n the way only children can be, 
the Anstocrats demand monthly tnbute, a 
series of chapter-by-chapter goals along the 
JOurney of understanding Jenmfer's place in 
this fairytale gone awry. She's aided by an 
equally abused dog, Brown, who provides a 
likable tw1st to adventure progress•on: while 
you're st llled through the game by the nose, 

it's by the canine's nose. Most items can be 
offered to h1m to scent, and then f1nding 
the1r connecting item or receptacle IS a 
matter of follow1ng h1s determ•ned snuffling 
and scratch1ng. 

Rose's W1ld-child prem1se, nffmg on Barrie 
and Gold1ng m equal measure, crackles with 
menace and unexpected perversions, but 
unfortunately the setting isn't the only 
mustily histone aspect of the game This is a 
survival horror that never grew up, :he 
process of fumbling through the dark from 
one event trigger to the next makmg 
something l1ke Killer 7's ruthless streamlining 
seem all the more 1nspired. Combat is such 
an awkward, JOyless routine even by the 
subterranean standards of the genre that its 
inclus1on at all is doubly disappomtlng. After 
all the poss•b•lit1es the sett1ng evokes. lock1ng 

Rose may look plain in saeenshots. but in-game its 
flick~tring. solitary light sources and textures seemingly 
taken by underwater photography create a mood all of its 
own. limping slowly through them is less gripping. though 

Enltl'nies appear in force, and it's seldom clear whether 
laboriously killing them all will allow you to move on, or 
trigger a respawn of the whole bunch. Their diminutive 
nature cleverly sets up the fir.;t boss encounter. though: 
while only adult-sized, he seems disarmingly gigantic 

Jennifer in a room until milling enemies have 
been bludgeoned with an iron bar IS 

part,cularly cheap and artless. 
lt seems unlikely the two s1des of the 

game's personality - the prickly explorat1on 
of hierarchical childish cruelty, and the more 
abject cruelty of flailing boss fights- will 
comfortably reconcile. making the experience 
dependent on how stubbornly determined 
you are to enJOY it. There's a deep seam of 
unease to be mmed by the dediCated, but 
progress1on feels too fraught for adventure 
garners and too plodding for survival horror 
hounds- seem1ngly following a trend of 
SCEI original titles produced on conceptual 
whimsy, without thought to form or appeal. 
To the cred•t of Rose's atmosphere, it can 
almost pull off the sensation that the 
contrasts are Intentional: a double-dare to 
see •ts genre concessions as the Anstocrats' 
madness rather than failings of des,gn. 

That's poss•bly too generous a read•ng to 
justify a western release, although the voiCe 
acting and illustrative text are already in 
English (much of the dialogue is written 
Japanese, however}. Originally 1t appeared 
that Rose's danng themes would limit its 
chances for localisatiOn, but in the end it 
May be the lack of nsk-taking in the 
game 1tself that locks it away as an 
import-only cunos1ty piece. 

YE~ 

The Aristocrats. and attendant lost boys, 
make for devilish NPCs- with intentionally 
impenetrable moods that swing from glacial 
disinterest one meeting to fuming the nett 

FORMAT: PS2 
PUBLISHER: SCEI 
DCVCLOPER: PUNCH LINE 
ORIGIN JAPAN 
RELEASE NOW (JAPAN), TBA (UK) 

~ 01 hWs dld!otomies 
extend even further 
outwlld to Its developer. 
Punchlne. Like Its sister 
company, Chlblllobo 
..,.,... Skip, Punc:hllne 
was born from the ashes of 
Lovedellc - the '­
"""- strklly pacifist 
mMIHesto defined such cult 
PlaySt.tlon Import oddities 
as Moon •nd Lacfr Of love. 
These principles _,. 
heavily • pparent in 
Punchllne's first PS2 
adventure, Chullp, with 
its goal of colecting an 
innocent klu from every 
In-game NPC - INking 
hWs underlying 
salaclo.- tlwlt much 
mont knowingly disturtllng. 
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An inevitable peculiarity of 
AdvMKed WarfightB was 
that its solo and multiplayer 
components - the latter by 
original GR developer Red 
Storm, the former by TIWAK 
In France - would offer 
sub5tantially different 
experiences. lt seemed 
unlikely from the outset 
t~t the footage suggened 
at E3 would be possible in 
a splltscreen scenario, or 
even via network. and the 
visual modesty of this 
build's multiplayer is 
con~plcuous if unsurprising. 
Despite the addition (albeit 
with altered function) of 
the singleplayer drone, the 
coop and deathmatch 
modes evoke a familiarity 
that's uncharacteristic of the 
overall project. Those happy 
with an update rather than 
a transfomlation may still, 
at least. find something to 
cM« about In the tweaked 
mechanics, abundant modes 
and new weapons. 

Ghost Recon: Advanced Warfighter 
The tides seem to be turning for a game t hat 
finally, in singleplayer at least, lives up to its t itle 

The implementation of a w.apon memory is worthwhile, 
allowing your current and previously selected weapons to 
be toggled back and forth. By quickening your style of play, 
it prepares you for the fiercer fight the game presents 

he very idea of a mainstream military T simulation suggests friction, 1f not 
contrad1ct1on, between realism and 

accessibility. If we need a case study. then 
Full Spectrum Wamor IS a worthy cand1date. 
A game that attempted to reconcile those 
two elements but mstead became stuck in 
between, it depicted a believable 
environment. real technology and a genu me 
sense that a s1ngle bullet could kill. But in 
moving from army trammg tool to 
commerCial release, 1ts resolve to portray that 
unifymg charactenstiC of all wars -
unpredictability - was broken. Desp1te an 
efficient interface and streamlined systems, 1t 
couldn't chance alienating the casual gamer 
with authentic chaos. 

Ubisoft's TIWAK team, however, might 
well have taken the chance with Advanced 
Warfighrer. There are moments in its prevtew 
build when the procedures and precauttons 
of a manoeuvre must be surrendered to blind 
luck. Bound1ng as your unit lays down ftre on 
opposition, for example, is a gamble of high 
risk and high reward because no such cover 

•s truly impregnable. Oncom1ng troops 
seldom beat prescnbed paths to fixed 
emplacements, 1nstead charging on foot and 
screeching their veh1cles to within feet of 
your precariously fortified team. it's in these 
moments of blind pamc that the game thnlls 
rather than pleases. let 's JUst hope they're 
features rather than bugs. 

Such concern is good news in 1tself, of 
course, because 1t means we're no longer 
warned about how the game looks. A 
convincing tra1t of th1s bu1ld IS that despite 
low-resolution textures. high levels of 
clipping and a spectrum of glitches, it's still 
quite a sight - the aftermath of a new-

