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. HARDWARE I 

DS vs PSP (part two) 
Nintendo and Sony prepare to face 
off in the territory outside of gaming 

here's seldom been a format war as 
starkly defined and fiercely ideological 
as that between the Sony PSP and 

Nintendo OS. The machines' makers have both, 
at one time or another, argued that their products 
are so different that they don't really compete at 
all - but it's just that differentiation which has 
scored such deep battle-lines in the sand. Sony 
has sought to stamp its mark on the hand held 
console market with serious technological 
f irepower and multimedia capabilities- music, 
photo and video playback, UMO movies, and in 
an early firmware update, wafi inter net browsing -
that would take the fight to other kinds of portable 
devices. Nintendo, meanwhile, has sought to 
revolutionise it from within, with a singleminded 
focus on innovations in interaction that would 
change games themselves. To some degree, 
they've both already succeeded. 

But on February 15, at its annual OS 
Conference in Tokyo, Nintendo announced that it 
will bring web-browsang and digatal TV reception to 
the OS in Japan. Though hardly unexpected, these 
new add-ens for the machine mark a sudden 
strategic shift away from the company's oft-stated 
focus on pure gaming. Is Nantendo coming around 
to Sony's way of thinking? 

The OS's web browser is being developed in 
conJunction with Norway's Opera Software, already 
a special ist in pocket internet access via its Opera 
Mini and Opera Mobile products for mobile 
phones. Like the PSP. at will provide internet access 
in any wifi hotspot or wireless home or office 
network. Unlike the Sony machine's free firmware 

The main browsing mode for Opera on OS will feature an 
overview of the current web page on the touchscreen, and a 
zoomed-in detail on the screen above; presumably, the 
touchscreen can be used to scroll around as well as input text 

so~ 

Although it hasn't set a date, 
Sony has said that it plans to 
launch the l ocat ionFree 
streaming service in the UK 
before the end of the year. The 
base unit contains its own TV 
tuner, and even an infrared 
emitter to allow DVO control 

The OS's Japan-only digital TV 
receiver plugs in to the main card 
slot and has a retractable aerial 

browser, however, Opera for OS will be sold on and 
run from a regular OS game card. Nintendo expects 
to launch it in June for ¥3,800 (£19), a little less 
than a full-price game release There is no 
confirmation of a western version, but a 
spokesman said Nintendo was considering bringing 
a similar product to overseas markets, and given 
the enthusiastic response to the OS's wifi gaming 
service in the US and Europe, there would seem to 
be few barriers to its eventual worldwide release. 

lt seems a bold move to charge for something 
your competition offers for free, but with Nintendo 
president Satoru lwata announcing yet another 
Japanese sales milestone for the OS at the same 
conference - six million units sold in record time ­
boldness is a luxury the company can easily afford. 
Some will argue that Opera for OS will be worth 
the extra, too. Offering touchscreen link selection 
and text input via either an onscreen keypad or 
character recognition, and with the flexibility of 
display across the OS's two screens outweighing 
their small size, it should be a far more practical 
proposition for day-to-day interne\ use than the 
PSP's functional, but clumsy, browser. 

9 
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When watching TV on the OS via the new receiver, the top screen shows the picture while 
the touchscreen works as a remote control, giving quick access to different channels 

that, at the DS conference, Opera shared the limelight wrth 
announcements of call igraphy and cooking-related software). Hence 
its decision to go for the relatively soft targets of broadcast TV and 
internet, these being freely-avai lable media that don't raise the thorny 
distributron and copy-protection issues of video and music, in which 
area Apple and its iPod/iTunes pairing have in any case already built an 
intimidating lead. 

Very much a moc.k·up - neither new colours of OS Lite nor the exact appearance of the Opera browser have been confirmed - this is how 
OS browsing may look later in the year. The obvious appeal of stylus control will no doubt be a strong selling point for the software 

Details of the TV tuner are more sketchy. No price or date was 
announced by Nintendo, although it's expected to reach Japanese 
stores before the end of the year. In the form shown it's a surprisrngly 
small, neat unit wrth an extendable antenna that fits into the DS card 
slot at the back of the machine, putting it out of the way behind the 
top screen when in use The TV image will be shown on the top 
screen, with the touchscreen providing all the functions of a TV 
remote. Crucially, the device wrll comply with Japan's new 'lseg ' 
standard for digital TV broadcasts to mobile receivers, a serv1ce that's 
planned to go live on Apnl 1 this year, which will also be supported by 
high-end mobile phones. W1th plans for similar services much less 
advanced in the US and Europe, and support in these areas rallying 
around the rival DVB-H standard, a western release for the DS TV 
tuner has to be considered far less likely than for the Opera browser. 

Opera for OS's price tag is also a tel ling sign 
that Nintendo's and Sony's philosophies with regard 
to multrmedia convergence are stil l a long way 
from converging themselves. For Sony, a media 
conglomerate as well as an electronics giant, with a 
vested interest in any and all avenues of content 
delivery, multimedia capabilities are necessarily 
integral. For Nintendo, they're merely a new 
revenue stream, and a chance to shore up the 
rapidly expanding non-gamer audience attracted to 
DS by the Brain Training games (it's no coincidence 

Sony has stolen a march in this area: it's possible to watch live TV 
on your PSP right now, in the US at least. But Sony's solution is far 
more complex, more powerful, and considerably more expensive than 
Nintendo's tuner. In late 2005, the company announced (and then 
underlined at CES in January of this year) that the PSP would from 
version 2.5 of rts firmware be compatible w ith its LocationFree system. 

Essentially a personal internet streaming service, 

For Sony, multimedia capabilities are necessarily 
integral. For Nintendo, they're merely a new 

revenue stream, and a chance to shore up the 
rapidly expanding non-gamer audience 

LocationFree is a $350 base unit that connects to 
your home broadband connection, PC, DVD player, 
cable or satellite box and digital video recorder, and 
then allows you to stream video from any of these 
devices over the internet to wherever you a re in the 

There's something pleasingly retro- if a little inconvenient ­
about the retractable aerial for the OS digital television receiver. 
it's unlikely to dent the add-on's appeal in Japan, however 

world. Initially only compatible with a dedicated 
portable TV unit, it now supports Sony laptops and the f>SP. There are 
some limrtations- you can 't change cable TV channels, say, nor of 
course DVDs, and with PSP you'll need to be in a wifi hotspot to 
access it - but it's an incredibly flexible system, givmg international 
access to your loca l TV programming, among other thmgs. lt is, 
however, aimed squarely at the very highest end of the consumer 
electronics marketplace, and it won't be affordable or practical for 
many PSP owners. 

In the long run, though, the PSP's multimedia future may not lie 
in LocatronFree but in UMD movies (see 'New MDs') and more 
conventional on line drstnbution methods. A video download service 
entitled Portable TV offenng anything from free film trailers to pay­
per-view eprsodes of popular TV anime has bee1 available to Japanese 
PSP owners since July of last yea r, albeit only through users' °Cs and 



The PSP's built-in browser. which arrived as part of a firmware update, has the great advantage of being free and not requiring a separate cart. However, despite 
the very sensible presentation of the software, scrolling round sites can still be laborious - unless. like www edge-online.comlpsp, they're specially configured 

Sony's own ISP company, So-net But to truly prove itself m this area, 
Sony needs to make a success of Sony Connect, its iTunes rival. The 
company's vast media holdings- ts acqu1s1tion of MGM last year gives 
1t the largest f lm library of any stud•o- are both a bless•ng and a 
curse m th1s undertak1ng. They turn1sh 1t wrth unrivalled rnternal 
hbranes. but rob 1t o' tne neutral•ty that has been cruc1al to Apple's 
ub•quity to date. What's more, Connect has lagged far beh•nd the 
vis1onary •Tunes in terms of robustness, usability and mtegratiOn. 

Sony does have an ace up 1ts sleeve, however; according to a 
recent Vanety report, Connect will soon cut out the m1ddle-man, or 
rather, the m1ddle-machine it's cla•med that tne company ras 
amb1t10us plans to overhaul the Connect servrce in 2006, and that 
these revolve arounc de venng content d1rect to PSP and PS3 If th1s •S 

true -and there's no reason not to be eve t - the thought of 
remov•ng one more step n the content del1very cha•n IS an attractive 
one 1ndeed, and could be a v11a1 d•fferent•ator for Sony 1n this f1ercely 
compet•tive market The company's C ES presentation d1d make 
mention of a PSP-spec•fic Sony Connect serv•ce launching in March 
and offer ng full-length mov1es and even games for download, but at 
the t•me o' wnt ng, :he deta Is- 1nclud ng cruc a 'f. such ISSues as 
pr c1ng and w'1etner an 1ntermed1ary PC w be needed- rema•n 
frustratingly vague. At present the most OOVlous hurd e to the 
eventua success o' such a serv1ce IS the PSP's memory capac•ty. but 
with 1Gb Memory Sticks becoming much more affordable, and larger 
sizes coming on the market, 1t may be a surmountable one 

Although 1t has recently explored media players in the form of the 

New MDs 

Just how successful is Sony's PSP 
video disc format proving to be? 

GB A's Play· Yan dev1ce, there's no 1nd•cat1on that 
Nmtendo has any 1ntent1on of follow1ng Sony into 
these shark-mfested waters For now. 1t seems likely 
that •t w1l be left to third partes like Date!, w1tr its 
4Gb Max Med•a addon, to cater to those 
consumers who want <he DS to match the PSP 
feature for feature, or outrank an 1Pod m the tussle 
for bag space. For all that they completely 
transform the capabilities of the handheld, and 
seem to contradict Nintendo's aggreSSively punst 
stance. the Opera browser and TV tuner are 
probably best Vlewed as the latest n a long line of 
s•del•nes for a company that has always dabbleo 
w th such extens ens 'or rts consoles. but never 
truly comm•tted to them Th s, after all, •s the 
company that gave some Japanese homes thelf flfst 
modem way back 1n the FamJCom days, and beat 
mobile phones to low-cost, low-quality d1g1tal 
photography With the Game Boy Camera The 
OS's explos1ve performance m Japan may ra.e 
prompted N•ntendo w WJOen ts ' e d o' v ew - and 
Opera forDS sta'lOs a genu l'e chance o• oecoM ng 
a ead•ng mob e browse• - but Sony can rest 
assured that. when t comes to the race to be 
the Walkman of the 21st century, 1t's still 
1Pod that's stand1ng 1n PSP's way 

PSP's most high-profile multimedia feature - In stores at 
least, where they have enjoyed extellent polnt·of·sale 
prominence - is of course the availability of films to buy 
on UMD. The format got off to a flying stal'l. with sales 
seemingly matching those of PSP games untt for unit. 
and ruching the half-million mark in six month>, far 
faster than DVD did at its launch. But in ~bruary. Sony 
Pictures. Paromount and Warner all stated thit they 
would be cutting back their UMD movie rtluse slates 
following lower than expected sales. Retailers are 
expected to fo llow suit and slash shelf·spaco; just as 
Xbox and GameCube have been marginalised In shops by 
the arrival of Xbox 360, so UMD is likely to be squeezed 
by new high-definition DVD ranges later this year. Part of 
the problem is the PSP's limited demographic reach: the 
position Napoleon Dynamite and Beavis & Butthud 
enjoy as lop sellers is telling. and consequently classic 
film releases such as GoodFellas are being can<elltd. 
Another is simply consumer resistant• to buying films 
twice, and though Sony is responding with two·in-one 
OVO packs and talk of an adaptor allowing UMDs to be 
viewed on a TV, it may be too little, too late to prevent 
another Sony format going the way of the MlniOisc. 

The nature of the titles selling especially well on UMO- especially Napoleon Dynamite - give a dear 
indication of the limit of the format's current demographic reach. Can Sony up and this in time? 

MEDIA 'ANAGI'=R 
'TV 

Oatel's MAX Media Player for OS Is a tiny 4Gb hard drive that 
plugs into the GBA cartridge slot and sits underneath the 
machine. with its attendant media player software on a OS game 
u.rd. and a PC application that converts and resizes video to fit. 
Its amvong in late March, but at £130, it's hardly a bargain 

Newswire 

eido~ 
No sale for SCi 
Following Jane Cavanagh's confirmation last issue 
that the company was obliged to grant an 
audience to potential buyers, SCI, which last year 
completed its acquisition of Eidos, this month 
dedal'@d that it has terminated all discussions over 
potential buyouts. Share prices rose recently as 
rumours of a takeover took hold, but that trend is 
unlikely to continue following the company's 
announcement that: "The board does not believe 
that it is in the company's or the shareholders' 
interests to prolong talks any further. • This does, 
however, tally with Cavanagh's insistence last issue 
that SCi's interests for the near-future lay solely 
with bolstering the lP and management policy of 
Eidos, and meeting its financial targets for 2006. 

11 



. HARDWARE I 

AmBX hits sensory overloa 
Phi lips' demonstration of its ambitious ambient-effects platform 
packs a punch, but do we really want to be sent reeling? 

Am !IX isn't the only foray into 
eccentric interactive technology 
being made by Philips' research 
departments, and it might not be 
the one with the most potential 
for gaming. either. At January's 
Consumer Electronics Show in Las 
Vegas t he company unveiled the 
Entertalble, a 30" tabletop LCD 
touchscreen device that 's capable 
of sensing at least 45 objects on 
its surface. Phi lips understandably 
views the concept, created by its 
Eindhoven research lab, as an 
ideal platform for digital 
boardgames. and potent ially as 
a group workstation for schools 
and businesses. 1t w ill initially 
pitch it at bars and casinos, but i f 
the price can be made palatable 
and there's support from big 
boardgame brands, it's easy to 
imagine demand for a home 
version being considerable. 
With OS already showing how 
tactile control can stimulate new 
game styles and market s, this 
arm of Phi lips' innovation looks 
genuinely forward-thinking. 

Although games have been identifi.d 
as the ught market to break the 
technology into, Philips is investigating 
a wide range of applications for amBX, 
including this strangely quaint, 
interactive and ambient dining table 

12 

_!] ucked away in a Philips research lab in 
Redh1ll, Surrey, a large flatscreen in a dark. 
plush, modern-styled home-cinema lounge 

is showmg a firstperson rollercoaster ride from 
Atan's RollerCoaster Tycoon 3. But this screening 
has a defm1te difference . As the coaster turns 
toward a sunset, coloured hghts 1n the ceiling, 
beh1nd the screen and beh1nd two tall b inds to 
ether s•de of it wash the room 1n orange and 
yellow As 1t turns away, those colours sp1n around 
the room to uplighters at its back, and the area 
around the screen fades through deep blue to 
black. Lightning flashes onscreen are mimicked by 
strobe effects 1n the room. the coaster's clanking 
ascent 1S accompan ed by feroc1ous VIbration under 
the black eatl'er sofas. and on .ts hurtl ng descent, 
two floor-stand1ng fans blow a steady rush of a r 
1rto the audrence's mcredulous faces 

lightning flashes onscreen are mimicked 
by st robe; the coaster's clanking ascent 

accompanied by ferocious vibration under 
the sofas; two fans blow a steady rush of air 

This is the concept room that's used to 
demonstrate amBX. Ph1hps' platform for project1ng 
audiOVISual entertainment into the room with 
dynamic surround lighting and other ambient 
effects. Containing more than SO amBX-enabled 
devices, it's certarnly •mpos1ng. but. ins•sts chief 
marketing off1cer Jo Cooke. not too far-'etched 
"lt'l be a number of years before people have 
rooms I ke this - but not that many," she states 
But her confidence 1sn't all that easy to share. 

The fact is :hat Rollercoaster Tycoon IS by far 
the most logical and entertammg demonstration of 

the syste'Tl that Ph1l1ps has up and runn1ng right 
now. and that IS mescapably because it's a 
s1mulation of a IWO·Il'1nute fairground r de. In 
other contexts. the amBX experience threatens to 
be more distracting than immersive, and diffiCult to 
endure for long periods. 

During chps from amBX's star signing, Broken 
Sword 3, and the an1mated f1lm Robots (Phillps 
1ntends to expand into DVD support after games), 
the subt ety and smoothness of the lighting 
trans t ors leaves a lot to be des~red, too often 
draw1ng your eyes away from the screen. And a 
reel of Some Heroes- a frantiC minute of S1Cken1ng 
thumps from the sofa-rumble and kaleidoscopic 
whirls and flashes of v1v1d colour - is actually qUJte 
unpleasant The pulsmg d1sco lights of a Dance: UK 
demo make sense. of course, but do noth1ng that 
hasn't been ava1lable to wedd1ng DJs for decades. 

This, to be fa1r, IS amBX's conceptual far future. 
ano a more realistiC VISIOn of what m1ght be 1n 
homes by the end of thiS year - when amBX will 
launch on PC - lies ne~t door. A laptop 1s 
surrounded by four small tower-lights, with four 

Just out of shot in front of the sofa are 
two fans that deliver gusts of air in 
fast·moving mo~nts. As ridiculous as 
they seem, airflow effects are actually 
the most effective and entertaining 
component of the amBX package 



wall-washers above and beh•nd the screen. a 
compact desk fan to one s1de and a rumble stnp 1n 
front of the keyboard These are Still concept 
des1gns: amBX IS currently hammen ng out hcens1ng 
deals w1th penpheral manufacturers and can 't even 
conftrm hardware support from Ph11ips itself. 
although that can be taken as read, and 
announcements are expected very shortly" 

Cooke reckons that a very s1m1lar mid-range 
starter kit will be on sale by Chnstmas for around 
S200, while amBX's tnventor David Eves suggests 
two tower lights, one baCK ght and the rumble 
stnp as a bare m1n1mum. Because amBX is a 
scnpt1ng language that works m abstractions, tt'S 
fully scalable, and Ph11ips expects users to build and 
custom1se the r own setups the only limttat•on on 
the number of deviCes you sport IS the number of 
USB ports you have 

Phdips can't formally announce a software 
compaiibility hne-up yet. although again, Broken 
Sword 3 and 1ts forthcom1ng sequel seem to be a 
g•ven In addtt on to th1s there w 11 apparently be 
support for ·a handful' of releases at the end of the 
year. which w1ll mclude a m1xture of new games 
and back-catalogue patches However, all amBX 
dev1ces w1ll sh•p w1th an appltcatton that can apply 
simple ltgnung effects to any game m the manner 
of Ph11tps' backht Amb1hght flat-panel TVs. as well 
as an amBX-enabled media player and. rather 
frighteningly, an Internet Explorer plug1n to allow 
amBX-enabled web pages 

As 1t sta<1ds, Phtlips expects to make money 
from hcens1ng tO penpheral manufacturers, who, 
says Cooke, are enthusiastic about a standardised 
bndge between themselves.and game developers 
"W th amBX, they fmally have the freedom to 
make what they want, and don't need to have 
the relationship wtth the content providers. lt 

Although it's obviously less 
overpowering than the main 
demonstration room, this 'realistic' 
PC installation still fai led to convince 
during a live gameplay demonstration 
of Broken Sword J, and raised 
q~ons about how practical and 
effective amBX setups in less 
optimised living spaces can be 

decouples them. but provtdes them w1th a lot more 
scope " Although the company 1s at pa1ns to po1nt 
oe~t the positiVe recepuon 1t has receiVed from 
developers too, tt's obvtous that Phthps IS currently 
havmg to do much of the heavy hfttng to ensure 
software support, w1th some help from outsource 
soec1ahst Sumo D1g1tal 

"Our estimate IS that tt's typ1ca y about two 

man months of work to enable a game," says 
Eves. "As part of our licence agreement we w1ll 
support an eng1neenng effort to do the vast 
ma1onty of that work Th1s means the effect on 
developers and on the1r schedules IS m1n1ma1. He 
doesn't rule out software hcensmg m the long run, 
though. "Our observation 1s that there 15 value in 
content because people have sa1d that they 
would be wllhng to pay more for amBX-enabled 
content Whether or not we can have that 
value . " He laughs and shrugs. 

Phi lips IS conf1dent 1t will be able to support all 
game consoles as early as next year- "Technically 
1t's no more dtffiCult . it's more of a marketing 
diSCUSSIOn," says Eves- wh1le the antiCipated 
integration with home Cinema is more of an 
unknown. "With muSIC and video, 1t's a longer 
standard1sat1on dtscusston. w1th Hollywood 
need1ng to be 1nvolved We're n that process but 
11 w1ll take t1me." The true unknown IS whether 
amBX's appeal w1ll ever extend beyond the 
hardware-obsessed, hardcore PC market Phihps is 
nghtly targeting f•rst, never mmd beyond games 
and even movtes, to be, 1n Cooke's grand term, 
·a new content" 1n 1ts own right Stepp1ng out of 
that demo room in Surrey. it's hard to escape the 
feeling that amBX's brash lightshows represent a 
rather outdated v1s1on of the future. and that faced 
With ItS reality, many Will decide they never 
wanted 1t m the first place. 