In a game substantially removed from its predecessors. 
one of the biggest departures concerns strategy. In the 
current build. there are few occasions where you fire 
the first shot the ernphasos btong shihed from stealth 
to survival. Enemy AI remains particularly eagle-eyed 

~~~~~~n-- ----

fans of the urban shootout in Heat will feel a familiar 
twinge during those moments when their Ghost squad 
finds itself exposed. Watching your AI allies pick out 
separate targets with maximum prejudice as civilian 
vehicles gradually disintegrate is a rush indeed, as is the 
knowledge that potentially fatal bullets are darting past 

generation console emptying 1ts entire 
magazine of v1sual tncks at a h1gt'-defimt1on 
screen. Streets 1ammed with detail surrender 
to multilayered veils of heat, bursts of 
sunlight bathe them m HDR glare and a 
variable noise fil ter dirties the eye through 
which you see them. And on that latter 
point. TIWAK has taken a refreshing 
approach that bucks a dub1ous trend. 

Warfighter's plan for 1ts HUD IS not to 
dispose of 1t completely, but to integrate 11 
convincingly. lt mtroduces a visor that no 
longer feels like some acetate wall between 
the player and the act1on. The impact of a 
bullet or explosion- or radio interference­
will jar it into a blur that merges it at once 
with the game. The effect is strik1ng. With a 
few artistJc tweaks 11 could be spellb1ndmg 

The game's now tantahs1ngly close to 
realising (at least most of) that E3 forecast, 
but 1t's frustrat1ngly difficult to form a 
concrete judgement W1th so much of 1ts 
success resting on the balance struck 
between precise systems, it's impossible to 
pratse the moments outlined here without 
wondering 1f they'll even make it to shop 
shelves One safe assumptiOn is that 
Advanced Warf1ghterW1II at least look the 
part. Cons1dering its recent journey, 
that's nothing to be scoffed at. 
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Bubble Bobble Evolution 
Rising Star proves that a two-screen display isn't a 
prerequisite when it comes to rehashing Tait o's hits 

In a weirdly postmodern touch, instead of being 
transformed, the urchins Bub and Bob don cosplay outfits 
of their dragon selves and blow bubbles with a trumpet. 
lt's a controversial. but more appealing, reinterpretation 
of the timeless sprites than seen in the OS's Revolution 

F 
or its Revolution of Rainbow Islands, 
Rising Star Games has used the OS's 
touchscreen to graft a new control 

system on to an otherwise intact Taito classic. 
For its PSP adaptation of Bubble Bobble, 
however, it's doing the reverse: taking a 
gameplay mechanic of proven brilliance and 
building an all-new, and profoundly different, 
game around it. 

Evolution is a heavily puzzle-oriented 
platformer, much more studied and intricate, 
and much less frantic than its inspiration. 
Bub and Bob, who can be switched between 
at will, must first climb and then descend the 
two towers of a castle, one in each tower. 
Each of the ten cyl indrical floors consists of 
three themed rooms, folded around a central 
spindle and connected by doors opened by 
bubble-operated switches - this is Bubble 
Bobble springing into the third dimension 
like a scene in a pop-up book. 

Progress will mostly be achieved by 
manipulating the environmental properties of 
each room, such as temperature, air pressure, 
gravity, and air currents. A frozen key might 
have to be trapped in a bubble and moved 

Rise Of Legends 
An early look at the conflict between magic and 
technology reveals a happy side-effect: wonder 

0 
f all the legends that Big Huge 
Games draws on, one its game 
most strongly evokes is the 

legendary - sceptics might say mythical -
period when PC software wasn't looked 
upon as the staid cousin of console whimsy. 
Even incomplete, Rise Of Legends' 
production design shows that invention 
isn't just an action button. 

Though continuing many design themes 

from 2003's realtime/turn-based strategy 
hybrid Rise Of Nations, ROL no longer tracks 
your nation through the ages, instead 
handing you control at its peak. The preview 
showcases two opposing mindsets: the 
industrial Vinci - ever the traditionalists­
erect heavily defended bases and rely on 
inexorable garrisoning of territory, while the 
desert nomad Al in are fleeting, able to set 
summoning points far from their citadels to 
stage guerrilla strikes. Vinci industry funds 
upgrades to increase the staying power of 
their expensive battal ions, while Alin alchemy 
increases resource-gathering potential to 
offset their troops' expendability. 

As its concept demands, Rise Of Legends 
is becoming a game of subtle, smart and 
defining difference (explaining the drop in 
nations from Rise Of Nations' largely similar 
18 to first four, and now three). Even within 
a nation, a network of complementary 
abi lities that recalls Magic: The Gathering as 
much as Command & Conquer' encourages 
exploration of the technology tree's 
branches, not just a scramble for the top. it's 
fast too, with a gently accelerated pace and 

The camera can be zoomed out to give a view of the 
stage, and an understanding of how the three flat rooms 
fit together. Enemies are few in the early levels; its not 
yet clear if the action will intensify along with the puzzles 

from a winter to a summer room to thaw it; 
a lofty platform reached by hitting a switch 
in another room to turn the floor upside 
down. Traditional bubble types such as fire 
and water will have to be created with items 
and effects, while new oblong and yo-yo 
bubble types further extrapolate the 
bewildering range of possibilities. 

At this stage, Evolution's interactions feel 
a little too laborious, its ruleset too involved 
and the ability to level-up Bub and Bob 
seems an elaboration too far. But the simple 
tutorial puzzles we've seen aren't the best 
showcase for the designers' imagination, and 
they have abundant raw materials to work 
with. Evolution is certainly a charming 
original, and an interesting new direction for 
th is old warhorse. Only time will tell if ..., 
it's as clever as it is complex. ~ 

As ever, it all comes down to screen·shaking battle, but 
multiple unit abilities and supporting bonuses provide an 
underlying order to what can look like chaos on the field 

well-judged (optional) autonomy seldom 
leaving you waiting. 

Elements remain to be judged, not least 
the effect super-developed third nation the 
Coat! will have on the balance. On current 
showing, ROL is both mechanically 
rigorous and magically surprising. 
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There are only 20 aircraft. but the 
sele<tion has boon made with care and 
an eye for variety. lt includes the Spitfire. 
Sopwith Camel, 747, F-1 17 stealth, F-14 
Tomcat A10 Tankbuster and our personal 
choice, the thundering Hercules transport 
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Pilot Academy 

Blazing Angels: Squadrons OfWWII 
Will unseen depth emerge as release day nears, or is 
it a case of trouble and strafe for Ubisoft Romania? 

game like Blazing Angels has no 
right to be important, yet at thiS 
moment. on Xbox 360 at least, 1t's 

s•gn•ficant. Simple and repetitive even at a 
glance, 1t nonetheless reveals much about a 
previous unknown: what we can expect of 
very average games in the HD era. What 
we've seen is too proficient to suggest a 
bog-standard port, and too uninspired to 
suggest much more. it's also quite adept at 
making the visual magic of new hardware 
seem ordinary. Motion blur claws back the 
edges of the screen, ground scenery bears a 
familiar plastic sheen, the sky is crisp and 
pretty, and the increased retention of v1sual 
clutter means that the air clogs Wlth smoke 
as battles progress. 

But 1f rts aesthetic can be subdued and 
ethereal in one instance (when fightmg 
above London, for example), 1t's entirely 
predictable in others Certain 360 titles are 
achieving heightened levels of immersion 
through near-invisible HUDs, but here the 
same trick suggests gimmickry. After all. 
the game's spectacle seems mild and its 
action basic, its visual detail conveying little 

that would normally require an onscreen 
gauge, bar or counter because few such 
details exist. Your plane catches f1re \'(hen 
your health is critical, and that's about it. 
Navigation has been largely delegated to 
a right trigger lock that fixes the camera 
on your nearest target, but while it aids 
the game's cinematography, it's certainly 
no radar substitute. 

The proposition for aerial combat is 
one that'll strike a chord with players of 
the similarly arcadey Rogue Squadron 
(though obviously the sc1-f1 trappings that 
played to that series' advantage are 
unavailable here). Knowmg of Ubisoft's 
involvement (as North American distributor) 
in IR Guru's Heroes Of The Pacific, it's even 
possible that this game has been dumbed 
down to avoid contention. Its cycle of 
intercept, attack and reacqwe may not be 
as relentless and rigid in the fmal game as 
it is here, but the level of complexity 
shouldn't be far removed. Blazing Angels 
appears to do little of consequence and 
little to offend, but will that be too 
little to justify its price? 

The first true handheld fl ight sim seems t o be in safe 
hands at Kuju, but it's our thumbs we're worried about 

his lightweight flight sim evolved 
from the popular Japanese console 
series Pilot Ni Narou' (Lets Become 

A Pilot!), but although producer Junichi 
Kutusuzawa Still holds the reins, 
development dut1es have been assumed by 
Kuju's Sheff1eld studio. The team there is 
hop1ng to not just reta•n the games' 
accessibility and wide appeal, but to 
mcrease them 1n the transition to PSP. 

The controls are necessarily and 
reassuringly slim; the analogue slider is the 
stick, while Triangle and Square control the 

throttle and the shoulder buttons the rudder 
(though in the default assisted flight mode, 
you'll barely need to use either of these). 
Nevertheless. with no Ace Combat-style 
correction, no digital option and very fine 
control sensitivity- all understandable 
stipulations in what is still a pure flight t1tle -
it casts an unforgiving spotlight on the PSP's 
famously tvvitchy slider, and may be 101t1ally 
off-puttmg to many. 

Not so the classy, minimalist frontend (so 
very PSP), nor, thankfully, the structure and 
m1ssion design, which seem much less dry 
and exacting than is usual in a flight sim. 
Missions, roughly ten minutes in length, 
divide m to civilian and military paths: the 
former shows plenty of imagination in 1ts 
conception. with scenarios such as crop­
dusting or flying a 7 4 7 through tornadoes 
while maintaming passenger comfort. 
Meanwhile, Challenges offer a mmute-long 
burst of surreal, score-attack play: 
barnstorming, corkscrevving through hoops, 
playing darts with fighter jets. The package is 
rounded out with multiplayer (team-based 
dogfights, and a sort of aerial game of tag) 

The aircraft are well modelled and move convincingly, 
but firstperson view can be drab. The three huge (64km2) 

terrains are sparsely furnished and coarsely textured 

and the eminently sens•ble Inclusion of an 
unrestricted Free Flight mode 

There's much to suggest that Pilot 
Academy will be one of the most sensitive 
adaptations of flight s•mulat1on this side of 
PilotWings, but it begs the question: ._, 
did they pick the right console? ~ 







One of the earliest entries on the Splash Damage CV is turning 
deathmatch into a televised sport for clients such as Activision 
and BT. "We made something called FPS Studio,• reveals 
Wedgwood, "where instead of recording the game from the 
player's perspective, you record it on the server and then go 
back and look at anything you fancy. We put in a lot of 
spline·path cameras and produced a Windows editor that let 
you set rules for followong the most useful things that were 
happening. • We ask if this technology is likely to feature in 
some kind of TV channel for online Quake Wars spectators. 
"That has loads of potential, • he agrees, "but we haven't 
started development on any kind of Quake Wars TV just yet­
the feature set isn't complete." 

..._ 
The Wolfenstein: ETtemplate may be 
strongly embedded in Quake Wars' 
design, but the vehicles of GOF and 
Strogg are unlike anyth1n9 the genre 
has provided before. There are nods 
to both Battlefield and UT1004 in 
there. but in terms of fun<tionality, 
the selection's full of fresh ideas 



On top of the uwal visual LOO, a 
<on<ern for multip~ developen 
is the amount of Information 
transmitted over networks. Splasll 
0.,.. hai addrtsSecl this with 
an 'area of ,...,.n<e' sale llut. 
like its graphics engine, only ciHis 
with tile ne<KWY infonnation 

The three clocks on the wall- local t•me, 
Activis1on US time and id time- join resident 
employees from all three companies in 
suggestmg umbilical ties between them tlle~t 
may never be severed For allmtents and 
purposes, this IS id Stud10 London, and few 
within would likely hold a grudge if that name 
were assumed. As much a temple as a house, 
Splash Damage emerged from the seed of 
Earthquakers. an early (the UK's first, 
mamta1ns Wedgwood) Qvake clan that would 
"ceaselessly play eight matches a week: four 
practice games, two tournament matches and 
twc friendhes " Subsequent map-making 
endeavours, the sem1nal Fortress (Q3F) mod 
for Qvake Ill Arena and novel forays mto 
deathmatch broadcasting (see 'Killing game 
show') preceded the release of Gray Matter's 
Retvrn To Castle Wolfenstern- the bas1s of 
the team's offic1al induct1on mto the extended 
1d fam1ly Wedgwood tells how Wolfenstem · 
Enemy Territory escaped potential limbo to 
become an onhne phenomenon. 

"Basically, there were two different 
coMponents being developed by two separate 

compan1es. One company was developmg 
singleplayer ano we were developing the 
multiplayer. But neither ActiVISIOn nor id felt 1t 
had the potential as a reta1l product in that 
gu;se, so the s1r.gleplayer mode was cancelled. 
Both compan•es thought 1t unfair to self s x 
maps to people as a full-on expans1on, bt.Jt at 
the same t1me wrong to throw away 
somethmg that people would really 
apprec1ate Ano so. for a penod. we were 
working oo a title that we absolutely knew 
wasn't go•ng to be a reta1l product. 

"But 1t's done great thmgs for the 
Wolfenstem brand, and 1t's done a lot for 
Activision by g1v1ng them a loyal base of seven 
million players that are happy w•th the game. 
You don't need a large proportion of those 
people to purchase Qvake Wars to cover the 
cost- we're not a huge team or anything 
Activis1on has always been supportive of us: 
they don't pressure us and have even 
supported our crazier 1deas, the net effect 
being that the collaboration continues to be 
successful. We can't see ourselves ever 
wanting to work w1th another publisher. and 
certainly don't want to be domg two title~ at 
once or hav•ng to shop around." 

That f~rst Enemy Territory had, at 1ts 
heart, a ded1cated model of team-based 
multiplayer that transcended the casual 
collaborations of Team Deathmatch, CTF 
or e~en the emergmg Assault and later 
Onslaugllt gametypes If you wanted to 
draw the greatest sense of ach1evement 
from the free down load, you'd do so via 
cooperat,on or not at all. Notably, much of 
th1s had already been outlined in RTCWs 
mu,tiplayer design document but never 
implemented due to time constraints Has a 
sim1lar Inheritance (from Quake 4, perhaps) 
benef1ted the team aga1n? 

• No, no, no - not at all, • Wedgwood 
insists. "For Woifenstem: Enemy Temtory, 
Kev•n Cloud and Robert Duffy had a list of 
things that they wanted to achieve but they 
d1dn't have time to complete, and we then 
used that initial hst as a bas1s. Poss1bly a 
couple of months before Wolfenstem. Enemy 
Temtory was finished, Kevin and I started 
firing a high concept backwards and forwards 
between us for mtroduc1ng its gameplay onto 
the Quake universe But 1t was completely 

•ndependent of the development that Raven 
was domg for Qvake 4 

·Externally, 1t might also look like we're 
just usmg the Doom 3 engme to make a new 
game, but there's actually been about two 
years of technology development lt's a 
reasonable assert•on to say that it is a brand· 
new engme now - a standalone with some of 
the polygon push1ng that came w1th Doom 3. 
In terms of art assets. •t's completely original ­
it doesn't share any textures, models. 
enwonments, Ul elements or mus1c With 
either Doom or Qvake." 

Wedgwood establishes the new game as 
'Quake Zero', set pnor to Qvake 11 at the 
invasive outset of the war against the Strogg. 
ft pitChes each of 1ts mult1player scenanos as a 
pivotal encounter, an example be•ng the GDF 
S1ege of a Strogg water contam•nation plant 
that 1ns•d•ously prepares the local population 
for Strogg•f•cat•on Premise as•de. however. 
this •s ne•ther Quake Zero nor Quake Ne!rt. but 
rather what its title suggests- a teal)1-based, 
object1ve heavy multiplayer game of Man 
versus Strogg w1th a cons1derable nelp•ng of 
innovat1on spooned 1n to exc1te the m1x. For 
those who found the rig•d genre compliance 



Below: Splash Damage's Bromley offices 
are wallpapered with id imagery, from 
concept art to marketing materials and 
renders. This is without questoon a one· 
game, one·genre. one-collaborator stud10 
and the s1ngularlty of purpou bodes well 
fO< the latter·stage development of Quake 
Wars. QA is an ongoing procffi for 
Wedgwood (pictured) and his team, and 
with the game now entering alpha there 
are already multiplaytr battl~ being 
fought for the purpou of refinement 

Right' From concept to virtual reality via 
Doom 3 normal mapping. The engine has 
come under fire for its textures in the past, 
but here the benefits are immediately dear. 
Having whittled the 30S Max model (second 
image) down to the rudimentary in-game 
ver$ion (third image). the team manages to 
rocapture almost all of the original detail 
through texture maps alone. The superior 
quality of the results in Quake Wars aren' t 
limited to character models, wnh vehide 
cockpits receiving the same treatment 

The many mechanisms that affect the game's vehicles ane a 
testament to its deS! ne to g1ve every visual touch an underlying 
significance. The Trojan Amphibious Personnel Carrier can. for 
example, lose any number of Its six wheels and operate 
accordingly, scraping itself along the ground where the 
suspension has collapsed. As if it wenen't enough that an 
engineer can then methodically nepair each damaged part. a 
resourceful soldier can alternatively limp the vehicle oH the 
nearest bridge and into wa~r where, thanks to that auxiliary 
propulsion it sports on its chassis, It'll adopt new and 
undamaged functionality as a marine vessel. 
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of Doom 3 and Quake 4 to be lacking. Splash 
Damage is about to prove itself the m1ss1ng 
link- the bellows to 1d's techn1cal furnace 

For h•s part. Wedgwood IS one of those 
rare designers who can survey a genre such as 
this and see opportunrtres on the honzon 
rather than technrcal and creatrve fences. As 
he nfres apace through hrs plans for Quake 
Wars. he rebUilds your rdea of what its genre 
1s capable of one unrt, weapon and system at 
a time. That word. incidentally - genre- 1s a 
pet hate, and he seems to hate nothrng more 
than havtng to use it. This rs someone for 
whom common development vernacular, 
though efftCrent, seems frequently awkward. 
leadrng hrm rnto culs de sac of thought that 
offend hrs rnventive sensibilities. A paper· 
scissors-stone approach to balancing team 
classes. for example. IS ment1oned reluctantly. 
it's a des•gn pnnc•ple wholly appropriate to 
both Enemy Temtory t1tles- one unrt type w1ll 
always have strength over. and weakness 
before, another- and yet, to h1m, 1t's also 
rud•mentary and obv1ous. 

Make no mistake, his studro's new game 
wrll take that crust of pas~e design. seen in 
some quarters to be thrckenrng around rd's 
portfolio, and shatter it. It'll rekindle faith in 
the company's obsessive relattonshrp wrth its 
fans and, potentially. re-establish rts proud 
fooling rn the untverse of PC mult1player. In 
every regard, that's how good 1t looks. lt has 
many tenets- reward is preferable to 
pun1shment. noth1ng can be wrthout purpose. 
1mmersron must balance w1th play- and as a 
result should have ltttle trouble JUSiifying 
either the d•rect•on 1t's tak•ng or the dev1ces 
1t has mtroduced In celebrating what 
Wedgwood describes as "the unpred1dable 
nature of humans.· it also shares the same 
mnate knowledge of wt1at makes mult1player 
as enJOyable as any Halo or Battlefield, and 
what's more •t's •nformed by over ten years of 
compuls1ve FPS play - a mental map, 1f you 
will, of 1ts entire genome. 

To be shown an element that the game 
has adopted from ts peers and predecessors 
is to catch a glint of this creatrve verve at play. 
Veh1cles, tt's been dectded, are no longer to 
be seen as 'avatar swaps' that Simply boost 
your speed or armour. Complex propulsion 

models mean that whde the likes of the GDF's 
Anansi jet-helicopter and the Strogg lcarus 
Pack wrll lace off as balanced competitors, 
each will have an advantage that stems from 
its unique handling sty'e. Digital stabi l i~ers 

have been employed to ensure that the 
piloting of such equipment comes without the 
usual balanc1ng act. but advanced controls 
can also be toggled for those who wrsh to 
defy less-experienced opponents w1th barrel 
rolls and lightn•ng ascents. Importantly, the 
d1versity has been carrted from the inside out, 
each unrt ooastmg a strong v1sual1dentrty that 
tallies wrth the overarch•ng differences 
between the two s•des: the former are 
muhifunctional and tactiCal, the latter are 
heavy-set and singularly aggress1ve 

The decis10n to tmplement a mmimahst 
HUD has further necessttated an upturn in the 
complexity of player ar1mations and deta1l. 
The goal is that a mere glance will reveal a 
untt's race, class and equipped weapon. as 
well as their entire mventory. The two sides 
are to be balanced but asymmetncal- the 
humans militaristiC, the Strogg anrmaltstrc­
units aCJoptrng a wide vanety of postures to 
reflect their many traits. A knife-wteldrng 
ranger, for instance, will creep with arms 



The Strogg Goliath- a mech quadruped that roams unhindered 
over hill and dale - offers far greater functionality when 
occupied by two peopl~ For the lone pilot the only way to 
rn.liiOeUYf'e its giant mounted cannon independently of its torso 
i1 to aouch its articulated leg~ embedding it in the ground 

poised to stnke, while a Strogg soldier will 
mstead adopt a menacing southpaw strut 
The suggestiOn IS even m<~de land despite the 
game's pre-alpha state, little seems :mposs•ble} 
that once individual persistent stats are 
introduced, you m1ght be able to tel f·om the 
scars on an approach1ng player's face whether 
1\'s t1me to start runnmg. When discussmg the 
Strogg in particular, Wedgwood picks 
WarCraft Ill as an analogy. They, he believes, 
must be the equ1valent of the Night Elves or 
Ores ra ther than the Undead - inhuman yet 
captivating and charismatiC. 

If you picture this level of scrut1ny 
extended over Qua.l<e Wars generally, you get 
an 1mpress1on of the scale of 1ts achievement 
it's as 1f every 1ssue that has at one t1me or 
another ticked off 1ts staff during the gaming 
years has been promptly ticked off 1ts to·do 
list Wedgwood's father, at's explatned, has yet 
to achieve that magnetic lock on the horizon 
that stops him IOStng h1mself am1d the textures 
of Hatf.!Jfe·s floors and ce11ings. Quake Wars, 
then. m its des1re to pull both pros and 
amateurs together in mutual enjoyment, takes 
1dle momen:s as a cue to gently centre the 
ret1cle w1thout d1sturbmg standard a1m1ng On 
a more advanced note, the studio wants 

players shanng a vehicle to enjoy a democratic 
system of target nomination, devised to avo1d 
those instances of gunners stra1ning for 
d1stant targets as thelf pilOt follows a path of 
their own. On-demand vehicle drops have 
been introduced to avoad stranding players, 
though a restrictiOn on the feature's u;e is still 
be1ng determ1ned. On and on the list of 
inventive flounshes continues. 

But isn't asking all thrs- the progre~~IVe 
des1gn, sprawling envirol'ments. sharp 
textures and eclectic ecology - of Doom 3-
based technology hke us1ng the GTA engane 
for a Fight Night game? Or will Quake Wars 
1n fact quieten those who. by brand1ng the 
Doom 3 engme an ill-judged factory of 
cramped alcoves and samey normal maps, 
also suggested that the god of modern 
graph1cs couldn't tend h1s own garden? 
Not so much on the seventh day as at the 
11th hour, John Carmack created the 
megatexture, and all that you see •n Quake 
Wars became possible: brute force rendering 
or environments to the horizon, ground detail 
that never drops 1n resolution, an utter lack of 
repeated tries and sohd performance •n sp1te 
of 1t all. A s1ngle 32,000x32,000-pixellmage 

The list of available weapons, untts and devices in Quake Wars 
reads more like a Warhammer 40,000 codex than a game 
guide, so enthusiastic is its design and detail. While the 
Obliterator Bosonic Orb deserves mention for title alone, the 
Bio-Electric Pinch Bomb demands more. Thrown at the feet of 
a GOF soldier, it induces an immediate cardiac arrest that can 
either be left to fatally conclude or interrupted by opportune 
Stroggofocation. The resulting zombie can be directed, Stubbs· 
style, onto its own territory, a paralysed complexoon being all 
that stands between detection and deception. Elsewhere, a 
Strogg MediTek can create a single-use spawn point out of the 
corpses of fallen foes while deployong Stroyent supplies 
(combined ammo and health) in the field. 



Key to its sense of team-wide achievement was Wolfenstein: 
Enemy Temtory's ability to focus large groups of players upon 
single frontlines and breach points. Each district of a Quake 
Wars map features a point at which both teams must converge 
to either advance or repel, often centred on a bottleneck such 
as a bridge or tunnel. Additional dynamic objectives are 
divided logically among classes, ftre teams identifying enemy 
positions that are then broadcast as optional directives to 
relevant units. Again echoing its spiritual predecessor, the 
game imposes no strict limit on player counts, raging street­
fights existing as an option for those 64-player enthusiasts. 

Exteriors se-gue ~nto interiors 
naturally thanks to all-pervading 
ambient light and delicately merged 
architectures, while the game's 
night·day cyde conjures dramatic 
shifts in contrast, even upon the 
innermost walls of tunnels and the 
descents into enclosed trenches 

that's mapped over the ent~re geometnc 
landscape, the mE!9atexture can be rendered 
in pam rather than as a whole, reduc•ng 1ts 
memory footpnnt to a remarkably small 8Mb 
of Vldeo RAM. 

For hobbyist des1gners. thts new engme 
has a further surpnse 1n store called geometric 
texture dtstributton. Put s1mply, 1t automates 
the textunng process for map makers by 
extrapolating the look of the megatexture at 
any given potnt from the nature of the 
underly1ng geometry. A sheer aspect will 
therefore be painted as rock, for example, 
while flatter terrain w1ll be textured accord1ng 
to factors such as position 1n relation to sea 
level and prox•m•ty to water. Additional 
peculiarities can then be added by the 
des•gner to heap flesh on those bones. Why, 

we ask Wedgwood. when Doom 3 and the 
more recent Quake 4 have given the vocal 
mmonty such cause for compla•nt, IS Quake 
Wars grv1ng them cause for e1ther silence or 
celebration? Is 1t Simply a quest•on of design 
mgenu1ty and a fresh perspective being 
enough to blow away that suggested layer 
of dust? 

"I th1nk the game development process 1s 