Showing all the same inspiration and anistic vision 
that Raina Lee's 1up 'zine and the iam8bit show have 
brought to the community, Lifemeter editors Zack 
Giallongo, Dave Roman and Stephanie Vue have 
created one of t he Internet's premier showcases for 
game-related an and comics. 

Though still in its early stages, Lifemeter grows 
daily with submissions from a dedicated group of 
indie anists from around the world, all sharing their 
takes on their favourite digital w orlds. Thus far the 
submissions seem to rarely stray from the classic 
Nintendo pantheon, perhaps proving the Sbit 
system's influence on a generation of budding artists. 
But already the site shows a diverse range of 
reactions to the subject matter, from standard gag 
comics to Jose Garibaldi's silent telling of a Mario 
called to act ion and the princess he leaves behind. 

Ufemeter Comics 

www.li~ercomics.com 

In an effon to give your feet a role in modern 
computing as much as your hands, 

researchers at Microsoft have developed 
the StepUI system for their upcoming 

Te<hfest. Using a standard Dance 
Dance R..-olurion pad, the team has 
prototyped StepMail. an email 
program which opens, doses and 
deletes emails by a flashy display 
of combo dance moves. and 
StepPhoto. a similarly operated 
image viewer and orga niser. 

Though the system is unlikely 
to see commercial release from 

Mic.rosoft any time soon, internal 
trials have apparently gone favourably, 

with testers eMpressing their joy over 
jumping to delete messages. 
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. INTERVIEW I 

An Irrational arrangement 
Ken Levine's prickly independent studio has settled in with the Rockstars 
at Take 2. Is this a blow for independence or a boost for cult hits? 

oston-based (and Canberra. Australia­
Sistered) Irrational - developer of System 
Shock 2. Freedom Force. and surprising 

entnes in the Tribes and SWATsenes- has long 
f lown the flag for independent development. 
Rumours that Take 2 had bought not only 
publishing nghts for its antiCipated pseudo-Shock 
follow-up BtoShock. but also acqwed lrrat1onal 
With lt, were confirmed 1n early January. We 
quizzed eo-founder and creattve d~rector Ken 
Levine on the studio's past, present and future. 

After spending a decade being directly 
responsible for your studio's survival, is it 
a strange feeling to have that responsibility 
lifted from you? 

Irrational's eo-founder and creative director Ken levine believes that the future for 
today's developers is to stay super·small, or risk being bought out by big players 

I've gone from haVIng like three JObs to havtng 1. 5 
jobs That means I can actually spend real t1me 
w orking on the games. as opposed to JUSt w rit ing 
the dialogue and kibbitlzing on the destgn. I miss 
nothing, repeat. nothing about my old job. I'm 
happy JUSt to be a full-time game destgner aga1n. 

lntemet message board~ may lAmbaste the 
deceptions of the game indu~ry. but the power of 
letters to people of influence is Incomparable. 
Complaints to the UK Advertising Standards 
Authority in February righted two wrongs. the 
result of which could have serious ramifications for 
games marketing. Three complaints were upheld 
again~ TV adverts for Activision's Call Of Duty 
titles that featured mocked-up CG footage. lt then 
took just one complaint for a print ad for Konami's 
Crime Life (five heavily-armed black men with the 
slogan 'Rule the streets or fall by the wayside1 to 
see it ruled unsuitable for further publication. 
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" Perhaps it's because I'm painfully awkward 
and nobody wants to talk t o me. But whatever 

the reason, I don't th ink I've been forced to 
make a design or story change by a publisher" 

Was independence crucial in forming 
Irrational's ethos? Is that ethos now strong 
enough to survive without independence? 
When somebody else 1S wri!lng the cheques. you're 
never fully independent. The only game we were 
truly one hundred percent independent for was 
Freedom Force Vs The 3rd Retch. as we patd for 
it w ith our very own shiny penntes. 

That said. we've always been 1nsanely lucky 
when tt comes to making games EA d1dn't 
bother us on Shock 2 or the f1rst Freedom Force. 
and Vtvendt pretty much left us alone on the 
games we d1d for them. Perhaps 1t's because. 
socially, I'm painfully awkw ard and nobody w ants 
to talk to me. But whatever the reason. I don't 
think I've ever been forced to make a design 
or story change by a publisher. 

But several of your titles have suffered from 
publisher-developer friction - did it make 
you more wary of a binding relationship? 
The fnction was mostly about money. Money is 
the root of all evtl But it also lets you buy cool stuff 

and, you know. eat. For Shock 2, we w ere 
bummed out that EA d1dn't really seem to 
care about the game. We were also making a 
flrstperson shooter in the wake of Columbine. 
and I was k1nd of grossed out by the fact that we 
had to pretend at E3 that we weren't making a 
flfstperson shooter. when we w ere. I believe that 
v1deogames are a force for good. and I felt like 
the 1ndustry w as ashamed of betng itself. 

What do you think has led to the current 
mistrust of publishers - the idea that 
buyouts signal the end of creative autonomy 
- rather than viewing it as a potentially 
beneficial relationship? 
That really depends on the publisher. I'm not here 
to blow sunshine up anybody's butt. but Take 2's 
aCQUISitions have. in the past. always moved the 
developers forward. Whether tt was the group 
that became Rockstar North, or the 2K sports 



guys, or even the guys dotng Bully That last studiO 
also used to be published by Crave a game called 
Global Ops. They were ntce guys, but dtdn't get 
the funding, or attention, they deserved until 
they were acqUired. 

Could you have seen Irrat ional surviving the 
next -generation technology arms race without 
a publisher's permanent support? 
Frankly, who the hell knows"> Just as we were 
closmg the deal with Take 2, I saw lots of guys 
our stze start to dtsappear I thtnk the future will 
be dominated by the super-btg and the super-small 
- it's the ones in the mtddle who wtll be looktng 
like the guy in the sad clown pamttng 

The announcement that BioS hock will also 
be released on 360 has raised the hackles of 
many PC garners, despite the fact that 
Irrational has always been platform-agnostic. 

Freedom Force Vs The Jrd Reich is the only game Irrational has 
developed independent of any outside finnnclal involvement 

Levine believes that fans of 
Irrational titles like FFVTJR 
(main) and Tri~s: Vengeance 
(right) trust the company to 
make the best game it can, 
rogard~ of the platform 

How are you approaching that situation? 
uke we approacr> every game· we ma~e the ~~ 
game we can, and we make the game nght for the 
platform v.e're on I'm not gotng to make a p le of 
prorntses here - after ten years domg th•s. I th nk 
there are gamers who trust us. and tt's our JOb to 
earn that trust Wlth each new release Un ke 
pol ucs. peop e can really vote wtth thetr wal ets 

Do you think that EA is playing dog-in-the­
manger with its sudden re-trademarking 
of System Shock, or do you share our 
unlikely hopes for a Doug Church/Steven 
Spielberg production? 
I don't try to figure out what big compames hke 
EA are doing. I can't even f igure out what's gomg 
on 1n the next room. But would I love to play 
another Doug Church game7 Don't even ask 
such a Stlly question. 

Is Irrational's new-found financial security 
kickstarting larger-scale projects, or are you 
still pacing yourselves? 
Here's a good story: was talking to my pal Greg 
Gobbi, director of development at 2K. about his 
work at Ubtsoft on Rambow Six. Irrational had just 
ftntshed SWAT 4, and I was te hng htm we did 
SWAT 4 wtth a 25-person team. I asked htm how 
many people were on Ratnbow Stx. He sa1d: " 18 " 
Now, the guy's got a bit of a French accent. so 
I wanted to make sure I understood htm, so I 
satd "18?!" And he sa1d: "No. Eighty." 

So we're used to doing more wtth less But 
Take 2 has doubled the BtoShock team stnce the 
acqutsition to about 50 people now- that's Still 
a relatively small team compared to the stories 
you hear about the 200-person teams. But I like 
knowing the name of everybody I'm 
work1ng with. I'm funny that way. 

As if the impression of an investment shambles 
was not an adequate epitaph for Gizmondo (its 
European division having ~n recently placed 
into liquidation by aUK court). former executive 

Stefan Eriksson left garners, car enthusiasts 
and Los Angeles patrolmen the lasting 

image of a rare S1 million ferrari Enzo 
scattered in pieces across the Pacifte 

Coast Highway on the night of 
February 20. 

No one was injured, even 
though the car was beheved by 
police officials to have exceeded 
160mph before the crash. 
Erilcsson was discovered to have 

a blood-alcohol level slightly 
above the legal limit. but was not 

arrested as he claimed that an as­
yet-unseen man named 'Dietrich'­

who fled the scene- was driving. 
Further allegations that a gun magazine 

was discovered at the scene and that the vehicle 
was stolen are being investigated. 

At the time of going to press. no charges 
had been made against Eriksson. 
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"The Gizmondo is the most powerful 
entertainment handheld in the world 
and we have three to give away!" 
The News Of Tne Wo•ld's Sunday m~g~zme maontaon> 
faoth in the hand held on ots Wel'kly competohon page 

" Nintendo . .. You've got to give it t o 
t hem. They march to the beat of a 
different drummer. Sometimes that 
makes t hem incred ibly r ight and 
sometimes t hat makes t hem 
incredibly wrong ... Hold ing two 
different things like t hat? Anyway ... " 
Mocrosoft chaorman Bill Gates offers the 
RPvolutoon controller his faontest praose 

"I eat kittens for breakfast too." 
Geometry w,,s creator Stephen Cake bread 
answers l "te quest,on_ do you hate garners> 

" How many times are you going 
t o g ive me t he 16th it eration 
of ... I'm not even going to talk 
about t he other products." 
Mod<my chaorman David Zucker offers ,; 
surprising re,;son for the cancellation of 
Snoop Dogg's game. Fear And Respect 

Awaiting new players ... 
japan's arcade scene reaches out to female garners, both young and old, 
with touchscreen tech. card-based gaming, and merchandise galore 

apan's AOU (Amusement Operators Unton) 
show, held th1s year at Makuhari Messe, 
Chiba, on February 17. used to be the 

event where you turned up to see the future of 
videogames, but this year rt was a place where 
you got to see them being left behind. Major 
manufacturers look more concerned with 
amusements than wtth traditional arcade games. 
wrth the focus on Integration into the high street 
rather than tryrng to outshine the entertainment 
expenence offered by 1ncreasrngly tech-rich home 
consoles and the rncreasingly ubiquitous mobile 

lt's clear that Sega has been looking over 
Nintendo's shoulder. Inspired by the stylus 

interface of the OS, Touch De Zuno is 
a series of minigames using a pointy stick 

market. Because of th1s, 1t was the u;11que 
strengths of the ded•cated amusement parlour 
machines that looked strongest at the event: 
pachinko and pachislot games contrnue to sell the 
dream of qurck-cash wins, something as rnstantly 
attractive as rt rs lastingly compulsive, and are both 
performing well Meanwhtle the punkura ('print 
cluo' photo booths) se;J.otent (Onllrue:. to dec i, .e 
but UFO catchers are booming by targeting i.-oEtS in 
thetr 30s and 40s via products beanng popular 
licence~ from the ' 50s through to the '80s. 

Of all the traditronal gamrng companies, Sega is 

grasp1ng the amusement market most ftercely and 
attempting to pullrn female players. As well as 
producing a follow-up to its all-conquering 
Mushtking (whtch arrives just in time to combat the 
fatrgue that's beginning to hit the original), the 
company has been developing its Love & Berry 
brand. Atmed at schoolgirls, this card-based 
collectton of mrnigames allows players to wm 
fashronable rtems to customise therr avatar, and 
has been hugely successful - so much so that Sega 
rs now nding that popularity into the world of real 
fashron. Mimicking Nintendo's Pokemon Centres, 
Sega IS preparing a number of official shops for the 
franchise, and the arrival of a dedicated TV series is 
also rumoured. With girls spending more than boys 
-since they browse with their mothers m tow, and 
with both rnclined to spend more- the appearance 
of a clothes range is one that's likely to reap some 
hu\ie ~om .. ~erda l -evvards. ar.d orders are already 
prling up Ieo LC'I€ & Be;,yp;oducts. 

it's also clear that Sega has been lookmg over 
Nintendo's shoulder Inspired by the stylus interface 
of the DS, Touch De Zuno is a series of minigames 
based on the use of a po1nty stick on a large 
sueen. As formulaiC as it sounds, 1t's believed that 
ttiviE of these O~·u ;spi red titles are due 111 the 
w •. ,,;,y 111v11ths h,deed. in cvvf.JE:tat ion with one 
lclal h,Jiish-leat .. ir,g school. Kona.ni displayed a 
lar.guage qurz game that was a barely vetled clone 
of the best·selhng Otona no OS Trammg.· Eigo Zuke. 
it's clear that the arcade sector isn't blind to the 



Sega's biggest game of the show was de~ 
Virtua Fighter 5, which attr01cted visrton With 
its super·smoo!h animalion, impreSSI~e character 
facial delail, and slic.l(. s!ytosh cabonel design 

huge ompact of N ntendo's handheld, and the new 
mar'<ets t has opened up. 

Traoitoonal gamong strll made a stand, most y 
wtth Virtua F1ghrer 5, whtch was the b ggest game 
of the show due to Afterburner Climax's absence 

The performance of Sega's arcade drvtston has 
been a great source of fonancial stability tn recent 
years. and the future looks no dtfferent A speCial 
version of The House Of The Dead 4 drew crowds, 
while Virrua Striker 4 should do good bustness 
around the World Cup The company's big, 
expensive network games have proved profitable. 
and should only perform better as manufactunng 
costs come down. Combined with Sega's early lead 
in the 'kids' arcade, the company expects to post a 
new high in earnings at the end of the fiscal year 

By contrast, Namco rematns focused matnly on 
UFO catchers. but sttll had space to put Mano Kart 
Arcade on dtsplay once agatn, already released tn 
Japan. t has proven to be a solod draw Its boggest 
tradotional gaming offenng came tn the form of 
T1me Cf/Sis 4 (see last month's ATE I reponl 

-:-atto, meanwhile. presented a revamped 
iterat 01 of 1ts Type-X arcade te<l'lnology. a ong 
with Shikogam1 No ShlfO Ill More surpnsongly tt 
unvei e::f a joint project wrth Capcom entot ed War 
Of The Gra1l. Whtle few detatls have been revealed, 
an early video po nts to a realttme card-baseo game 
in line wnh Sega's Sangokush1 Senk1. 

Throughout a I thos, Tat to was holdtng tts 
ground in the face of a lega offensove from Sega 
levelleo at ns clones of Mush1kmg Ban presto was 
also actrve 1n the card-game market, displayong a 
second versoon of Data Carddass that uses the 
Drago11balllicence- arcade operators have 
confirmed that this game is currently domg we I 
alongside Sega 's own. A s1m1lar cabmet usrng the 

Sega's Toudl 0. Zuno, wi!h i!s oversized 'wand' 
controllers, is dearly inspired by Non!endo's OS. The 
game's colleelion of simpliS!ic minigames should 
ensure that it attracts a broad range of arcad~goers 

Ver!ical shooter Pink Sweets is cave's follow·up to lb.Jra. Of its two buttons, one allows 
the player 10 aherna1e between a shield or projectile fire, while!he O!her controls drones 

Tamagotchi lP was a so m attendance, specrfocally 
desogned to appeal to g r s, and to tap rnto the 
success of the DS's Tamagorch1 Corner Shop, whoch 
has sold nearly a rntl on copes rn Japan. One fonal 
additton to tne ktds' arcaoe are'la came from 
Capcom. w"lich debuted Rockman EXE Battie Ch p 
Stad1um, developed n cooperatiOn woth Takara 
Tomy. Again, it's noped that t 11 create a lucratiVe 
relatoonship oetween tre GBA game, toys and the 
arcade; operators ce'tarnly seemed to l lc.e 1t 

Even witn tne rnargrnal,satton of trad t ona 
games, there was a"' unmtstakab e atr oi optrmosm 
at th1s year's AOU, even rf rt's one laced wrth 
explottation and opportunism. Still, tne arcade ts 
successfully reconfogunng itself for a health er 
future -albeit one that's rife with copycats In 
essence rt confirms that while the arcade IS no 
longer marked for extinction. it hasn't really ...., 
changed its spots. ~ 

Konami appeared intent on reviving its music games, exhuming its 
entire catalogue based on the rising popularity of DDR in the US. 
Meanwhile Taito's Half-Life 2: Survivor (top) drew interes!!hanks 
to its interesting cabinet. Too bad its visuals are hardly cutting edge 

One key element in the modern Japanese ancade is 
the standardisation of payment through cards Instead 
of coins. Arcade owners are pushing this solution as 
it greatly lowers their operating costs, offsetting any 
initial inconvenience that such a move makes. The 
industry has chosen the EDY card, which is developed 
by Sony, but the trend in society is in favour of the 
SUICA card, created by JR (Japan Railways). lt was 
initially used to pay for travel, and is now used for a 
wide range of payments. Sega and other pivotal 
companies have included SUICA card support as an 
option in their cabinets. allowing the development 
of a system adapted for each card format. This also 
allows the operators to make their own choice, and 
has become a welcome integration in the eyes of 
those working in the business. 
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For all that Atari is currently feeling the pinch, its product roster 
is healthy enough. Driver: Parallel Unes (reviewed on p84) is a 
return to form for the series, while Tesr Drive Unllmlred and a 
new Alone In The Dark are both credible, ambitious 360 projects 
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Dave Perry (below) has alrtady made a 
his departure from Shiny, claiming it's the 
best way to help the studio in the long 
run. Meanwhile. Atari chairman fruno 
8onnell (bottom) is putting his ~opes in 
games like the upcoming TimeShifr (left) 

Industry downturn 
shakes up Atari 
The pattern of resignations. litigations and 
lay-offs spreads to mid-sized publishing 

he ong-anttcioated slump for game pubhshers (forecast 
during 2005 by compan1es mclud1ng EA, M1dway ana Take 
Two) that has accomoan1ed the new hardware generat1o~ has 

been marked by the fact that the d1ff1cult1eS assoc1ated with sma'l 
s:ud1os are actually being eclipsed by those of m1d-s1Zed publishers, 
whiCh are lacking the resources to coord1nate the~r operat1ons. 

This month saw Atan fal foul, with cha1rman Bruno Bonnell's 
announcement of a corporate act1on plan that's designed to 
restructure its work force and stab11ise expenditure. An expected 20 
per cent staff reduction and sell -off of the company's internal stud1os 
manifested itself almost immedrately with the res1gnation of Sh1ny 

Atari also revealed that Reflections 
founder Martin Edmonson had received a 

substantial payout as settlement for an 
unfair dismissal claim filed in March 2005 

Entertainment pres dent Dav10 Perry, h1s stated reason be1ng that the 
facihtat on of the stud1o's sale woula be more eas ly ach1eved as a 
buyer than as an A•an emoloyee 

Other houses ne udeo 1n the olanned se 1-off are Newcastle-based 
Rei eaions Gust free of development dv:1es on Dnver. Parallel Lmes, 
rev ewed thrs month), Dal as-based Par ad gm (work1ng on the newly 
a'lnounced Stuntman 2 and hotly antiCipated remake of Barrtezor;e), 
French studio Eden (work1ng on prom1s1ng 360 tlt•es Tesr Drwe 
Unllmtted and Alone In The Dark: Near Death tnvesttgatton) and 
Auscral an developer Melbourne House, sard to be at work on 
PS2/Xbox Test Drtve titles Bonnell has stated that A tan's focus will 
shift to the efforts of external stud1os 1n future, a worrying forecast 
when you consider that the aforementioned t1tles are arguably the 
strongest the company has seen for some t1me. 

A tan's vague acknowledgement of Melbourne House IS 

particularly symptomatic of its aforementioned management 

1ssues. Hav1ng developed 200d's Transformers 
(8/10, E136), tre company I' as essentially 
disappeared be1ind a webs1te that hasn't been 
updated since f such valuable resources are being 
squandered. 1t's little wonder that A tan has found 
itse,f on the road to financial cris1s 

A further widespread trend tha t's worsened the 
co'Tlpany's position has been lit1gat10n - someth1ng 
the last year has seen more than its share of. In a 
filing detailing the 5300,000 sett lement of the 
long-running Amencan V1deo Graphics patent 
lawsuit (a controversial claim that essentia lly made 
the ent1re modern 3D gam1ng industry liable for 
tecnnology theft), Atan also revealed that 
Reflections founder Martm Edmonson had rece1ved 
a substamia payout as settlement ror an unfair 
dismissal cla1m "iled in March 2005. As wel as the 
ssua'lce of shares valued at $2.1 m, t was ruled 
that Edmonson shou d be g ven staggered cash 
payments tetal1ng S2.6m. The filing offered no 
ns ghts into preosely why Edmonson e't the 
compa'1y following tne release o' Driver 3. 