often one of iterative advancement rather 
than absolute innovat1on," he suggests. "You 
can make a game that's about 16th century 
French femm1sm where you use musical notes 
to destroy poet•c pro~e. and that's what many 
people thmk they want But when 1t comes 
down to Jt, a game like that ISn't necessardy 
that compelling Iterative revis1on and 
plag1ansm w1th a hbera' dose of innovatiOn 
generally m<tkes people more satiSfied than 
having more of the same. straight sequels or 
absolute mnov<tt•on_ lt's why we don't have 

triangula• football pttches, roght7 'Two teams 
are good, three must be better' - that's the 
decrs1on-making process behind a lot of 
games that get developed, yet of courte 11 
won't make a good garre But 1mprov1ng the 
rules every year and makmg someth•ng more 
compet1tive maKes the aud1ence grow 

• As <t set of game developers, we 
collaborate endlessly with 1d on the de51gn, 
Maybe the reason why Quake Wars IS domg 
well is because they have so much expenence 
with technology and w1th the dec•s•on-mak1ng 
processes- directing art and dtrecting design 
-while we have that crazy inexpenence where 
we'll try new things, somet1mes without even 
telling them. When we started discussing an 
outdoor multiplayer game w1th veh1cle 
physics, they said: 'OK. here's what we'll 

need'. 5o they're <t smar1 bunch of guys. 
There really 1sn't anyone, as far as I'm 
concerned, who's as clever as John Carmack 
at graphics programm1ng. And they have 
some of the best AI and phys1cs programmers, 
and all-round programmers like Robert Duffy. 
There are very few people m the •ndustry who 
match them at all." 

The presentation is so quiCk and 
Wedgwood's delivery so intense that you 
almost come to share his d1sda1n for obv1ous 
remarks and genenc questions. Those we 
have, then, we dispense w1th quickly The 
target specs for Quake Wars are expected to 
be the same as those of Quake 4, though th1s 
is expressed as: ·a PC that can run Quake 4 
can run this' - often wording that suggests 
optrmum performance and appearance to be 
reliant upon somethmg better As for a 
potenttal 360 version. there's no development 
planned rat least by Splash Damage) or 
underway. Only <t fool. of course, would take 
that as meantng that tt won't happen, and 
Wedgwood acknowledges that 360 would 
handle tne new engrne extremely well. The 
prospect of a Live-enabled vers1on that looks 
like the screens you see here speaks for 1tself. 

Right now, however. the 24-strong team's 
eyes are fixed on th1s game and 1ts one 
format. The famihar id philosophy (one that 
Acttvision, to give 1t credit, in this case seems 
to share) of sitting back and lett.ng the 
creative process run its course IS ev1dent m 



The Strogg plasma mortar is their 
most devastating deployDble, 
introducing a Commdnd & Conquer 
level of fire power to a genre that 
charaderistically shies from it. The 
plasma can be seen by almost 
everyone as it arcs into the sky, Its 
whining fall scattering Idle soldiers 

the many prov1sos of 'we m1gh~ d1tch this', 
'we're still dtscussmg that', and 'just 
remember that won't look sM when tt's 
dor.e' Ltttie, we have to admtt, looks like that 
even now. The nature of sandbox multtplayer 
development, Wedgwood reveals, means that 
there's less emphasts piaced on m~estone 
bUilds and concrete feature sets. But what of 
other potenttal dtstractiOns? Will there be 
bots? A singleplayer component, even? 
"No" is the immediate answer. 

"I thtnk the likes of Battlefield have proved 
thattt's OK to be a completely independent 
multiplayer game, even though Quake Wars 
tntttally appears to be something of a ntche 
t1tle. A lot of people stdl have trouble thinktng 
of a multiplayer game that isn't an add-on or 
an expanston componem, but that's changed 
d lot recen:ly. • 

Not in \he case of Battlefreld: Modern 
Combat, we propose. 

"Well, developers will always be tempted 
to add multtplayer to singlep.ayer, or vtce 
versa. because they're worried about back-of­
box features. But tf you trust the audience to 
make the dec1sion, the time you can spend 
•mproving thtngs w;thout chasmg that 
perceiVed must -have feature nets you a 
much better game " 

And a two-year lifespan -the apparent 
average for a successful muhiplayer PC title­
can't do much harm. 

"Not at all, •· it's agreed. "You can work 
for three years on a singleplayer game and 
at the end get three weeks of sales. some 
internet buzz and then 1t disappears and 
you start another project. With Enemy 
Temtory, that game's been out two-and-a 
half years. in which t1me we've had etght 
million htts to the websrte and 140,000 
fan messages on our forums. You can't 
sustain that momentum w1th any singleplayer 
game Things like QuakeCon have. for us, 
been amaz;ng transformations: we now get 
people wanttng us to sign their chests and 
T-shtrts. lt's insane - the fans and far more 
loyal and tntense. ~ 

lntensrty, 1t's dear. is what makes both 
Quake Wars and •ts developer unusually 
exo tmg. As early glimpses go, th•s has been 
a bombardment. Not of buzzwords and 
prom1ses, however, but of 1deas, toyed 
With onscreen in d ffering stages of 
real•sat1on Our only fear 1s that while it 
diZZieS the mrnd and fills the notepad now, 
some unforeseen hammer blow in the 
rematntng production stages wtll somehow 
reduce the game before launch. But even 
a half-bal:ed realisation of Quake Wars' ...., 
vision would sttll be some feat. ~ 
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eeing its potential for Uve play, Microsoft 
approached micro-developer G.rev- not 
so much shooter house as shooter living 

room - to port its innovative one-on-<one arcade 
shooter. While G. rev was more interested in 
producing a 360 version of its latest title, the 
more traditional scrolling shooter Under Defeat 
(since announced for Dreamcast), it agreed ­
ultimately rewriting much of Senko No Ronde 
from scratch. Wldescreen reformatting and the 
benefit of a previous arcade balance revision 
should make Rev. X the definitive version of the 
title: In turn creating a small but fanatical Live 
following of virtual arcade duellists. 





nknown in th~ west (though supposed 
competitor Nippon lchi has investigated 
localising th~ titles), Idea Factory's 

Spectral Force strategy·RPG series has a strong 
local following. Since its PlayStation inception, 
the titles have mix~ SRPG traditions with 
action elements: in SF3, the latter is a Rage 
meter, which the party shares to power abilities. 

Controls have been overhauled for one­
button-action simplicity in the hopes of broader 
appeal across a smaller audience - a safer bet 
may have been to play up intricacy for genre 
fans, but it still marks a previously absent 
genre's presenc~ in an Xbox line-up. 
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T 
wo recurring scare stories have 
become commonplace in gaming over 
the years. The first IS that the arcade IS 

dead. The second is that independent game 
development has no future. The reality beh1nd 
these belsefs depends a fair amount on where 
you are in the world and how you defsne 
'mdependent', but there's enough we1ght to 
both to make them widely accepted trUISms. 
So perhaps a better questJon than 'Is t true?' 
is 'Does 1t matter?' Large-sea e, publisher­
controlled games are better than ever, and 
w11at need ss there for arcades when gam1ng is 
now accessible through your phone. your 
browser and your PSP? 

lt was into this climate that Microsoft 
launched Live Arcade, a service offering low­
cost. quick-fix gaming, and a haven for retro 
t itles and small-scale developers. A limited 
service with a small game selection and 
cumbersome implementation. it seemed a 
nonsensical line for the company to be 
following: foisting old and odd games on to 
an exceptionally hardcore userbase. But with 
360, the service is reborn: varied, accessible 
and slick This is Microsoft saying: ·Arcades 
mattered, indies matter, and we can save 
them'. So who's right? 

For G reg Canessa, the creator of the Live 
Arcade concept and current group manager of 
the service. the proof of the pudd1ng IS m the 
playmg: he's openly stunned at how successful 
the take-up has been: "lt's done phenomenally 
well- it's exceeded our expectations The 
numbers for Arcade blew us away sn North 
Amenca and we were hopsng we could sustam 
that when we launched in Europe, and they 
d1d that - plus some. European gamers 
evidently are fanatical about Arcade. as are US 
garners. So we're jumping up and down over 
here." How that translates to hard numbers IS 

something Microsoft isn't willing to reveal 
right now, but Canessa conf1rms 'many 
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com..an stancla ... 
well-considered-. systems 
thoughtful inclusion of optional Icon 
overlays in block puzzle games to assist 
colourblind - or bleary eyed - playen. 
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ra~ But JS this a question of new users simply 
cheding out a feature of theu: new console, 
or of a real new trend? 

"Every ><box live user IS downloading and 
trytng four-and-a-hatf Arcade games on 
average nght nOIN, wh1ch ts fantastic allowrng 
that at the moment we only have 14 titles 
available for ~ale and we only had nme at 
launch. So ~ome people are downloading 
nine, ten, 11, 12 games " And are they 
playing for frve m1nutes and then movmg back 
to full retail games? "We're st1ll mming that 

~~"Every Xbox Live user is downloading ~ 
and trying four-and-a-half Arcade games 
on average right now, which is fantastic 
allowing that we only have !_4 titles" ~· 

1nformat1on- but we know that it's hours 
per game per month. it's signifiCant. With 
titles hke BeJeweled 2 and Hextc you see 
really, really long play sess1ons But even if 
you look at Geometry Wars - the average 
game length there is really only about five 
to seven minutes, but people are playing for 
hours because they're playmg multiple games 
in one sess1on. • 

Nor 1s 1t JUSt a case of users takmg 
advantage of free content: live Arcade's 
convers100 rate- the proportton of people 
who upgrade the demo to the full, paid-for 
vers1on- IS extraordtnarily h1gh, accordmg to 

8..5 f* llllnt. But m thiS 
generation of Arcadt we're hitting up to .35 
per cent. and averagtng over 20 per cent 
across an the titles 1 mean, we had to check 
the data to make sure 1t wasn't a m1stake it's 
absolutely unheard of " 

And it's that average whiCh is so 
remarkable: despite the Inevitably hardcore 
tastes of many early adapters, the popularity 
of L1ve Arcade t1tles 1s spread across 1ts three 
ma1n game types "There are the com-op 
classiCs- wh1ch we've 1mproved, we've 
tightened up the grapnics and added Live; 
there are the remakes of class1c play patterns 
new games by des1gn, but wh1ch ut1hse the 
classic mechaniCS, and then there's the puzzle 
and parlour games But what's so encourag1ng 
about our numbers 1s that we have broad 
support across all three types." The recently 
announced top five 1ncludes Smash TV and 
Gauntlet, Bejeweled and Zuma, and 
Geometry Wars 

it's at th1s poont that Microsoft's cla1ms 
beg1n to nng true The s1ze of the aud1ence for 
this type of gamong, and their enthusiasm for 
the games on offer, 1s already becom1ng clear 
Indeed, judgmg by the data viewable through 
players' Gamercards, the most enthusiastiC 
Bejeweled player has clocked up an average 
over two-and-a-half hours' play, every day, 
smce 360 launched. The 1rony, of course, is 
that these games - Hexic, Joust, Mutant Storm 
and the rest- have been easily accessible via 
PCs for years w1thout attracting th1s kmd of 

Games like Gauntlet and Smash TV have been accessible at home for many years, but where Live Arcade rejuvenates them­
and makes the 400-point (£3.40) entry fee worthwhile - is in the smooth implementation of local and online multi player 



live Arcade has made the twin-stick shooter its own. whether it's with new 
delights like the top-selling Geometry WatS· Retro Evolved or Mutant Storm 
Reloaded (right). Sequels to both are eagerly awaoted, although so far only 
Mutant Storm's is confirmed, and currently under development at PomPom 

dedication- or investment - from a hardcore 
aud1ence. The difference now is that these 
games are filtered out of the thousands of 
trtles clogging the emulation and browser­
gaming scenes, honed to su1t console play. 
and delivered direct to your sofa VIa a system 
which already knows your cred1t card details 
The big question is if Live Arcade can susta1n 
(and indeed improve) its penetration and 
conversion rates once the userbase begins to 
diversify, but since the serv1ce was conceived 
from the outset to appeal to more casual 
players, it should be well-placed to do so. 
Canessa is confident it's already happening: 
"I think we're already beginning to see the 
g•rlfriendlboyfriend phenomenon when you 
have these secondary garners in the house 
who are settmg up accounts and looking for 
somethin~ t o do and look1ng to set their own 
hogh scores. it's already started." There's a 
twist. though: smce purchased games are 
(mostly) only ava1lable as demos to those 
logged in on secondary accounts, Microsoft IS 

pioneering a policy where f!Very user needs to 
buy the game afresh - 1f you want to log your 
scores, you'll need to pay the pnce. 

So if Microsoft has already proved 
that there is a ready market for th1s kind of 
gaming expenence, and that it can appeal -
as arcades of old d1d -to both veteran, 
dedicated garners. and curious. 1nexpenenced 
newcomers, does L1ve Arcade really represent 
a safe haven for independent developers? 
Feedback from current teams is universally 
enthusiastic. "Live Arcade is pretty much 
the natural home for the likes of Llamasoft," 

declares Jeff M inter, maker of Xbox 360's 
mus1c v1sualiser Neon and now at work on 
an unannounced Live Arcade project, who 
crtes the quality of the online infrastructure. 
the comfortable development environment of 
360 and the flexibihty of the financial model 
as the main advantages of the platform. 
Patrick Buckland, CEO of Stainless Games 
(developer of Crystal Quest and the upcoming 
Novadrome), is even more emphatic: "I f1rmly 
believe this is the way forward. I'm convinced 
that in ten years' time - or less - we'll look 
back at the concept of walking into Game in 
the high street to buy a physical game and 
laugh at how quaint it all was. Live Arcade is 
the forefront of the new way, and Stainless is 
proud to be there right at the start." 

The reason for this passion is twofold. 
The first key issue is finance. Live Arcade 
offers a radically different model from 
mainstream publishing, providing substantial 
royalties on finished games rather than 
funding (and in many cases controlling) 
ongoing development. "it's a very low 
development cost," explains Canessa. 
"We've seen some of the games be 
df!Veloped for as little as S 100,000, ranging 
up to a few hundred thousands. 5o we're 
not talking about a lot of money.· But if 
you're two guys working from home, as in 
the case of PomPom, then surely $100,000 
is quite a lot of money? Canessa laughs: 
"Sure! So there have been instances where 
Microsoft has helped out. if there's a game 
we really, really love and the guys just have 
no money. But the case is that more often 
than not - especially now that we've 

d neral manager of the live Arcade 
From left to right: Greg Canes~ fou~~re~:~e.;~. Patrick Buckland, CEO of Stai~less 
service; Jetf Minter ofkLiaM~a:'el ~~hael and Miies Visman, who make up Pom om 
Games; and John Coo • " a r _ '/ 

V 
t 
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~ "You sell the core product at a very 
reasonable price and then charge for 
other bits and pieces. So the customer 
isn't risking too much in the first place" 

lt's easy to look at a few Live Arcade screenshots, like these of 
Hexic (top) and Bejeweled ~(above) and dismiss the service as 
being dominated with dumb block-game clones, but so far the 
titles chosen all offer genuinely distinct and involving gameplay: 
the only common thread is how addictive they become. it's crucial 
that the editoria l standards don't slacken over the coming months 
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launched and 1t's been successful - we 
have guys com1ng out of the woodwork. 
venture cap1talists who are willing to fund 
small developers in order to get games on 
Arcade, so the model is more of a self-funded 
model. I mean. people are borrowing money 
from the1r parents and they're able to make 
games for us." 

There's usually a 'but' at th1s stage, a 
moment when a claim of 'substantial royalt1es' 
transpires to be something rather more 
meagre, but 1n Microsoft's case rt stands up to 
scrutrny - and gets better and better w1th 
t1me. according to Canessa: "Our revenue 
share model rs based on the number of units 
sold. it's not a typical advance model, so we 
share directly with the developer. and it's very 
aggressive, by which I mean in all cases the 
developer keeps the majority of the revenue. I 
can't quote the specifics, but the developer 
keeps the majorrty of the revenue - more than 
that. rn fact. And, as the installed base grows 
and you can project down the lrne to the 50 
millron units, 70 million unrts that Robb1e 
(Bach) and Peter (Moore) have been talkrng 
about, so th1s could be a very, very large 
business for folks. based on that pick-up rate 
lt could be very, very lucrative." Buckland 
confirms hrs description: "I think the frnancial 
model of Live Arcade is exceedingly good. To 

my mind it pomts the way forward - I think 
Microsoft has come up with a very fair model, 
where the developer recerves the majority of 
the income from each sale 1f they funded the 
project themselves, and thus took all the risk." 

And when all these numbers come 
together, you can see why Uve Arcade 
represents such a lrfehne for smal • 
Independent teams When Marble Blast Ultra 
went on sale, it was clear from the h1gh-score 
tables that in less than a week well over 
20,000 copies had been sold. Which, at 800 
points (or £6.80) and wrth at least half the 
revenue going back to the developer, is over 
£68,000. And, as Buckland points out, that's 
only the beginning: "like all onlrne sales. live 
Arcade sales are more steady and longer 
lasting than tradrtronal retail sales. Rather thar 
having a tiny window wrth1n wh1ch to rack up 
the majority of one's sales, you have a year or 
more of good, steady rncome • And rf this 
alone weren't convrncrng, then Marketplace 
offers the ability to sell additional content for < 

pound or two at a time. to prolong the 
profitability of the game. Outpost Kaloki X 
sells additional scenarios and Crystal Quest wi' 
offer new content (see 'A few dollars more'). 
Buckland thinks it's the way forward: 
"Rather than expecting customers to pay 
£40 for a game. you modularrse the 
experience. You then sell them the core 
product at a very reasonable pnce, and then 
charge them for other brts and preces as 
and when they need or want them. That 
way, the customer isn't nskrng too much in 
the frrst place, and rsn't playing for anything 
that they don't need " And, by keep1ng 



th& 
is also something that 

bV lndie deYelopers John CGok, ag&nt 
b Mut.Jnt Storm creai:OI' PomPom. explains 
the team's take on the seM<:e: ·There's a lot 
of potential in Live Arcade for smaller 
developers to do 'small but perfectly formed' 
games for a genuinely next·gen platform -
th1ngs that could never get 1nto the shops 
because of the way that bus1ness I'VOrks for 
console games. lt's st1ll early days, but 
hopefully L1ve Arcade w1ll keep the m1x of 
the weird and the wonderful." M inter agrees· 
"lt has an excellent chance of enabling the 
k.1nd of small-project, playful and fun 
developments which the ex1st1ng distnbution 
model s1mpty no longer allows and wh1ch 
were therefore dying out " 

lt's clear, then, that Live Arcade has 
long-term viability as a home for the better 
browser puulers, the more rconrc retro 
claSSICS, and the retro-rnsprred likes of 
Geometry Wars and Mutant Storm. But to 
really make a mark as a platform in its own 
rrght, Live Arcade's portfolio needs to 
substantially expand. Is there scope for that? 
Canessa outlines an aggressively expansron1st 
pohcy· 35 titles by summer (poss1bly more, 
s1nce the team 1S working to speed up delivery 
to keep pace with the 'rabid' appetites of 
Live Arcade players), and at least three or 
four more a month thereafter. And they 
could be larger - currently limited in s1ze to 
frt on a Memory Unrt to cater for the m1norrty 
of 360 owners without a hard drive, Canessa 
IS happy to confirm that larger games would 
be considered if the content necessitated it. 
Or perhaps they could be more mature­
although most Live Arcade games are currently 
su1table for all ages, the rntentJon is for the 
portfoho to reflect as wrde a range of content 
as the full retail games. In the next few 
months. control via the remote, rather than 
the controller, will be enabled for suitable 
games, opening up the poss1bilrty of family­
oriented quiz games. w1th pa1d-for, 
downloadable question packs. Then comes 
the 360 camera, still rn development, but 
already planned for use in Live Arcade both as 
a communications tool and as a game control 
dev1ce, much like Sony's Eye Toy. The only thing 
that doesn't look set to change 1s the price 
pornt although some exceptional games wrll 
be released at a h1gher pnce, Canessa is 
adamant that 400 and 800 points 
(£3.40/£6.80) will remain the standard 

So, With an omnivorous rem1t, an 
enthusiastiC captrve audience. a range of input 
devrces and a gilt-edged revenue model, it's 
little wonder that the appeal of Live Arcade IS 
go1ng beyond the indies. In the first rnstance 

pubhllhers life•iO*t\IIII!U:IIIdlalllll·~i!re 
they wanted 10 titles. now thl!y 
want to do 20 titles. They're com1ng to us and 
saying· We want to start up a division that's 
dediCated to Arcade game development', 
literally that k1nd of conversatron They're 
wilhng to throw permanent resources and 
permanent development teams at new Arcade 
development,·· says Canessa 

Thts potent rat for new games is huge- and 
IS crucral1f Lrve Arcaoe 1s to ensure 1t doesn't 
beg1n to feel stale as 1t m1nes content that's 
been avarlable on PCs for years. Ultimately, tt 
could grow to encompass joint projects where 
one game extends across an involving, 
rmmersive full retail experience and the short, 
sharp thnlls of an Integrated L1ve Arcade trtle, 
with progress tn one interconnecting with the 
other. In the short term, Canessa sees the 
potential more in terms of lP extension: 
"Somet1mes it's three, four, five years before 
you see the next 1nstalment of a big game, 
and it would make perfect sense in the middle 
of that cycle for a b1g publisher like EA or 
Ubisoft to drop in an Arcade game featuring 
the character from that game. I think that's 
very likely." 

This is potentially an enormous sh1ft­
maJOr pubfrshers dedicat1ng revenue to new 
Arcade products, return tng to a k1nd of 
gamrng, and a kind of game development, 
which has long been marked for e)(trnction. Is 
11 the lure of a SO per cent revenue return, or 
is there pressure from withrn the development 
communrty whrch wants to return to the good 
old days of smaller teams, shorter cycles and 
more Innovative ideas? 

Games like Hardwood Hearts 
and Hardwood Spades are 
the least charismatic of Live 
Arcade's offerings, but they 
may well present one 
of the most familiar starting 
points for new players whose 
gaming eKperience doesn't 
usually eKtend beyond the 
Start menu of their office PC 
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Until more new developers are signed, and more major publishers 
announ<e original projects, it's inevitable that live Arcade will be 
dominated by ports - albeit sensitively handled- of titles that 
made their name on PC, like the Puzz/oop-'inspired' Zuma (top) 
and Outpost Kaloki X, whi<h applies the principles of Lemonade 
Tycoon to a spaceport. it's a clear endorsement of Live Arcade's 
ease of use that garners who would never have touched these sorts 
of games on PC have been pursuaded by their appearance on 360 
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live A~ade also prOVJ~ an 
intere5ting lesson in game 
evolution. In Joust (right) 
locomotion depends on an ostrich, 
in Wik: Fable Of Souls (below) on 
Wik's tongue, but both are fluid 
and frantic takes on negotiating 
platforms, enemies and collectables 

Bankshot Billiards (top), with its exhaustive game types and 
trickshot game modes, is Ofle of the rare live Arcade games which 
costs 1,200 points (£10.20)- it would be better value if its AI wasn't 
so infuriating. Hardwood Backgammon (above) offers a cheaper 
and much more sedate challenge, and also showcases how slick 
Xbox Live multi player modes can bring new li fe to old games 
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" I think it's a little of both, " claims 
Canessa. "I think it's a little (about] the 
numbers- sure, they relp, but frankly I think 
1t's more of the latter. Because even before we 
had these enormous numbers to validate the 
thing, we started to see indications from 
within the development communities of larger 
publishers that they were willing to get behind 
this b1g time. I th1nk it's because they see what 
we see. We're a large oublisher as well, and 
we see the 1ndustry is getting a little stale, and 
people are concerned about 1t. There are a lot 
of sequels, development costs are through the 
roof- it costs 20 or 30 mill ion dollars to 
produce a game now - and so the risk 
equation IS too lopsided; developers. and 
publishers 1n particular, are not willing to take 
risks on t ties like they used to. So they'll pump 
out 8/ah 8/ah 4 and Blah 8/ah 5 and there's 
very little innovation going on - with the 
exception of titles like Katamari Damacy. 
and we get, what, a couple of those titles 
every year? 

·And at the same time you see a lot of 
developer dissatisfaction, even when you talk 
to people in the large studios that support the 
major publishers, there's a lot of latent 
dissatisfaction· 'Well, you know. I worked on 
this title for four years, and I threw my heart 
and soul 1nto 1t, and then the publisher didn't 
market it properly. and it got de-hsted in two 
months, and that's just great, that's four years 
of my life gone. And I have th1s great idea. I 
have five great 1deas - why can't I go do one 
of those?' And the only way 1n the past was 
for folks e1ther to do a side prOJed, like the 
Geometry Wars guys, or to leave and start 

their own PC down load operation in casual 
games. But the problems with that is that 
that market •s very specific, in a way, to 
puzzle games and games for women and 
older players. and there are certa•n types of 
games that sell very well but then there are 
a lot of genres wh1ch haven't done well at 
all because the audience isn't there. So what 
Live Arcade does is it opens up the console. 
lt's sort of on the top of all the publishers' 
radar, because they always care about the 
console. because that's where there bus1ness 
is aligned nowadays 1n most cases. And from 
a development perspective it's an opportunity 
to come up with a new shooting game, or 
strategy game, or s1m game or 20 platformer, 
and they have an aud ence for those types of 
games because that audience is there on 
console and it's not there in PC." 

it's this trend that makes Live Arcade so 
important. There are still pitfalls to be 
negotiated: the interface will need some 
substantial rev1S1on as the service expands, 
and the arnval of weaker games hke the 
relentlessly vap1d Feeding Frenzy could possibly 
weaken confidence in the system. But if 
standards can be maintained and improved, 