Tnough arge-sca e publ shers such as 
Eledronte Arts have also found themselves hav1ng 
to restrudure as a result of couble-f gure prof1t 
loss, Ub1soft rema1ns conv1nc ngly opt1m1sttc The 
pub! sher rarks itse f as the 'ourth largest 
independent wondwide, standing at a recogn1sed 
f1hh on the US stock market With an advanced 
management ITOdel shanng s1ngle prOJects across 
mu.tiple stud1os. tt's arguably better equ1pped for 
not only the transit•on per1od but also beyond. 
It 'll be interesting to see 1f others beg1n to 
follow its example. 



Wanted: the best 
For the right people, two new opportunities present 
the chance to shape Edge's future, online and off 

ver wanted to work on the magazine 
you're read1ng? Now may be your chance, 
because Edge IS currently looking to recruit 

a writer and an online ed1tor in order to help build 
on its continued success. 

demonstrate experience in a web-cod,ng 
enwonment and also possess top-tier editonal 
sk1lls. Your application wi ll require a CV, samples 
of your written work, and a brief proposal (no 
more than 750 words) outlining how you believe 
Edge Online could be taken to the next stage To be considered for the wnting pos1t1on you 

must be able to derronstrate supenor journalism 
skills (if not necessarily published expenence), and a 
strong knowledge of the videogame industry. Your 
appl,catlon will require a CV. wntmg samples that 
demonstrate your ab,lity, and a 500-word art,cle 

in its development. 
Both pos1tions are based m our Bath off1ce. 

For full deta Is of the vacanc1es and to apply 
onhne, vis1t the Jobs sect on of Future's webs te 
(11\IWW.futurenet.co.ukl Applicat,ons can also 
be sent v1a post to Recrwtment, Future. 30 
Monmouth Street. Bath BA 1 2BW. The 

on the follow1ng topiC 'What 1s Japan's most 
important contribution to videogaming?' 
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Prospective online ed1tors must be able to closmg date for appliCations IS April 7. 

Nintenclo's product design 
department back on top 

EA's auto-geMrated logins 
continue to make u s smile 

Perha ps it should've been 
called Drlv.r: ltfdemption 

lt'l everywhere. And it's 
growing. Shield your ttyes 

And so another generation 
turns over In 1 bit of a mess 

The only DS hue going If 
you don't like things white 

BLACK JUICE 
Magic realism merges its hard and humorous 
edges in this dreamy selection of vignettes 

A collection of 11 short, twisted stories, Black Juice seems to float in a 
strange void between adolescent and adult fiction. Each comes with its 
own dreamy veneer, as the w isdom of children and the wisdom of the o ld 
merges with magical visions of ang els and spirits. There's often a puzzle 
or ridd le intertwined w ith the st ories, as if Lanagan has deliberately, or 
otherwise, left o ut a crucial word or d escription - a gap only finally f illed 
w ith the tale's denoue me nt. 

But if there's a mischievous a nd hu morous streak running through 
Black Juice, there are odd mo ments o f sheer bile, too: the slow 
d istribution of tar pit justice in th e opening story, 'Singing My Sister 
Down', or the social exclusion of a g irl who tries to save her people from 
disaster only to be ignored in 'Yowlinin'. 

The result Is a collection h eady with emotion and atmosphere. Yet 
despite her undoubted craft (Lanagan has won several literary awards in 
her native Australia), there's also an impression of slightness in the style. 
With every surreal sketch of a clown-killing sniper choosing victims like 
swee ts from a variety box. or a bride late for her ceremony after two 
ye ars of Bride School, it becomes harder to see how the atmosphere could 
be sustained in a full-length book. 

So, like the chocolate bar of certain starry constellation, Black Juice is 
tasty, but it w on 't satisfy your a ppetite for something more substantial. 

We're also looking for talented 
freelancer$. If that's you, contact 
us via edgeOfuturenet.co.uk 

PUSHING ICE 

• 
••• -

Holding together a community light-years from home is no simple 
task, especially with malicious enemies within and without 

One of the trickiest elements for the aspiring sci·fi writer to present to 
their readers is the relativistic effects of velocity and time. The faster you 
travel, the slower time passes compared to those who aren't moving . But 
it's a great narrative device if you can get it right. 

As the miners in Pushing Ice accelerate through the solar system in 
the wake of one of Saturn's moons, which has turned into a spaceship, 
their chances of ever returning to their own time and place diminish. 

The slow acceptance of this loss is at the heart of Alastair Reynold's 
latest book. Of course, there is inscrutable alien technology, mysterious 
visitors from the future, and all manner of inter-species negotiations, 
double-crossing and even outright warfare. But as the workers of the 
Rockhopper try to deal with being thousands of light-years from home, 
the themes underpinning the novel are political and historical. 

Pushing Ice is an excellent stage on which to investigate more 
rounded c.haracters. The Rockhopper's captain, Bella Lind, and erstwhile 
friend and chief engineer, Svetlana Barseghian, both believe they' re 
working for the common good, but find themselves with opposing 
views. Power shifts between them until an extreme threat forces a 
reconciliation . it's not what you'd expect from someone whose Revelation 
Space trilogy is classic of dramatic space action, but Reynolds has a 
firm grasp of the wider opportunities of the genre. 
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.INCOMING New games, and updates on games already on t he radar 

Power Stone Collection 
FORMAT: PSP PUBLISHER: CAPCOM 

Osaw ari Tantei Ozaw a Rina 
FORMAT: OS PUBUSHER: SUCCESS 

Dead Rising 
FORMAT: 360 PUBliSHER: CAPCOM 

Unveiled at Capcom's recent Vegas press event, this is a welcome 
concept for PSP/Oreamcast conversions. The stretching of its 
visuals to 16:9 is something this medley could do without, though 

Answering the call for more touch-driven adventures on OS, this 
ghostly beauty follows a familiar scheme of top-screen dialogue 
and touch screen control, but originality clearly abounds within 

More good news f rom Vegas: lnafune's rotting rampage is taking 
shape and addressing its early issues. All that shopping-mall chow 
has given hero Frank West smoother looks and slicker movement 

Mother 3 Superman Returns Stranglehold 
fORMAT: GBA PUBLISHER: NINTENOO FORMAT: 3GO, I'S2, PS3 {ThO, X80X PUBLISHER: EA fORMAT: 360, PC, I'S3 PUBLISHER: MIDWAY 

While Shigesato ltoi fights his self-professed urge to go back and 
deepen its 'completely written' story, the long-awaited game to 
end them all commences its painstakingly cautious final approach 

Much of this game is said to already exist, suggesting Tiburon to 
be on course for prompt delivery of a game largely unseen. The 
engine held promise at XOS; hopefully the content will back it up 

Though sandwiched between John Woo's scant repertoire and 
Max Payne's lurching combat model, the Psi·Ops team's shooter 
seems determined to make the most of its limited potential 

Kingdom Under Fi re: Circle Of Doom 
FORMAT: 360 PliDLISHER: T9A 

Okami 
FORMAT: I'S2 PUBLISHER: CAPCOM 

Tekken: Dark Resurrection 
FORMAT: PSP PUBLISHER: NAMCO 

Not a true sequel but a convincing brand extension, Blueside's 
randomly generated dungeon brawl is sure to give the rendering 
power of 360 a test, if only in terms of wanton on line carnage 

Producer Atsushi lnaba suggests April for Japan but remains 
sketchy about release elsewhere. Capcom is prepared to wait for 
a quality local isation, and additional content may also feature 

Namco's reputation for generosity should hold firm on UMD, the 
arcade update and now handheld port offering more immediate 
play modes, alongside wireless bouls and bonus costume parts 

rJ IHTEAN£1" GAM! OF TH! MONTH 

As IIMar and restrictive aslt Is dllrmlng.. creetor Gionatan 
lasio's WMbetrs 11 a point'n'dkk puzzler that has all of the 
ldorable mlni·fig charactel'l and nermlve drive - saw in 
s.-t. but the '- war to win, ._, ways to lose' 
menUUtv of HitpiMd. 

The story of an elite fqUad- of special-opt bears in their 
eff011 to Nt a ben .. hll!lt and holblge crisi1, t he pme 
,.qu~,.. the pllyer to work dlllr M&' through • highly 
fOIIIpllcatecl ..,_ multl-fa-.cl ICIIIWio br thinking through 

situation-based puzzles. One false move or out..of.MqUIIICt 
step tan bungle the ent ire operation and force 1 frustrating 
restart. but. Indeed. part of WarbNIT appeal is In the tension 
such an approach engenders (though lasio has said some 
leniency and bala nce may be added lhortly). 

Humorous and full of unlocbble bonuses for the obsesslw 
and perfectionist player, upon its appearanca WlrbNrs 
instantly gathered a vocal community of fans, which - tan 
only hope will qukkly drive the creation of a sequel. 



Western-developed games like Kameo, 
PGR3 and Elder Scrolls have fa iled to 
capture the Japanese imagination. Will 
the arrival of the Korean-developed 
Ninety-Nine Nights strike a better chord? 

Unstoppcble OS 
Koji Aizawa, editor in chief of Famitsu PS2, shares the Japanese os obsession 

S 
o what was the big 
news in the Japanese 
industry at the end of 

last year? You might think it 
was the launch of the first 
next-gen console, the Xbox 
360. But it wasn't. Or maybe 
a big local h it like Kingdom 
Hearts 11, which sold a million 
copies in no t ime at al l. 
Not t hat, either. The big 
Christmas hit w as still -
still! -the Nintendo OS. 

Tile figures speak for themselves. Between tile end of 2005 and 
the beginning of 2006, Nintendo sold two million units of its portable. 
lt was so popular that there was a constant shortage of the machine 
in January. So now Nintendo has sold a tota l of six million DSes, which 
allowed its CEO, Satoru lwata, to say: "The DS is the fastest-selling 
platform ever released in the Japanese videogame indust ry's history." 
He also added that "no othe,J hardware has produced million-seller 
titles m less than a year of existence." Again, the figures confirm that. 
Both Animal Crossmg: Wild World and Mario Kart OS have sold over 
or close to two million copies. Now, these were already popular series, 
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so I can understand their success. But in cases 
like Nintendogs or Brain Training, I'm really 
surprised. I mean, here are totally new t itles 
which are not focused on being a technical tour 
de force (to say the least). and yet they sold more 
than a million! I'm pretty much sure that. like me, 
no one else in the industry ever thought these 
games would do so w el l. 

portable nature of the DS and its pen interface. but 
I can' t believe thts can account for such a drast ic 
change in the popularity of this kind of 'game'. So 
what does? There is no need to search far: this is 
Nintendo's knowhow hard at work. it's probably 
the only company which has a strong enough 
reputation to try this kind of revolut ion, and the 
only brand strong enough to pull people in. 

This is Nintendo's knowhow hard at work. lt's probably the only 
company which has a strong enough reputation to try this kind 
of revolution, and the only brand strong enough to pull people in 

Moreover, Oaredemo Asobi Taikai, which is a 
group of trump games, and Otona No OS Training 
Eigo, which is basically an English-learning 
application, have both sold more than half a 
mill ion copies. From an industry point of view, 
this is totally unprecedented. In the past, many 
of these edutainment 'games' w ere released 
but they always sold between 10,000 and 20,000 
copies, no more. 

OK, so you could explain this success by the 

And there's more to it than that Brain Training, 
which w ill be released in the US and Europe this 
spring, is based on a popular book wntten by a 
professor at a famous Japanese university, and so 
the success of the game can be partly be explained 
by a promotional campaign which tapped in to the 
fame of the book very effectively. The success of 
this game is not a quest ion of chance but the result 
of a very carefully planned marketing strategy 

And then there is Microsoft. Today, the Xbox 
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360 has sold only around 100,000 umts in Japan. 
it's sad that this makes the Japanese market such a 
special case and I guess people in the US or Europe 
may have difficulty in understanding why our 
market works like this. But the reasons beh1nd the 
failure of Xbox 360 and the huge success of the DS 
here are the same. Nintendo is a strong brand, with 
strong connections to Japanese culture, which 
markets its games well. Microsoft is a less popular 
brand, which tries to bring its own culture to 
Japan, and it's clear to see its marketing hasn't 
been so effective. 

So is there any hope for 360? Will the DS run 
out of steam? Will people start looking for 
something new? Well, I'm writing this column 
before the release of the DS Lite, and I'm unable to 
preorder one. Demand is so high that Nintendo has 
a hard time producing enough of the standard DS, 
so no one thinks there will be enough Lites to go 
around. Stores won't even ta~e preorders because 
they don't know if they will be able to honour 
them. So I'm pretty sure the DS boom IS not ~ 
about to fade away. See you! ~ 

SC'I r 11\JC ou~ J'FA ~ 

. . . 

_ji • The great thing about having a killer 
1 a pp like Brain Training which can 

~~..,.i~~--::==~~~~===::~~:==::-·f,tljt!~~ti'"' only be played for ten minutes a 
day is that it ups the demand for 
other software: no doubt this effect 
helped Animal Crossing: Wild World 
on its way to over a million sales 

r~----------------------, 
Ill" I:!.d) 

_Oh dear_ Yru 
braJI is very t•l!'d Your brain age 
But doo't lose heart! is 

j 
53 

l..__________, 

The OS has made a success out of the previously marginal 'edutainment' genre. Aizawa 
argues that it's not the stylus that has made the difference - it's the Nintendo brand, a 
good choice of licence and well-targeted marketing that has sold Brain Training to 
Japan's non-garners. With the arrival of OS Lite, that success will only grow further 

• • • 
• • • 
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Edge's most wanted 

Dead Rising 

Making good its shuffle from ~me 
prototype towards bounding beta, 
lnafune's supermarket sweep-and· 
clear operation looks as if it m1ght 
achieve both laughs and longev1ty. 
360, CAPCO~ 

Samq Max2 

With much of the original Freelance 
Police team said to be involved, we 
can only hope that this episodic 
return resembles Purcell's current 
webcomic rather than Bone's 30. 
PC, TELI.TAl.E GAML> 

Yakuza 

lt was bewitching enough in 
Japanese, so the prospect of a full­
and hopefully sensitive - English 
translation makes us want to bash 
bicycles over people's heads in joy. 
PS2, SEGA 

The future of electronic entertainment 

Monkey magic 
Sometimes the first time isn't the best time 

W hat's the greatest luxury in 
videogam'ng? A 65-inch, 
1,080p plasma screen? A 

complete DVD archive of every 
MAME ROM in existence, cleared 
by some all-powerful legal force 
for your personal use? A piece of 
paper with Miyamoto's mobile 
number on it? A state-of-the-art 
dev studio with 100 world-class 
employees and unlimited funds, 
ready to make a game catering to 
your every whim? 

No. The greatest gaming luxury 
would be a trained monkey whose 
sole purpose is to play through the 
first two hours (or the first five 
hours if it's an RPG) of any game 
you fancied, to guarantee you'd 
never have to plod through the 
tutorials and training missions, the 
having-all-your-abilities-before­
they're-mysteriously-removed and 
the being-made-to-kill-20-rats-just­
to-prove-you-know-where-the-X­
button-is. Imagine it: that game 
shop euphamism 'pre-played' 
would actually mean pre-played. 
No more rooms with four chests in 
them, one on a low block, one on a 
high block, one across a short 
jump, one across a high jump. No 
more doors promising adventure 
barred by a cross-armed NPC who 
thinks it would be wiser if you 

spoke to the village elder before 
go.ng 'this way'. Just getting to do 
what you came here to do. 

In the last few years games have 
made senous steps forward in 
recogn1s1ng that their players aren't 
necessarily veterans - or that 
maybe they' re veterans who like 
their hands held. Tutorials are 
integrated, interactive, sometimes 
even adaptive. Learning curves are 
gentle, initial challenges artificially 
easy. All to the good if gaming is 
going to grow. 

But what about those who are 
veterans? Who know the cues, who 
have the skills, who can read a 
game landscape as smartly as a 
laser reads a disc? Can't they be 
catered for, so that sitting down 
with a new game doesn't produce 
a sigh of disappointment as you 
anticipate an evening of hobbled 
baby steps? Maybe every game 
could take a leaf from Kojima's 
book and open w ith a question 
that separates the sheepish from 
the stubborn: 'This is my first 
videogame'/'1 like freedom more'/'1 
like security more'. Or perhaps 360 
could integrate it into your profile 
(GamerPsyche: Bloodyminded, 
Obedient or Rebellious). Just 
th ink what we'd be saving 
those monkeys from. 
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Buzz! The Big Quiz 
PS2 

Siren 2 
PS2 

Top Spin 2 
360 

Contact 
os 

RF Online 
PC 

Arch lord 
PC 

New Super Mario Bros 
os 

Tenchu: Dark Shadow 
os 

Daxter 
PSP 

Field Commander 
PSP 

Lego Star Wars 11: TOT 
OS, GBA. GC, PC, PS2, PSP XBOX 
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FORMAT: PC 
PUBLISHER: SONY ONLINE ENTERTAINMENT 

DEVELOPER: IN·HOUSE 
ORIGIN; US 

RELEASE: OUT NOW 

EverQuest 11: Kingdom Of Sky 
Can the grandaddy of t he modern MMORPG rejuvenate 
itself enough to keep up with the whippersnappers it sired? 

The tattered remains of the Plane of Sky that've slipped into 
this realm are undoubtedly some of the prettiest and most 
vertigo-inducing scenery the game has produced thus far 

ore than any other segment of the M Industry. MMORPG developers have 
the th1nnest rope to walk in 

attempt•ng to continually craft and advance 
the1r creauons A constantly treacherous 
balance of veteran appeasement and 
newcomer enticement, 1t's been an especially 
d•fflcult struggle for Sony Online 
Entertainment whiCh, coming off the 
successes of be1ng practiCally the only game 
in town with the groundbreaking EverQuest. 
has had to continually retool its thinking in 
light of fresh compet1t1on. Contrary to the 
mass•ve overhaul and upheaval of its Star 
Wars Galax•es. SOE's progress on EverQuest 11 
has been markedly more measured, slowly 
tweak•ng and learn•ng from both its 
compe:1tors and commun.ty throughout the 
past year, and dehvenng a steady stream of 
updates that by all accounts have grown the 

game •n the right direction. W1th 1ts second 
expans•on, Kmgdom Of Sky, SOE hopes to 
push that good fortune further, giving •ts 
eldest players new worlds to exp ore, and 
the subscnber base in general a sense of 
un•queness and personality to set one apart 
from the others. 

On 1ts surface, 1t's clear that one of the 
pnmary goals of the Sky expans1on •s to 
restore a fresh sense of the wonder of 

foot nosed1ves over waterfalls- or indeed 
the •sles themselves- to discover new zones 
w1th1n the world 

But the expans on •sn't s•mpty cosmetic, 
nor 1s 1t meant exclus vely for level-capped 
players m need of fresh content. Arguably, 
the broadest and most important add1tion 
w1th Kmgdom Of Sky •s •ts new achievement 
system, which w1ll affect players not JUSt as 
they progress through the new realm, but 

The broadest and most important addition with 
Kingdom Of Sky is its new achievement system, which 
will affect players across the board beyond level 20 

The entrance to Tenebrous Tangle, the first zone, is notable for its hundred-foot jump to the waters below. 
A thrill, but also a clever measure of readiness for what's beyond. Survive, and it's likely safe to continue 

exploratron to Norrath, wh•ch for many took 
a number of steps too far towards graph1cal 
realism in the sequel. Accord1ng to m-game 
lore, the kingdom consists of float1ng ISlands 
and anc1ent inhabitants that have been 
leaking from the now unstable Plane of Sky, 
the parallel plane designed as a top-level raid 
zone from EverQuest. The otherworldly 
origins of the realm have g•ven SOE art•sts 
freer re1gn to g•ve the area an aesthetic 
overhaul ev•dent in the shattered 1slands that 
make up the k•ngdom, and in the much 
broader palette of pervasiVe purp es and 
oranges wh•ch tinge the zone. lt's also g•ven 
the des1gners a cnance to bnng more vert1cal 
th1nk1ng to world design, givmg adventurers 
more freedom to explore the world 
acrobatically, scaling cliffs or taking hundred-

across the board for everyone beyond level 
20. A novel way to both encourage 
engagement w1th the world and to g•ve 
players a chance to d•stmguish themselves 
from others of the1r same race and class. the 
ach1evement system exists outSide the 
standard experience system and awards 
special points to those that take on extra 
hero1c crallenges. These duties can range 
from confronting notonous enemies to 
d•scover-ng rare treasures. but •n general 
emphasise explorat•on of the world o' 
Norratn above and beyond what tradit•ona 
power-levelling play might reqwe These 
ach•evement points are spent expand1ng 
abd•ties in a c•ass-based aChievement tree. 
g1ving not only a standard mathematical 
set of critical-hit mcreases and spell 
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extens1ons but v1s1ble sk1lls to d1St1ngu1sh a 
player from others of the same tra1n1ng 

All of these changes are part of SOE's 
attempt to brmg more hfe and lore to a 
world that's been seen as chng1ng too heav1ly 
to loot procurement over story advancement 
To that end, Kingdom Of Sky IS also set to 
expand 1ts 'signature' and 'hentage' quests 
The former are one-shot quests that deal 
with the overarchmg narrative of Norrath, 
giving adventurers an 1ncreased sense of their 
role in the world, while the latter deal w1th 
subjects that cement stronger t1es between 
the Norrath of now to the Norrath of the f1rst 
EverQuest, some 500 years 1n the past Apart 
from impartmg background mformat10n on 
the world they mhab1t, the hentage quests 
also bnng back popular 1tems from the 
original as rewards. 

St1ll, 1t's debatable whether th1s new 
content w1ll be enough to pull throngs of 
MMO players away from the1r current 
engagements or capture the attentiOns of 
new players who have yet to expenence 
what Norrath has offered for years. Instead, 
SOE seems to be content to play the safer 
route with Kingdom Of Sky n cult1vaung 1ts 
established fanbase and ensunng that the1r 
all1ance rema1ns strongly w1th the game. 
And w1th the ever-mcreas1ngly d1verse and 
competitive MMO market, and the potential 
for backlash w1th more swcepmg change, 
that might be the wisest move Sony 
could make. 

As the remnants of the ancient Plane of Sky, the kingdom 
is home to some of Norrath's oldest creatures, including a 
set of dragons that have taken roost in the bowels of 
the Bonemire, the deepest of Kingdom Of Skfs realms 

EverQuest 11 gives players 
the ability to rent or 
purmase housing to 
decorate to their heart's 
content. as well as store 
furniture and Items, use as 
a marketplace to sell their 
uafted items to others, and 
keep pets in. 

As a bonus, those 
~pu~theKmgdOm 
Of Sty expansion receive 
this ambulatory, and 
camillorous, pet plant for 
their house, which rewards 
its green-fingered owners 
with potiom wMr1 fed any 
numb« of edible items. 

lt wouldn' t be a Kingdom of Sky without 
appropriately winged creatures. The Barren 
Sky realm is home to the Aviaks. Vultaks and 
Hooluks, modelled on eagles, vultures and 
owls. each with varying affinities to strangers 
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FlatOut 2 FORMAT: PS2, XBOX, PC 
PUBLISHER: EMPIRE INTERACTIVE 

DEVElOPER· BUGBEAR 
ORIGIN: FINLAND 

RELEASE: MAY 
Destructive racing minus any attitude makes a welcome return. 
We're just not so sure the ragdoll drivers feel the same 

While your opponents look realistic. they're a far cry from the conceited poseurs of Need for Speed: Most 
Wanted. it's R<Md Rash they're reminiscent of: plain-looking people you'll hold personal vendettas against 

F 
latOvt wasn't the lond of game 
that Bugbear was used to making. 
• FlatOvt was our thtrd game and 

our ftrst console and multJplatform tJtJe 
lt was a huge learntng expenence for the 
whole company and tt's safe to say the 
game that we shtpped bears only some 
resemblance to what we set out to do at 
the end of 2002, when the first concepts 
of FlatOvt were drafted," explains business 
development director Jussi laakkonen. 

With that in mmd, FlatOvt 2 is an MOT, 
a tune-up for FlatOvt that tnvolves some 
fresh otl. a good pohsh and an upgraded 
engtne For example, tts tracks can now host 
up to 5,000 dynamic, destructible objects per 
track. a 66 per cent increase on the ongtnal. 
Which IS tmportant because FlatOut 2's chaos 

LA's storm drains (above left) offer incredible speed for those with full tanks of boost, at the risk of painful 
crashes. LA's other stage. Downtown, results in a street race where players can drive over building roofs 
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The most popular aspect of FlatOut - on line play - will return for all three formats, allowing FlatOut 2's physics engine to 
be stretched in a way solo play can't match. However, ragdoll stunt events can also be experienced online in the sequel 

tS more reactive than somethmg like Fv/1 
Avto's ommpresent destruction. because ItS 
props aren't so much destroyed as 
red1stnbuted. Structures crumple and 
wooden fences shatter - but the debns 
doesn't vantsh, 1nstead it scatters across the 
track mak1ng a mighty mess. with even the 
most m nocuous piece of flotsam provmg to 
be a serious troublemaker when it passes 
under the wheels of a fast-moving car. 

Such an upgrade is clearly tangible. 
Instead of the tracks feeling like linear 
corndors of interactive clutter. races now 
branch off and criss-cross through large areas 
hosting more tumbling junk than most spare 
bedrooms - npe for causing spillages and 
buildtng makeshift roadblocks and ramps, as 
well as perhaps earning an occas•onal Darwtn 
award Unbelievably; explosions are new for 
FlatOut 2. and there is a lot to blow up. Even 
landslides can be triggered by chain react1on. 

However the engine performs, the 
handling of FlatOvrs cars was always 
something of an 1ssue. w1th no true 
sensation of control in •ts power shdes. Th1s 
must have been addressed for FlatOvt 2, 
surely? Laakkonen says: "The game features 
three primary handling models the four­
wheel drive. the rear-wheel dnve and the 
front-wheel drive. Each of the three classes of 
cars [derby, race and street] conta1n variants 
for each handling model, which are then 
further varied between the different cars by 
the1r mass, acceleration and responstveness. 
lt means that players can better tailor their 
cars for max1mum gnp, or otherwtse " 

Opponents behave well. too. 1n terms 
of their fallibility. Thetr vehtcles aren't 
superglued to a prescnbed l1ne you can't 
shift them from: even the slightest nudge 
can cause them to twitch. spin off and 
perform an emergency stop w1th the help 



To emphasise its destructive leaning. post·race awards are handed out for five categories of collision; Whammo, Powerhit. 
Super Flip. Blast Out, Ragdolled and Wrecked. Early on, the cash pnze ISn't so much a bonus as essential savings for upgrades 

of a nearby tree. At the preview code stage, 
though, the game's difficulty remains 
remmtscen t of the original: a surpristngly 
tough ride. where the player has to bottom 
feed throughout the mrt1a 1 races •n order to 
scrape together enough cash to buy the 
upgrades that'll allow for a comfortable 
medal posttion. 

But there was one area where FlatOut 
was never in doubt- its gnsly and hilarious 
Ragdoll Olymptcs. lt saw the veh•cle's dnver 
purposefully flung from the vehtcle at a htgh 

help them feel more varied. Most welcome, 
though, IS the tnclusion of aftertouch, 
allowmg players to steer thetr floppy avatars 
as they sa•l gracelessly through the atr, a 
feature that's been given 1ts own name -
aerobattcs. A one-use nudge move ts also 
available to give the driver one fmal ftllip 
and allow for a more accurate landing spot 
to be chosen. 

So. Flat Out 2 feels like a ftrmly footed 
sequel. but how does Bugbear feel about 
the quicken•ng competition m the dnvtng 

Instead of the tracks feeling like linear corridors of clutter, 
races branch off and criss-cross through large areas 
hosting more tumbling junk than most spare bedrooms 

jump, or a giant dartboard "The ragdoll 
events were really well rece•ved by garners," 
says Laakkonen. "The anarchtc, toon-style 
stunts really had a lot of players laughtng 
out loud." So, in line with sequellog•c. the 
number of events has been doubled. makmg 
a total of 12, including rings of fire. curling, 
ski jumping and stoneskipping. The events 
are self-explanatory, and all work around 
the same tdea - eJect•ng your dnver through 
the wtndscreen at the perfect angle to give 
the destred results. Since they're all centred 
on thts same premise. Bugbear has ,ncluded 
a untque scoring system for each event to 

game market, one that always seems to 
be on the verge of gridlock? lt doesn't 
appear to have been touched by the hand 
of Burnout, at least. · competttlon IS 
tmportant, but we don't stay up all ntght 
worrytng about it, as FlatOut 1s its own type 
of a game. it's ne1ther shallow nor overtly 
serious. lt doesn't belittle the player and 
h1de the complexities of rac1ng, but at the 
same time 1t doesn't require you to hammer 
the same lap time after time. FlatOut is all 
about gotng fast and having a blast. We 
think that FlatOut 2 delivers a punch ......., 
you JUSt can't dodge." ~ 

Perhaps as a vktory stnrt based on the moderate 
success of the original, F/a!Out 2's soundtrack futures 
a swathe of blgger .. name guitar-based bands (such as 
Motley Criie. Nirvana and Supergrass) than the selection 
of European indie that FlatOut featured first time around 

Bugbear has been dedicating a serious 
portion of iu development time to 
optimisation of the PS2 game. "You only have 
to take one fool< at the PS2 version of FlatOut 
1 to appreciate how much performance you 
can get out of that old war horse if you 
know how to handle it, • says Laakkonen 

As lug!Mllr Is fully aware. 
lhe envl-nts In lhe 
first 1'141COilt- a touch 
dltc-*- a collection 
of generic landscapes that 
ptOVIcled differing lOad 
surfKes llld little else. 
AICOut 7s tracb offer. 
IIOUI' Of the USA. with ,_ 

In the aocly Mountains. 
VIrginian avp fields and Los 
Angeles. "Tbt game doesn't 
aim to ,..,nc.te theM 
envl-tl raatlstically. 
but 11111Hd to c.IPtlft the 
r.a1n1 of being tt~~re.• says 
LMIIIt-. "'ut we'nt sun 
that anrMdY who has 
- lllflnlneeDr 2 will 
lllllnedlllllllr .... at home 
Urging through the lA 
n-dl'llns." 
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• cnc..,uw" IN E138, F151 

"I think U..t while you'nt 
giving voice~-- you 
alto get the feeling thllt 
you're particlpMlng _. 
~ing lwlrd ~ w.ll. 
almost like playing on ., 
American football g.. me, • 
$ilys ~o of Odam.l's voice 
n~«~gnitlon. However, its 
inclusion separates out the 
strategy commands from 
the pinball inputs, ensuring 
the controls ll'efl't 
"ridkulousty difficult and 
complex•. He's not surpriNICI 
voice communication hasn't 
caught on, though: "To till 
you the truth. the kind of 
voice recognition requintd 
for s-n.n Is Incredibly 
difficult - SHmM 2 has 
been in dellelopment for 
five or six yean - and that's 
something you just can't 
devote your time to unless 
you're a private cocnpany.· 

Yoot Saito's Odama 
The release date rolls ever closer, but Nintendo's 
pinball warlord still sounds like an April fool 

With its massed troop movement, wide perspective and 
detailed. naturalistic style, Odama is an unusual but 
thrilling spectacle on a console, a sort of tabletop Total 
War. The chanting adds strongly to the atmosphere. too 

In the event of diSaster a tap of the Z 
bunon will bring on reinforcements at 
the bonom of the screen You can also 
save the day by tilting the battlefield 
with the analogue stick to steer the 
ball, which still ranks as Odama's 
least realistic feature· quite a feat 

ataman's out. Colossus tops the 
charts. Phoenix Wrrght IS around the 
corner and Chibi Robo IS on 1ts way 

tn May Publishers' willingness to put esotenc 
Japanese games on European shelves seems 
to be at an all-t1me high. but you st1ll have 
to wonder tf th1s voice-act1vated hybnd of 
feudal military strategy and pinball would 
be getttng a global release. let alone a near 
Simultaneous one, if the GameCube's 
schedule wasn't qutte so desolately empty. Its 
creator Yoot Saito (also father of the ta lking 
ftsh Seaman) dtsagrees, arguing that tt's a 
untversalgame. "I wanted it to be something 
that Japan, Europe. and the US could all look 
at from roughly the same dtstance a 
medoeval setting,· he says In other words. 
1t'~ JUSt as wetrd for everybody 

The Odama tself the vast. fltpper­
propelled 1ron ball that can crush your own 
troops as well as the enemy's as 1t lumbers 
around the batt lefield IS not the only 
strategtc hunk of metal you, as the 
dtsenfranchised warlord Kagetora. will need 
to keep an eye on. To progress to the next 
area a small troop of men carrying a huge 
bell must be safely shepherded to the gate at 
the top of the screen spec1al actions can be 
tnggered by nngtng 1t With the Odama Th1s 
troope's movement is the focus of the vocal 
commands you'll be barktng tnto the 
controller-mounted microphone that woll shtp 
wtth the game The rematnder of your army 
responds to general orders like 'push' and 

Collateral damage is pretty much unavoidable in giant 
pinball warfare, so maintaining morale is important. 
Pressing A dispenses food. but shouldn't be overused lest 
the army gets complacent A second player can plug in 
Donkey Konga bongos and literally drum up enthusiasm 

rally'. but is fatrly autonomous when 1t 
comes to overcomtng obstacles. gatntng 
control 0: additiOnal Hoppers and engagtng 
the enemy. 

Combimng the checks and balances and 
best-laid plans of realttme strategy wtth the 
chaos of pinball is a daunting, not to say 
foolhardy, goal Most previous attempts to 
blend ptnball w1th systematic videogame 
structure have ended in at best comprom1se 
and at worst unplayable frustra tton, and 
those didn't have to tmplement mass troop 
Al. or the holy gratl of reliable voice 
recognttion lt's been 1ncred1bly d1ff1cult to 
balance thts game agrees Saoto explatmng 
why the :itle has been so long tn 
development Even from the planntng 
stages it's been an interesting game but to 
make it so has requtred a lot of tuntng on 
our part .. 

it's encouraging that Vivanum is taktng 
the ttme to reftne Odama and. 1f nothtng 
else, the level destgn currently shows plenty 
of variety and ingen111ty wtthtn its ttght 
parameters But 1nt1tal1mpresstons are of a 
game that's as capnc1ous as 1t IS charmingly 
surrea., and that's very difftCUit to wrest 
meaningful control of And that could 
make the difference between Odama 
betng hailed as a cult classiC or JUSt 
another oddball. 



Buzz! The Big Quiz 
Not so much a million-dollar question as a no-brainer: 
Sony rolls out the next phase of its new empire 

Y our starter for ten: what was the 
UK's v1deogame Chnstmas number 
one n 2005 J Sony's p an was for 

at to be Buzzt The Music Qwz. presumably 
thmk•ng lhat Need For Speed couldn t 
poss1bly make it three n a row But despate 
1ts crowd-pleasing buzzer controllers. 
calculatingly bland presentation and high­
energy turn from housew•ves' favounte 
Jason Donovan, Buzz only JUSt squeezed 
m to the top 20. So was the whole Buzz 
venture ll-ad111sed? 

Not 1f its sales s1nce are anyth1ng to go 
by Buzz has stuck f~rmly , n the charts sance 
1ts release. and ts strong sales are prov1ng, 
yet aga1n, that Sony UK IS leadang the way 
m widenang the appeal of the world's most 
mainstream console. And smce Relentless 
always had total cor-f1dence '" the appeal 
of Its 1dea. 1t's no supr se the general 
knowledge vers1on - to be sold both w•th 
and Without the buzzers - appeared so soon. 
But 1t's also no surprise. since there hasn't 

been much t1me between the two games, 
that The B1g Quiz suf'ers from some of the 
same frustrations as ts predecessor. 

The range of questJon categorres­
mclud1ng mov•es, geography, polrt1CS, natural 
h1story and sport - 1s w1de enough to sat1sfy 
any trrv1a buff without berng off-puttmgly 
m-depth. And to reflect th1s range, the 
quest1on types have evolved - asking you to 
•dent1fy p1ctures of local landmarks. buzz in 
w.th the nat1onality of globe-trott•ng 
popstars and piCk your way through a 
mult p e-cho ce minefield of W1lliam Hague's 
b1ography subJeCt But desp1te the range of 
top1cs, the loss of the musical snippets saps 
the game of some of its atmosphere. Instead. 
The B1g Qwz relies on 1ts partrcipants to 
prov1de a soundtrack of guffaw1ng laughter 
and embarrassed shouts 

Some rounds, such as Pass The Bomb, 
have been subtly overhauled to 1mprove their 
play oynam•cs. but there are st1ll too many 
rounds wh1ch don't quite work: how can you 

The games are still very reliant on the coloured option 
buttons, whith are essential for keeping as many players 
as possible involved in each question, especially now that 
up to eight can play at once. But it's a disappointment 
not to be using the big, fat, tempting red buzzer 

buzz in to 1dent1fy the nearest example 
when you don't know how many examples 
are goang to be shown? And desp1te 
attempts to shape each game w1th 
Po1ntbu1lder and Polntstea.er rounds, 
there's st1ll no rea l sense of progress1on -
or of mountmg excitement - as the show 
comes to an end. 

The problem now for Relentless 1s that. 
w th the success of the current vers1on. there 
can be little impetus to do much more than 
tweak the game in the future. But, 
hopefully, later editions w1ll see the 
game reach 1ts full potential. 

The overall presentation is still very clear, if 
a little clinical. Some of the images used to 
illustrate the questions have a photo·library 
feel to them. and <an even create confusion 
about the precise subject of the question 

When - spoke to 
Relentless bef- ltuzz's 
launch &ut y.- (1153), 
it was no sac:m that other 
ver1lons of the van- were 
in the pipeline. The new 
charectar roster - with 
Its strong amphMis on 
movie star1 and sporting 
heroes - gives a dNr 
Idea of what- can 
expect next. although 
no an~ have 
yet been made. 
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A staple of the original 
game, the ability to sight· 
jack has been expanded on 
for the sequel. As well as 
being able to see through 
the eyes of roaming Shibito 
and companion characters, 
several of the protagonists 
in Siren 2 have enhanced 
abilities. While playing IS 
fortune-teller Akiko it Is 
possible to see the past, 
tinged in sepia. lkuko, on 
the other hand, can take 
over a Shibito and control 
its actions for a short pet"iod 
of time, and author Shu 
Mikami can use the eyes of 
his dog Tsuk•se to NVi91te 
levels that. otherwise, 
would be a featureless blur 
of light and shadow. 

Siren 2 

The Yamibito (literally 'people of darkness') give the levels 
and missions a new twist. Characters must turn off lights to 
hide from Shibito, but turn them on to keep the Yamibito 
and the amorphous creatures that resurrect the Shibito at bay 

The siren sounds for a second time as 
Sony ret urns to horror - Japanese style 

L 
1ke ail good horror games. Slfen 2 
has at 1ts heart a fear that 
s'muitaneo~.osly repulses and attracts. 

it's a phenomenon whiCh acts on tne player 
JUSt as Strongly as n does on 'he characters it 
depiCtS t~e sa :-re 'ear t"at ma<es you 
nervous o• ll'lOVUlg on a so dnves you to 
d SCO'Ie' d-e roo' o• your 'error. Not that 
JOurna 1St Mamoru ~t.k gets much of a 
cholce as he s se~, ·o 11est1gate an isolated 
ISland n me Sea o· Japan where, 29 years 
ago, a g rl \'.as •ouno washed up on the 
beach. Soon a~er. a omer mhabitants 
mystenous 'f d sapoea·ed 

When the boat 11e s tra•e ng on 
caps1zes after be1ng h t by a 'real( wave, 
ltsuki is washed up on a very d " erent island 
where amorphous creatures or 't 1n darkness 
and the sky IS tinged red. Houses are 
abandoned. but when the s ren sounds 1t 
soon becomes apparent that th1s pace 1s not 
as deserted as it f~rst appeared. S ren 2 
follows ten characters - includmg a 
mermaid-obsessed author, a fortune-te er a 
sa1lor-su1ted schootg rl and two members of 
Japan's Self Defence Force - as they try to 
surv1ve long enough to d1scover the nature of 
the earlier d1saster 

Consequently, the atmosphere of ISO ated 
yet claustrophobic fear seems like y to be 

susta1ned 1rom the first game, but tms t1me 
around weapons are more ava1labte, w1th 
most characters able to w1eld anything from 
Uz1s to an umbrella. Even w1thout access to 
an 1mprov1sed arsenal, characters can now 
h1jack cars and run the zomb1e-hke Sh b1to 
down JUSt for the fun of it. However. these 
new skills apply JUSt as equally to the Sh1b1to. 
who you'll now find equipped with 
everythmg from pistols to rapid-firing 9mms. 
The mcreased emphasis on combat means 

the game can reduce 1ts dependence on the 
constant s1ght·JaCk1ng -or tun1ng 1010 other 
characters· viewpoints - wh1ch so quiCkly 
turned 'rom thnll to chore 10 the ong na 

Other improvements mclude making 1tem 
use automauc and allow1ng you to show 
your locat,on on the all-too-confus,ng map 
And, after the two·hltS·and-you're-dead 
encounters of the ongmal, the unseen hfe 
bar has been extended so that, unless a 
Sh1b1to happens to be w1eld1ng some high­
calibre weaponry, death IS no longer 
instantaneous. it rema 1ns to be seen 1f these 
refinements will come at the cost of 
undercutting the punty that made the ~ 
first game as fresh as 1t was frustrating. ~ 

As in the original game. the characters art photoroalistic 
and based on the actors who play them. Raroly have tM 
uncanny valley's unsettling qualities been put to such 
good effect. As well as a mine and a suburban Japanese 
home. Siren 1 also introduces somt new loutions such 
as a daustrophobic ferry, amusement park and pier; you 
can even watch waves breaking in the blood· rod ocean 

While many of the missions lnvolvt shtpherding an NPC from point A to B, the AI has been improved so that your 
companions can now hold weapons of their own, move with more autonomy, and even come to your aid in a fight 
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PAM is also producing 
versions of Top Spin 2 for 
the two Nintendo handheld 
consoles, although it prefers 
to refer to them as 
extensions of the Top Spin 
brand rather than 
adaptations. Despite this, 
the OS version is at least 
remarkably faithful to the 
original Xbox game: fluid, 
accessible and addictive, 
with lavish animation, a 
pared-down career mode, 
and wireless multiplayer 
that's difficult to put down, 
it could be one of the better 
sports titles on the system. 
The GBA game is, 
unsurprisingly, more of a 
departure, its tight screen, 
compromised controls and 
simple, sprite animations 
dictating a rapid, arcade­
style pace. Initially this is 
off-putting, but becomes 
exhilarating when you do 
string a few shots together. 
Still, it's unlikely to last lopg 
in the face of Mario Tennis. 