and an increas~ng userbase matched w1th 
Increasing publisher support, then Live Arcade 
stands a real chance of returning to the days 
when innovative games were sustainable for 
small-scale developers, and accessible to 
whole households of new players. If reports 
of the arcade's death were greatly 
exaggerated, then 1t's hard to 1mag•ne how 
the same could be sa d of Live Arcade's ~ 
enormous potential. ~ 



Hoopworld: Woflt is 
st ill continuing on ont 
of the most graphically 
ambitious of the 
upcoming Live Arcade 
titles. A multiplader. 
basketball-base game 
where you can attack 
other players with 
flashy combos, tilt game 
is bemg made with 
Unreal Engine 3 by 
Netherlands-based 
indie developer 
Streamline Studios 

RoboBiitz: Another 
new project for the 
service. RoboB/itz is 
also Unreal-based -
this Naked Sky 
Entertainment· 
developed game is 
using the engine for 
mech·inspired 
thirdperson combat. 
A taster of what to 
expect is available 
in the form of a PC 
tech demo entitled 
RoboHordes. available 
from File Planet 

Texas Hold 'Em: 
Seen by Canessa as the 
next Live Arcade killer 
app, the prerelease 
version of this live· 
enabled poker game 
feels a little clumsy. 
Nonetheless, the game's 
huge following almost 
guarantees success. and 
introduces another 
innovative financial 
model - a full. free 
version will be available 
for the first month, 
sponsored by on line 
casino River Belle 

Cryst al Quest: 
The no-frills, no-mercy 
original is included as a 
nod to Mac nostalgists, 
but the new 360 version 
is slicker, prettier and 
comes complete with 
some impossibly vivid 
sound effects. Extra 
downloadable content. 
such as an enhanced 
difficulty level, extend 
the game's lifespan, as 
well as boostin9 your 
all-important htgh score 

Novadrome: 
Stainless Games' follow· 
up to Crystal Quest will 
be Novadrome, a 30 
multiplayer combat 
racer put together by 
the team behind 
Carmageddon. it's still 
at a very early sta~e, 
but promises to bnng a 
bit of pinball chaos and 
alien-world charm to a 
game that could well 
become a Live mainstay 

Street Fighter 11 
Hyper Fighting: 
lt was an announcement 
greeted with near· 
universal enthusiasm. 
but Street Fighter Ifs 
arrival on Live Arcade 
will mark the first real 

I~~~~~!~~ test of Xbox 360's D·pad. which could 
just prove to be the 
only weak aspect 
of an otherw1se 
excellent controller 

Jew el Quest: An 
object lesson in how 
one simple change can 
alter a game's whole 
dynamic. Jewel Quest 
takes Bejeweleds idle 
gem swapping and 
shifts the emphasis to 
far·si~hted tactical 
planntng .. Suprisingty 
engaging presentatiOn 
and a perfectly judged 
level-skip opt10n make 
this a pleasure to play 

Mutant Storm 2: 
Also still at a fairly early 
stage. PomPom's full 
sequel to Mutant Storm 
promises to give full 
expression to the 
game's already 
exceptional visual 
flair. Add a further 
refinement of the 
already smart game 
modes and scoring 
systems and this will 
become a likely lynchpin 
of second-generation 
Live Arcade 
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WHERE NOW FOR THE 
HOUSE THAT LARA BUILT? 
EIDOS' NEW EXECS, AND 
ITS GAMES, SET OUT TO 
PROVIDE THE ANSWERS 

hat is it, we ask E1dos' head of brands 
management Larry Sparks, that will 
stand the recently acquired and freshly 

restructured company apart from other publishers 
as it stnves to re-establish its identity? 

"Lara Croft," he replies. And then silence 
That's it? 
·Tomb Ratder's up there - the number one 

game recognised by people globally. Some great 
games come along and they're known among 
the hardcore, but Tomb Raider is the sort of 
franch1se that can break away from that into true 
mass market. Other publishers and companies 
would give everything to have that as part of 
their portfolio.· 

Acquisitions. uncertainty and Lara: the three key 
words in the Eidos story as it's unravelled over 
recent years. In August 2004 came a rumbling in 
the Wall Street Journal of preliminary acquisitiOn 
talks, framed against the backdrop of the high· 
profile delays and underperformance of both 
Championship Manager 4 and Tomb Raider: The 
Angel Of Darkness. March 2005 saw the revelation 
that the company's cash reserves had dwindled to 
£ 11 9 m111ion, with pre-tax losses having nsen to 
£29 m1llion. and a week later US investment group 
ElevatiOn Partners was embroiled in a bidding war 
with UK-based SCi for the company's shareholders. 

Jane Cavanagh, who founded SCi 1n 1988 and 
saw its b1d through to success. remembers the 
internal discussions that arose 1n January 2005. 
"The reason we looked at 1t was because the 
company was interesting in its own right," she 
reveals. "but importantly, we knew a lot of the 
Eidos shareholders well because they'd been 
inst1tuttonal shareholders in SCi for many years. 
Dunng January and February, we managed to bring 
in irrevocable undertakings from about three or 
four of them that basically said they were 
supporting our bid, and that even if another one 
came in they would continue that support. 

• Elevat1on put forvvard a SOp per share cash b1d 
wh1ch simply wasn't interesting to shareholders, 
because if they cashed out at SOp a lot of them 
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LET'S GO TO WORK 
Title: Reservoir Dogs 
Format: PC, PS2, Xbox Release: TBA 
Developer: Bl itz Games 

One of several SCi t it les to be (a hem) stuck 
in the middle when the Eidos buyout 
transpired, Blitz's adaptation o f Tarantino's 
low-budget phenomenon is f inally taking 
shape. There isn't a great deal to say, as 
what we've seen amounts to l ittle more 
than a cutscene, but the one striking 
feature of Dogs (a more opportunistic 
licence than old Eidos would l ikely have 
sought) is the mo-capped animation that's 
said to be representative of in-game 
action. M ichael Madsen has been secured 
to lend the game some credibility, but it 
seems he's the only participant from the 
original (and now dwind ling) cast. The 
obvious anxiety is that a movie where 
much is left to the imagination won't 
translate all that well into a game that's 
keen to f i ll in the b lanks. Eidos' argument 
is that Tarantino himself wanted more to 
be shown and less to be suggested in the 
budget-restricted f i lm - but Spielberg 
wanted more shark in Jaws too. 

PLANE SAILING 
Title: Battlestations: M idway 
Format: PC, PS2, Xbox Release: Q2 Developer: In-house 

At one point scheduled for an addit ional Gizmondo release 
(which must surely be in jeopardy now that the mothership 
has sunk), this Carrier Command-style air and sea combat tit le 
bears an interesting design that claims to occupy everything 
from 6,000ft above water to 500ft below. That means 
submarines, aircraft carriers, battleships and p lanes all in 
battle at once (during certain missions, at least) and all 
available for the player to control. With over 100 planes 
potentially in flight at once, it's imperative that the game's 
AI strikes a balance between capability and restraint when 
handling non player units. There looks l ike being plenty to 
keep an eye on during battles which, for a game aimed 
primarily at console audiences, is sure to be a marketing 
concern . The four-versos-four team-based multi p layer mode, 
however, could prove an effective compensatory lure. 
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would have crystallised a huge loss having bought 
in years earlier at many, many pounds. If they could 
take SCi's shares then, provided we performed well 
and delivered on our results, they'd have the upside 
of the value they could derive from those shares. 
Thankfully, that's what's happened." 

Cavanagh's company would have known, as 
would any that'd cared to observe its unfortunate 
public affairs, that Eidos was no simple restoration. 
This was the company that bought and poured 
money into Ion Storm before closing it after a 
succession of high-profile walkouts, each of which 
drove a final nail into one troubled project or other. 
Founders John Romero and Tom Hall left its Dallas 
studio as the indulgent Daikatana was fragged by 
critics; Oeus Ex mastermind Warren Spector (who'd 
seen the aforementioned FPS starve his own 
Looking Glass studio into closure in 2000) left 
Austin years later when both Deus Ex: Invisible War 
and Thief: Deadly Shadows met similar fates. All of 
this, of course, was prelude to the catastrophic 
sixth Tomb Raider - a title that tore both the licence 
and the heart from creator Core Design. 

A new management structure and a gutsy 
revision of the company's release schedule, 
however, have drawn a line under the ignominy of 
old Eidos. Looking over what she now controls, 
does Cavanagh appreciate what the company was 
doing wrong? "The first thing was that the cost 

"If online gaming takes off in the west the way i t has in Korea or 
the increase in mobile gaming really hits, • believes Livings tone 
(above), " it's important that we can move our content on to 
whatever delivery mechanism is the choice of the day. • Sparks 
(top) is also keen to play up the company's flexibility, stressing 
that the pursuit of Activision-style licensing agreements in the 
future is a possibility, but certainly not part of any fixed agenda 

"IN JANUARY r04, IT WAS CLEAR THE SCHEDULE 
FOR TITLES SUCH AS TOMB RAIDER AND HITMAN 
WAS UNREALISTIC. THEY WERE DUE IN APRIL '04" 

base was huge compared to the size and the 
revenue," she begins. "Certain cost-cutting 
measures could and should have happened a long 
time before. When we looked at the company back 
in January, it was clear to us that the proposed 
release schedule for titles such as Tomb Raider and 
Hitman was simply unrealistic. For example, they 
were meant to come out in April of last year. lt was 
clear to us tha t it was very unlikely to happen, so 
they were going to con tinue the trend of missing 
forecasts and not delivering on the key franchises, 
and they were also going to ruin the potential of 
those brands going forward." 

And how was that cost base reduced so 

quickly? "There were certain things like the obvious 
duplication costs which, by bringing the two 
companies together, you can dramatically reduce 
where there's an overlap. Also, things like delisting 
from the US stock exchange: not only does that 
have a certain cost attached to it, but there are a 
number of people you need to simply fuel being on 
the stock market. There were certain areas where 
there were too many people, certain offices that 
couldn't justify the costs of being kept open." 

As you'll see over the next few pages, Eidos' 
revised approach has done a great job of stabilising 
the development of its inflated portfolio. Potentially 
disastrous ambitions such as those of Just Cause 

"I think the important thing for us is that we can project our products on a global basis," says Dodkins (left) when asked about the 
company's Britishness. "The Brit ish bit is of importance - it 's l ike United Kingdom plc - and we're happy to offer that as a soft upside. lt 
reflects well on all of us as British people." Having engineered the acquisition, Cavanagh (right) is committed to reestabli.shing the btand 



IT'S COMING HOME? 
l<tle: Championship Manager 2006 
Format: PC, Xbox Release· Q2 
Developer. In-house 

Championship Manager producer Steve 
Dldd is the first to admit that the series' 
fi fth title - the first since Eidos' amicable 
split from Sports Interactive - was "pretty 
unfinished." As an attempt to stop the 
original developer's Football Manager (the 
Sega-published continuation of the CM 
code base) becoming the people's 
Championship, it was widely considered a 
failure. He is predictably keen to stress 
that the new season will have a different 
outcome, and much of Eidos' reputation 
can be seen as resting on its success. 

In its bid to win back (or should that 
be steal?) the soccer-si m marketplace, 
CM2006 has acquired a number of features 
geared specifically toward the mainstream. 
A 3D engine allows multiple camera angles 
during matches while the Club Benefactor 
feature offers to stave off financial peril 
for those without business acumen. 
Significantly, the game's processing of 
matches is now said to be faster than that 
of its rival, with matches in other world 
leagues being played out as a background 
task and available for scruti ny at any time. 

Hitman remains one of Eidos' 
strongest IPs; Blood Money 
will benefit from a schedule 
that' ll allow it polishing time 

are now berng achieved, whi e titles that once 
seemed destined to be rushed in defic1ent forms on 
to shelves- titles such as H1tman: Blood Money and 
the crucial Tomb Raider Legend- are neanng more 
genume states of complet1on. But because that 
portfolio rs an amalgamation, derived from 
compan1es wrth apparently d1fferent product 
acqurs1t1on philosophies, we frnd ourselves asking 
that question again: how are we to identrfy the 
new Eidos brand? Surely it isn't all about l ara? 

" I thmk one of the biggest differences [between 
E1dos and 1ts rivals] is that we are great believers m 
the creat•on and ownersh1p of original content, • 
believes lan Livingstone, the Games Workshop 
eo-founder who worked h1s way up through 
Domark until its merger with Eidos in 1995, before 
riding the rollercoaster until the acquisition and 
management restructure led to his departure and 
subsequent reemployment last year. "Other 
publishers rely more on obta1n1ng film, comic or 
sports hcences. I'm not sayrng that's bad, because 
clearly those licensed games have had spectacular 
success, but it is risky and it is very expensive. I 
th1nk Tomb Raider demonstrates the success of 
ong1nal content if you get it right. Major companies 
pay us money to use lara Croft for their products.· 

We wonder how that philosophy tallies w1th 
those of Sparks and European managing director 
Scott Dodkins, both havmg arrived at E1dos from 
compulsive licensee Act1ViS1on. "The issue of buy1ng 
licences IS someth1ng you have to look into very 
carefully," Dodkins explains, "be<ause the costs of 
entry are h1gh. Whether or not we're well 
positioned to buy into really hot North American 
f1lm licences or major sporting licences remains to 
be seen, but I don't th1nk it's a stated ambition We 
can ach1eve what we want to working With the 
1nternaiiPs that we already own.· 

But for how long will th1s be the case? What 1f 
- and th1s is perfectly conceivable -the next five 
years see mterest in gaming's leading lady wane 
once the novelty of Legend has worn off? 

"Well, we don't accept that, • responds Sparks 
·we don't see any end or sell-by date to Lara If we 
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LOOSE CHANGE 
l •tle: Hitman: Blood Money 
Format. PC, PS2, Xbox Release: Q2 Developer 10 Interactive 

When you're told that one of gaming's most demanding 
(and therefore rewarding) series is being restructured for the 
benefit of the entry-level player, you have to question the 
wisdom. But then you also have to appreciate that the 
professionalism of Agent 47 is in no small part shared by 
Hitman's accomplished developer. Contracts - the third 
instalment- was far from its best, but a better than average 
game nonetheless. Blood Money, on a similar note, is a more 
accessible title than the likes of Stealth Assassin, but is also 
subtle in its provision of helping hands. 

Being caught where you shouldn't be by a patrolling guard 
is no longer a guarantee of exposure; generous warnings 
stand between a mistake and failure, and similar nuances 
make the game's AI feel more natural than before. The game's 
Interface binds keys to commands not only functionally but 
visually, each available action having its assigned key pictured 
alongside. For those concerned about the series otherwise 
becoming stale, one glimpse of the Mardi Gras mission (in 
which hundreds of fully detailed civilians really do appear on 
screen at once) should offer reassurance. 

75 



I 
CITY UNDER SIEGE 
Trtle: Urban Chaos: Riot Response 
Format PS2, Xbox Release: Q2 Developer: Rocksteady 

Having survived both Argonaut's demise and the concerns of 
parent publisher SCi, the team at Rocksteady has been through 
a lot, but not nearly as much as the characters in the anarchic 
shooter formerly known as Zero Tolerance. Most of the 
opportunit ies to play down the game's subtitle are being 
taken - a policy certain to cause confusion among those who 
remember Mucky Foot's own Urban Chaos, which Eidos 
published back in 2000. 

The superiority of this title seems assured, however, 
thanks to the apparent cleverness of its design. Its POZ·style 
riot shield is as rousing as ever, picking up increasing numbers 
of bulletholes and bloody smears as you barge and block your 
way through the madness of its levels. The game is adhering 
to a policy of positive reinforcement rather than punishment, 
and offers between 70 and 80 unlockable game items 
(alongside over 200 collectable medals) as proof. 

here forever • Is there a chance that she mrght be 
buoyed, once the fmanoal butterflies have settled, 
by the return of some past names - a Thief or a 
Deus Ex. perhaps? "it's quite right that with the 
next -gen platforms it's good practice to reassess I P. 
We'd consider whether it has merits. and whether 
it'd sti ll have credence in the marketplace." 

On the subject of new-generation hardware, 
has E1dos formulated any plans for approaching a 
platform such as Revolution - charged as it IS with 
the krnd of 1nnovat1ve vigour that saw the company 
come unstuck 1n the past? "I think with all new 
platforms that are Introduced, we as a company 
would always consrder a platform that grves us 
access to the mass as opposed to niche market,· 
cla1ms Sparks. " it's certainly something we'll 
consider. We never rule anything out." 

Caution clearly remains the primary tongue of 
the men whose job it is to reformulate Eidos' image 
of reliability. There's turbulence in its history that 
simply can't be allowed to eke into the present - at 
least not yet. From development and management 
to stockholder levels. the firm craves assuredness, 
and by the end of this year we'll know whether it's 
achieved 11 lt has to be said that things are look1ng 
up. Eidos IS arm1ng for 80 per cent average revrew 
scores 1n mamstream mags, and there's little 1n 1ts 
upcoming catalogue to say that's unachievable. 

But in terms of the company's status as the last 
of the great Bntish publishers, will all of this turn 
out to be moot? As talk circulates of a potential 
complete buyout- most likely from abroad - is 
the revival of Eidos simply prettying it up for the 
eyes of, say. EA or Ubisoft ? ·• As a public company, 
if we get approached we're obliged to listen to 
what the other party has to say,· declares 
Cavanagh. "If they make an offer, we have to 
cons1der that and make a recommendation 
accordingly. But th1s is not something we've gone 
out to do: as far as we're concerned, we've bought 
the company. the integration has gone well, our 
first set of results has been very good and we're 
focused on building the company and 
ensuring good results for the future." 

Eidos appears committed to supporting 
UK development: Urban Chaos has 
experienced a troubled gestation. but 
the publisher has retained its faith in 
a project that's now loolcing promising 

LABOURS LOST? 
Keen followers of Eidos' and SCi's 
portfolios will notice a few omissions from 
the selection featured here. No one is 
willing to comment, for example, on the 
status of Free Running - the PSP parkour 
title that may have reversed the fortunes 
of Core Design following its maligned 
Smartbomb. No announcement is 
forthcoming for Pivotal's next project. 
either. though the odds of a new Conflirt 
title must be good considering Eidos' 
desire for reliable brand instalments. As 
previously mentioned, there are no current 
plans for Deus Ex or Thief sequels, though 
fans of The Nomad Soul will be pleased to 
know that its sequel has been undervvay 
at Quantic Dream since early last year. 



TARGET RENEGADE 
Title: Rogue Trooper 
Format: PC, PS2, Xbox Release: Q2 Developer: Rebellion 

Compared to a Megacity that spans the entire eastern seaboard of the US, Nu-Earth 
gives Rebellion a greater opportunity to mix up its level design while keeping its scenery 
faithful. As in the comic strip, the planet is constantly war-torn, stained with toxic hues 

The most regrettable aspect of Dredd Versus Death was that suddenly 
garners- specifically those with a one-time 2000AD subscription to thei r 
name- had plenty to lose. The game's authenticity (tangible, though far 
from universal) bore out Rebellion's desire to respectfully adapt its 
newly acquired catalogue, but various design, distribution and technical 
stumbles put in jeopardy all that had been achieved. Though the silence 
surrounding Rogue Trooper has broken in this final run up to release. the 
anticipation remains little more than a cautiously optimistic murmur. 

How few of Dredd's mistakes Rebellion has brought to Nu-Earth is 
something we won't ascertain until the code is in our hands, but the 
developer has clearly retained its knack for capturing flavour. The Asura 
engine has once again lacquered its subject's neon-lit rust and barren 
ruin with convincing comic-book overtones. and the voices of Rogue and 
his brothers in arms (who are, in fact, alive for the opening three stages) 
are fine approximations of how they're commonly imagined. Character 
models are importantly a great deal more accurate than those of Dredd, 
and Rogue's musical score is another well -suited industrial symphony 
from that game's composer. 

As expected, the implementation of biochip comrades Gunnar, 
Bag man and Helm makes the most of an opportunity that Rebellion 
really had no choice in taking. Both essential series characters and ideal 
videogame devices, they may well either make or break the game as 
they f lex their functionality at its Al. Their applications are logical : 
Gunnar (implanted into Rogue's rifle) can be used as a remote turret, 
Bagman (his backpack) can dispense equipment and upgrades, and Helm 
(his helmet) can hack consoles and provide other such logistical support. 
Without them, you still have abi lities such as blind-fire and stealth 
attacks to play with, and beyond them there's the salvage system that 
offers a strong degree of character customisation. Admittedly, there's 
little here that couldn't be bound to a bog-standard, unassisted action 
lead, but with Rogue Trooper it 's the split personality that comes with 
the package that provides much of the appeal. 

THE JUNGLE IS MASSIVE 
Title: Just Cause 
Format: 360, PC, PS2, Xbox Release: Q3 Developer: Avalanche Studios 

Halfway through our follow-up presentation of Just Cause it becomes 
official: games are to be measured in Jamaicas from hereon in. Having 
been slashed to half the scale of the high-end tech demo we were 
shown before, the thirdperson sandbox shooter remains a daunting 
half-Jamaica in size, playing host to 108 veh icles, over 300 towns and 
villages, 21 story missions and 121 secondary mission types. Its capital 
alone is said to be comparable to liberty City, and draw distance on the 
Xbox version is more than enough for you to appreciate the scale. For a 
game not due until the latter half of the year, its framer ate is also 
impeccably smooth. 

As we suspected, Avalanche's development plan - to turn its console 
project into an exhibitionist PC engine and then downgrade and port 
accordingly - has paid off. On Xbox it's an achievement to rival and 
possibly surpass that of Far Cry: Instincts; on PS2 it promises to be even 
more remarkable than San Andreas; on 360 it cou Id make Test Drive 
Unlimited look constrained. There's a lot of European enthusiasm in th is 
project's scale, and a lot of Swedish savvy in its design. 

Performance merit aside, though, there are plenty of provisos that 
we can only hope the team is aware of. Digital orienteering is no fun 
without variety and character, for example, and a key requirement of 
any sandbox is ample opportunity for play. The most convenient way of 
summarising the game's action is as a pared-down version of Total 
Overdose with embellished sandbox credentials. The strafe-shooting and 
gun emplacement sections seem somewhat rigid for such an open 
experience, but elsewhere the base jumping and other parachute­
assisted stunts look a world of fun. Avalanche has responded well to 
the need for adequate mobility. and there seems little chance that you'll 
lose yourself in its dense wilds for long enough to lose your enthusiasm. 
At least if you do find yourself wandering aimlessly from shore to shore 
(and across the water to the next shore), you'll have those 
comprehensive day/night and weather cycles to keep you distracted. 

Procedural AI and an evolving political arena should make your mission -
to destabilise the game's regime - satisfyingly dynamic. Though it lacks 
the real-world economy of a GTA or Boiling Point it offers prestige 
as an alternative means of filling your garages and stockpiling weapons 
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NATIONAL TREASURE 
Title: Tomb Raider: Legend 
Format: 360, PC, PS2, PSP. Xbox 
Release: April Developer: Crystal Dynamics 

For a company that's making every effort to put 
such actMtles beh1nd 1t, E1dos 1S gambling heavily 
on the return of Tomb Ra1der. By extolling it as the 
company's crown Jewel - the property that sets it 
apart from every rival- it's putting a hLge weight 
on the shoulders of a prOJect with a d1stmctly 
modest attitude. The bnef is commendably candid: 
mend the design, keep the faith and see what 
happens. Whether you value the Britishness of its 
publisher or not, you can't help but wish the best 
for something so genuine. 

We've seen lengthy stretches of the game's 
introductory levels, along with a gunf1ght in a 
Tokyo high-rise and a traumatic flashback stage 
that establishes one of the story's thickest threads, 
and while we've spoken before of how Crystal 
Dynamics has captured much of Tomb Raide(s 
mystique, the full scale of its efforts only emerges 
now. The break from gnd-based movement, the 
employment of famous voice talent, the scripting of 
the series' deepest storyline and the commitment 
to ach1ev1ng opt1mum quality on all formats make 
quite an impact when they h1t you all at once. 

None of Legencfs versions come up short when flooding their 
environments with shadow. Naturally, the 360 version achieves 
more than Its last·gen peers. with Crystal maintaining that the 
60fps performance can be achieved in spite of the improvements 

The strong light source used here to 
highlight lara's 360 look Is a harsh test 
of the game's textural subtlety. The 
results. however, speak for thtmsolvts 
and look significantly better In motion 

DIRT IS REPRESENTED DOWN TO THE FINEST 
MARK ON 360. THE SAME GOES FOR MOISTURE, 
WHICH VISIBLY SATURATES LARA'S COSTUMES 

Whi le there's plenty to say about the game's 
implementation (it is, after all, picking the series 
baton from the floor where it was dropped), there 
isn't a great deal to report on ItS design. Everyone's 
seen the new Lara, and while the game is trying its 
hardest to m1x things up, 1t's no Sands Of Time 1n 
terms of puzzles or act1on. Lara's sk1lls are portrayed 
more sensibly than they have been before- she'll 
reach out and grab 1f she falls from a ledge, for 
example- but the mode of play st1ll falls into that 
pattern of m1ss1ng the occasional JUmp and placing 
one peg or other (it's g1ant concrete balls in the 
puzzle we're shown) mto 1ts corresponding hole. 
Yet that's the game's sell, JUSt as 1t was plummeting 
into bottomless p1ts when Overworks remade 
Shinobi. The goal1sn't so much to change the way 
Lara goes about her bus1ness as to make the 
process as mtUitlve as fans always wanted 1t to be. 

St1ll the PS2 and Xbox vers1ons of the game are 
a pleasure to see in motion, and that motiOn IS 
confirmed as bemg locked at 30fps. But with 
garners soon to be regarding those as legacy 
platforms (if they don't already), it's a relief to see 
that Eidos is longer shy of demonstrating its more 

ambitious builds. Since the HD era began, the 
terms 'upgrade' and 'bump-map' have become 
synonymous thanks to the clumsy implementation 
of one in attempts to justify the other. The 
notorious technique should by now have 
established itself as a delicate artistic tool, but 
instead 1t makes both flesh and enVIronment look 
like Anaglypta wallpaper on an all-too-frequent 
basis. Together with the other hallmarks of the 
cheap and nasty modern port - sloppy framerates, 
madequate antialiasing and crass special effects­
it's one of the unwelcome qualities assumed of 
Legend 360 when it was announced at XOS. 

What Crystal has ach1eved, however, With a 
day-by-day policy of asset st>aring and a ded1cated 
team of 25 artists, is uplifting to say the least. Yes, 
it involves the re-texturing of more or less every 
object, but with a modesty and grace beyond those 
lowly expectations. The grounding influence may 
well be Lara herself - arguably the most frag1le 30 
object an artist could be tasked w1th decoratmg. 
Deeming the safe approach - we'll call1t the 
00A4 approach for the sake of clarity - to be 
inappropriate, the team has bravely g1ven the 



character the works •n terms of geometric detail, 
self-shadowing and, yes, bump-mapping. But you 
have to grab hold of the debug build's free-roaming 
camera and f·ll the screen with Lara's face to 
appreciate every effect: the accumulation of 
embellishments is remarkable. 

The d1rt depicted 1n broad strokes in the last· 
gen and handheld builds is represented down to 1ts 
fmest mark on 360, cast believably across both 
flesh and fabric. The same goes for the moisture 
that visibly saturates Lara's costumes upon entering 
a body of water before gradually drymg out 
afterwards. The improvements then extend to the 
shadows which stretch out in perfect accordance 
w1th mult1ple light sources, the displacement effects 
that part disturbed water and the supplementary 
f1lters that soften and accentuate where 
appropriate. No one's claiming this to be a paragon 
of any of the Involved techniques, but compared to 
the grotesques we're often confronted with, 
Legend on Xbox 360 is angel ic. 

Few developers could marry such fidelity Wlth a 
cla1m of constant 60fps performance, but 
memories of the Dreamcast port of Soul Reaver are 
d1ff1cult to d1smiss. Though even Quake 4 cou dn't 
ach1eve cons1stent performance in 1ts OW1n 360 
adaptation, you can' t help but have faith in the 
guard ians of Legacy Of Kain when they say that 
th1s port (the code base 1s that of the PS2 vers•on) 
w1ll run as smoothly as you'd hope. 

While it isn't known exactly what kind of unlockablts will feature 
in Legend, players will find a multitude of collectabr.s in its 
various locations that can then be viewed in Croft Manor - an 
isolated part of the game accessible from the main menu 

If there's a concern, it's that the sum of Crystal's 
efforts- the transformation of Lara from grid· 
constramed mannequin to modern thirdperson 
hero•ne - might amount to less than Eidos believes. 
Toby Gard maintams that she has someth1ng the 
other g1rls don't, but having enjoyed the companies 
of Vanessa Schne1der, Alyx Vance and Jade 
throughout the post-Raideryears. we've yet to 
decide whether it's something truly distinctive. For 
all its gadgets and grace, you'd be excused for 
fearing the same of the game's overall des•gn, but 
1f those are the worst-case scenarios then they' re 
reassuringly mild. Lara may emerge an ageing 
beauty •n sp1te of modern cosmetics, but 
attractive she seems certain to rema1n. 

11 llt,.,...~ 
DATA MINOR 
Perhaps not the best reflection of PSP's independence as a 
gaming platform, the superiority of the Legend port it's about 
to receive is a nonetheless heartening addition to its second 
wave of titles. Having endured the handheld's Warrior Within 
port (a game that occasionally had us thinking the machine 
had switched off), however, we were quick to notice a few 
dark corners that could pose visibility problems for its screen. 
Hopefully, Crystal Dynamics will just as quickly recognise the 
disastrous potential of such an issue for a game with Tomb in 
its title and brighten things up. lt would be a particularly 
crushing oversight because, with its textures almost 
imperceptibly scaled down, the game looks beautiful. 



Now playing 

Contra: Shattered Soldier 

lt isn't even about achieving those 
perfect hit rates, but simply getting 
through that boss marathon of a 
final stage. Note to ltagaki: this 
is how a difficult game is made. 
PS2. KON AMI 

Trockmonio Notions ESWC 

The grand prize of 5400,000 pales 
compa111d to the reward for merely 
taking part in this year's Electronic 
Sports World Cup - a beautifully 
polished free-for-all for cursor keys. 
PC. NADEO 

Rogue Galaxy 

lt will be well worth waiting for 
the English-language release, but 
in the meantime it's hard to resist 
a taste test of Jester's vibrant, if 
incomprehensible, adventures. 
PS2, SONY 

Depressive repulsive disorder 
Why can't games just keep it simple? 

__!) he single greatest piece of menu to check its teeth for spinach 
technology in the world is before it lets you in. lt may only be 
probably still the book. a second or two each t ime, but it 

Compact, self-contained, relatively can up to dozens of moments of 
durable, one of its greatest annoyance. Worse still is when the 
strengths is that all you need to do game catches up with your 
to use it is look at it. Simply train premature selections a moment too 
your eyes on a page and kapowl late, leaving you saving when you 
lt's done its job. The human brain, should be loading, or inverted 
itself being a pretty nifty piece of when you should be normal. 
technology, is capable of taking Games need a strong visual 
in a huge amount of information identity to bind the experience 
at a glace - so why won't game together, and that identity should 
makers let it? start on the splash screen and carry 

A worrying proportion of this you through to the fin ish. The 
month's games - including Black, impact that well-designed menu 
Mark Ecko's Getting Up and Rule screens can have in sustaining a 
Of Rose- all feature elaborate sense of immersion is clear from 
menu screens which have to slide how jarring the appearance of the 
in, scroll up, sketch round and 360's innocuous grey blade can be 
generally amuse themselves while as it sl ides into the vibrant fantasy 
your eyes patiently wait to be of something like Kameo. But 
allowed to do what they could while aesthetic continuity is crucial, 
have accomplished in less than a leaving a player rattl ing the joypad 
blink. it's behaviour that borders in bleary eyed frustration is hardly 
on the obsessive compulsive: games a recipe for keeping disbelief 
that have to wash their hands a happily suspended. There's no 
dozen times, turn the lights on and reason that menus can't be works 
off and spit over your shoulder of art as well as of information: 
before they can tell you what's in static, dramatic and charismatic. As 
your inventory or whether or not we push into a multi-cored, high-
you can save. Your eyes are left definition future, it could be worth 
f licking impatiently, your thumbs looking back at a technology that 
tapping out phantom selections on was dependent on nothing 

~ the D-pad while you wait for the more than shredded trees. 
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PS2, XBOX 
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l&O 
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Contents Under Pressure 
I'C, PS2, XBOX 

TOCA Race Driver 3 
I'C, PS2.XBOX 

24: The Game 
PS2 

25 To life 
I'C, PS2, XBOX 

Tycoon City: New York 
PC 

The Plan 
I'C, PS2 

Lemmings 
PSP 

Sega Rally 2006 
PS2 

Key Of Heaven 
PSP 

Super Princess Peach 
os 

Drill Dozer 
GBA 

Edges sco ng ~em txPI.!!Iled 
1 = one, 2 ,. two, 3 = three. 
4 = four. 5 ,. five, 6 = Six, 7 = seven, 
8 =eight. 9 = n"e 10 =ten 

81 



Unlike Perfect Dark Zero's melodramatic 
pansies, BlacKs enemies leave you in no 
doubt of the effects of your bullets. Their 
animations make an unmistakable 
distinction between a death throe and an 
injured flinch while a first-time headshot 
will throw them brutally to the floor 

82 

_j 
f the last great FPS novelty was 
bullet-time, the creators of the 
Burnout series have just proposed 

another: leisure-time - a gluttonous new 
action dynamic in which your primary 
purpose is to gorge on mayhem. At least. 
that 's the impression on Black playthrough 
number one. Its eastern Europe is a focused 
sandbox of gas and gunpowder in which 
natural law has been supplanted by action 
movie lore. You can't help but think that 
when Killzone suggested that a modem FPS 
need little interface beyond the gun and the 
grenade, someone was taking notes. This 
genre debut for Criterion, however, realises 
that the supposed need to pander to the 
Hollywood example is a sham. Games can go 
one better if they wish; Black goes two for 
good measure. 

Each of its strongly identified stages is 
combustible to a point where you'd be 
excused for firing at the ground to see if the 
world exploded. There's barely an object 
w ithin that doesn't bear telltale seams of 
destructibility, and blasts aren't so much 
special effects as domino effects that send 
scenery and conjured debris high into the air 

Rather than do your job for you, AI assistance looses off 
moderately ineffectual shots while drawing the enemy's 
fire -a no less invaluable service. Such is the quality of 
AI in Black that you' ll never see them trundle into walls, 
fall into behaviour loops or stand idle while bullets fly 

A large proportion of Black's spectacle was inevitably 
going to be scripted rather than dynamic. There are 
plenty of moments, for example, where enemies will 
crowd around a container lorry of TNT that has every 
warning short of 'Stand elsewhere, idiot' emblazoned 
on its side. But how else would you achieve the above7 

in unpredictable patterns. lt excels at 
contrasts and transitions: between silence 
and clamour, for example, stealth and siege 
or gun metal and light beams. If this is a time 
when textures in games are curiously at both 
their most and least important (due to HD 
and mastery of visual effects respectively), 
then Black is a celebration of the latter. Much 
like Burnout Revenge, it's a last hurrah for 
last-gen RenderWare that achieves nothing 
short of spectacular results on PS2. 

As was the promise from day one, it also 
features some of the best audio its genre has 
ever known. What you don't see you still 
appreciate, and we dread to think how such 

a convincing library of punched-flesh effects 
was obtained. Its symphony of gunfire is just 
that: a percussive, orchestrated and at times 
even vocal chorus of shots. impacts and 
whistl ing flights. Imagine fuel ignited, metal 
wrenched, wood splintered and glass 
smashed all at once in a seismic sonic belch, 
repeated with enough variation to sound 
fresh after 20 hours of play. 

But beyond aesthetics, for an FPS to work 
without any of the modern genre's crutches 
- without a multiplayer mode, radar system 
or exploratory pretence - requires a refined 
combat model and intuitive map design. That 
Black works accordingly is an achievement in 
itself. Though much within follows a linear 
script, setpieces occur throughout where the 
AI, given room to breathe and time to think, 

defies expectations and often overwhelms. 
The game's artistically nondescript enemies 
are satisfyingly reluctant to settle into 
predictable routines; expect them to begin 
bobbing up and down like the targets on a 
Whack-A-Mole cabinet and, nine times out 
of ten, you'll be surprised. 

An interesting by-product of a game 
where everything blows up is that your use 
of weapons is inclined to change. Bullets and 
bombs become multipliers (or at the very 
least catalysts) for all manner of explosive 
chain reactions, and the game encourages 
mastery of these as a means of countering 
the speed at which firefights can escalate lt 

certainly doesn't pursue some of the 
concept's more exciting possibilities (see 
'Mr Self Destruct') - the headshot remains 
king and the game often lapses into a 
more conventional barrel-shoot than was 
promised - but it seems we have to accept 
this as part and parcel of Criterion's long­
term strategy for developing a franchise. At 
least enough has been achieved in Black to 
make the deferral of such potential to its 
inevitable sequel no big issue. 

The game earns additional merit because 
in spite of its single sequence of events, it 
provides three experiences, each defined by a 
differing degree of restraint. Two of these are 
initially locked behind intimidating objectives 
- complete the game once for Hard mode, 
then again at that level for Black Ops - and 



What you might call the shellshock eHect wves many 
purposes. By muHiing and slowing the game's audio it 
provides an unmistakable low health alarm, the reduction in 
pace giving you a vital slither of time to seek shelter. 11 also 
has the curious effect of making the Uzi sound like a beanbag 

for some those hoops will be too high to 
warrant the journey. But for those who 
become sufficiently Intoxicated by the vivid 
spectacle and ontricately rendered headshots, 
the game pulls off that do~~eult FPS coup: 
proVJdong a doffiCulty level that merely lowers 
your abolity to replenosh health, but is 
nonetheless transforma!IVe. 

To play Black on Hard is to see its entire 
mode of combat reversed. Rampages of 
blind turns and wasteful shots (for heavier 
artillery, at least) are quickly reduced to a last­
ditch tactic. So acute IS the change that, at 
f1rst, 1t feels disastrous. In terms of everything 
the game has established - 1ts bedlam and 
recklessness- 1t seems counter-productive. 
Explosoons become largely strateg oc because 
to gawp at the aftermath IS to nsk catching a 
bullet, and pla1n old walls be<ome your best 
fnends. Ultimately, 1t's an extraordinary 
turnaround that has you apprec1at1ng every 
kill and colla teral blast 1n a way that Normal 
mode barely suggests. 

But the fact remains that th1s is the same 
nde repeated. We won't dwell on its story as 
it's of m1n1mal1mportance. but sufface it to 
say a Don 'The Dragon' Wilson movie wants 
1ts plot back. The missions are so purposefully 
bereft of substance that they could be played 
on any order woth no adjustment beyond the 
ontensoty of the1r AI and the arrangement of 
pick ups Beg1nn1ng with a weapon cocked 
and end1ng as the last casing hits the ground, 
they care about nothing else. 

Criterion's ability to make the technology 
and design of modern games seem 
harmonious 1s a significant strength in an 
industry where few can pull it off. it tw1ddles 
the knobs of RenderWare with uncanny 
1nsoght ante when to fake and when to 
calculate, and Black is a fiery example of 
what can result. it isn't subtle, nor os 1t as 
sophostlcated as some would wish for, but 
1t nonetheless leaves a sizeable crater in a 
landscape where even HD t1tles struggle 
to leave an impression. [8] 

An enttenched enemy doesn't 
give up its position on a whim. 
They'll rest so long as you keep 
quiet then erupt into an attack if 
you betray your position. Catch 
them with a few glancing shots 
or accurately pitch in a grenade, 
however, and the odds of them 
breaking from cover will rise 

Introduced at generally appropriate 
times. the score from long· time game 
and now TV (Alias, lost) composer 
Michael Giacchino is excellent. A little 
overbearing as it plays during 1he 
slraighl·faced opening titles, it soon 
establishes several memorable themes 

Mr Self Destruct 

Black Ops mode may well be 
gaming's first incident of 
euthanasia - Black's way of 
asking champion players, with 
the aid of a devastating new 
weapon and unlimited ammo, to 
utterly annihilate it on a farewell 
tour. lt's a great reward for what 
amounts to two completions, but 
in spite of this it's not what we 
were hoping for. A sophisticated 
score attack mode could have 
turned this great game into 
something better still, but 
instead we're given an 
instruction to seek out every last 
secondary objective in order to 
proceed - a tiresome task 
considering how innocuous they 
sometimes are. Still, it's better 
than the usual extras and its 
stress·relief value is undeniable. 
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Full Auto's absurd physics are geared 
towards immenst. gravity-suspending 
jumps. The game often volunteers a 
slow-mo replay, but these are also 
available at a touch of the 0-pad 

ou couldn't ask for a more typical 
console 'launch window' title than 
Full Auto. Conceptually, it's the 

lowest common denominator, a prefab 
design knocked together in haste from the 
most readily available, standard-issue spare 
parts in the b1n: cars and guns. lt's 
aesthetically conservative too, a brash teen 
fantasy a1med squarely at spoilt boys, 
smothenng 1ts relatively minor graphical 
advances m a dazzling shower of sparks and 
flame. And 1t unapologetiCally nabs its better 
ideas from the last generation's latter-day 
heroes: in th1s case, the Burnout series, and 
(in an admittedly inspired cross-genre hft of 
time-rewinding powers) Prince Of Persia. 

All the same, Sega has to be given credit 
for being pract1cally the only publisher to 

date show1ng commitment to bringing 
exclus1ve titles based on fresh lP to 360. 
lt may be that neither Full Auto nor the 
similarly lightweight, if more original, 
Condemned provides a totally new gaming 
experience to accompany the new 
generation of hardware, but they do at least 

Few of the unsurprisingly unlicensed vehicles is exactly pretty, but a number have a crude retro appeal. The 
tow-truck (right) Is the slowest and hardiest of the slow and hardy dass C cars. arguably the most fun vehicles 

84 

The damage modelling has no effect on handling - and it 
never SHms to dull the cars' excessive showroom shine - but 
it's an effective visual reminder of the state of your armour. 
You' ll need to weave constantly to stop the front going first 

provide nommally new games for 1t, and for 
th1s- as well as for their simple pleasures­
we should be grateful 

For all that it has the extreme outward 
aggression of a combat game, Full Auto 
actually leans toward the racing half of ItS 

crudely spliced DNA Even the tutorials set 
time lim1ts to their introduction of the game's 
core concepts: twin weapon sets, usually 
front- and rear-mounted; a boost meter 
charged by powerslides and jumps; and the 
'Wreck Points' scoring system, which rewards 
damage to environment, traffic and 

opponents, additionally charging the 
Unwreck meter. The latter allows t1me to be 
rewound (in singleplayer only- it's 
impracticable, if sorely missed, in multiplayer) 
m order to avert disaster, or take another 
shot at an opportunity for a JUicy kill But it's 
a telling indication of the game's balance 
that you'll more often use 1t to retake 
bodged cornering lines. 

Nonetheless, Unwreck is a generous 
p1ece of progressive th•nkmg 1n an otherwise 
reactionary videogame. Full Auto IS chaotic, 
a dense, noisy headlong rush for the 
finishing line characterised by grotesquely 
exaggerated physics, slapdash handling and 
the maddeningly unfair AI catch-up of an 
early Mario Kart. it's desperate never to be 
dull for a second, but everything that makes 
1t fun - and it certainly is, 1n an utterly dumb, 



gratuitous way- also has the potential to 
make it intensely frustrating. Thankfully, 
Unwreck hands rt a get-out-of-Jail-free card. 
1ts one-touch stress relief allows Full Auto's 
exuberant silliness to be revelled in w1thout 
fear or favour; it lets the game have 1ts cake, 
and the player eat it. 

it's not that Pseudo Interactive (author 
of Cel Damage and the XNA car-crash demo, 
two projects seemingly spot-welded together 
here} hasn't made an effort to vary Full 
Auto's diet. There's an extensrve career 
mode, and the three classes of stra1ght 
combat racing that gradually 1ncrease the 
speed and decrease the armour of the cars 
on offer are only the start of it. The decision 
to preselect a specific car and weapon set 
for each event is a wise one, but the 
successive vanations on a theme focus1ng 
on the elimination of rivals, forc1ng the use 
of underpowered cars, team ractng and so 
on - largely fail to br ng any substantive 
changes to it. There is one exception (not 
counting the wholly unremarkable unarmed 
race and time trial modes): Rampage, a 
traff•c-elimination round with no opponents 

The clo<klands tracks- short circuits f .. turing multiple 
shortcuts through warehouses and wide aprons of open 
tarmac - are by far the most original In the game, and 
also some of the best. For the rest think Burnout lite 

but the clock and a kill counter, requinng 
a surpnsingly fine balance to be found 
between speed and destruction. it's arguably 
been weighted too much towards fast 
drrving and away from the base sat1sfactton 
of shredd1ng trafftc jams with heavy 
ordnance, but 1t does twist the game 1nto an 
intngUing new shape, and there's not 
enough of 1t. 

As d1fferent as it is, Rampage mode 
still encapsulates Full Auto's matn flaw. 
By ultimately choosing to watch the clock 
rather than the carnage, and craft a racing 
game ftrst and foremost, Pseudo may have 
avo1ded the formlessness that affl•cts so 
much vel1icular combat, but it has fatled 
to play to 1ts game's strengths. The greasy, 
weightless, unmodulated handling and 
largely unimaginative course design aren't 
remotely as gratifying as the raw, explosive 
scraps between racers. Combat is simple 
but balanced, wtth weapon sets that offer 
genUine vanety. a heat gauge to prevent 
overuse, relatively robust and locauon­
speclftc armour making kills a matter of 
persistence and good timing, and the 

The boost system is so reminiscent of Burnout that you 
may find yourself fruitlessly uying to charge your meter 
with near misses and driving on the wrong side of the 
road. Of course, irs better to blast through civilians to 
up your wreck points and your medal·earning potential 

trade between front and rear weapons 
leading to some tense, weaving standoffs. 

lt's true that atming and firing the front 
weapons w1th the right stick is a heavily 
compromtsed (if optional) control scheme, 
and there aren't enough clear opportunities 
to use the extensively destructible roadside 
furniture to your advantage. But these 
rhythmic, ballistic grudge matches make a 
welcome change from banana skins and 
homing m1ssiles. A more imagtnative focus 
on them - in multiplayer especially- might 
have helped Full Auto emerge from the 
loomtng shadow of its idol, Burnout, and 
become just a little more than the dtsposable, 
retrograde tndulgence that 1t IS. [6) 

E'.l ~ 

The courses occasionally lead you through 
environmental hazards. like the burning City 
Hall (leh). The city is represented in moderate 
detail and with excellent draw distance. but 
has the standardistd, cold, empty gloss of the 
locations of so many arcade racers (below) 

While swinging your vehicle wide through 
corners may slow you down, it provides an 
excellent opportunity to do more damage, 
since Pseudo has thoughtfully carpeted the 
run·off areas with destructible furniture 

Gunning the engine 

Full Autds weapon sets aren't as 
blunt as they seem, as they 
balance out on at least two 
levels: strength in the front 
versus the rear, and firepower 
versus range or firing speed. 
Fixed, long-range machine guns 
come with a slow, easily dodged 
mine layer behind; the short­
range shotgun is trickier but 
more powerful, can be aimed 
sideways, and is partnered with 
rearward volleys of bouncing, 
scattering grenades. Twin 
bonnet-mounted weapons leave 
the rear dangerously exposed 
but can maintain almost constant 
forward fire. Multiplayer would 
be far duller without this 
scrupulously even-handed 
element of choice, and it 's a 
terrible shame the full range 
remains locked away behind a 
long slog through career mode. 
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Trane's bid to own New Radius 
City will often take him to some 
elevated places - heaven spots -
that see him wall-jumping 
between ledges and scaling 
drainpipes. This portion of the 
game feels mostly linear, and 
more about moving between 
areas rather than true 
exploration. There's a useful 
camera switch tnat offers a 
firstperson glance before making 
a perilous jump, but Trane's 
movement.s can still feel 
somewhat sticky In practice. 
While there's also a firstperson 
'intuition' cam - a neat but 
perhaps unnecessary touch that 
makes graffiti spots leap out at 
you - some of the fixed 
perspectives enforced wnile 
applying a tag can become an 
obstacle, making it unnecessarily 
awkward to see just what part of 
a design remains unpainted. 

86 

This is a huge game, and dauntingly so. The checkpoints are 
harshly distant from one another, especially considering the 
number of tags and confrontations that can separate them, 
a space that's only exacerbated by the sheer dullness of it all 

esp1te the urban overkill that 
has been trying 1ts best to rob 
v1deogaming of its identity of late, 

there's still room for something like Gettmg 
Up. Someth1ng like it, that is, as the fimshed 
product1on hasn't lived up to the talk that 
was talked A th1rdperson combat adventure 
featunng some h1gh-nse clambering and a 
treatment of graffttl as more than JUst a 
mlntgame, and from the developer beh1nd 

You know you're in for an unsatisfying stealth experience 
when your pursuers give up the moment you leave their 
eye level and climb on top of a nearby truck. The city's 
CCK troopers can, however, become a true irritation 
later in the game, especially when guns get involved 

the enJoyable, if overstretched, Buffy The 
Vampire Slayer, Getting Up isn't so much 
broken, which is perhaps what you were 
expecting, but simply drab. 

As lead character Trane pushes his way 
up through the underbelly of New RadiUS 
City, a near-future metropolis w1th some cnsp 
ntghttime skytines, his tags-te-nches 
endeavour 1S focused mainly on graff1ti -
but 1t's th1s core element that feels all too 
throwaway. Trane finds a prescripted tag 
spot, chooses the size and style of the p1ece 
from his black book, and then applies tt 
using the analogue stick to fill up the 
template as evenly and quickly as poss1ble. 
it's hardly frustrating, although it could be 
smoother, but is a technique that dulls in 
record t1me. reduced to nothing but the 
colounng in of a rectangle, over a "'d over. 
Stmilarly, Trane can collect the tags of graff1t1 
legends scattered around each of the many 
levels; each is marked by a small camera 1con 
on the f oor, and recorded w1th a single 
button press. And the 'freeform' subquests ­
t1me-based objectives that deliver bonus rep 
- are often nothing but a mad dash to 

plaster surfaces with Trane's secondary 
graffiti skills, tags that, again, involve 
nothing but a button press. 

Some tags are admittedly handsome, 
but their application is JUSt uninvolved, next 
to the line-tracing nerve test of tagging 
presented in The Wamors or even the 
analogue stick trickery of Jet Set Radto. 

Combat, too, feels like ·t's m1ss1ng flesh, 
and plays without any real sense of crunch 
and chaos. And, 1f there aren't any weapons 
to hand, scraps drag on for far too long - a 
fact that, like the dreary graffiti mechanic, is 