Top Spin 2 
Top Spin returns to make an early t itle bid in the 360's online 
sports championships, and it's aiming to serve deep 

I 
n the never-ending wrangles and 
exchanges between committed 
on line gamers and the authors of 

their games, it's common enough to hear of 
developers havmg to clamp down on players' 
abuse of unintentional, unbalancing 
loopholes in the game system, or exploits. 
it's much more unusual to hear of the tables 
being turned: players ruling a core element 
of the game design unfa ir, deeming its use 
an exploit, and outlawing it. Yet that's exactly 
what happened to Top Spin's 'risk shot ' at 
the top end of the very healthy - and, it 
seems, sportsman like - on line tournament 
scene that sprung up on Xbox live after its 

2003 release. The hard-to-trme shot modifier 
was intended to be a gamble that would 
produce either an outnght winner or a miss, 
but once nailed by dedteated players, rt was 
simply too powerful. 

PAM Development, acutely aware of how 
well its tennis game had done online and 
keen to build on that with the sequel, Top 
Spin 2, has been smart enough to listen 
closely to its constituents. So the risk shot 
has been made much harder, its irregular 
ti r'rnng intended to make it more of a last­
ditch move for a desperate player. And most 
of the tuning of Top Spin's already well­
rounded and intuitive tennrs system has been 
geared to give it fa r greater tactical and skill 
depth, the better to withstand the longer 
lifespan of an online game. 

The pace has been slowed; the physics 
rewritten to make toospin and slice shots 
more technically demanding; players' 
character strengths and weaknesses are 
more sigmficant; and as well as holding 

Professional players are represented, though their game 
styles are arguably more faithful than their portraits. lt's 
possible to indulge male vs female fantasies. too. The game 
drops its poker face for the training tasks. which have the 
faintly surreal, physical setups of Virtua or Mario Tennis 
minigames. Attempts to spice up the career mode include 
special events that are triggered by coach, sponsor or rival 

Top Spin 2 has one of the 
most powerful character­
creation tools y~t seen; 
it actually generates 
convincing humans, and the 
skin shaders are uncanny. 
Age, serve action and grunt 
style can all be specified 

The game has 37 venues, from back yard practice courts, 
all the way to licensed Masters and Grand Slam arenas. 
Ironically, the only missing Slam licence is Roland Garros, 
seat of the French Open JParis-based PAM's home event) 

down a shot button for more attacking 
power, a short tap now produces a slow, 
high ball that excels in defensive situations 
The 'In the zone· meter has been redubbed 
'Momentum' and unlocks tricksy 'Advanced' 
shots, like a wide side slice. as it builds. All 
of which sounds like a significant threat to 
Top Spin's accessibility, but t ime spent with 
a near-complete preview version proves rt's 
still possible to enjoy the game with just one 
button - the all-purpose safe shot on A -
and to be competitrve using the basic shot 
selection alone, should you wish. 

lt can be just as big a mistake to neglect 
the offline side of an online success story; 
however. PAM's answer is to integrate the 
two, also increasing the breadth and depth 
of the player-building aspect of the career 
mode, whrch is so important for on line 
success (but not too high a hurdle - players' 
stats should be maxed out after two or three 
of the five seasons). There's no question that 
Top Spin 2 will be the most complete, 
involving tennis game on the shelves come 
Apri l, and it goes without saying that it will 
be the prettrest too. Whether it can still claim 
to be the everyman's choice in this 
everyman sport, only time will tell. 
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levelling up is fas t and automatic, and 
organising your deck of seals before 
battle promises to add tactical depth 
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lt wouldn't be a Marvelous 
game without some li~lm 
element and, true to form, 
Contact woll offer worthy 
hobbies like cooking and 
fishing. However. these -
as in the Harvest Moon 
games - are mildly doverting 
rather than actively 
enjoyable. The big question 
mark hanging over Contact 
is if any of iU ambitious 
ideas are actually going to 
be fun to play. But perhaps 
precisely to address this, it 
has an ace up its sleeve: 
'NES·Iike minigames·. These 
haven't yet been shown. 
but should help ensure 
Contact is a satisfying garrle 
rather than just an 
intriguing experience. 

Contact 

The more conventional aspects of Contac(s RPG gameplay 
are clear in its boss battles, but even then you'll be swiping 
special attack stickers across the screen with the stylus 

lt's a card-collecting, stylus-controlled, online-enabled, 
life-sim RPG. And that's t he easy bit to get your head around 

t's rare when the most 
I stra•ghtforv1ard thtng you can 

say about a game •s that it's a 
collaboratoon between the people who made 
Harvest Moon and the peop e who maoe 
Krller 7 But no matter how strange tne game 
you're currently tmagmtng - a seed 
propagator stuffed wtth severed heads, 
maybe? it won't be qutte as ong•na as 
Conracfs set-up. 

A mysterious professor, 'leeing some 
more mystenous pursuers, is contacted by a 
yet more mystenous intelligence through the 
means of an entirely mysterious device That 
intelligence IS you, the device your DS, and 
the professor, soon stranded on Earth once 
hts spaceship crashes during the chase, •s in 
need of your help. Bemg a quick thinker (as 
any professor should be), your new friend 
quickly disguises his damaged spacecraft as a 
ptrate shtp and enl•sts the help of a young 
local boy; Cherry, to run errands ~o help him 
repa~r •t So you, through the means of your 
mystenous DS. gUide Cherry on his way, With 
the professor lookmg on. The professor lives 
in the crtsp, p1xellated sterility of the top 
screen, Cherry •n the lush, naturalist wilds of 
the bottom. When he wanders up to the top 
screen to check 1n with the Prof. the two art 
styles clash tn neat under' nmg of the close· 
encounter themes of the story. 

t's as radtea a rat,ona e for the DS's twin 
screens as has been attempted yet, but once 
m control of Cherry, things take on a much 
more conservative a1r. Control works either 
with the D·pad or the stylus, both of which 
work well, and there are chests to f nd, 
bosses to defeat and shortcuts to uncover. 
Combat is automatiC - a little stmilar to how 
some MMOs work: approach an enemy, 
select your attack stance and watch while 

you trade blows Yovr tacucaltnput comes 
from seled,ng spec1a attacks, deCid ng •f tt's 
t1me to run away, and us1ng the game's other 
b1g DS·tnsp red tdea seals These are extra· 
spec1al moves. perhaps allowtng you to 
summon an ally, handle dangerous mater a 
or unleash a partiCularly powerful attack, and 
must be pee ed hke a Sttcker out of your seal 
book, and then stuck down over the ad on 
where you need them - all ~Vith a swtpe of 
the stylus. Thts feels a tttle clumsy tn the 
prev1ew code as do a few other elements 
of the game - but there may be ttme to 
address thts before a European release 

So, aptly enough for the use 1t makes of 
the two screens, Contact is look• ng ike betng 

The con11asting art styles of the game's two takes on 
reality are quite startlingly different. The top screen 
shows the inside of the ship as the professor sees it. the 
bottom as its outs1de appears to the rest of the world 

a game of two halves. The set-up and 
presentation are as high-concept as they 
come: technica'ly impressive and genuinely 
Imaginative. But the meat and potatoes of 
the gamtng - in the tnttial stages at least 
are just that. A longer test wtll be needed to 
see if the two balance each other out, ~ 
or tear the game in two. ~ 

Although some of the game's dungeons are pretty 
unspectacular, the lush, organic 'realistic' world view 
is inspired more by oil paintings than clinical pixel art 
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RF Online 
This stylish import may look seductive to the MMO 
unfaithful, but the unwary are in for a shock 

aybe, in World Of WarCraft's ever­
expanding wake, Codemasters has 
found itself ruing the September 

2004 cancellation ' for technical reasons' of 
its own MMO, Dragon Empires, a game that 
might just have given it a foothold in the 
blossoming market. Or maybe the publisher 
simply needed to f ind a quick way to turn its 
investment in online gaming expertise and 
infrastructure into profit. Either way, 
snapping up a proven South Korean hit - RF 
Online has a million players in the Far East 
and rising - looks like a shrewd decision on 
paper, providing a (hopeful ly) cheap, fast and 
trouble-free launch for its Codemasters 
Online Gaming service m Europe and the US, 
when most MMO launches are anything but. 

lt p1cked a pretty one, too, in CCR lnc's 
game, with an edge of hard science to its 
fantasy fiction that would attract those 
turned off by dungeons and dragons. and 
marketed it cannily enough to generate a 
healthy swell of interest in the short beta and 
recent budget release. The three playable 
factions, fighting for freedom from Arcane 
rule but also f ightang each other for 

Arch lord 

Audiovisually, RF Online has a sharp, cool beauty that's 
strongly reminiscent of Phantasy Star Online. it's unlikely 
to prove as big a crossover hit as Sega's game, however 

dominance in the Novus galaxy, are 
tremendously appealing: the mystical, elfen 
Cora, the imp1sh Bellato engineers w1th their 
giant robot servants, and the 1mposm

1
g 

Accretian man-machines. The four ava1lable 
classes are rather basic, though - melee 
warrior. ranger, magic user, hybnd - and 
chances to specialise them don't arrive until 
levels 30 and 40. 

But Codemasters unwisely counted 
wi thout the huge gulf in MMO traditions 
between east and west, which the accessible 
World Of WarCraft, despite its own eastern 
success, has only widened. RF Online 
couldn't be more unwelcoming. lt offers little 
help and advice with its complex battle 
system beyond the very basics, questing is an 
uns1gnposted, poorly structured mystery. and 
there seems to be a basic expectation that 
players will be happy to andulge 1n ceaseless. 
mechanical grinding. As a wmdow to 
another world - that world. sadly, being the 
mindset of a Korean net cafe addict, not 
some far-away galaxy - RF Online is 
interesting, but the casually cunous 
should steer well clear. 

Codemasters' second new MMO allows you to be king 
for a month. But will it be one for all, or all for one? 

fORMAT: PC 
PUBLISHER: CODE MASTERS 

DEVELOPER: NHN GAMES 
ORIGIN: SOUTH KOREA 

RELEASE: Q3 

Archlorcfs world is polished and lush, and combat boasts striking effects. The overall art style has the 
traditional flourish of far eastern fantasy, even if the characters themselves are expressionless dolls 
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C 
odemasters' other offering on the 
MMO bandwagon is reserved for 
another Korean sign1ng, but not only 

is ArchLord likely to prove just as foreign and 
alienating an experience for western players 
as RF Online, it 's much less of a known 
quantity. Despite having been m beta testing 
in its homeland since the middle of last year. 
and on shelves there since January, a veil of 
mystery surrounds ArchLord's workings and 
its success to date 

The one thing that is abundantly clear ­
and doubtless made the game look like an 
easy sell and therefore a sens1ble buy to 
Codemasters, just like RFO's distinguishing 
looks- is its USP Every month, players will 
compete to unite the five Archon relics and 
so become the one and only Archlord, ruler 
of the ent1re gameworld (or rather, we 
assume, server). Alongside special 
equipment, a bodyguard and access to elite 
areas, the Arch lord will get powers that 
allow them to shape the world for other 
players, presumably to the advantage of their 
guild and the disadvantage of everyone else. 
it's not clear what these are, although some 

are certain to be economic; fu rthermore, on 
the mechanism by which the Arch lord w dl 
be chosen, whether the pos1tion can be held 
more than once, and all other questions, 
Codemasters is worryingly s1lent. Worryingly 
because MMO player-ranking systems are 
famously difficult to balance, and because a 
great many of them become horrifically 
unhealthy mght-and-day endurance tests. 

As instantly attractive as the thought of 
ruling an MtviO space is, the implications of 
the Archl ord system are likely to be far less 
attractive to players outside of Korea. One is 
likely to be an intense concentratiOn on the 
extremely complex organised combat 
between factions and gu1lds. Another is that 
Arch lord candidates will probably need to be 
nominated representatives of large, powerful 
guilds, or more likely, alliances of guilds 

Genuine polit ical and social hierarchies 
within virtual worlds may be exCiting to 
academics, but they're probably anathema 
to the individualist western gamer, for most 
of whom the very attract1on of an MMO 
is that anyone and everyone can 
become a hero. 



In terms of wifi content, New Super Mario 
Bras allows versus play between Luigi and 
Mario, although just how different it'll be 
to the archetypal single-screen POW 
death match is yet to be revealed. Other 
multiplayer modes are mooted, too 

FORMAT: OS 
PUBLISHER: FROM SOFTWARE 
DEVELOPER: POLYGON MAGIC 

ORIGIN: JAPAN 
RELEASE: APRIL 6 (JPN), TBA (US/UK) 

The number of possible traps, items 
and ninjitsu techniques available 
throughout Dark Shadow tot up at just 
over 200, offering an expanded kitbag 
that'll perhaps balance the downsized 
format and different perspective 
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FORMAT: OS 
PUBLISHER: NINTENOO 
DEVELOPER: IN-HOUSE 

ORIGIN: JAPAN 
RELEASE: 2006 

New Super Mario Bros 
In between all the sporty spin-offs and witty RPG questing, 
Nint endo is f inally f inding t ime to take t he bros back to basics 

he name seems an obvious 
T placeholder, but rarely has one been 

able to tell the player all they need 
to know in such a concise and prom1sing 
manner. it's the kind of shorthand usually 
reserved for vague next-gen products. but 
this is Nintendo's at tempt at broaching a 
different kind of generational gap, updating 
Mane's classic side-scrolling repartee in a 
fitting manner. it's still a conversio'l of sorts. 
though, converting an old way of playing for 
a new way of thinking. 

Details are still sketchy, but what is 
known is that it will feature a number of 3D 
aspects that will allow for some neat effects, 
the kind of touches, animation and action 
that are virtually impossible to replicate in a 
depthless playing field. This could explain 
why the brothers themselves and their 
numerous enemies are rendered in an 
ever-so-slightly muddy, pseudo-3D style 

Inevitably. the basic concept of the game 
remains the same. with a majority of play 
taking place on the upper screen, and the 
lower screen used to display the 
underground portion of stages. A more 

An item will swell Mario to screen-filling size, making him 
capable of crushing or blasting nearly anything in his way 

typical DS solution will also be present, 
though, with the lower screen mainly 
dedicated to the storing and usage of items. 

The OS's killer app is its game catalogue 
as a whole. but few p1eces of softvvare have 
stood as such fine exploitations of nardware 
as Super Mario Bros. World and 64, leaving 
New with its work cut out. Hopefully the 
extra time and thought being invested here 
will take it from a good idea, well executed -
the DS's stock-in-trade - to a brilliant ~ 
one. Implemented with true f lair. ~ 

Tenchu: Dark Shadow 
The tools of the killing t rade go over the player 's head, as 
a newer machine brings an older perspect ive to the series 

0 
bligatory DS pun aside, Dark Shadow 
is perhaps an apt name: instead of 
just lingering in the shade. you 'll 

have to spend a lot more time there. The 
focus present in this hand held iteration of 
the oriental assassination series is the laying 
of traps, and not the traditional neck­
snapping, throat-slashing hit'n'run slaying, 
meaning more time is spent conspiring and 
less time executing split -second assau Its. 

These traps appear in various categories -
leg traps, needles. poison, fire, laughter and 

Games like Tenchu are helping the os prove itself an 
entirely competent, if not especially elegant, 30 machine 

more - and laying them in the path of your 
enemies opens up the possibility of combo 
offensives, allowing you to stack your 
suprises in the manner of Tecmo's Trapt. 
Although in con trast to that game, there's no 
clear idea yet of whether the reward for this 
is an enhanced grade, a requirement for 
offing some of the heftier enemies or just a 
chance to giggle with sick glee at your own 
morbid ingenuity. And, as is to be expected, 
new traps can be fashioned from items and 
raw materials to be found scattered 
throughout each stage. 

Viewed from a more impersonal, t ilted 
overhead thirdperson camera, it's unclear 
whether there'll be a perspective shift when 
the player needs to peek around a wall, but 
the lower screen will allow for a persistent 
map, and serves as a murderous media player 
for the death animations of successfully 
snagged foes, helping to bring the player 
closer to the action from this more d1stanced 
viewpoint. Hopefully, it'll be the piece of 
streamlining that could help tackle the slight 
clumsiness that has taken the sheen ~ 
off the senes' recent console outings. ~ 

Fourplayer wifi is offered, allowing players to tussle 
in a gnarled and tense trap battle that should occupy 
the gap left by the lack of deserving update to Spy 
Vs Spy. Or, more socially, they can simply trade items 



Daxter 
Naughty Dog's moonlighting mammal t urns Rentokil gopher, 
but t hat's the bad news over with for this sidekick's sidequest 

A 
nd so -JUst like that- a good 
portion of the appeal of Liberty Crty 
Stories is gone. Ready At Dawn has 

rendered a gameworld that. vtsually, packs 
more ftrs t-tmpresston punch than that of 
PSP's GTA. lt •s vast, moves smoothly, and 
has cutS<ene and an• mat on va ues on a par 
wtth the rest o' tne 1ak se• es. of course. 
there's none of the bust e and feature­
nchness of Rockstar's out1ng, but tts slickness 

s strlktng, h•ndered o1ly by the ba•est of 
slowdown it's th ts, now, that wtll be the 
benchmark game tha1 proves you really 
do have a PSP in your pocket. 

Spl t from Jak, Daxter lands a job as a 
bug exterm•nator tn Haven C•ty, the perfect 
small-fry prey for the d•minutive cohort 
Electnfted fly swatter in hand, Daxter's ftrst 
few comm•sstons are stra gnt out of 
pla tform•ng's tutor a Hand- genenc tnps that 
mvolve navtgatmg largely linear environments 
whtle splattering small groups of bugs and 
nailing double-Jumps. 