rammed home by some v1cious checkpoints 
and made unavoidable by aggressive enemies 
that force the player into fights. 

Stealth, action and acrobatics (see 
'Trane's tracks'), played out via some slow­
moving exploration of urban enwonments 
that never see dayl1ght - the poss1bihty of 
this all coming together 1n a more ftextble 
and engag1ng manner IS Still a welcome 
one. But, for a game based on a culture 
of reputation, craftsmanship and leaving a 
mark, Getting Up is one that'll pass by 
largely unnoticed. [4] 



he concert of thrs generation of 
TOCA games has been to spice up 
therr mrd-level motorsport with 

narrative interludes. it's been a clumsy effort 
to dress up a traditronally dry format, and 
thrs trme around, Codemasters has restricted 
cutscenes to short, well-produced snippets of 
advice, encouragement and rnformation, 
addressed to camera by a forthright Scottish 
mrnder. lt's as rf it has recognrsed what every 
motor racing fan already knew: that the best 
stories are always told on the track. And 
TOCA Race Driver 3 could well be the very 
best game at telling them. 

With fields of six or erght cars versus 
TOCA's 20, wrth less combative AI drivers, 
and with therr structural focus on outright 
wrns, TOCA's rivals - the street-legal 
showrooms of Gotham, Forza and Gran 
Turismo - just can't do the drama and sprrrt 
of track competition as well. They may 
surpass t elsewhere, but Race Driver 3 

II.Jce Driver J's hu~ track library is 
a compelling draw. The ubiquitous 
Laguna Seca is joined by highly 
technical modern Fl circuits (Shanghai 
and Bahrain) and some guts-or-glory 
classics (Spa and Brands Hatch), but 
it's the more obscure selections that 
will really surprise and delight racers 

understands that a processional win from 
pole rs less fulfrlhng than a hard-fought, 
championshrp-saving fifth place from the 
back of the grid. And though it can't exactly 
engrneer those situations, rt does everything 
rn its power to make them more likely, and 
leave them unpunrshed. 

To that end, the track is thronged with 
cars that race each other as well as you, and 
qualifrcatJon - optional in the main World 
Tour mode - is relatrvely tough. Big crashes 
and off-track excursions are costly, especially 
with the detarled new damage modelling, 
and some slightly overzealous marshalling 
6ut mrdfield racers are easy meat for a 
determined driver, so some kind of recovery 
is always possible if your car isn't a write-off, 
and progress requirements are usually quite 
modest (third or fourth place rn a 
championship). The greatest danger to a 
thrilling, nail-biting experience is your own 
perfectionism, given the inclusron - wise, but 
defrnitely double-edged - of an rnstant 
restart option. 

Race Driver 3 steers a course between 
authenticity and accessibilrty wrth an 
impressively sure touch, but rts true feat rs to 

Dirt·track racing is the most unusual discipline, as well 
as the toughest to get to grips with. it's hard to say If 
that's down to poor difficulty balancing. the radically 
different and unfamiliar driving technique. or the wildly 
divergent vehides (from buggies to monster trucks) 

do so while claiming the title of ultimate 
motor rac'ng polymath. By hmitrng the 
selection of vehicles in most classes to one or 
two, the game rs able to feature an esoteric 
selection of rally, historic, dirt track, truck. 
go-kart and oval events, as well as 
comprehensive GT, tounng car and open­
wheel series. All this across an authontative 
selection of circuits, with the option to 
explore each class in extreme race-rules detail 
rn the vast Pro Career mode, or dot around 
the menu in World Tour. Every level, era and 
school of four-wheel motorsport is 
represented: a monumental achievement. 

The handhng, somewhat detached on 
the default setting but intensely rnvolving in 
pro-simulation mode, copes better with 
some formulae than others, and the drfficulty 
balancrng is off at the extremes of the game's 
range. Yet Race Driver 3 is still master of at 
least half of its trades. Amid thrs generosity, 
that is more than could have been expected, 
and enough to place it among the best 
pure motorsport titles on consoles. (8] 

REVFW~ 

The Australian VS Supercar series sees the 
game's most charged racing, thanks to 
aggressive opponents, big. powerful cars and 
fast bends. lt's also an excuse to indude a 
range of unfamiliar and treacherous circuits 

Please visit our sponsors 

With Race Driver 3, Codemasters' 
taste for leaving no cashflow, 
sponsorship or branding 
opportunity une)(ploited is taken 
to new heights. As well as selling 
cheat codes over the telephone 
as usual, the company has sealed 
a promotional tle·in with Honda 
which sees a special aii-Honda 
championship series - including 
lawnmowers, ATVs and an 
'exclusive' chance to test drive 
the new 2006 Civic - unlocked 
by visiting the manufacturer's 
website. There's also a corporate 
time-trial event, the Palmer 
Motorsport Sensation, complete 
with sales blurb. All of which is 
perfectly in tune with the 
mercenary world of motorsport. 
(Oddly, amid this cross-marketing 
frenzy, the game's TOCA licence 
is now irrelevant to its content­
the game's star series are DTM 
and the incredibly butch 
Australian VS Supercars.) 
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LA story 

lt might not be the most enviable 
endorsement, but the cutscenes 
that Cambridge and its 
collaborators have assembled 
contain enough 24 to make the 
The Game part seem incidental. 
The story they regularly impart 
is every bit as inconceivable 
as that of the show itself, and 
its timing when dropping 
melodramatic bombshells is 
entirely consistent. The dead eyes 
of the character models can be an 
unpleasant distraction, but the 
accompanying vocal work is good 
enough to compensate. To discuss 
the plot would be to spoil some 
enjoyable (if predictable) twists, 
so we'll offer some key words 
and phrases instead: assassins, 
disaster, siege, insider, conspiracy, 
bomb, and "They've got Kim." 
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tudio Cambridge's 24 adaptation 
has one approach to its inherently 
demanding commission: play it safe, 

use those famous clock strokes as a motif 
rather than a game device and leave the 
clever stuff to the cutscenes and series writer 
Duppy Demetrius. Perhaps that's marginally 
unfair - we made a big deal of certain 
novelties last issue and they haven't become 
stale since. But with design lifts from here, 
there and everywhere peppered throughout 
(Need For Speed· Hot Pursuit being quite 
unashamedly ripped off), it's safe to say that 
the developer has rather appropriately played 
things by the numbers. 

lt hasn't done a bad job when you 
consider that the furious chronology of the 
average Bauer day is quite faithfully 
conveyed by the game's 100 levels. But 24 is 
no marathon. A great many of those stages 
are mere flavour - fleeting mind and reflex 
challenges that do litt le beyond illustrating 
the game's story with requisite hi-tech fluff. 
The theory seems to be that the average 
veteran of television's 24 remembers a given 
number of series moments rather than the 
whole. Through sheer force of suggestion, 
then, Cambridge believes it can pass off an 
eventful 12-hour videogame as something 
twice as long - a decision we should applaud 

The interesting turns taken by the game's use of splitscreen 
go some way to alleviating the sense of repetition that builds 
throughout the day. Rarely does it transform your approach to 
a given task, however - an opportunity it's sad to see missed 

for sparing us the endurance test that would 
have resulted othervvise. 

The game is overstretched beyond doubt. 
Despite having placed its capably modelled 
player characters behind the wheels of many 
cars, the triggers of many guns, the controls 
of many gadgets and into other assorted 
dramas. it provides little that's either 
independent of novel ty appeal or wholly 
successful. Its salvations are the consistency 

The game gets away with an enormous amount of filler 
content and copycat design because it flows so quickly 
from one level to the next. When you come unstuck -as 
is often the case during the exhausting police chases ­
the Bauer power fades and 14's fragility is exposed 

Both pinpointing and target·switching 
are efficiently handled by the game's 
combat system, though the former is 
wasted on the indistinct hit zones of its 
enemies. The arrest procedure involves a 
lot of prospective shooting, shouting and 
luck - a farce, in other words. When such 
inconsistencies emerge, the ambitious 
scoring system that Cambridge has used 
to prolong the game's appeal falls down 

with which that novelty is supplied and the 
elegant, ski lfully penned cinematics that fall 
in between (see 'LA story'). A thirdperson 
targeting system that works considerably 
better than most. a reliable camera with 
drunken cinematic sway and a broadcast­
quality audio mix are the mainstays of an 
experience that's otherwise hit and miss. 
Stealth missions are surprisingly enjoyable, as 
are gunfights; interrogations remain excellent 
in spite of their simplicity, and the visual 
fidelity is universally crisp. 

But the game lets itself down with many 
a hallmark of over-ambition: the ropey 
announcement mechanic is a complete 
waste of space that's greeted by deserved AI 
apathy, difficulty spikes subject Bauer to an 
occasional Ground hog Day from hell, and 
bog-standard vocal work for enemy grunts 
sticks a thorn in the game's narrative side. As 
much, if not more, of what makes 24 a title 
worth playing through to the end can be 
attributed to the contributions of TV series 
talent as it can to the game's developer. 
Hardly a quality that discerning gamers 
should be looking for, you'd think, but in the 
peculiar world of adaptations such as these it 
might actually be. The game succeeds at 
being a credible entry in Jack Bauer's diary, 
and perhaps that precluded it being a 
particularly incred ible game. [6] 



hrs is it, hopefully. Many have asked 
a rhetorical question over the past 
year - just how long will it be untrl 

we see the end of the stream of cynical· 
seemrng crime-culture games that traipse 
along rn the GTA wake? This, hopefully, will 
be the last straw. If certarnly should be. AI 
too QUKkly following Konami's dire Come 
Life. Gang Wars and 50 Cent's attempt to 
release the most expensive album ever rn the 
form of Bulletproof. it's beginning to feel like 
a crime wave of bad cnminals in criminally 
bad games. Please let this be the end of it 

Regardless of its chosen veneer, there's 
a dreadful thirdperson shooter beneath that 
skin of marnstream gangster braggadocro. 
Despite a handful of basic shooter tools 
crouched movement, a corner lean. a slight 
zoom, a radar, the ability to f•re before 
reloadrng is complete - its shootouts never 
feel like anything more than a messy farce, 
where tliE! employment of accuracy and skrll 

Each stage features a number of 
secondary objectives - achieve a 
certain accuracy percentage, defeat 
60 tMmies ond so on- which unlock 
multiplayer features upon meeting 
their conditions. The spraying of 
graffiti tags is present and correct, too, 
with a suitably clumsy implementation 

The HUD is basic, ugly and obtrusive, with an aiming retiwle that's inexplicably large. The radar would be of some use if 
the lean function created a tactic that wouldn't result in the player losing chunks of their energy at every confrontation 

are tertiary concerns. And that's the entire 
game, a procession of gunfights wrth litt le or 
no satisfactron to be had, and no sense of 
feedback or precrsion, backed up by some 
headless AI But, at the very least, •t does feel 
light on glitches when compared to 
something like Bulletproof. 

Not that your opponents - identikit 
waves of cops or gangsters - have much to 
work wrth rn the game's angular. cardboard 
enV1fonments Ifs a s•mple-lookrng game, 
although there's often plenty of furniture 

scattered throughout the levels. Its actron is 
giddy to the point of being near unplayable, 
the player's energy bar chrpped away by 
bullets from all angles from speedily strafrng 
enemres whose only skill is to be ab e to put 
umpteen rounds into the player from 
whatever distance, wrth no response other 
than a slight blood splatter to signify a 
successful hit on an assarlant. Shotguns and 
f'fles do offer superror firepower, but the 
game is saved from shoddy; blunt ur'lfa•rness 
by the medikrts that can be found rn every 
other corner of each stage. 

Mindless violence doesn't have to lead a 
mindless videogame, as Criterion's Black so 
ably demonstrates thrs month. Not too long 
ago, rt seemed that every publisher had to 
have a bit of gangster rn its portfolio; rt's no 
surprrse. really, that they've turned out to be 
such troublemakers. But if there's one thing 
that 25 To Life gets to do right, let rt brrng an 
end to this destruct•ve preoccupation wrth 
the cross-med•a lure of gntty, crime-flavoured 
urban V101ence, and the unacceptably low 
standards it so often bnngs with it. [2] 

The game takes in the lives of three .,.aple: 
freeze the reluctant gangster, detKtive 
lester Williams and gang leader Shaun 
Calderon. The first and last of these can take 
hostages. which help extend the life bar a 
little, simply because 25 To life's police force 
is just as keen to shoot them up as you 

25 to Live 

The game's online mode makes a 
surprisingly hearty stab at 
multiplayer, at least in its suite of 
options. Multiple game types, 
with crime·themed names spun 
off from traditional deathmatch 
modes, are offered, along with 
an elaborate custom avatar tool. 
While it's buoyed by the simple 
fact that any multiplayer offering 
can make a game more enjoyable 
simply by the addition of neal 
opponents and allies, the base 
gunplay at work beneath it a ll 
makes it feel pointless, when so 
many games do the same thing 
so much better. 
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Tycoon City, Tycoon City 

Tycoon City's a difficult game to 
get on with, but its characters 
dialogue and in-game cinemaucs 
try their very best to mend the 
relationship. lt's a shame that few 
reasons exist to descend to its 
street-level (play is simply easier 
from above) because the ambient 
effects and incidental comments 
of passers-by bring a great deal 
more life to the environment than 
you otherwise hear. In terms of 
character, the game hits the same 
lofty heights as Atari's genre 
classic. Rollercoaster Tycoon Ill. 
Admittedly. the various quips and 
complaints become repetitive 
after a while in a single district, 
but as the game methodically 
opens itself up to New York's full 
range of regional flavours, the 
effort that's been put into its 
presentation becomes 
increasingly apparent. 

The cost of arranging various furnishings 
around your buildings isn't the real-world 
currency that funds their construction but 
rather upgrade points. a resource constrained 
by both building-specific and global limits 

enre ad - suggests that a Ctty 
bu lder s.- ~ spare as few thoughts 
as pow~ e ·ar ~Jrectsely what its 

players m.g.".· cre:·::: ·~, d providing the 
tools, worlr;space m.;•enals and rul~ that 
will make "'le aG a cha 1enge and a 
pleasure. But lycooo C :y's des1re to create a 
believable B•g Ap;::le has become an 
obsess1on, focus.ng on that t:!nd rather than 
the means of gee::~:;; there ·.~-tere rts peers 
extol freedom, tr .s !;4:"11€ calls the shots 

Its portrayal o: "'"w Yori: s so pre-baked 
that it depnves yot.J of o!J'nos: every 
express1ve outlet you cqleet ou can't even 
name your busin~SC":; and 3 a~empts at 
compensatton aren't so rnuc:l"- nadequate as 
mildly insulting. Build ngs must be placed so 
as to make optimum use o' each other's 
spheres of influence, a I each oears a 
number of customisabte t ~ ·or :lecoratton, 
advert1s1ng or facilities t m.m::-~ se 1ts 
worth We use the term c JSlPl"lSatton 
re'uctantly. however, benuse o:xe an tnnate 
· "''Wiedge of urban d~1gn ;mo a2St"et1cs is 
apo ed to each restncttve gnd, me results 
look near-IdenticaL Parks represer.~ arger 
canvases, but still offer little to encourage 
economiC strategy or artiStiC thot:gtn 

I he 1mpr~sion you get 1s ma~ you ve 
bee'l employed as an arch1tect bu: handed 
me post of a labourer. Beyond thiS, the game 
1nstils 1n you the disquteting notton that you 
must have completely mtssed tts pomt 
lycoon games are, after all, busmess 

TM ,_ s ....., wiWOit is predefined with no function 
beyond e-x. MCI the enforcement of authenticity. 
The lanchorts yoo can onttrmittently build art satisfying 
enough. but illso dosed to any notable c.reative input 

stmula~rs a~ h=art. but Tycoon City feels 
equa y w.-~,.ard ng when approached as 
one You assemble your finanetal base at the 
outset- a nea~ c uster of services and 
domtc es :ooed lego-l1ke into 
comp1emer.-;.ary :ormatoons - and then you're 
away Suosec~ent progress is Inexorable, 
slave to a pa~e·n of spend and recoup that 
the enthus as-.JCa ly presented, poorly 
staggered ob,c<tlveS have trouble JUStifytng. 

Much of Ul"' orob em rs that a valiant 
attempt to model dle destres and movements 
of a New Yorx population has conjured an 
array of vo anle statJst•cs Graphs stack up to 
tell you who Peeds what, but rarely do thetr 
movements s1abi IS€' nto reliable trends. lt's 
a remark.ab e e>E'l ..e n the suggestion of 
scale, but ratne' t'1an run together 1nto 
informatrve syster"'s, •ts abundant details 
run amok And .ne effects are severe· 
dtsonentatoon a~ • rs· then disillusionment. 
and f1nally a trance-' ~e state of automated 
play that few wdl wtlltngly endure. The game 
runs smoothly on m1drange systems, scales 
its visual deta gracefully and boasts an 
intutttve mouse-drrven tnterface, but its core 
mechan1cs are someth1ng of a mess. 

Tycoon Ctty has def1ed our optimism 
despite tts heart and personality. it's all too 
poss1ble to wa k robottsed through its 
challenge and a most 1mpossible to care 
Just as it likes to d1ctate its players' paths, it 
seems to have shackled ttself to an ill-advised 
concept wtth little hope of escape Its 
vibrant, begutllng version of NYC is a 
symptom of that , 11. a great place to VlStt, 
but hell to piece together. (5] 

As much as the limited number of available upgrade tiles 
txacerbates customisation issues. the concHSion - to 
allow potentially ill-suited objects to be placed on roofs 
as well as forecourts - feels as ridiculous as it is curative 



ad artists copy, great artists 
steal. And you could argue 
that The Plan, a game about 

art crime of an entirely literal sort, 
either brazenly copies or cleverly steals 
from the likes of Hitman, Splinter Cell 
and (tf you were in a mischievous 
mood) Bonanza Bros. 

However, the game's central idea -
three screens. three controllable 
characters; a cooperative mode where 
friends are optional - is all its own. 
Early on, one character clings to the 
outside of a train while another 
distracts a watching guard, leading to 
the amusing sight of a pair of 
disembodied legs shuffling past the 
window on the latter character's 
screen. This is more than a visual gag: 
what The Plan is doing is transfernng 
one of f ilm's oldest tricks- the crosscut 
between simultaneous slices of action 
- to videogames. 

Eko repeatedly uses its three 
windows on the world to make 
interactive entertainment out of 
setpieces Hollywood usually gets to 
keep for itself. it's goosebump stuff to 
mock-surrender to a guard with one of 
your team while another moves in for 
the kill from behind. Ironically, The Plan 
out-24s 24 in the same month the 
official TV tie-in arrives 

Unfortunately, like the similar (but 
less ambitious) Without Warning, The 
Plan has bitten off more than it can 
chew. For every clever one-screen-two­
screen punch there's a depressingly 
traditional multi-character moment -
like switches designed for two sets of 
hands.'Guards and civilians are simply 
broken, reacting with jarring idiocy­
or dumb inaction- to your suspicious 
behaviour. Chatting away about hair 
colour isn't a convincing way of 
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lt's possible to pick the pockets of almost anyone 
in view, via a strange minigame where the aim is 
to match the position of your ghostly hand with 
the figure of your oblivious target. Anyone 
familiar with wobbly-handed darts games from 
the ZX Spectrum days will feel right at home 

distracting the trained guards of 
Prague's National Gallery while your 
colleague picks a lock, but you're 
expected to be convinced anyway. Five 
times in one level. 

Eko's imagination and flair makes it 
quite possible to enjoy The Plan in 
spite of the incompetence and 
bumbling. Gadgets are clever, for one 
thing. And the game's Ocean's Eleven­
esque crooks might be laughable 
caricatures and appallingly voice-acted, 
but the mental investment needed to 
keep on top of the three-screen heists 
means you couldn't be drawn closer to 
your team of Brad Pitt lookalikes and 
purring femmes fa tales. 

But despite The Plan's charms, it 
will prove, for most, too shoddy a 
piece of engineering to be fully 
forgiven. Bad artists may copy, but 
only the worst fail to fix their Al. [4] 

t seems a no-brainer that 
Lemmings should port well to 
a widescreen handheld. Its 

levels are primarily landscape, its time 
limits are efficiently strict and it's 
famed for concentrating abundant 
charm into tiny packages. So how, 
when it gets underway on such a 
cheerfu l note, does this version end up 
feeling tired just a few hours later? 
Does Team 17's conversion stick to the 
original format a little too closely? Or 
is the Lemmings design actually more 
delicate than it may have seemed? 

it's soon clear that the concerns 
raised by the preview code are 
inconsequential in practice: the assign­
while-paused workaround does not 
prove ruinous. Instead, the question 
becomes why the game gets so little 
mileage out of seemingly valuable 
generosities such as a new level editor 
(which, it's disappointing to report, 
isn't particularly 'intuitive or efficient 
anyhow) and support for online 
sharing and downloads. 

it's perhaps because the crucial 
balance of immersion and immediacy 

The level editor offers all the tools you need 
to cobble together new puzzles, but the blocky 
nature of the maps you can make here places a 
harsh limit on what you can artistically achieve 

which made the original a classic has 
been lost during the switch from 
monitor and mouse to small screen 
and nub. The portability that saw the 
game through its tour of every major 
format during the '90s has finally 
fa iled the test of time, and it's the 
trawl of the cursor between one 
lemming and the next that does this 
interpretation the most damage. 

The notion of games from the 
16bit console era on PSP isn't 
anachronist ic - MercUty integrated the 
sentiment well enough into much of 
its frontend alone -and Team 17 has 
in no way made a lazy update. 
Lemmings is a subtle mix of old and 
new that feels like a natural 
convergence of DMA's tit le with its 
adopted developer's own Worms. it's 
authentically chirpy, especially in terms 
of audio, and overall it feels honest 
and enthusiastic rather than cynical or 
efficient. For many, though, the 
problem will be over-familiarity, 
something that, over the years, has 
turned the chime of 'Let 's go!' into 
a rather more muted 'Let's not' . [6] 



oming after the Xbox and 
arcade reb1rth of OutRun, 
Sega Rally 2006 feels utterly 

underwhelming. Cars 100k t1red and 
faded, the dullest that classic rally 
vehicles have looked for QUite some 
time, and exhaust pipes backfire in a 
manner that sounds like a death rattle, 
while the tracks' most prominent 
charadenstic is pop-up, and they feel 
devoid of any 1nterestmg curves. To 
begin with, it's almost a shock, a 
genu1ne fall from grace Does one of 
history's greatest arcade racers deserve 
such a lacking update? 

But, of course, this is a Sega dnving 
game and any initial m1sgiv1ngs are 
supposed to melt away under the heat 
of a subt1y tuned exper ence centred 
on enJOyable unreality. Wh1ch they do, 
part1ally - the cars are floaty, even 
more so than 1n the ongmal, and 
there's little need for traditiOnal driVIng 
lines or, indeed, considerate braking. 
Sl1des barely feel like they' re digging 
in, but the overall speediness means 
the game has something unique to 
offer m its incred1bly short stages. 
Several hundred of them are packed 
into Sega Rally 2006, plenty of which 
feel interchangeable, but their bnef, 
drag-strip-style nature allows them to 

The dusky African stages - one of a handful of 
generic themes - come the closest to looking 
good. There are few cou~ whose curves feel 
anywhere Mar as varied as the original's 

be memorised quickly, and lets the 
player begin shav1ng time off the1r runs 
in a far more immediate manner than 
a typical rally game 

The game's career mode, featuring 
plentiful upgrading and tuning 
possibilities, requires some effort 
before 1t begins to engage, but time 
attack and the typ1cal arcade mode­
where players snake their way past the 
14 other cars over four short tracks -
are there for those who want easy­
access play. 

Through this, the game st1l has 
some hooks with which to snag 
players, even if it does feel largely 
unpolished. lt's likeable, but feels an 
unworthy Sega Rally heir - not totally 
devoid of worth, but an insufficient 
update that's missmg that essential, 
glorious Sega spark. lt may be unique 
on the PS2 driving landscape, but it 
remains only mildly exhilarating. [5] 

Renditions of the original Sega 
Rally courses are included. Indeed, 
the limited Japanese edition 
includes a bonus disc containing 
a convenion of said classic 

ey of Heaven's lush exterior -
all sweeping RPG story1ine and 
spectacular combo-based 

swordplay- seems unusually 
approachable, but underneath hides a 
mmd-warpmgly dense system of 
menus and options. Its fighting system 
h1nges on slotted 'bugei' scrolls, whiCh 
need to be filled m with 'kenpu', 
collectable tokens representing single 
moves wh1ch can be strung toge~her m 
set sequences, or, w1th freestyle scrolls, 
at the player's wh1m to create their 
own unique and d1sarming dance. 

it's a system of laudable subtlety 
and invention, but care given towards 
creating these limitless combinations is 
instantly squandered when 1t's 
discovered that these elegant 
sequences are fuelled by nothmg 
grander than plain old one-button 
mashing. As the game progresses, 
f1ghts never seem to evolve any further 
than a senes of exploitable traded 
cheap shots. with a maddeningly 
delayed parry move ensuring that 
even the attack you see coming has 
to be endured for 1ts first several 
conneds before you're able to finally 
duck away. 

Despite the pretensions of its grand 
cinematics and RPG-hte levelling, at 1ts 
core it offers scarcely more depth than 
any number of arcade brawlers that 
came a decade before 1t. Wh1le on the 
face of it that's hardly a damning 
charge, placed in a free-roaming world 
with ineffedively denoted objectives 
and an almost entirely indeCipherable 
map, it fails to offer any of the 
measured and deliberately paced 
ad1on of its predecessors. Instead, 

Many of Shinbu's higher level chi attacks have 
the added bonus of knocking back his opponents 
long enough for a recharge, making it one of the 
later game's more exploitable offensive plays 

it lets the player wander and backtrack 
the labyrinthine corridored countryside 
endlessly, paus1ng only for the 
occasional one-button scrap. If to 
know a man you must walk a m1le in 
h1s shoes, by the game's end you'll 
know hero Sh1nbu ten t1mes over. 

Between 1ts laissez-fa1re approach 