A stealth crawlts also introduced 'or 
bypassmg stronger enemies and for S<uttling 
into ptpes and vents. Th•s oroves wearytng in 
its in.ttal use, but tnere's a so id qualtty 
to the game's product on that makes Daxter 
not so much remtniscen t of the Jak senes 
but of Sly Raccoon. Daxter's basic swipe 
attack has a generous range, wtth a combo 
mechan•c that proves satisfymg when 
confronting groups of hazardous tnsects. 
A re able camera ts aioed well by us•ng 

Daxter's most reminiscent of Jak 11, with an urban hub 
that splits off to more desolate environments; indeed, 
the game covers the story of how the pair were reunited 
at the beginning of Jak 11. Daxter's wiseguy shtick seems 
more tolerable when he's the star of the show, too 

Breezy \/alley is home to the 
game's first vehicle section. 
The fi rst task seems tricky ­
exterminate 25 pests across 
the area within a time limit -
until the game helpfully 
highlights rtmaining targets 
as the clock runs down 

Like its PS2 namesake, Daxterfeatures minimal loading 
times and the world remains virtually seamless. with 
small cham~rs and elevators used as loading bays. 
Whatever drain the fluency may put on ban try life. the 
resulttng sea'- and clarity of Daxter's visuals are worth it 

tre shou der buttons to rotate the 111ew. 
there are some qu•cK and fr endly m111s•ble 
restart po1nts. a regular and unobtrustve 
autosave, and character movement ts 
confident and we 1-we•ghted 

Of course. desp te thts sure-footed 
real sat on, JUSt how much variety 1t can 
ma ntatl'! w.~h n tts handsome expanse ts st•ll 
to be seen Putt "g Daxter to 'bed' at hts 
home gNes access to a number of m•ntgames 
in the form of hts dreams, the first is a 
cheeky pasttche of The Matrix, a rhythm­
actiOn f tght scene that doesn't feel novel but 
whose presentatton and executton are 
poltshed enough to prove a draw. 

Based on the opering areas of the game. 
th s seems to be a fatr summary of Daxrer. 
a we -bred platformer whose techntcal 
qual,ttes are never tn doubt and whose core 
ideas are tntegrated together snugly, but has 
little in the way of standalone highlights. 
And, gtven the control restncttons of 1ts host 
platform, the fact that tt might feel a ltttle 
pia n tn places may prove to be the more 
oalatable of two evils Daxrer may very well 
oe one of the better oea1s that PSP 
owners are cut tn 2006. 

FORMAT. PSP 
PUBLISHER: SCEE 
DEVELOPER: READY AT DAWN 
ORIGIN US 
RELEASE SPRING 

As a will extra and a 
singleplayer distraction, 
Oaxter Includes a subgame 
known as Bug Combat. A 
direct relative of any 
number of creature­
breeding fight games i1 may 
be - think Magic Pengel, or 
Polc~mon Coliseum with Its 
paper/ro<k/sclssors replaced 
by claw /spit/trap- but 
there's a kind of freshness 
about being able to set the 
power of each offensive 
w ith a well-timed button 
press. New bugs are 
collected by unearthing 
them w ithin the main game. 
while a combatant's stats 
can be bulked out with 
potions found by exploring 
in a similar manner. 

A thousand precursor orbs, the chief 
currency of the Jak series, are dorted 
aaoss the gameworld, whose collection 
performs tht task of unlocking cheats 
and extras There's a further bonus for 
PS2 owners: connect via USB to the 
console to unlock exclusive Jak X content 
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FORMAo. PSP 
PUBLIS~ER: UBISOFT 

DEVELOPER: SONY ON LINE 
ENTERTAINMENT 

ORIGI~ US 
RELEASE. MAY 

Battles are spectacular, especially when the 
more extraordinary unit types become 
involved. Nonetheless, the bread-and-butter 
tactical play of tanks, grunts and scouts can 
still prove enduringly fascinating. As with 
Advanced Wars, the careful, considered pace 
of play is perfectly suited to a handheld 

FORMAT OS, GC, PC. PS2, PSP, XBOX 
PUBLISHER: LUCASARTS 

DEVELOPER TRAVELLER'S TALES 
ORIGIN· UK 

RELEASE: AUTUMN 

As if they weren't imbued with enough 
personality, each member of The Origi,.l 
Trilogy's plastic population has a unique 
special attack. Chewbacca's, fittingly, 
involves pulling arms out of their sockets 
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Field Commander 
lt's war, as Sony's on line division moves into 
handheld t erritory current ly controlled by Nintendo 

0 
ne of the quest•ons to which gam1ng 
has no answer •s· when does a 
homage turn into a rip-oft? Field 

Commander, which at f1rst sight looks like 
one of the PSP's freshest titles, only muddies 
further the already murky waters. 

Th1s looks tke Advance Wars w1th grown­
up graphics. As a prec•s of the game, there's 
no fairer way to say •t You can move un1ts 
turn by turn, we1gh up the1r strengths and 
weakness against other mfantry, vehicle, a1r 
and sea enemies, comm•t to an attack wh1ch 
plays out zoomed-1n on the action. and 
invest your mcome from captunng buildings 
into new troops Repeat until victory. 

Wh1ch 1sn't to say that F1eld 
Commanders appeal stops there. lt adds 
new unit types, and new abilities to fam1har 
un1ts, increas•ng the tact•cal options at every 
turn. Different diVISIOns and commanders 
bnng unique ab• •t•es to the battlefield (itself, 
of course, an •dea Advance Wars could have 
nsp red '• w!l•ch. combmed With local terra m 
and weamer cond,t1ons, adds up to a 
comp ex cha enge And, as you would 
expect from Sony's m-house online 

The dear blue water between Field Commander and 
Advance Wars is just that: the representation of the 
outside world, from forests to beaches and lakes. is 
delicate and detailed, automatically providing beautiful 
backdrops as you zoom in from map view to battle view 

speoalists, 1t takes full advantage a< the PSP's 
w1f1 capabilities for fully onhne matches and 
local ad-hoc battles, as well as single­
machine 'hot-seat' play 

Early code IS still a little rocky, but there's 
every reason to hope that this could be as 
engrossing on PSP as on GBA it's just a l•ltle 
unsettling to see the work of one firstparty 
stud10 echoed so closely •n the work of 
another f1rstparty stud1o But there are few 
better bluepnnts than that refined by 
Advance Wars over the years, and there 
are no grounds for complaint about the 
generosity with wh1ch it's been interpreted. If 
1t also manages to replicate the all- mportant 
balanc•ng of game elements, then fans of 
Advance Wars may f,nd themselves as ...., 
impressed as they are ind1gnant. ~ 

Lego Star Wars 11: The Original Trilogy 
As Traveller's Tales allies itself w ith the LucasArts 
empire, its feisty adaptation remains rebellious 

L 
ego Star Wars didn't so much secure 
the support of a wide audience as 
capture, for ent•rely separate 

reasons, the hearts o' two. Children warmed 
to its lack of condescens1on and to adults ·t 
provided an antidote to George Lucas' 
wavering prequels For 1ts successor - at f•rst 
glance a project w1th everything to gam 
the use of Eprsodes IV to VI as source 
material is, in the eyes of adults at least, of 
s1gmficant concern. W1llmnocent oarody 
earn the same apprec1ation when applied to 
something treasured rather than tainted? 
The likelihood IS that 1t w•J,, because 
Traveller's Tales' approach remains solely 
about play, and never about nd cule. 
Uninhibited play 1s the ambi\ion. 

There IS, for example, noth1ng to stop you 
approaching The Original Trilogy's vehicle­
based levels as leisurely explorations, much 
like its (and its predecessor's) on-foot stages 
The Death Star trench run and Hoth defence 
won't t1e you to a ra1l or linear route, instead 
welcomi'lg the use of a w de range o' 
veh1cles and characters w1thout the 
restriction of what's appropnate. The des1gn 

philosophy 1s unsurpns•ngly generous, addmg 
another three mov1es' worth of weapons, 
characters and veh1cles to the original roster. 
But 1t's also concerned w1th hftmg restrict1ons 
previously mtroduced Construction ab•hties 
and block manoeuvres are no longer 
exclusive to Jed1 characters, and ships 
assembled through the acqws1tion of h1dden 
parts w1ll, thanl<s to new bonus stages. have 
purposes beyond decoration. 

There is no sense that development of 
The Onginal Trilogy was done on autopilot. 
Confronted w1th the need to turn a novelty 
item into something extendible, its developer 
has piled on a second helpmg of gi~m•cks 
and JOv,al references (to the universes of both 
lege and Star Wars) while steadily reinforcing 
1ts founoat1ons. As 1f to question its 
perception as a kids' -title-cum-curie the 
game promises an adaptive difficulty level to 
w1den 1ts challenge factor to something that 
befits its broad market appeal. The end result 
might no: be a re1nven11on or even a 
particularly altered exper ence, but so long 
as it enjoys toying w1th 1tse1f. we'l 
look forward to playing. 

it's no surprise to see Traveller's Tales sticking with its 
last·gen codebase. the series' engine offering all the 
geometric comple•ity required of both its building-block 
characters and more conventional scenery. This is one 
multiplatform project that should funclion well on PSP 
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THE VENERABLE DUNGEON·CRAWLING SERIES GETS 
PHYSICAL1 AS UBISOFT REINTRODUCES MIGHT AND MAGIC 
WITH A HALF·LIFE 2·ENGINED FIRSTPERSON SLASHER 

1 kt DARK MESSIAH Of MIGHT AND MAGIC 
FOR'!~T PC 
PUBLII1ER UBISOFT 
D£v; .C'FR ARKANE STUDIOS 
ORIGI~ FRANCE 
'[L(ASF 2006 



wdents will happen. it's especially true in a 
cliffs1de village perched on struts out over 
inf1mty. where a Freeze spell has left a sl1ck 

of ice on the already precarious walkway. An ore 
warnor rounds the corner w1th a guttural warcry, 
slips over backwards, and plummets to the cerulean 
ocean far below 1n shocked silence 

"The mam purpose of the spell 1S to freeze 
enem1es. • observes Arkane Stud1os' CEO Raphael 
Colantonio, "but one day I found everyone 
gathered around a mon1tor laugh1ng at this. · 

Dark Messrah's development and developer 
seem to attract happy acc1dents: a s1lver limng to 
the advers1ty Colantonio faced when he left EA (a 
cricket ball on h1s desk hints at past duties) to form 
a hardcore PC RPG stud1o. "We were big fans of 
Looking Glass. of the (Ultima) Underworlds and 
Ultima VII- but 1t was a crazy 1dea to start a studio 

MIGHT AND MAGIC ~ 
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To maximise the suggestion crf 
threat from its alien Invaders. 
Crytelc wanted Clysis to bring 
together two human factions 
that would never oth«wlse 
cooperate. nam .. y tt1e US and 
North Korea. The game's story is 
said to be packed to the gills 
with conspiracy, de<tption and 
revelation, with hero Jake Dunn 
himself hiding a past that's 
gifted him with a fearlen 
demeanour. Rather than the 
segmented episodes of FM Cry, 
known among the team as 
'bubbles', here the story is a 
unified dynamic path in which 
even major cnaract.n can die 
and affect subsequent events, 
leading to rNny split-second 
dilemmas. An example we're 
given Is of a point where ~u 
must choose between saving a 
Korean journalist (who can then 
fill in ba<kstory about the alien 
mothership), or a soldier who 
can assist you in action. 

Fully •wart olth• lwnrfott th j t HOH tfl~<h pouvidt, 
th• team has put comldtrdhloi tiiQol onto rtplltiltong 
prt dse tr~llt~ of th~ hum.m ty• Prrvioll', eftmh IUth 
·'~ th• Hl2. I hP LoH (o ... r Jlfnjt<t """ fJt C1y1s own 
pa tthe.s tU~ S.tlld to U\P Utuf>IMhiP ~V(>f •lgmg to 
dt tf rrtUOt light le WI!t- Whtch (ryJI'IOVf'ltOntP.:S 





YERLI RISERS 

One notable quality to the 
relationship between (l-R) Avni, 
Faruk and Cevat Yerllls that it 
seems impossibly amicable. If 
the decorum with which they 
talk between themselves during 
our visit isn't proof enough. the 
continuing success of Crytek at 
least proves that their sharing of 
responsibilities yields results. In 
their eyes, the success is due to 
strong family t ies, a transparent 
relationship In which all 
onformation is shared, and a vital 
lack of personal agendas. While 
technical director Cevat oversees 
design ;and technology work, 
managing dorector Avni keeps 
the company's financial 
operations in check. Marketing 
and communications duties are 
typically Faruk's domain, though 
the current partnership with 
EA has taken a considerable 
portion of that load off his 
shoulders. Almost all of it, 
he's happy to reveal. 



TEK TIPS 

Yerli (above) is quick to impart 
advice for those starting out 
in the industry. "I would look 
at other platforms than PC,· 
he says. "There are nice 
opportunities now through 
Xbox Live Arcade, for example, 
and in PSP development and 
mobile phones. To go into the 
games industry and make a 
difference with innovative 
gameplay concepts, you would 
have to go where you can make 
a difference with the least 
amount of money. You could 
make a game with fluid 
dynamics on PSP. for example, 
and have something truly 
unique. Maybe you could get a 
successful title launched, and 
then bring that across to other 
platforms. If I were looking at 
something non-commercial, 
however, such as getting 
experience in how to make 
games and maybe accidentally 
getting into the industry, then 
I'd get into a group and into 
making maps, vehicle packs or 
even entire mods." 

present in Far Cry. I just want to oe very 
clear about that. lt's nothing othe[ than 

nwe never create technology to 
compete w ith other people, we 
do ~t in order to C!leliver our vision, 



THE DIRECTX APPROACH 

Besides being the primary 
poster<hild for both OirectX 10 
and Windows Vista, Crytek, or 
more specifically the second 
Iteration of its CryEngine, is 
helping shape the technology 
itself. We ask Yerli what the 
new architecture means for 
the industry. 

"For a developer," he reveals, 
"OirectX 10 offers a unified 
shader system - a unified 
language for plxel and vertex 
shader components. lt means 
you don't have to really care 
about whether it's a vertex 
shader pixel or not. •t's just a 
shader. That makes things 
simpler. but also requires greater 
management. OX10 also offers 
features that, in fact, we're not 
able to talk about. But they do 
provide performance benefits 
and especially particle 
performance benefits. In 
terms of foliage density, for 
example, it's centred upon 
having large amounts of very 
small objects . In that respect. 
it's heavily optlmised and 
happens to be perfect for us. 
Apart from this, •t's tightly 
integrated with Vista which Is 
more powerful in its core 
technology, as well as allowing 
for greater parallelisation of 
data streams than OX9. 

"For the consumer. OX10 
means higher framerates, 
potentially more characters 
on screen, and an increase in 
lighting because of the unified 

pixel and vertex shaders. Ttult"s 
pretty much 1t, actually - hl9f* 
fidelity a<ross the board • 

And what of the bummg 
issue since the announcement of 
Halo 2 011 PC? Will Microsoft 
attempt to make Crysis another 
Vista exclusive? "No, • is the 
insta11t reply, •crysis is not Vista 
exclusive. lt supports OX9 and 
Shader Model 2.0 for XP and up 
to DX10 al\d Shader Model 4.0 
for Vista because OX10 won't be 
on XP. But there Is OX9.l, which 
will be the counterpart of OX10 
In XP. Even the new device 
driver models in Vista, which are 
the 'l' component '" that version 
of OX9, have a more predictable 
quality in terms of texture 
streaming and driver speed, so 
we can optimise there and count 
on the hardware more. But the 
game will be a better experience 
on Vista because that's really a 
gamer's platform. • 

Can developers expect a 
considerable increase in 
development costs once OX10 
becomes standard? ·As any 
new technology bri119s more 
power and possibilrties, it 
requires more content of the 
producer. So 1f you want to 
show off you need to CtNte 
content. lt depends largely 
on the type of games. but 
for the types of game that we 
do, it adds a lot to the budget. 
it's a matter of balancing 
opportunity, responsibility 
and challenges." 
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Dne-mon revolution 
Charles Cecil, maker of the Broken Swor d games, explains why going it alone, 
HoLLywood style, is t he biggest adventure o game developer con undertake 

[J here aren't many game makers who 
qualify for front-of-the-box status, and 
there are fewer still who deserve 11 and 

never get 1t. Charles Cecil is one o' these 
Somet,mes 1t's hard to believe that the senes 
w1dely cred ted for keeping adventure gam1ng 
alive isn't called Charles Cecd's Broken Sword, 
s1nce 1ts crea tor's character and enthusiasms are 
so clearly 1ts hallmark. But now, Revolut1on 

Software, the studio he set up to bring the 
stones he imagined to hfe, has closed its doors, 
and Ceci is forging a new way for games to be 
made. Fresh from worl(lng as des,gn consultant 
on the game of The Da Vinci Code, and deep 
into production on Broken Sword· The Angel Of 
Death (previewed next month), we talk to him 
about how making games has become an 
entirely new kind of adventure for him. 



After 16 years and seven games, Revolut ion 
has closed its doors, and production for the 
new Broken Sword game has been taken 
on by Sumo. How did that come about? 
The whole situation is very difficult for small 
stud1os these days. When we wrote 853, I was 
obviously respons1ble for runnmg the company, 
the des1gn, dnving tne v1s1on. everyth1ng really. 
And for six months we strugg ed to get the 
contract s1gned. Publishers inev1tably slow the 
process, which means that when the s1x months 
are up, you're in a really diffiCult pOSition 
financially and you have to s1gn, so you sign a 
weak deal - althougl- actually we're very lucky 
with THQ, even though they're tough, they're 
very fair So you'll ha11e s1x months of worrymg 
about the contract, then you'l have 18 months 
of preproduction and product on, and then 
towards the end of that proJect you'll have the 
crunch penod, where your m put is absolutely 

Vltal But at the same t1me you're worrying about 
the next proJect. That's the model for a small 
studiO - a smgle-product stud10- like Revolution. 
and 1t's extraordinarily stressful. Once you add m 
personnel issues, which inevitably anse. it 
becomes almost impossible. 

On 853 we were really pleased wnh the 
results, because it wasn't fun to wnte We had a 
lot of very, very good people on the team, and 
when we closed down the stud10 the morale 
was really very good, because people understood 
there was no choice. We just couldn't keep 
gomg. We left the stud1o open- people had 
their keys, they had the1r alarm codes, they came 
and went unt1l they got another job, and then 
we took back the1r keys and deleted the1r codes. 
until there was no one left 

When we started Broken Sword 4, a number 
of those people actually came back. e1ther on a 
freelance basis or working directly for Sumo 

That was grea1, because a lot of the skills 
developed came flood1ng stra1ght back m. 

Was this transition something you'd 
long seen as inevitable, or were you 
responding to events? 
w1sh I could say it was pre-plannedl (Laughs I 

We said two years earher that 1t was QUite c ear 
that mak1ng games was no longer fun, and ' 
after a year 1t st1ll wasn't 'un, then we should 
stop. That year passed and we kept going. So 
really, the reason we went down th1s route was 
that 1f things had kept go1ng like that, then the 
company wasn't going to surv1ve. In effect. then. 
it was a decision made from a pos1tion of 
weakness. However. one of the mottos 1n l1'e 
that really holds water 1s tha: 'm the face of 
ad'lers1ty, look for opportunities'. And th1s was 
an opportunity, somethmg we'd wanted to oo 
for QUite a long t1me. 
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In making those people redundant, we knew 
that there was really no choice, othen.v1se the 
company would go. lt wasn't a hard-headed 
busmess dec1S1on. 't was someth1ng we had to 
do. We had some very good staff. and most of 
the people got jObs stra1ght away 't was at the 
t1me when people were startmg to ramp up for 
the next generatiOn, so I thmk pretty much 
everyone got snapped up I don't think there 
was any hardship m that respect. Some people 
had been Incredibly loyal some had been with 
the company for over ten years- but. you know, 
those people had expenence wh1ch, from what 
1 can see. stood them 1n very good stead. And t 

was good for them, too, because they could 
branch out and do new th1ngs rather than be1ng 
m the shadow of the Revolut10n name - and 
of me. Because although creat1ng a game 
requ1res a b1g group of people, and to cred•t one 
person is absolutely lud•crous, that's the way it 
IS. So this gave some very talented people the 
chance to do their own th1ng in a way they 

Why does it make sense for companies to 
bring someone like you in? How much 
impact can you have as a consultant? 
What's •nterestmg about t 1s tnat for relat vety 
little output they can start the clock tKkmg I can 
start do1ng the des1g'l work, I can start talk1ng to 
the stud1os. I can start research1ng, and 1nstead 
of having to pay a whole stud10 to ramp 11p, 
you've got one person. You get pa1d as a 
consultant, so it's quite well paid, but 1t actually 
works incred1bly efficiently. This means that 
when the team get involved, there 1s already a 
structure they can get stuck 1nto. And they can 
attack that structure, qwte leg1t1mately, and 
change •t - wh1ch 1s someth1ng The CollectiVe 
d1d - but there 1S sui a structure there You're 
not start1ng With a blank p ece o' paper, and 
that means that when they bnng :he team 10 
there's already a focus. wh1ch really helps 
Often the hardest part of the process - or one 
of the hardest parts •s how you get started, 
espeCially when you're lookmg to tell a story 

"If t here ore people w ho ar e r unning 
studios sitt ing there reading this} theyl l 
probably be thinking: ,What a Lucky bastard)}} 

wouldn't have done 1f they hadn't had that 
situat1on forced upon them. 