to combat, 1ts underdeveloped system 
of rock-paper-scissors elemental magic 
attacks, and its oversimple levelling, 
Key Of Heaven offers none of the 
immediacy or impad of its handheld 
action-RPG brethren. Approached free 
of any expedat1ons h1gher than 
endless, mindless single-button 
mashing, the kenpu collecting and 
scenery spott1ng can provide some 
limited enjoyment in smaller doses, but 
approached as an epic quest, Key Of 
Heaven is one better left umake'l. [4] 

Shinbu's attacks, no matter how disjointedly 
designed, are nonetheless attractive. though 
you'll rarely feel you' re doing much more. There's 
an insurmountable feeling of disconnection 
between the player and the action throughout 



he big question with the DS 
was always what to do with 
the second screen, and even 

Nintendo, even on its home turf of the 
2D platformer, can sometimes seem a 
little lost. Swaying like a sl ightly sinister 
sex doll on the lower screen is not, by 
any stretch of the imagination, a good 
look for Mushroom Kingdom royalty. 
it's more inviting, perhaps, of an 
inquisitive poke with the finger than 
the four hearts surrounding her, but­
as you soon find out through repeated 
prodding- it's a futile exercise. Those 
hearts are the only means by which 
the Princess can be animated. 

Each of the four hearts is essentially 
an extra button - a means of 
activating Peach's emotions. Red, for 
example, sees her exploding with rage 
and, surrounded by fire, she can burn 
bridges or dispatch encroaching 
enemies. Conversely, the blue heart 
will send her into floods of tears. The 
water can be used to make I ittle 
sprouts grow (al lowing her access to 
higher ground) and the extra running 
speed gained can be used to sprint 
over rapidly disintegrating platforms 
that she would otherwise be unable to 
traverse. The use of these powers is 
finite, however, and her depleting 
stock can only be refilled through the 
collection of crystals. The challenge, 

Peach's primary attack comes from her parasol. 
This talking companion can be wielded like a 
dub or used to throw enemies. lt can also be 
upgraded, delivering new skills like a charged 
attack or the ability to be opened mid-jump 

The captive Toads hidden in each stage are your 
primary motivation for replaying levels. Although 
finding them all is a necessity, they're rarely 
difficult to free inside the relatively small levels 

then, is knowing which of these 
unique abilities to use and when, in 
order to solve simple environmental 
puzzles with the ultimate goal of 
rescuing three captive Toads per stage, 
which is the requirement for the final 
showdown with Bowser. 

Unsurprisingly, given Nintendo's 
pedigree, the execution is solid and the 
presentation unashamedly saccharine. 
Reminiscent of Yoshi's Island, it's 
awash with pastel shades and, in 
keeping with the game's heroine, has 
an almost embarrassing abundance of 
pink. There's an unshakable air of 
good cheer here: Peach nonchalantly 
skips through hazards, the difficulty 
never rising above mildly taxing, and 
the game's hidden collectables 
revealing themselves with little effort. 

As a result, progression is 
remarkably swift, allowing you to 
scamper from stage to stage as fluidly 
as Peach's jaunty soundtrack. You may 
pause on occasion to tackle one of its 
more mundane, tried-and-tested 
platforming motifs - or perhaps sigh 
in dismay at the fact that, though her 
repertoire of skills is vast, there's rarely 
scope for invention. But there's 
certainly something to be said for 
such a calming, stress-free adventure­
a game that goes out of its way to 
provide a holiday as much as it 
does entertainment. [6] 

he last time Game Freak made 
an original game it went on to 
sell over 100 million copies. 

Drill Dozer (known as Screwbreaker in 
Japan) may be the fol low-up project to 
the Pokemon empire, but its gameplay 
(and, let's face it, sales potential) is 
considerably different. 

lt has as its starting point not just 
the idea that platform games are 
getting stale, but that even the 
platforms themselves are in need of an 
overhaul. Consequently, it gives its 
perky heroine a 'drill dozer' mech su•t 
with which she can burrow and blast 
through obstacles in her way. Not that 
her trusty drill is limited to demolition 
duties: it's also your main form of 
attack and defence, allowing you to 
bore through queues of enemies and 
deflect the blows of the elaborate 
bosses which await your arrival at the 
end of each of the game's varied 
levels. And it can also be used as a 
form of locomotion - propelling you 
through threaded tunnels, powering a 
rotor so you can take to the skies, and 
giving you crucial purchase on special 
jelly blocks that boing you up and 
away to your destination. Once it 's got 
you where you need to go, and 
destroyed what you need to destroy, 
it also plays a crucial role as a key for 
locked - or rather armoured - doors, 
and as a switch as it unscrews bank­
vault tumblers and powers machinery. 
it's a peculiar idea to grasp, but it's 
impossible to argue with how 
successfully Game Freak has taken one 
simple design decision and made it 

REVIEW ~ 

Later levels test your drill dexterity 
by pitting you against a rising tide of 
spikes. The gear system which governs 
the speed of the drill sets up a Sf nse 
of skilled and rhythmic momentum 

integral to movement, combat and 
puzzle solving. 

it's the sign of a confident. focused 
developer, and that impression is 
confirmed by the rest of the game. 
Level design is smart and entertaining, 
encouraging replay to sniff out secrets 
and bonuses. The dri ll system, though 
peculiar, is neatly exploited to provide 
satisfying tests of dexterity and lateral 
thinking, and puzzles are slight but 
straightforward, running no risk of 
bogging you down. The presentation 
is crisp and characterful, and the 
animation surprisingly charismatic. lt 
may be from the Pokemon stable, but 
it's a game that shows flashes of 
design which owe something to 
Metroid and flashes of humour which 
owe something to Treasure. Only the 
slight clumsiness of combat and the 
faint hint of inevitability about the 
boss encounters weaken what is 
otherwise one of the GBA's better 
platformers, and a rare treat on an 
undeservedly neglected platform. [7] 

Boss fights mostly hinge on the same dynamic­
requiring you to expose a weakpoint through 
which you literally screw your enemy to death. 
A well-calibrated restart system lets you buy a 
second (or third. or fourth) chance should you die 
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THt: MARt< OF KRI 
fORMAT PS2 
PUBliSHER SCEE 
DEVELOPER SCEA/SONY SAN DIEGO 
oriGIN us 
RE .EASE OAT( IULY 2002 

at her round, all of you who 
would listen: I llave a ute to 
tell'. So began The~Mark Of 

-Kri, as a storm ot"line drawing~ • 
gathered to accompany tbe narrator's 
voice with illustration, equal parts 
Polynesian myth and Disney flair. 
Lines solidified into sketches, 
sketches into watercolours, .._ 

barbarian ~ero. That hero was Rau: 
barrel-thested, limbs lilc:e tree trunks, 
wordles~ other than bellowed war 
cries, taking the st~ong-and-silent 
archetype to an ex1reme only possible 

:!1 :.,:·
1

• in legend and videQgarnes~.Ho~ever .; 
. exaggerated, his actions were !j, lt 

ponderous and natural, leaving the ' 
watercolours into the flat-shaded ·• mysttdsm to his aVlcln spirit guide 

Kuzo. A literally eagle-eyed scout, 
Kuzo could be sent 011 ahead to · . 
provide advance warning of ene~ 
positions - ·one of two o~rvers 

•1: ··~ 1 it•"' I .. 

litl·N 
\ t ~· , 



llo leu wtiifyin9 for i~ l!nderstatoment. Rau's bow 
~llow~ 111111rmoured ~nemies to be executed from a 
distance wrth a single careful shot, or brought down 
wilh lhm if desperation precludei measuring up the 
fatJI arc. Armoured archers perched on unaubilable 
cover art tile most dange<ous enemies on the game 

accompanying Rau on his travels 
The other was the player, as the tale 
of Rau's progress was only slightly less 
preorda1ned than Dirk the Danng's in 
distant predecessor Dragon's Latr 
With no place in the retelling for 
fumbled jumping puzzles or 
backtracking in search nf some door­
opening relic, interaction was limited 
to pressing him deliberately on down 
the path of most resistance. So 
reduced, it becomes a study in 
premeditated, methodical violence- a 
sensation later to be reprised by 
Manhunt. though Kri asks the player 
to surrender to it with no moral 
queasiness. Much of the game's thrill 
isn't drawn from combat itself, but 
from the prelude to it: the Juno 
Reactor soundscape dropping to a . 
primal murmur, the 'focus beam' 
targeting system snaking outwards in 
an angry red heatwave and low­
frequency hum Even stealth is 
transformed by its use as an entirely 
aggressive posture: an executioner's 
t read in place of apprehension. 

When Rau finally explodes in man­
on-many battle, it plays out as a 
subverted boss encounter in which 
he's the boss, dismembering 
opponents with passing, almost 
accidental ease it's savagery as 
characterisation, not gratuitous 
violence, even if the gawking slow­
motion that frames fatal blows 

ktwHn lt~s. Kn .rttenoptS a more ft.lturll; flowins 
frontend wothln ~·i home. an im lh.Jt becomes 
progrmrr.ly more busUmg wrth life and ~ide 
comtertatioM ., tile ga~M progress." I!'~ marred 

• slightly by the P$2's protracted loadrng time>. tllougl> 
lj 'l ,, . t.l 

suggests the latter- but the shock 
effect is just as relevant to his in-game 
audience. When one of their 
companions IS butchered, enemies are 
briefly cowed into hesitation, giving 
Rau the chance to switch weapons, 
targets, or find better ground. Battles 
tum on choosing the right moment to 
make a grisly example of an enemy, 
then using the shocked calm - again, 

last standing. Surprisingly, a bungled 
sneak attack seldom spells disaster, 
provided players can adjust from the 
rhythm of dispassionate assassination 
to furious battle ahead of Kn's 
otherwise regular schedule. 

Perhaps tardily, it takes the 
first two of Kri's six levels to truly 
appreciate that schedule, and settle i 

llcl G IIGU 7 !C ~"-' lt Ill. l 
many battle, it plays out as a subverte 
bo encounter in which he's the boss, 

me ~~: ~ - .;~..,. 

the prelude to the kill-to lunge for 
the next qefore they recover. 

Some felt this mercilessness to be 
at odds with the cartoon stylings, but 
JUst as the visual treatment was larger­
than-life enough to express legend, it 
allowed the gameworld to be painted 
in simple, singleminded strokes. Rau is 
a force of necessary good, and his 
enemies are simply obstacles until left 
lifeless in his trail by the most brutally 
efficient means possible. Stealth is 
simi,larly binary, as once- Rau has been 
seen, he cannot creep back around a 

to Rau's path-clearing stride. 
players. it comes in the mist and Ion 
birdsong of Heiadoku Forest, timing 
Rau's swings so as not to bury them 
the sides of ancient trees; for others, 
redaiming the fallen fortress of 
Vaitaku, picking archers off 
battlements through the snow haze 
and leaving throttled samurai 
sprawled in the drifts. After that, 
Rau's newly gifted ceremonial spear 
receives its blooding six foes at a 
j n the rainswept ruins of volcanic 
Meifiti- and then the tale ends on 
another precursor to Manhunt, with 
shift from predatory stalking to 

. - bloodlust. In a frontal assault on an 
··l·. 



.. -. 
ln-g<l!lle, Rau and plot dlaracttrs retain a$imilar 
lt'V<!I olv1sual cllaractensatoon to their hand· 
drawn equivalents. but the enemy hordes are less 
personable. lhtlr animation pld<s up much of the 
slack, even illt's necessarily variations on a 
theme of writhing In agony or messily expiring 

undead army immune to surprise, 
other than the surprise of being split 
In two by Rau's battleaxe, there's no 
call for stealth. After finally accessing 
the game's full complement of 
weapons, it becomes a liability to use 
anything but that axe. And after 
trusting Kuzo's eyes for so long, he's 
left to circle unused for the majority 
of this final onslaught. 

. By positioning it as the grand 
finale, though, it becomes a guilty 
pleasure, an opportunity to shrug off 
the self-control and deliberateness of 
what's gone before. lt's only when the 
game continues outside the story, In a 
series of free-for-all arena battles, that 
it becomes apparent how much the 
release of Kri's violence relied on the ;. 

· build·up before it. The combat system 
js far shallower than the designers · 
would like to believe, and when its 
rage is relieved of context beyond kill · • 
count and time attack, it's just a 
game-of-the-film, a merchandising 
t ie-in to the feature event. Here, Kri 
could have been stronger by not 
trying to provide the unlodcable 
extras expected of an action game, 
and instead spreading the richness 
further across the tale it had to tel l. 
White the bleaker locales of its second 
half are an intentional contrast to the 
opening's overgrown splendour, 
th~{re also noticeably emptier- and 

more prone to the technical glitches 
that chip the art design's paint 
throvghout. Kri doesn't lack polish so 

· much as finish, dropping it just short 
of the cohesion - though not the 
conviction- of its generation's art­
school iconoclasts, and making it all 
the easier for it to go uns.ung for its 
failings as a videogame rather than its 
accomplishments as an experience. 

But for those who would listen, 
and watch, and feel, it's as much a 
companion piece to Ieo as anything 
the PS2 has seen since that title, 
prioritising its singular mood ove! 
conforming to demands of gameplay 
breadth, length or immediate 
replayability. God Of War may have 
proven that SCEA's developers covld 
shoulder up to Japanese mechanics, 
but Mark Of Kri showed lt could 

The events of Kri dose with 
an appropriately mortal 
finality, but the overarching 
legend all but demands 
Rau's return - a return that 
would be made in US-only 
2005 release Rise Of The 
Kasai. Passing the legend 
on to Rau's younger sister 
Tati (below). K~tsai 
unfortunately suffered from 
being obviously unfinished 
in all but its animated 
presentation. The indusion 
of more traditional action 
elements such as boss fights 
and switch hunts was ill 
judged, downplaying the 
game's strengths while 
failing to widen its appeal. 
Teasingly, it concludes with 
far less closure than Kri, 
prophesying Tati's rise to 
become queen of the series· 
savage empire: but the 
muted reception of both 
titles may le01ve the details 
of that story unrecorded. 
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THE MAKING OF ... 
ET THE EXTRA TERRESTRIAL 
Could one Atari VCS cartridge really bring an industry to its knees? 
We dig deep to discover the truth about T he Worst Game Ever Made' 

FORMAT: ATARI VC.S PUBLIStlCR. ATARI OCvtLOPER: HOWARD SCOTT WARS HAW ORIGIN: US RELEASE DATE: 1982 

-

million spent on acqu1ring the 
licence to ET. There are the holes ­
or, more accurately, 'wells'- 1n 
which the stranded ahen spends an 
inordinate amount of t1me during 
gameplay. There's the hole in the 
New Mexico desert where several 
mi llion unsold ET cartridges are 
reputedly buried. And there's the 
hole into which Atari fel l after the 
game's commercial failure such a 



-



Despite the limits Imposed by time 
and only 8K of memory in which to 
work, Warshaw still managed to 
include Easter eggs in ET. 

"I was always a proponent of 
the value of hidden features to a 
game," he asserts. "I was 
determined that each of my games 
would feature a character from my 
previous ones, plus my initials and 
the number of that game. With ET 
it's all about the flower. If Elllot is 
holding exactly seven Reese's Pieces 
-I chose seven because that's 111 in 
binary, so it's easy to mask - and 
you have the right phone pieces 
when you heal the flower, it 
becomes Yar. Do it again on the 
second level, it turns into lndy, and 
on the third, you get HSW3. And if 
you look at the phone pieces 
themselves, they're the letters 
H. S and W, bent and twirted. • 

For more Atari secrets, investigate 
Warshaw's candid account of his 
time there via a DVD, available 
from www.onceuponatari.com 







lt didn't manage to meet its Christmas 
launch schedule, but Ageia's S200 PnysX 
physics PC add-in board should be 
available as Edge nits the shelves. 

"Our goal is to change the level of 
realism in games, • says Ageia CEO and 
eo-founder Manju Hegde. • At the 
moment, in software you can nave 30, 
SO or maybe 100 active objects, but 
with PnysX you can do 30,000. That's a 
tremendous difference, especially as 
there are other features such as fluids 
that you just can't do running physics 
on the CPU." 

But the biggest factor in any success 
won' t be what the hardware can do, 
rather the quality of the supporting 
games. "We're expecting between five 
and 1 5 titles that matter at launch, • 
Hegde says. 

And there nave certaonly been 
plenty of developers and publishers 
signing up, with the likes of Atari, 
Shiny, Sega, Ubisoft and Mythic 
supporting PnysX. it's been integrated 
within Epic's Unreal Engine 3. too. 

One of Ageia's tricks to encourage 
take-up has been to offer its software 
physics engine for tree, as long as the 
resulting games also support the PnysX 
hardware. This means developers can 
implement the usual array of rigid body 

collisions, ragdoll animation and 
complex cloth simulations in their 

games for PlayStation and Xbox 
platforms as well as PC. Only in the case 
of the PC do they have to create the 
additional assets that will be used 
should a gamer be packing PhysX. 

it's a strategy which has had some 
interesting repercussions in terms of 
physics middleware. Before Ageia came 
into the market, Irish provider Havok 
was preeminent. With Ageia expecting 
to make its money from the sales of 
physics cards, not the sale of 
middleware, Havok has had to react 
quickly to stop its business being cut 
from beneath it. 

One answer is Havok FX. like 
Ageia's approach, it uses the power of 
hardware to improve the level of 
physical simulation in PC games. Unlike 
the dedocated PhysX chip, however, 
Havok FX can run on any high-end 
graphocs card and especially leverages 
the potential of dual cards such as 
Nvidia's SLI and All's Crossfire 
configurations. 

Havok's Jeff Yates says he thinks 
it's a more sensible way for players to 
improve their game experience: "If 
consumers are going to get an extra 
piece of hardware on their PC, it doesn't 
make sense they would buy something 
that may sit idle while the physics is not 
active in the game. But an extra GPU 
can do physics or graphics." 



The launch of a new Microsoft operating 
system is always a big event for the PC 
market. And with gaming now a priortty 
for the company, thanks in part to Xbox and 
360, the change in emphasis is expected to 
be well to the fore whenever Vista finally 
meets Its public. 

"Gaming is one of the most important 
elements for Vista," emphasises Chrls 
Donahue, lead technical evangelist for the 
Windows Graphics And Gaming Group. 
"Sixty per cent of Windows software sales 
are games of some sort. but most PC users 
don't associate themselves as garners. This 
needs to change.· 

This attitude will be reinforced with a 
major advertising spend on gaming as part of 
the Vista launch. 

There will also be some obvious changes 
In terms of the consumer experience. Games 
will be highlighted within the menu system 
and be more accessible in terms of patches 
and upgrades, as well as enabling parental 
controls. Another element will be WinSAT. 
The Windows System Assessment Tool is a 
profiler which analyses the specification of a 
PC. This means developers can ensure their 
games run at the optimal settings in terms 
of resolution and rendering quality. The 
console-style Easy Install option means PC 
games can be played as soon as the d isc is 
placed in the drive. 

There will also be changes for developers 
to get their heads around. Key will be the 
introduction of DirectX 10. A collection of 
standard technologies for PC gaming, DX10 

marks what Donahue calls the beginning 
of the 'next-next-gen' hardware. 

"lt's designed to handle a five to 

tenfold increase in performance,· he 
says. Crucially, however, unlike previous 
versions of Direct)(. DX10 will mark a clean 
break from the pa$1. "Just as there's a break 
between Windows XP and Vista, so between 
DirectX 9 and 10, • claims Donahue. "lt had to 
happen at some point.• 

These changes include a new driver 
model, the Introduction of Shader Model 4.0 
and a new scheduler and memory 
virtualisat ion system. One outcome Is that 
games which use DirectX 10 won't work on 
PCs running Windows XP. Similarly, games 
developed using older versions of DirectX 
will have to be handled through a software 
layer, causing the usual performance hit 
associated with emulation. 
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Games wtll be a more important component of 
Miaosoh's upcoming Vista operattng system. With 
many improvements promised in terms of instal long. 
updat1ng and generally getting games to work 1n a 
mort transparont fashton than they have previously 

The future of PC graphics. according to these ATI demos, 
includes the ability to handle massive amounts of geometry 
data using level-of-detail systems to offload the burden for 
far-away objects. as well as dnetNtk tffects such as the 
reHection and refraction of dynamic water and depth-of· 
fitld tffects to highlight the dratNtic nature of encounters 

PC trend #3: Faster, faster graphics cards 
As tick follows tock, so ATI's latest 
announcement followed the previous 
one from Nvidia. What remains 
continually surprising, however, Is the 
capacity of the high-end PC market to 
accept ever more complex and 
expensive graphics cards. Nvidia's 
decision to launch its dual­
configuration Scalable Link Interface 
(SLI) technology in 2004, thereby 
doubling the annual upgrade cost for 
a 50 per cent performance hike, even 
caught arch-rival ATI by surprise, 
although it followed suit with 
Crossfire last year. 

In terms of current top 
dog status, All's just· 
launched X1900 
architecture is 
considered most 
capable. But so 
it should be: 
consisting of 321 million 
transistors, it's the most complex 
consumer GPU ever produced, and 
costing $650 in its Radeon X1900 XTX 
configuration, the most pricey too. 
Technical markers in the sand for the 
XTX include 48 pixel shaders, a clock 
speed of 650MHz. 512Mb of DDR3 
memory and a 512bit ring-bus 

controller to ensure information 
can be passed quickly between 

its components. The result, says ATI, 
is silicon that's rated at a massive 
554 gigaflops. 

But the thinking behind such 
power isn't just about grunt, as 
Richard Huddy, who's in charge of 
European developer relations at ATI, 
attests: "lt's not about framerate any 
more but about the cinematic use of 
pixels. With almost all PC games now 
using pixel shaders to create effects 

such as soft shadows and 
atmospheric lighting, the 

focus for developers 
is making sure 

their pixels are as 
beautiful as possible. 

On average, developers 
are applying around 30 

shaders to each pixel they 
draw. But already some are 

using hundreds.• 
One technique enabled through 

such processing is parallax occlusion 
mapping (sometimes simply termed 
parallax mapping). Like previously 
explored techniques such as normal 
and displacement maps, this works 
by adding three-dimensional effects, 
such as self-shadowing on detailed 
flat surfaces like walls and floors, and 
can already be seen in the likes of 
Perfect Dark Zero on Xbox 360. 
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tent ion spans are shrivelling but 
multitasking skills are on the rise. We 
uickly grow bored of anything that 

isn't constantly, obviously changing. We rush 
headlong towards the money shot not 
necessarily because the foreplay disinterests -
just because our appetites are so much harder 
to satisfy. We don't have time to linger, to take 
slow-burning satisfaction, because we have so 
many more choices to make instead. The 
trouble is that there's so much choice - so 
much more is so much more convenient that we 
are so spoiled for choice and find ing it harder to 
choose to the point of paralysis. (I say'we' - I'm 
generalising, of course, to ingratiate or alienate.) 

It's not uncommon for me to end up 

listening to music while alternating between 
watching subtitled TV or film, reading a 
maga1ine or book, playing a game and 
conversing. I make my own multimedia mix of 

time trying something just in case it improves 
and becomes more involving (it so seldom does). 
It's not a matter of forming opinions based on 
superficial contact - more relying on the true 
beauty to shine through from the outset. There 
has to be promise, a suggestion of something to 

make the journey worth enduring - and to 
make the establishing experience satisfying. A 
slow build is all very well, but there has to be an 
overture, a glinuner of hope - a taste of the 
shape of things to come. 

All this is easily undermined by too much 
choice beforehand - too many layers of shit to 
cut through before I even get to play (and that's 
without considering plodding cinematic 
ceremonies that cannot be sped up, let alone 
avoided). Why more of this bureaucracy can't be 
naturalised (as in seamlessly part of the namral 
order of play) I don't know (Animal Crossing: 
Wild World, by all accounts, makes a 

I have allowed myself to be sullied by extreme exposure 
to multiple media, especially computer and videogames 11 

entertainment. I need to be heavily engaged -
there'~ seldom enough to fulfil a single sense. 
I need more - more sen~es absorbed more fully. 

But this is less about embracing choice and 
more about reflecting my inability to become 
wholly absorbed by anything for longer than 
five minutes - and easily distracted to boot. I 
have allowed myself to be sullied by extreme 
exposure to multiple media, especially 
computer and vidcogamcs. l hardly ever 
experit'nce any entertainment in its entirety any 
longer, but it doesn't matter. 1 enjoy piecing 
together big pictures from fragments - a 
melange of moments. 

I sample as much as I can as quickly as I can, 
and make snap judgements. It saves me wasting 

considerable effort here). The increased use of 
Quick Play (or equivalent) options as a shortcut 
through all the crap acknowledges but doesn't 
fundamentally address the problem. 

There was a time when I was 'pro choice' 
with play, and linearity made me cross. I 
enjoyed the illusion of freedom in the likes of 
Elite, Mercenary, Exile, Stars and eventually GTA. 
It's like theatrical improvisation. A few prompts 
aside, there's no one to tell you what to do and 
when to do it. 

Which weapon to use? Which rome to take? 
How best to go about this? llow much choice? 
How far-reaching the choice? The more 
complex the microcosm, the more choices 
emerge and the more clirection is required, 

making development all the more demanding, 
having to consider and cater for ever-increasing 
player outcomes. Having fewer choices PljOVides 
a defmite safety net for all concerned, although 
I'm not advocating an extreme akin to those 
simple roleplaying books, Dragon's Lair, et al. 

It's said that meaningful choices are a key 
factor in making games compelling (the same 
could be said about life in general). An 
increasingly common 'meaningful' choice is 
between good and evil, seeing both sides of the 
coin. The formality of such a choice - by 
providing either a formal choice or formal 
recognition (because it only becomes a valid 
choice if the product officially acknowledges 
your act ions and achievements) - makes it just 
one more decision I'd rather not consciously 
have to make. 

It might be a phase, overexposure to the 
meditun and supposed freedom of choice, age, 
growing disinterest or just plain idleness. But 
I'm bored with too much choice. I want 
direction - more obvious routes toward better 
reasons to make choices. Not for points or 
superficial prizes but for obvious results -
dear-cut change, an obvious difference, 
masturbatory self-satisfaction not orgiastic 
achievements that only have meaning when 
shared with others. Acmally, age does have 
something to do with it - experience makes 
much of The New less fresh, more obviously 
contrived, less appealing or profound - easier 
to shortcut and predict, if not in terms of 
content or delivery then in terms of concept 
and how it engages. That true lack of choice 
isn' t surprising- it's all sown from the same 
seeds. T he bottom line is this: you accept more 
of the same and enjoy it for what it is or move 
on to something else. Other forms of 
entertainment. Other choices. 

Gary Penn began his carctr on Zzap!64. before u:or~ins ut 
BMG and DMA Design. He now moires gam.s at Dtnki 
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n February last year, Qiu Chengwe, a 
41-year-old player of the online 
swords'n'sorcery game Legends Of Mir in 

which thousands of Chinese players gather to 
fight monsters and earn virtual booty, loaned 
his hard-won dragon sabre to a friend, 26-year­
old Zhu Caoyan. Instead of returning the sword, 
Zhu sold it on to another player for 7,200 yuan 

- about £soo. Qui Chengwe approached the 
police, but because the sword eJdsted only 
inside the game, no law had been broken. So 
one morning, a month later, Qui broke into 
Zhu's house. Zhu barely had time to put on his 
underwear before Qui stabbed him to death. 

In June, a Chinese court sentenced Qiu 
Chengwe to death. (The sentence was 
suspended, and Qui will spend at least 15 years 
behind bars.) Punishing crin1es that take place 
entirely in virtual worlds, though, isn't always 
so straightforward. 

collect debts from your virtual enemies. (In The 
Sims On line they used to hire virtual escorts, 
but Chase - who once ran a porn site in his 
spare time - closed down the prostitution 
rackets because there was too great a risk of 
underage players hiring virtual hookers. In 
Second Life, however, where all the 10o,ooo 
other residents are over 18, hiring a virtual 
escort is as easy, and about as expensive, as 
buying a virtual pair of shoes.) 

After a lengthy vetting process, I finally 
managed to meet Wallace. He received me in his 
virtual marble-floored mansion, sprawled in a 
virtual leather chair. "Currently, I have myself, 
the Consigliere, the Under-Boss, three Capos 
and several soldiers who work under the Capos;• 
he told me. (The Sims Mafia has already built 
up a reputation in Second Life; an interior 
designer, eager to curry favour, furnished his 
mansion for free.) Wallace told me about his 

Through the electronic looking glass, the rules of conduct are less 
clear. This is why Chase can be proud of his virtual crime family I 

I wrote about the Sims Mafia in a previous 
column. Sims On line player Jeremy Chase - a 
:z.8-year-old customer service manager and IT 
specialist at a California fi nancial company -
formed the Sims Mafia to offer virtual -world 
residents a choice of who to turn to with their 
virtual problems. As the Sims Online population 
decreased, Chase moved his crime family: not 
from New York to Las Vegas, but from The 
Sims On line to another virtual world, a freeform 
universe called Second Life, where he became 
Marscllus Wallace. There, for t he right amount 
of virtual currency, Chase's family offer all the 
services t hey used to offer in The Sims On line. 
They will virtually assault another Second Life 
resident and they will blackmail, bribe or 

latest virtual strong-arm move. An associate 
called Drax Lumiex, who owned a Second Life 
establishment called the Red Dragon casino, 
had asked Wa\lace, who operated a profitable 
dice game, to share his expertise. They went 
into business together, and Lumiex even acted 
as groomsman for Wallace's virtual wedding. 
(His bride was Mackenzie Draper, another 
Second Life character, played by Chase's real­
world girlfriend. As we talked, Draper, a pretty 
redhead, interrupted. She didn' t approve of 
his mafia activities and - exercising the 
privilege of Mafia Boss's Wife - she wasn't 
afraid to say so.) 

Wallace and Lumiex had planned to split 
the casino dice-game's virtual profits but, 

according to Lumiex, the casino always made a 
loss. Wallace sneaked in and installed himself 
as a dealer; his table made money. He wdked 
over to the next table; that table also made 
money. A true mafia vendetta was in the offing. 
Even though Lumiex had been a groomsman at 
his wedding, Wallace couldn't let this stand. 

Lumiex's casino was famous in Second Life 
for the unique facade: a huge sculpted red 
dragon with the casino door in place of the 
mouth. For months, Wallace worked to 
earn Lumiex's trust. Finally Lumiex asked 
Wallace to become a casino partner, and gave 
him permission to modify objects inside. 
Wallace decided to serve his vengeance cold. 
He deleted a partition wall, just to let Lumiex 
know what was coming. Lumiex panicked, and 
fumbled with his windows to try to revoke 
Wallace's object permissions. Then Wallace 
did the virtual equivalent of torching the place. 
He deleted the Red Dragon. 

In the real world, time is money; in the 
virtual world, money is time. Lumiex had lost 
the weeks and months it took him to construct 
the casino and its reputation, but he had no 
recourse for its loss: his virtual den of iniquity 
had no real-world legal value. Game developers 
need it to remain that way, otherwise every bug, 
closure or game change would be followed by a 
class action suit for compensation. The games 
would become true economies; every player 
would have to fill in a tax return. 

In the real world, Chase's mafia activities 
would be against the law. But t hrough the 
electronic looking glass, the rules of conduct 
are less clear. T his is why Jeremy Chase can 
be proud of his virtual crime family. His 
character name, which floats above hb virtual 
head at all times, declares: 'Marsellus Wallace, 
Sim Mafia Boss: 

Tim Guest is an author and veteran videogameltechnology 
journalist. I lis book, My Life lfl Orange, is published by Gran to 
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I 
finally succumbed to a long-resisted 
temptation to buy myself a big, up-yours 
plasma telly when I got hold of my Xbox 

360. Though I had to remove the from wall of 
my house to get it in - and murder my wife to 
get away wit h the expense - it is without a 
shadow of a doubt the most erotic purchase J 
have ever made. A lovely, crisp, high-definition 
screen and a sound system to rattle expletives 
from my neighbours. 

It was a given that it'd show off 360 games 
to their fullest, but it has unexpectedly 
regenerated my love of certain older titles. I can 
final ly play multiplayer splitscreen without my 
eyes melting, and I've been going back to older 
PS2 and Xbox titles and literally sobbing at how 
lovely they now look. What I do find going back 
to these older titles is that often they look a lot 
better than t he first wave of Xbox 360 games. 

Don't get me wrong: I think the 360 is a 

every magazine for a few years, and I can see 
exactly the same thing happening on t he first 
wave of Xbox 360 games. 

Perfect Dark Zero- or, as I like to call it, Lara 
Croft's Adventure In Laminated Land - is a 
perfect example. The actual design of the 
visuals is, at best, uninspired, the graphics team 
relying entirely on the machine to do the work 
for them. Reflections, and bump-mapping, and 
lighting, and shiny-shininess. Oh, it's all a 
wonderful demonstration of what the 360 is 
capable of. But are the graphics actually better? 

For my money a Supposedly last -generation 
game like Shadow Of The Colossus is a thousand 
times more gorgeous than Perfect Dark Zero. Not 
just because of its sublime atmosphere and 
glorious art design, but because the characters 
move in a way that you believe. Even something 
as hackneyed and bland as Shadow The Hedgehog 
is more 'believable' because, again, you have a 

For my money a supposedly last-generation game like Shadow Of 1 
The Colossus is a thousand times more gorgeous than PDZ 

sublime piece of kit with the potential to 
blossom into something lewd and brilliant. But 
as it stands, on a purely visual level, I'm finding 
the games less inunersive, and it's pretty much 
down to the sheer graphical prowess of the 
machine. What's that I'm saying? The graphics 
capabilities of the Xbox 360 are too powerful? 
Well, sort of. It 's almost as if the clout the Xbox 
360 has is making graphic designers a bit lazy. 

Many years ago, in a previous life, I was a 
graphic designer. I still remember the first time 
I played with Adobe Photoshop. It took me ages 
to stop applying filters to every design. It was 
so easy to apply a lens flare, or a distort ion 
effect, and take a fairly uninspired graphic to a 
whole new level. You could see it happening in 

character which belongs in his world. Who 
knows how a cartoon hedgehog of questionable 
morality is supposed to move? With game 
designers inexplicably obsessed with recreating 
the real world they seem to have been on the 
verge of photorealism for some time, but the 
way characters move has been stuck in the Dark 
Ages for years . Or, at least, an era when 
everyone had rickets. 

As much as I love Call Of Duty 2 - and it's 
quite possible to become caught up in the 
senses-juddering sensory onslaught - I'm 
always pulled ou t of it by the animation. 
Nobody moves like real people. They jerk from 
one cycle of movement to the next, all pretty 
much moving in exactly the same way. Likewise 

King Kong; the Xbox 360 version is one of the 
most visually impressive games I've ever seen. 
But the character movement stinks. If 're can 
produce a game that can recreate war- torn 
Stalingrad, and lush, tropical islands, can it 
really be that much more difficult to produce a 
game with human characters that move like 
human chara(:ters? 

Back when all games were about cartoon 
animals you accepted the movement of a 2D 
sprite, because it worked in relation to the rest 
of its environment. Now we're being treated to 
gorgeous, realistic recreations of reality, but 
they remain populated by art hritic cripples. 
Even the benchmark Half-Life 2 was let down ­
for me - by the movement of its human 
characters, and Resident Evil 4 falls apart when 
the character switches from walking to running. 
The transition from one state of movement to 
the other is a jarring reminder that you 're 
controlling a videogame character. 

The more stylised the visuals are, the less of 
a problem it becomes. Any of t he new Prince Of 
Persia games seem to work - staying true to the 
series' origins as an early barometer of realistic 
videogame animation. But scale up from there 
and you're immediately in trouble. All attention 
seems to be paid to the world, and the textures, 
and special lighting effects, and characters still 
move like they're trying not to disturb a big 
crap cake in their pants. 

Of course, the 360 is a whole new set of kit 
for developers, and doubtless Rare were like 
kids with a new toy, slapping that horrible 
plasticisation on every surface and character. 
But I'm hoping that as subsequent waves of 
games start to arrive that developers learn a 
bit of restraint, and realise there's more to a 
good-looking game than ensuring your 
characters all have rubbery foreheads. 

Mr Biffo eo-founded Digitiser, Channe/4's Te/Next-based 
videogomes section, and now w,;tes mainly for television 



I ONLINE OFFLINE 
I Choice cuts from 
Edge Online's 
discussion forum 

Topic:: Gaming slang 
When a game glitches and you 
fall through the floor or get 
rammed through a building 
(Driver, GTAJ anyone?) we 
always call it "the third place'~ 
fret-thinker 

A number of my mates utter 
the Zelda 'duh duh duh 
duhhhhhh!' jingle of joy when 
you open a chest, whenever a 

I stroke ofluck or other positive 
event happens to them. 
Case in point, my current I housemate likes to make bread, 
and utters said jingle when a 

I particularly well-risen loaf 
comes out the oven. 
Mr. Brooks 

I Not really slang but I know 
someone who does a perfect 

I 
intpression of the Crazy Taxi 
commentator, he sUps it tnto 
conversation all the time, eg: 

I 
"Oh, man! That was some 
Crrrazzzzy conillakes," 
"Hey, hey! Come on over 
and have some fun with 

I Crrraazzzz.zy Steve!'Yeah, 

I 

it gets pretty am1oyiug. 
LarryDavid 

I 
We asked for your opinions on the 
next-generation console war, fol lowing 
our 'PlayStation > versus the world' 
cover story, and we received tons of 
lette rs, taking up var ious strands of the 
debate. Here are the (edited) highlights 
(and some not-so-highlights, too). 

Ill I thought it was irresponsible for 
Edge not to shed any light on why 

Sony felt the need to show off 
prerendered sequences at last year 's E3 
rather than genuine PS3 footage. I 
remember reading reports in 
newspapers and on websites that were 
totally sucked in by the hype and would 
have thought that this would have been 

J Allard assuring us that the Xbox 360 
is actually more powerful than the PS3 -
honest! - or Reggie claiming that his 
new controller would allow him to kick 
ass in 'revolutionary' new ways, 1 would 
have liked to have heard what they 
think about Sony's next machine. 
Fraser Johns 

As it clearly stated in E159's editorial 
intro, in this instance we were focusing 
on bigger-picture issues and their 
implications, not what some might 
perceive to be marketing hyperbole. 
Which isn't to say that t here isn't room 
for Microsoft and Nintendo to share 
their feelings on PS3; we'll bring you 

You say that Revolution is going to be unlike the OS 
because its controller isn't like anything we've used, 
but what about when we first played with joysticks? 

an ideal opportunity to get Sony to 
explain why it misled the world about 
what the PS3 can actually do. 
Gemmell 

At the time of compiling the feature, 
Sony simply refused to go on record 
regarding any specific PS3 issue. Next 
month's issue should have some direct 
answers for you, though. 

• 
The PS3 feature in El 59 left me 
puzzled. Tt wasn't like a usual 

Edge feature, it was more like an 
extended version of one of Mr Biffo's 
columns but without the jokes, and 
also in certain places it read like an 
investor briefing (as someone who's 
worked in banking, l know a thing or 
two about such documents). I think it 
was because it didn't feature interviews 
with the players in the next -gen 
console war, which is what I would 
expect from Edge. Even if it was just 

their t houghts post-E3, in issue 164. 

• 
Why, when you were setting out 
to write an article about Sony's 

new console, did you even bother to 
mention the Nintendo Revolution? You 
yourself admit that Nintendo are going 
after a totally different market to Sony 
and Microsoft this time around, so why 
bother talking about its controller or 
the type of games we will see on it? 

To your credit, you did concede that 
Revolution is going to play host to the 
widest variety of software of all the 
next -generation consoles, but even then 
you couldn't help but ask if female 
garners who buy the machine are likely 
to buy many games for it. Have 
Nintendo forgotten to send Edge free 
games lately or something? 
0 Grinder 

The free games are still coming - and 
we're still really enjoying them. No, the 

point is this: Nintendo may be looking 
to draw in people who haven't ever 
played games before, but its core 
audience for Revolution, certainly for 
the short to medium term, will be the 
same people who've always loved 
Nintendo consoles. So it remains in 
competition with the likes of Sony and 
Microsoft, and is wholly relevant to a 
discussion driven by PS3. 

• 
You say that the Revolution is 
going to be unlike the DS because 

its controller isn 't like anything we've 
used before, but wasn't that the case 
when we first played games in the 
1970s? I don't remember usil1g a 
joyst ick before I got my hands on my 
brother's Atari VCS at Christmas at t he 
age of eight, but I do remember it 
feeling totally natural. 

Also, I think you are 
underestimating the appeal of 
backwards compatibility on Revolution. 
Who wouldn' t want to explore the light 
and dark worlds of A Link To The Past 
once more (for some lucky gamers it'll 
be their first time!), and what about the 
likes of Pilot Wings (I still can' t believe 
we never got a GameCube update!), a 
totally unique experience on both the 
SNES and N64 that proves Nintendo 
can turn their hands to anything if they 
want to? 

Just before Christmas I showed my 
DS and Mario Kart DS to three friends 
who were thinking of buying PSPs and 
they all changed their minds and are 
now proud owners of Nintendo's 
handheld. They are looking forward to 
the PS3 but I expect I might have to 
show them my Revolution when l get it, 
and then we'll see what happens ... · 
Scott Cavendish 

Revolution's backwards compatibility 
certainly shouldn't be downplayed as a 
concept, but at the moment it is just 



that: a concept, not a model. We need 
to see how its implementation pans 
out in order for it be clear how 
significant a part of the entire 
Revolution picture it is. 

Just as the OS has found itself 
as my most played console, 

despite the graphical whizzbangery of 
everything around it, I fully expect 
that the new Nintendo machine wil l 
make teraflops and Blu- ray as relevant 
to the future of gaming as a baked-bean 
cans and string arc to the future of 
mobile phones. 

But Nintendo will not 'win' the 
forthcoming war for a number of 
reasons. Generally, we in the west arc 

As Anonymous suggests. Epic's Unreal Engine J middleware 
is made avall•ble In trial form with PlayS tat Ion J devkit.< 

hundreds of normal-sized words you 
could've simply printed one giant word 
per page. I'm thinking this: 'FINALLY 
EDGE ADMITS TO BEING IN SONY'S 
POCKETS: Although I suppose such 

Despite what Nintendo may hope, it is the PS2's 
recent party-game explosion and not the Mario­
hosted parties that finally got my family to join in 

obsessed with power and Joe Bloggs is 
won over by a pretty lightshow, but that 
isn't Nintendo's biggest problem. 
What 's to say that Sony don't take 
some notes, observe and then produce 
their own revolutionary controller as an 
add-on, an optional extra, to the PS3, 
alienating nobody, encouraging 
everybody in their own bullish style? 

Despite what Nintendo may hope, 
it is the PS2's recent part y-game 
explosion and not the quarterly Mario­
hosted parties that have finally got my 
mum, my aunties and my grandparents 
to join in. Sony went for the I8-t0-30S 
in the Play6tation days by sticking the 
consoles in clubs; they've got almost 
everyone else in the PS2 days by 
grading our singing like a docile Simon 
Cowcll. Who'da thought it? 
Jason Scott 

And some might say that Nintendo 
actually looked at what Sony has done 
with the likes of EyeToy Play and 
Singstar and seen how well different 

·controlle rs' can work before finalising 
its Revolution concept. Would we? 
We can imagine the letters already. 
Speaking of which ... 

So, you choose to do eight pages 
on the PlayStation 3. Eight pages 

where instead of filling them with 

honesty would be asking too much ... 
blucdragon 

• 
Sony should be careful, as I may 
just purchase their console as a 

cheap Blu-ray disc player. Thi~ means 
that they will lose a lot ofthe 
investment they put into the hardware 
hoping to be recouped from softv<are 
sales. The only trouble is, where will I 
hide such a hideous piece of hardware? 
David fowkes 

It's likely that many people will buy a 
PS3 for prt'Ciscly the same rea!>on. 
PS2's sales certainly benefitted from its 
DVD playback capabilities, so you can 
only imagine what PS3 will do with 
compatibility with a new movie format 
if it gets in there at the ground floor. 

• 
So, according to your article, the 
PlayS tat ion 3 will have a hard 

drive? Since when exactly? 
Maart 

Some clarification is required: last 
month wt> ~tatcd that PS3 would hdve a 
hard drive as standard when in fact it 
may be only an option. It's not actually 
been confirmed whE'ther Sony will 
follow Microsoft''> model although, 
with base costs currently an issue, it's 
likely that thcre'll be a similar setup. 

Toplc• Morally­
indt-f~n•ihl<' gaming 
I used to s teal money from my 
mum's bag to buy Master 
System games &om my friend 
in fi~t school 0 promise this 
is not a metaphor for dntgS). 
Confession time ... \Vhat's the 
wor.1. thing that you've done 
in the name of gaming? 
~-m h 

Finding Streets Of Rage in the 
folks' cupboard just before 
Christmas and completing it 
before the big day. 
~ . 
Leicester Forl'st East service 
s tatio n on the M1 had a great 

I 
arcade which was pretty much 
umnonitored, allowing me to 
perfect the art of'spinning' ­
putting the old massive ten 
pence pieces into the sop slot 
slot and giving it a backwards 
spin whil<t pushing in said 
coin, and, with patience, luck 
and slcUlage, you could get 
regularly get three crl'dits for 
the price of one. 
Und~Monkey 

lnstead of having lmtclt at 
scbool, I used to use the 
money to buy all the 
Codemasters C64 games -
great days. I also remember the 
days before barcodes, in which 
you could swap price stickers 
over in places like Vvoolworths. l 
l'tn sure you can imagjne ... 
idt-.,.Jliir 

I was the project manag<'r for 
Tomb Raider: The Angel Of 
Dnlmcss. Beat that for evil. 
cl\ 

As a )'Oung kid I funded my 
gaming through the piracy of 
Speccy games. Whilst this was 
pre t ty bad in itself, what was 
worse is that I sometimes 
duped my schoolmatl's. As I 
could code and was okay at 
coaxing a decent image 
through the colour clash, I'd 
occ..,ionally knock up fake 
copies of soon- to-be-released 
titles. These consisted of" 
simple loader, a loading screen 
and finally an unfortunate R: I 
Tape loading error at the end. 
In mHigation, I nearly always 
followed up with a ' proper' 
copy and I eventually lea.rnt my 
le-.on when I distributed a 
title that never saw release. 

I BOX~ 

Just because Scga messed up with 
its Mega Drive add-ons, everyone 

thinks that any add -ons these days1are 
bad ideas, but there's no reason why 
releasing an HD-DVD drive for Xbox 
360 shouldn't work. It is, after all, 
intended for movies, not games, and 
if you look at an Xbox 360 plus an 
HD-DVD add-on as a bundle it will 
probably work out cheaper than 
decent dedicated HD-DVD player~. 
which will ensure that Micro~oft'~ 

console looks an attractive proposition 
to anyone looking to upgrade their 
home cinema ~'}'Stem. 
ORT 

True. That's assuming, of course, that 
there']] be a demand for HD-DVD 
players - Blu-ray may squeeze it out of 
the market the way Sony's own 
Betamax was once sidelined by VHS. 
And it may not. Ultimately, we have 
enough on our plates in the gaming 
world to be getting caught up in 
next -gen movie-disc format wars. 

I work with a PlayStation 3 devkit 
every day (I can't tell you 

anything about our project yet, but I 
fully expect it to get 10/Io in Edge, 
wink wink) and my • free' Unreal 
Engine 3 is nowhere to be seen. Does 
Edge know something we don't? 
Anonymous 

We received several emails on this 
topic, and some more clarification is 
needed. As you suggest, Epic's Unreal 
Engine 3 is supplied in trial format to 
the PS3 development community, not 
as some kind of packed-in freebie. 

11 The comparison in your PS3 
feature between the Xbox 360 in 

Japan and the Dreamcast doesn't hold 
up - Sega's machine was much more 
popular than Microsoft's when it first 
appeared. It also had a lot more killer 
software at launch, and was followed 
by a number of true classics (need I 
mention Shenmue or Phantasy Star 
Online? Even ChuChu Rocket? Thought 
not), which is not something I'm seeing 
on the Xbox 360 release schedules. 

Microsoft will never make it in Japan 
even if it makes it to Xbox 1080, and it 
should give it up now and focus on 
Europe and America, leaving Japan to 

'~Ill! » 
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two particular Japanese companies, 
Sony and Nintendo. 
Gary Shepard 

As this month\ feature illustrates Cps4l, 
thing,~ ar(' looking up for Xbox 360 
support from Japan's development 
community, although heavy-hitter~ 
remain t hin on th<? ground. In terms 
of direct Dr~:amrast comparisons, 
though, then• is no doubt that 
Microsoft hM a better handle of the 
online part of t he equation. 

I don't agree with the comments 
in your PS3 article regarding 

online gaming not being popular with 
game publishers. Having just moved 
from publi~hing to development, I can 
tell you that at my previous employer, 
senior management was falling over 
itself to sign up projects with onlinc 
compatibil ity. I think it's also 
interesting that a British company like 
Codemasters should sign up so many 
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cut out t a 
I was really hoping with the 
new generation of con.~oles 
we would •ee the back of 
cardboard cut out trees. If 
PCRJ and RR6 are anything to 
go by, unfortunately not. 1 
wish someone would make a 
driving game where their 
attention is spent on the 
tracks and not the car models. 

Forgive me for stating the 
obvious, but IT'S A CAME 
ABOUT CARS. DOA Extreme 
Beach Volleyball doesn't focus 
o n th~ erosion of beaches. 

Surely the most important 
thing about trees is that 
developers are ecologically 
aware enough to make them 
from recycled cardboard. 
H.1ngon ... 
b.;uridu 

LOOK.$ LD<£ IT'S ALL. ooc.»> TO - · 
"VOU 1111.1: ACQUJP4t> llY AC.CL.All'\ 

OtTEII. TAINI'1£NT U.C:. WWic;H 
Pfl.()I'IPTI..Y c:ou.APSES. YOUII. STUDIO 

IS 01$~ AND SOU> ~ TO 
c;o~ ACA:LAIJ'\s t<!NANe;IAL 

OII'I'lc;ul.. TIES. ATT'Ii:I'\PTS TO II&SC:UC 
THE STUDIO FAil.. QUI: TO u:GCIL 
~ 0~ lP WI1'1l aoTH THE 

US AND UK AI>I'\INUTl'.'ITOf'.S 
C&.Ali'UNG 11.16MTS. 6IVC ALL. YOUII. 
~TO THE-. 

GAM£o.....:a.· 

M MORPGs from Korea - if this isn't a 
sign that online compatibility is what 
game publishers want, what is? 
Anonymous 

As a long-time Counter-Strike fan 
(I play Source for three to four 

hours almost every night of the week), I 
think the future for online gaming on 
the consoles will follow what has 
happened on the PC, with a small 
number of games attracting the largest 
number of players (look at what has 
happened with World Of WarCra(r - no 
one I know plays any other MMOG), so 
it's no surprise that publishers aren't 
willing to invest in games that focus on 
offering lots of online playability. 
karusbi 

Who wants online action? Well, every 
publisher would like at lt•ast a s lice. 
How much is thrre to go :~round? 
That's the issue. A lot of money will be 
spl;'nt before the clear picture emNges. 

Congratulations - with your 
PlayStation 3 feature you finally 

turned into the UK version of f/le 
gone-and-not-at-all-missed ext 
Generation magazine. The only things 
missing were quotes from crappy 
American developers who've never 
made anything good but are desperate 
to be associated with the sexiest 
hardware so that their social standing 
is raised. Well done! 
Figs 

Hold on, we used to like Next 
Generation - it used to rwt some of 
Edge 's features, after all. When you 
call us [censored by legal deportment], 
then we'll be~in to worry. 

Send us email (edgeCfuturenet.co.uk), 
but be sure to use 'In box' as the subject 
line. Or send a letter to this address: 

llnbox. Edge, Future Publishing, 
30 Monmouth Street, 
Bath BA1 2BW 
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