What's your working l ife l ike now? 
There are two aspects to what I'm domg. 
One is workmg on full-sca•e projects, whiCh 
I comm1ssion dtrectly Th1s mvolves pulling 
toget~er a group of collaborators and mak1rg 
a game together So that's the case w1th Broken 
Sworo, where I own the lP and I'll contract a 
publ1sher, wh1ch 1n th1s case IS THQ The other 
aspect is someth1ng like The Da Vmo Code, 
wnere I got 1nvolved nght at the very begmnmg 
and my input was before The Collective came in. 

In the case of my work on The Da Vinci 
Code, I spent an awful lot of t1me in Los 
Angeles, either at 2K. or at The CollectiVe or at 
Sony Pictures. Anc now With Broken Sword I 
spend about half my t1me at Sumo. so I don't 
need an Infrastructure. We closed the office 
aboL: three months ago, and I now just work 
from home. lt's 1deal If someone was to come 
up with the perfect JOb specification, then th1s 
IS 1t l1magme that 1f there are people who 
are runn.ng stud1os Sitting tnere read1ng th1s, 
they'll probably be th1nk1ng: 'What a lucky 
bastard', because it is absolutely 1deal. 

that's wnh1n somebody else's story, without 
turmng 1t 1nto 'juSt another' FPS. 

After a few years of high-profile closures, 
the whole notion of Britsoft has taken 
a bit of a knock, and at the same time the 
rise of development across continents has 
substantially increased. Is the idea of 
Britsoft irrelevant now? 
A really 1nteresung th1ng on the Broken 5Nord 
prOJect has been the Game Republic 1dea. an 
aff11iat10n of game companies .n the north east 
of England, WhiCh work together to create an 
environment in which the game industry can 
flounsh lt was this that really helped me get to 
know Sumo. I knew them already, of course, but 
when you Sit down with a pint, then you talk 
a bout these thmgs properly. So the Broken 
Sword team IS Sumo, myself, and freelancers. 
Wherever poss1ole 1t really makes sense to work 
w•th freelance people who are actually local -
prov•ded they're as good as anyone wor dw1de­
not least because they're qu.ck to get to. I would 
say that 854 1s a really good advertiSement for 
how you can pull together people locally. it's 
obv1ously great for the reg,on. because it'S also 
encouragmg worl< of different categones and 

d scipllnes locally, and it works because we have 
a great train serviCe. so I can get down to 
Shelf eld n 40 m1nutes, to Leeds n 20 m ~ utes, 
and all without havmg to worry about the 
overheads of running an offiCe lt really 1S very 
easy for me to get up early and go and see 
these peop1e and work w1th them l.ke I was 
1n-house So at Sumo have a desf.., a network 
connection, printer access and everything. 
I could almost be an employee! 

But. that said, all the dec1sions are made by 
Amencans now. The publishers are all American 

the big ones. that is. Bless E1dos I really wish 
them and the other smaller compan1es wet,, but 
the b1g compan1es are A~rencan now. and the 
dec1s,ons get made there So you have to go 
there. As long as you have a big enough profile 
over there. there's no reason why you shouldn't 
live outside of America. but I th•nk there's a big 
sh1h Amencans used to be very happy for 
dec1s1ons to be made by their European 
subs1d1anes, but not any more. When it comes to 
commissioning products, and the really 
Important dec1s1ons, the amount of autonomy 
the European off1ces have seems to have 
d1m1n1shed a lot over the years Say,ng that. w•th 
thmgs I ke market1ng, the US compan1es have 
reahsed that th1s does need to be dnven from 
Wlthm the temtory. so more power has been 
g111en locally. But ot's clear: v1deogames are so 
expensiVe to cornm1SS1on nowadays that a 
company lives and d1es on 1tS commiSSIOning 
process So m many ways you can understand 
that a company wants as many of its best people 
as poss1ble m on thi m1ssioning deCISions. 
And let's face 1t, it's mn s1ght easier to say no 
and pass on someth 1 t m1ght be successful 
than to say yes an~e ay an awful lot of 
money for a game t'llat then fails 

This pattern adds up t o quite a radical new 
take on the hallowed 'Hollywood model', 
which t he industry has been chasing for 
years: in essence, internationally mobile, 
freelance creators working w ith pockets of 
well-connected local development 
communities. What impact does it have 
when everyone is working freelance? 
There are some benef1ts to it that aren't talked 
about a' I that often. We had some really talented 
guys on Broken Sword 3, but the relatiOnship 
between the employer and the employee 1s such 
that you· re bouno to have some sort of tens1on -
JUSt because of the laws and how they stano at 
the momem. Eve'l •n a stuoio of 30 people, 
there are always go,ng to be a few who real•se 
what a strong position an employee 1s 1n these 
days, and they're gcmg to abuse that posit1on. 
At RevolutiOn we had a few of those people. 
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An adventurous Life: selected cuts from the Cecil CV 
Charles Cecil has been making games for a 
quarter of a century, starting in h is student days 
with 8bit text adventures Inca Curse (1981 ), Ship 
Of Doom (1982) and Espionage Island (1982), 
which - in a system more modern series should 
consider- w ere presented under t he headers 
Adventure 'A', 'B' and 'C'. These led to a position 
as director of adventure specialist Artic 
Computing, which Cecil held until his graduation. 
Taking advantage of his experience, he founded 
Paragon Programming, whose close relationship 
with US Gold was behind his move to the latter 
company in 1987. lt wasn't to be an easy 
transition: • At that time, the number one was 
market ing - they were top dogs. Then came 
sales, then came administ ration, then came 
development, which was a grand total of two 
people, me and a tester. So when Rod Cousens 
approached me from Activision, his big carrot 
was to say: 'I think development should lead 
everything', so suddenly from being in a 
marketing-led company, US Gold, I was in a 
development-led company. And I like to think the 
quality of the products shot up. Because that's 
the secret of being a good publisher: ultimately 
you've got to be product led. • After two years 
managing the company's European development 
studios he left to set up Revolution, which 
established its reputation with Lure Of The 
Temptress and Beneath A Steel Sky before 
launching the Broken Sword series, interspersed 
with more run-of-the-mill parting work loke A 
Bug's Life and Who Wants To Be A Millionaire. 

Lure Of The Temptress (1992) 

The really nice thing about pulling together as 
freelance partners, though, is that everyone IS 

cominu1ng to sell themselves to each other In 
the employee/employer relationship, the 
employee sells themselves to the employer unt•l 
they've got a JOD, and then 11 really doesn't 
matter so much. They've got a foot m the door, 
and that's that With the relationShips we've got 
now, there's much more resped, because, wh1le 
we all hope to cont nue to work togetner, at the 
end of the proJeCt no one has any obligations. 
What I've found is that there's a real mutual 
resped between these partners, and the 
relationship IS therefore a lot more creative And 
frankly, 1t's fun ! I really don't want to criticise 
what went before, but thts adualiy works a ot 

Beneath A Steel Sky (1994) 

Broken Sword The Shadow Of The Tem~rs ( 1996) 

Broken Sword 2: The Broken Mirror (1997) 

better. The dynamics are a lot better. and they 
work much better in a partnershtp relat1onsh1p 
than an employee/employer relat•onsh1p. 

And does it make a big difference that 
everyone has expressly chosen that projed? 
Yes. One of the thmgs that happened at the 
beg nning of Broken Sword 3was that a few 
people made 11 qu•te clear after Broken Sword 2 
that they d•dn't want to worK on another game 
m the series. and my pomt was· 'Why on Earth 
did you come to work at Revolu:1on?' One of 
them s•mply sa1d: 'I wanted a jOb so I came 
here, but I'd much rather work on somethmg 
that wasn 't an adventure." And you know, that 
would never, ever happen witn thts new system 

In Cold Blood (2000) 

Broken Sword· The Sleeping Dragon (2003) 

Broken Sword: The Angel Of Death (2006) 

-although, of course, more fool me for 
emp oytng them in tne ftrst place. I'm realty 
sympathetiC to people who want a reliable jOb at 
a studio, but there is no JOb secunty any more, 
because people will lay you off 1f a prOJed comes 
to an end The •dea of a JOb for 1fe doesn't ex1st 
any more, especially m this industry 

it's clear that your side of the equation 
works for you, but what's in it for a studio 
like Sumo? Isn't it sad that studios are 
having to pick up other people's projects 
rather than working on their own ideas? 
If you look at Sumo, they're primanly a work-for­
h•re house. and they're very, very good. They've 
got good techno ogy and good prOJeG 
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management - they've rea ly proved themselves 
an that department And they can piCk and 
choose the1r proJects, because they have a good 
reputation - so they can balance the work that 
comes 1n, wh1ch is crucial. because clearly if 
you're a small studiO and you have resources 
goang unused for a month, then that's an awful 
ot of prof1t burnt 

The way I work now, we m1ght get a project 
signed 1n three months, wh1ch would be very 
lucky, or six months, which is about right, or a 
year, or not at all. And as I have an overhead 
now that's nearly zero - it's incred bly low- it 
doesn't matter nearly so much. That puts you 1n 
a much stronger pos1t1on for mak1ng a good 
deal. Because now I'm also balancang my maJOr 
projects w1th my m1nor projects. it's just like 
Sumo but on a micro scale - I'm doing the same 
th1ng. I'd say that the sangle-projed stud1o 
model simply doesn't work. lt d1dn't work for 
Visual Soences, 1t d1dn't work for Revolution -
clearly there's something that's broken. Even 
within big publishers it doesn't necessarily work. 

This solution you've found clearly suits 
you and your way of working, but is it 
feasible for someone who's starting out 
now to end up in your position, especially if 
these new methods of production catch on? 
I'm extraordinanly lucky. I wrote my very first 
game back 10 1981, so I know a lot of people. 
And all the games that I've made wh1le at 
Revolu\lon, almost Without except1on, have 
been successful. so I'm 10 an extremely 
pnv1leged pos1t1on. There are only a handful 
of people in the 1ndustry- in development­
that have the same experience that I, and a 
couple of other people, have. 1f you're a young 
turk and you want to get 10, you're JUSt go1ng 
to have to jo1n a stud1o and get stuck 1n, before 
going off and doing something on your own -
in much the same way that someone like 
Denms Hassabis did w1th Peter Molyneux, 
before splitt10g off on h1s own - although some 
m1ght say he spht off a httle bit earher than 
he should have done! But nevertheless, he 
joined a company and was credited with 

'/!\ll the gomes live mode while ot Revolution) 
almost without exception) hove been successful) 
so 1

1m in on ext r emely privileged position)) 

Look at some of the studiOS that Atan 
own. They burn m1 10ns and millions of 
pounds a month- JUSt hornble. So even for 
someone like Atari it clearly doesn't work. 
Although for someone like Ub1soft, who I 
really, really adm1re, 1t clearly does. 

Isn't there a danger if people are working 
across projects, rather than focusing on one 
vision in the way that Revolution did, that 
studios will lose their individual style? 
When you're work1ng on one projed, you work 
on t for two years. and for that ume 1t's very 
insular. it's a very stressful process, and you don't 
get to see what's gomg on 10 the world outside 
The really nice thing about working on multiple 
projects is that you get to see what other people 
are doing, and that's enormously Stimulating. 
Clearly I take the conf,dent,ality aspect incred1bly 
seriously. and in certa n cases you f1nd you've 
got the same ideas as others, in which case you 
back off and let them have the idea, so that as 
far as poSSible you can't be accused of conflict of 
mterest. Because that would destroy the whole 
th1ng. If you're seen as favounng one project 
over another, or worse. favounng your own 
prOjed, then the whole thing just falls to b1ts. 

be1ng a maJOr 10fluence 1n a commercially 
successfu produd and used that to start h1s 
own stud1o. 

But is that even the answer any more? 
You've already said that the single-project 
studio isn't sustainable nowadays. 
Indeed. But I've been working w1th people 
locally who have no experience of games at 
all, but are very talented writers - I'm throwing 
1deas about w1th them and they're being drawn 
1n There's plenty of opportumty to draw people 
10, 1t's JUst that ,f somebody wants to be 1n the 
pos1t1on that I'm 1n, then they have to have 
considerable expenence. They can't JUSt come 
straight in, wh1ch means you need the 
infrastructure of the studio. lt's the only way 
to learn a' l the v1tal elements of the business, 
and t's only W'len you've learned them that 
you can move on. 

Some people want to stay 1n the strudured, 
rigid environment, because you've got a projed 
manager telling you what to do, day in, day 
out - or he should be telhng you - and for 
a lot of people that's 1deal. And a lot of very 
bnght people can nse w1thin the studio system 
to be head of technology, head of art or 

whatever, so I'm not saymg one's better. But if 
you chose the independert route, then you're 
gomg to need to learn your sk1lls w1thm the 
system and then pull out. 1 

it's clear from your involvement with 
The Da Vinci Code that film tie-ins are 
one of the places where the model can 
work best. As the commercial relationships 
between films and games tighten, have 
you found that film studios are getting 
more savvy about what they want from 
a game-of-the-film? 
The ''lm studios currently have no way of 
know1ng how good the result is g01ng to be, 
and that's a really b1g concern. One of the 
1nterestmg things about working on The Da 
Vtnc1 Code is that I'm working directly for 
the publisher, and I'm also working indiredly 
for the 'ilm studio. So my cl1ents are very 
much publisher and licence-holder driven, 
rather than developer dnven. This means tha t 
I have a respons1b11ity at that stage to burld 
something that will work. 

In the case of lmagme, which 1s Ron 
Howard's company !wh1ch made The Da Vmci 
Code). they <new very little about games, but 
they wanted to be absolutely sure that 
the game would come across as intelligent, 
as opposed to those other games which ... 
well, wh1ch roll off the tongue and hit the 
headhnes. Sony on the other hand are very, very 
swnched on, because they do qurte a ot of 
licens1ng, so they knew what the game should 
be able to deliver, they knew the developers, 
they knew pretty much everyth ing. But even 
then there's a gap between them and the 
developers, so perhaps at one po1nt there'll be 
a role for someone who can bndge that gap. 

How do you think games are perceived 
now by the wider public? How many 
strides have they taken since you started 
working in the industry? 
it's great to see thmgs like games hav1ng two 
entnes'" the top ten of the IBBC's] Culture 
Show's design competition, that's fantastic. But 
1n the s1ttmg rooms of middle-class, m1ddle 
England the attitude towards games hasn't 
changed one iota. And perhaps 1t's an emotional 
th1ng, a personal thmg, but it would be n1ce to 
have the kudos that other entertainment 
med1ums have. 

Do games deserve it yet? 
Probably not! Ha! As an industry, no, but 
as a med1um, yes And in terms of certain 
creat•ve people. absolutely But as an 
industry, no. Not yet. 
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it simp y 1sn't as easy as t ooks "They 
underestimate the work that goes tnto 1 

humour." laments Gilbert of today's game 
makers, "because the nost important thing 
about humour is timmg. If you ask any 
comedian, they'll te I you that. Humour is 
about building expectatton, and not givmg the 
outcome people were expecttng. The problem 
w1th games is that you've taken timmg away 
from the author and gtven it to the player, so 
m order to do comedy, you can't use a lot of 
the same techniques that linear art1sts are 
used to using in comedy, because they can't 
use timmg. The reason a lot of stuff comes 
off flat in games, therefore, is not because 
that particular thtng wasn't funny, bJt 
because it happe'lea at tne wrong ttme. 
I th1nk adventure games coped a b t better 
because they are mucn s ower. Plus, because 
they were games that were inherently aoout 
a narrative, payers were a bit more wi hng to 
be led around by the story." 

And that, n a nutshell, 1s the secret oehtnd 
the duraoihty o' LucasArts' adventures. they 
had a need and a capaoty for humour wh eh 
skilled wr ters ilce Gilbert and Schaler cou d 
take best advantage of 

Gilbert's use of the word 'hnear' IS a sound 
cho1ce. Th1s 1s game humour at its most 
traditiona'. usmg d1alogue and wordplay, set­
ups and pay-offs, mucl' as a tradttiOnal film or 



Psychonauts' visual style left many 
cold, but the exuberance of gags like 
these censor enemies, with 'banned' 
stamps for lists, is irresistable 

TV comedy would. But wh1le et may be 
borrowing techniques from more established 
media, gameng has found a nch seam of ets 
own, courtesy of one of 1ts oldest hm,tatlons 
The lack of recorded dialogue, e1ther due to 
technical restrictions or proh1b1t1Ve costs - and 
indeed, the often d1smal quality when et es 
present- have left games reliant on subtetles. 
wh1ch provide an open playeng f eld for 
gaming's greatest se 1-endulgence the pun. 

Odoly, thesis someth1ng that's as endemec 
in well-uanslated Japanese games as western 

they can be enormously entertair.ing, et's hard 
not to feel that gaming should be capable of 
more. If what sets games apart is mteractlvlty, 
shouldn't theer humour be enteractive too? 
What happens if ins:ead of a pass1ve observer 
the player becomes a participant? 

Interestingly, games that take advantage of 
the player's presence as an unknowmg stooge 
don't necessarily need to lose any control or 
sacnfKe any expectations. Snake Eater aga1n 
po1nts the way: save and quet whele f,ght.ng 
The End. set your PS2's clock forward a year or 

THE RELIANCE ON SUBTITLES LEAVES 
AN OPEN PLAYING FIELD FOR GAMING'S 
GREATEST SELF- INDULGENCE: THE PUN 

ones, whether it's Mr Gency's Exit m 01sgaea 
or Raz's Bas1c Braining in Psychonauts Games 
with a sense of humour rarely m1ss the chance 
to pound out some puns, often takmg full 
advantage of the pacing and clanty that 
words you can see as well as hear can bnng to 
a gag. Paper Mano: The Thousand Year Door 
is the strongest example, with textual treats 
littered around the game, not least Lulgi'S 
drawn-out parod,es of his own fantasy 
adventures. Know1ng and sophiStiCated, 1t 
holds Its own aga1nst those earlier adventures 

What all these games share es that. for 
the purposes of the•r humour, the player 
becomes the aud1ence. The funny moments 
are the moments when you set back from the 
game. ready to read, hear or note whatever 
laugh the game maker has 1n store for you. 
Whether et's a Raiden poster tucked away 1n 
Metal Gear Solid: Snake Eater. or Tommy 
Vercetti biting hes tongue at the lunacy of Love 
Fist. these are moments which, precisely 
because of the concerns G ilb~rt outlines about 
controlling teming and build1ng expectations, 
requi re no input from the player And wh1le 

two, return, and you'll f ind that m your 
absence The End has died. it's a JOke whiCh 
hinges on the player's acteve involvement, 
much as some of the shlockier Insanity effects 
in Eternal Darkness did. They may have 
substantially undermined the game's ability 
to genuinely unsettle the player, but the 
moments when a limb dropped off weth 
every step you took, or you found yourself 
mexplicably wandering around on the ce11ing, 
were only funny because they were happemng 
Within the normal inter actiVity of the game, 
rather than in a cutscene. 

But these are stil scnpted mo'l1ents· 
pre-p1anned, t1ghtly controlled and often only 
funny the first time they happen. And smce 
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Srubbs The Zombie taku the 
Halo engine's cap.1city for 
comedy and makes a game 
out of it, helped by a satirical 
story and witty soundtrack 
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games aren't l1near exper1ences, instead 
subject to tne rewinds and repetitions of 
restarts and repeated playthroughs. they need 
to f1nd a nonhnear way to do jOkes 1f the r 
funn•ness IS to f1nd a shape of 1ts own. 

lt's Halo that o~ers the f1rst clue, not east 
tn that 11 mtroduced most gamers to the 1dea 
of emergent gameplay· combat S1tua:1ons 
that weren't prescnpted but arose organiCally 
-and unpred1ctably- from a set of vanables. 
it's a facet of the game that's ev1dent from 
your earliest encounters w1th a pack of grunts. 
as they seek out cover. f ,ee grenades and mch 
round behind you. But those grunts also serve 
to illustrate somethmg that seems very much 
at odds with Halo's sombre space-opera scnpt. 
The grunts are s1mply funny. The1r hehum 
squeals and floppy wobbles make them 
mherently nd1culous. Place them 1n a low­
gravity env1ronment and give the player a 
supply of stiCky grenades, and it becomes 
readily apparent that the game wants you to 
play it for laughs as much as for k1lls. it's a 
tactiC explOited to the full by Metal Arms, 
whiCh g1ves robot-hero Ghtch an arsenal 
whiCh seems as much geared towards 
slapstiCk as destruction. lt's one th•ng to 
wateh in sattsfac!lon as an enemy bot shnel<s 
m panic after be ng peppered With explosiVe 
studs, quite another to plan ahead so that 
you've sliced off h•s egs before he tnes to 
flee. Ult1mately, the jOkes you end up causmg 
as you go about your proper busmess of 
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The lunacy of Typing Of The Dealfs vocabulary is only part 
of its humour. Its cutscenes, delivered like a particularly 
po·faced X·f iles episode, feature heroes with Dreamcasts 
strapped to their backs, keyboards slung in front like trays 

runmng and gunning are funnier and 
more immediate than those scnpted mto the 
cutscenes that frame the story. 

it's an incredibly exci\lng trend for gaming 
to be tak1ng - surround ng the player w1th the 
components of humour and trusting that h1s 
actions will be enough to assemble them nto 
jokes. t also guarantees that each one 
rema1ns subtley fresh, so that no matter how 
many nmes you play through the game, each 
gag that emerges will be formed from a 
un1oue combmanon. lt also guarantees the 
t•ming, smce that grows Inherently out of the 
characteristiCS of the components. Bungte's 
designers don't have to worry about pac1ng 
the punch lines of a grunt brawl, for example 
the grenade fuse will do it for them. 

So wnat does Gilbert, the master of the 
scripted jOke, make of th1s trend for 
unscnpted gags' "Well, I thmk that if there's 
any creat1ve or artiStiC avenue to explore, then 
that's it. I think games have spent a lot of time 
try1ng to be mov1es, but the thmg about 
games is that they're organic, that players can 
hopefully to do whatever they want, and if 
you can work humour mto that, then that's 
great." But desp1te the huge enjoyment that 
can be gleaned from th1s k1nd of procedural 
comedy, whether it's the explos1ve v1olence of 
Metal Arms or the cute chaos of Yosh1s Island, 

lt never occured to Ron Gilbert not to make the games 
he wrote funny, but injecting the level of personality found 
in his games into modern projects is much harder now that 
team sizes - and budgets - have grown so much larger 

.. 
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Throbbing 
Throbbing 

there's no escaping the fact that, for now and 
for the foreseeable future, 1t's a one-trick 
pony: one way or another, it's all just slapstick, 
and, as Gilbert warns: "At some point we' re 
gomg to get bored of throwing pies. " 

So if scripted humour - where the player is 
the audience - is fraught w ith d ifficulties, and 
unscripted humour - w here the player is the 
straight man- is in an endless parade of pie­
fights, s there any scope for comedy in games 
to evolve 7 One shift comes as games reach 
the other end of the spectrum that Gilbert 
was originally struggling w ith. Whereas in 

There's linear game humour in Katamarj DamiJcy, of course. 
in the King of All Cosmos' dialogue, but much of the 
comedy comes from the bizarre juxtapositions and noise 
combinations you create as you go with your glueball 

THE ASPECT OF THE SIMS THAT'S COPIED 
LEAST IS THE ONE HIGHEST ON THE LIST 
OF THOSE WHO ENJOYED IT: HUMOUR 

Monkey Island humour was necessary to 
bridge the reality gap, in modern games it's 
increasingly a product of how much that 
reality gap is shrinking. But this isn't humour 
that the developers have included for the 
players, it's humour the players are having 
at the expense of the developers. 

In Half-Life, the treedom a player was 
g1ven during what would ordinarily have 
been cutscenes was a tool for increasing 
your sense of immersion. In the sequel, the 
fidelity of the world Freeman inhabited 
turned those moments mto irresistible 
opportumties for larkmg around. One 
look at Alyx's solemn frow n was enough 

to turn many players from the straightest of 
stra1ght men to the most self-indulgent of 
clowns, piling up box barricades and tossmg 
around cans of paint Or take the current 
graphiCal cutting edge: Fight Night Round 3. 
lt may be a new benchmark of sports 
simulation, but hold down block, w aggle the 
right stick and the resulting manic body­
popping renders months of painstaking 
development ridiculous. 

it's a subversive trend - of the player as 
prankster- w hich machm1ma abuses to the 
fulL From the gentle ndicule of Jim M onroe's 
holiday tour of Liberty City, to the officially 
sanctioned camp of Red Vs Blue's God Of War 
promos, the majority of machinima hinges on 
mining the comic potential of what happens 

w hen players kick over the traces. So is this 
the future of game humour? Are we seemg a 
shift towards a t ime w here there aren't any 
funny games, only funny players? Do 



developers face a dark future where they have 
to assume that the people for whom they're 
trymg to shape an expenence aren't JUSt 
unpredictable but downraght uncooperattve? 
Almost certatnly not. Gilbert doesn't see 
anythmg sigmftcant m this trend, beyond an 
express1on of machtntma·s current limttations: 
"Given 30 seconds. tt's gotng to be a lot easier 
to make someone laugh than to make 
someone cry. Comedy's a little btt easier in 
that respect, and people respond to 1t well, 
so I think that's all that is. " 

Either w ay, it's clear that games have 
avenues open to them beyond those used 
by 'linear' med1a like ftlm, literature and TV. 
So why, w1th such a nch range of opttons 
open to them, has funnrness 1n games 
become so marg1nallsed' Well, the sad fact 
of the matter is that there are so few funny 
games. not because hardly anyone IS trymg 
to make them, but because hardly anyone •s 
succeeding Nearly every game made wtth 
dialogue and characters, and a few bestdes, 
try 'or at east a touch of humour - a 
wacky character, a Schwarzenegger put-

Will Wright has always been very d ear that The 
Sims, and its endless expansions. was inspired 
by sitcoms, and it lives up lo that idea by being 
just as etfective a sandbox for humour as it is 
for modelling the more serious side of life 

For many, Randy Glass' 'Warthog Jump' was the first piece 
of machinima they saw, and they first piece they laughed 
at. Physics as an essential component in game comedy is 
sti ll a strong trend, currently best exploited by the Garry's 
Mod-enabled Rube Goldberg devices made in Half·Life 2 

down, an oh-so-punny mission title - but 
most underestimate just how much skill and 
focus must be given to comedy in order for 
it to work. And for those who do, their 
publishers are all too often anxious that 
humour - renowned for betng a maner of 
personal taste - runs too big a risk of 
alienating too many people. 

Was this somethrng that ever worried 
Gtlbert? "Yeah, I thought about that a lot 
And my response was to say, 'Oh well', 
because I have a cenatn sense of humour n 
the things that I wrrte and destgn, and tf you 
hke it you're going to love rt, and 'you don't, 
you're not. • But tt'S dear that many modern 
publishers don't share that confidence (see 
'Ample humour') and the result is often to 
dilute the humour in the hope of making rt 
more generally palatable Thrs rs a tactiC that 
Gtlbert sees as self-defeatmg: "If you try to 
make humour appeal to too broad a group of 
people, you get this bland vamlla stuff that 
just isn't interesting. This is because humour is 
about shocking people, and you've got to 
tread that edge. You've got to say, 'Thts is my 
humour' and go all out with it, or you just 
alienate people with mediocrity." 

But, other than the fact that it cheats 
players out of a bit of bonus fun, does it 
matter if games that prioritise being funny are 
becoming marginalised' Simply put, yes. The 
two breakout games of the last decade, and 
the games that brought in new playe's and 
new mterest, are The S1ms and Grand Theft 
Auro: Vice City. Both have been a major 
source of inspiratiOn to developers ever smce, 
in ways that have ranged from the respectful 
to the borderline sue-able. But the aspect of 



them that has been copied least is the one 
that is often highest on the lists of those 
who've enjoyed them: the humour. Both 
games are generous y and lastingly funny, 
in both thetr prescripted scenarios as well 
as in their emergent situations, and this has 
been a huge part of their appeal. But while 
almost every aspect of their dynamics, their 
interfaces, and their atmosphere have been 
plundered, few publishers seem to have 
stopped to consider the commercial value of 
their sense of humour. 

For Gilbert, it's clear cut "The problem is 
that games take themselves too seriously, 

we can do that." And that catch 22 -
alongside the failure of publtshers to f ind ways 
to creatively market funny games like The 
Bard's Tale, Psychonauts and Stubbs The 
Zombie - means that there won't be a market 
for more gaming comedies until there are 
more of them to appeal to a wider market. 

While the rewards of getting it right are 
clearly enormous. the risks of gettmg it wrong 
remain sobering. Even if a publisher is willing 
to take Gilbert's advice and go all out, Amped 
3's approach shows that going all out can 
soak up nearly half of your development 
effort. And at a time when many games -

THERE ARE SO FEW FUNNY GAMES, NOT 
BECAUSE PEOPLE AREN'T MAKING THEM, 
BUT BECAUSE PEOPLE AREN'T SUCCEEDING 

because hardcore gamers take them very 
seriously. But tf games do take themselves too 
seriously, then other people don't take them 
senously at all. At the moment we have that 
catch 22, where the people who are gomg 
into game stores are a self-selecting group of 
people who are already interested in games as 
they are. and to make it possible for a wider 
range of. games to be successful, then you 
need to branch out and get a difi erent crowd. 
And I thtnk humour is one of the best ways 

Planet Moon has always prioritised humour in its games, 
and in Armed And Dangerous it complemented a smart 
script and engaging characters with the infamous shark 
gun, whose effects - and funniness - are self-explanatory 

Amped 3 bemg one of them - are stil l 
struggling to nail basic technical and design 
issues, could it ever be responsible to divert so 
much energy into something that is still seen 
as window dressing? But perhaps this is 
exactly the time - when new hardware 
means that dry technical ambttion can 
become the driving focus of so many games, 
and that window dressing needs renewed 
emphasis. Games exist to entertain us, and 
the more ways in which they can do it, the 
more people they can entertain, and the more 
variety they can bring to those who are 
entertained by them, the better. After so many 
years of chasing the frankly demoralising grail 
of the 'game that makes you cry', how could 
it not be progress to start asking not how 
many bangs we can get for our buck. ~ 
but how many belly laughs? ~ 

The more realistic the graphics, the greater the 
potential for humour that subverts the seriousness 
of the game - as MotoGP 2 shows. Conker's Bad 
Fur Day (below) relies on its own kind of slapstick 
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Now playing 

Fahrenheit 

Regardless of its flaws, any game 
with ambit ion as furious as that of 
Cage's opus deserves widespread 
attention. Its moral playground Is 
certainly alluring, if largely illusory. 
XBOX.ATARI 

Drill Dozer 

lt makes your Micro happy, this 
bright and breezy platformer that 
has just the right amount of new 
ideas, and just the right loyalty to 
the classic traditions of the genre. 
GBA. NINTENDO 

Rez 

Even though your head says it 
belongs on Sega's Dreamcast, your 
eyes, your heart and your gut can't 
argue with the luminous slices of 
beauty that are still peerless. 
PS2, SEGA 

Killing in the name of ... 
Of what? Fun? Relaxation? Therapy? 

ere's a t est. Try t o get 
through the next month, 
from this issue of Edge to 

the next. w ithout killing anything. 
Not a thing. And that doesn't just 
mean not beating policemen to 
death wi th dildos, or garrotting 
any gangsters w ith the w ire from 
Agent 47's piano: it means w ithout 
kill ing anything. 

Don't think you can get round 
it by losing yourself in World Of 
WarCraft. Just because they' re ores 
and they dissolve rather than lie 
there bleeding doesn't mean you 
didn't kill them. And don't t ry 
bucking t he ru les w ith a session of 
Resident Evil - just because they're 
zombies doesn't mean they don't 
die when you shoot t hem in the 
face with a shotgun. Not even 
Mario can save you: what do you 
think happens to those innocent 
little goombas when a fat Italian 
stomps on their skulls and they pop 
out of existence? Goomba heaven, 
current population: millions. 

But looking at t he games lined 
up for review t his mont h, you 
won't have an easy t ime of it. Of 
the 15 t itles, two t hirds will ask 
you t o be a ki ller, whether it 's of 
rebel insurgents, angry forest 
marshmallows or disloyal pimps. 
And of the f ive death-free games 

remaining, two ask you to beat 
your opponents unconscious­
although Fight Night: Round 3's 
split and battered flesh w ill give 
you more insight ento the process 
than Bleach OS. 

Nor is this an atypical month. 
The only fair generalisation to 
make of garners is t hat we're 
people who enjoy pretending to 
be killers. For every car-game 
purist or block-puzzle obsessive 
t here are a dozen fans of FPSes, 
RPGs, 'action' games (which could 
just as well be called 'violence' 
games). realtime strategy and 
survival horror, where kil ling is as 
much your leisure as your business. 

This isn't about censorship. lt 's 
perfectly appropriate for games to 
use th is kind of content, and 
perfectly healthy for people to play 
them. But is it healthy for it to be 
so overwhelmingly what games are 
concerned w ith? Can games ever 
expect to escape ill -founded and 
damaging labels like 'murder 
simulators' if they can 't find more 
to focus on? And can t hey keep 
their players interested if that 's 
al l t hey continue t o offer? Surely 
the t ime will come, perhaps much 
sooner t han you might t hink, 
when we're all bored to 
death of death. 

80 Onimusha: Dawn Of Dreams 
PS2 

82 Fight Night: Round 3 
360, PSP, PS2, XBOX 

84 Driver: Parallel Lines 
PSZ, XBOX 

86 Tourist Trophy 
PS2 
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360 
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The Outfit 
360 

Tales Of legendia 
PSZ 

Dirge Of Cerberus 
PS2 

FSW: Ten Hammers 
PC. PSZ. XBOX 

Sonic Riders 
GC. PSZ. XBOX 

Splinter Cell Essentials 
PSP 

Bleach OS 
os 

Resident Evil: 
Deadly Shadows 
os 

Age Of Empires OS 
os 

OutRun 2006: Coast 2 Coast 
PC, PS2. PSP. XBOX 

Edge s sconng systt:m C"xpld nttd 
1 ; ooe, 2 = two, 3 = three. 
4 = fouo. 5 - fiVe. 6 = s x. 7 =~en 
8 = erght. 9 = n•ne, 10 - tt>n 
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A side effect of the multiple characters 
is that lead Soki is fair ly forgettable, 
despite being a forced inclusion in almost 
every level. You're more likely to 
remember his swords, from one-ton 
claymores to butterfly·light katanas 

Warrior-monk Tenkai (right) brings a hefty 
Oni magic meter to the held in addition to 
several whirling polearm moves that can 
be extended 10 ludicrous length. Any enemy 
that survivts can be smartbombed with 
his ability to detonate floating souls 
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he quest;on w1th Shin Onimusha 
was always gomg to be where the 
emphasts on that 'Shin' - 'New' -

would lie. Was it to be a new take on the 
feudal survival-horror offshoot, or just a new 
game in the ser es' own twilight of the 
samurai? Perhaps inevttably, tt's the latter. 
Wtthout 1ts sister Restdent Evil title's extended 
development ume or, as 1ts producer 
adm•tted in last tssue's prevtew, even the 
Intent to truly push Ommusha forward, 
Capcom has Instead broadened it as widely 
as the underlytng game can bear. 

That game slumps w1th a sense of 
uncomfortable we1ght into its newfound 
freely 3D surroundings: at first obvious in the 
lack of any character's ability to jt.mp 
(outs,de of cutscenes, at least), 1t soon 
becomes apparent that as far as Dawn Of 
Dreams' mechan1cs are concerned, the 
environments could still be prerendered. 
Notntng can be forced aside, climbed or 
vau ted except at spec•' tc hotspots, and level 
des1gn never truly moves beyond the familiar 
door-by-door progression. As such, there's no 
real need for a manual camera to plan a path 
through the nght-angled corridors and open 
areas, and tellingly the best use of 30 space 
is m sections that snatch camera control back 
for f1xed pans 

Combat fares better, though its gaudiness 
is ch1efly a front for the same deliberate 
action mtroduced in Onimusha 2. The 
optimum attack remains the critiCal-hit lssen, 
now given a much wider window to tngger 
m a counterattack, as well as the nearly 
game·balance·ttpp;ng ability to launch at will 
with On1 mag1c. Provided a character's mag;c 
level1s kept topped up with pot ons and blue 
orbs, tt's poss1b e to slingshot through most 
encounters on a chain of 7atal blows f that 
sounds unsportmg, it's encouraged by the 
amount of enemy types that s1mply aren't 
involvmg to fight: airborne attackers 
hovering out of most characters' reach, living 
gun emplacements, hit-and-run bombers 
and creatures that are nothing more than 
armour-plated obstacles. 

There's a way around all of these foes -
even f ;t's lrterally making your way around 
all of them - but your Al·controlled allres are 
less d;screet, constantly martynng themselves 
unless mstructed to hang back or flicked to 
dtrect control. it's an unfortunate liability, as 
allies act believably and helpfully when facing 

Dawn's Jubei Yagyu is a precocious tomboy rather 
than the accepted grizzled swordsman (that's her 
grandfather, you see), but she's a rewardingly showy 
play able character, fielding deaths of a hundred high· a.. 
speed cuts instead of her companions' weightier blows • 

the less frustrating Genma ranks. finishing 
off downed opponents and battering crowds 
with enthusiastiC flair Th1s refinement of the 
series' party dynam1c nto a dual-character 
system IS by far Dawn's most convtnctng 
improvement, though aga n tt's restncteo by 
the game's strueture. - he promtse of ustng 
each character's sk;lls to access speCific areas 
plays out as token backtracktng rather than 
organic cooperat;ve puzzling - walkmg ~eys 

to be ferr ed to locks, then swapped 01.1t at a 
save poirt for the next. 

If tl'eir personification leaves m.;ch to 
be desired, at least the fiVe characters' 
abilit1es are padded to the l1m1t o' tne 
DuaiShock's ava ,!able nputs: each has 
unique movesets, speCial attacks and On1 
transformation (though mercifully 1n most 
cases the commands are standardised) 
Each character also wields thetr own 
preferred arms, wtth scores of subtly and 
not-so-subt'y different weapons to be 
collected, 'ar ,n excess of the checklists of 
Onimushas past. Add to that stat·boosttng 
accessories and a llm•ted ttem-craft,ng 
system and t's clear that a sizeable amount 
of the game's play t1me l;es between stages. 
But wh.le all cnaracters and thetr weapons 
have extensive upgrade paths. there's no 
need for thoughtful spectaltsation - the 



game's openness to farming replayed levels 
and the Dark Realm arena can see them 
maxed-out well before the 'mal act. 

The problem with th1s happy excess 1s 
that af,er your characters have been forged -
and in practiCe, all the action-RPG layers are 
garn1sh rather than necessity- there's little to 
left to accomplish within Dawn's conservative 
conftnes. For a re1nvention, 1t has an almost 
parodtcallack of surpnses you've seen every 
abandoned village, sacked castle and 
anachronistiC laboratory before, 'Nith the 
more stri king imagery suggested by the 
game's plague of tainted cherry blossoms all 
but ignored unti the f1nal stage. Most boss 
ftghts fai to ta.ce 1nto account ti-e dual 
characters, or worse that the sheen has long 
dulled ffom victones determined by whtch 
combatant traps the other in a string of 
tnescapable attacks. And though the 
storyline flirts with unpred1ctab1lity at a false 
concluston mid-game, 1t meanders on to the 
true conclusion -complete wtth boss 
gauntlet - untroubled by twists or drama. 

Dawn takes so few risks that it's hard to 
1magme 1t appealing to new players beyond 
those who would have played Onimusha 
anyway, its belated advancements servmg as 
much to show up t'1e obsttnately unchanged 
game at its core There's still spectacle and 
solidtty here: this is what Capcom does best. 
But 1f the developer had looked to Macbeth 
1nstead of Hamlet to borrow the v1llatns' 
names, 1t mtght also have been reminded 
that with a clumsy telltng, all that sound 
and fury can sigmfy nothtng. (6] 

Camtra control is invariably banned in 
areas lovely enough for sightseeing. If 
the alternative to the manual camera's 
dreary halls and desolate struts was 
for the game to be half .s long but 
all as richly rendered as its standout 
moments, few would have complained 

Musketeer Ohatsu is the most useful, and 
unbalanced, character, as she can not only 
easily target avian attackers. but also whittle 
down any enemy from an untouchable range 

Only at the very condusion does Oawn break 
out the shimm~ing. dreamlike style that it at 
first seemed the game would posses all along 
(above). Fist-fighting Spaniard Roberto (left) 
has the most divergent control scheme, 
requiring rhythmic combinations of punches 
and weaves to box at top form. He has no 
acrobatic dodge to get himself out of harm's 
way, setting him up as the expert's choice 

Lock kicking 

In a small but notable addition, 
puz.zle boxes can either be 
solved by the traditional method 
or smashed open- though 
taking the brute-force approach 
requires the contents to be 
appraised before they can be 
used. A similar application of 
choice to the other holdovers, or 
to characters' talents in accessing 
special areas (if strong man 
Roberto can force steel doors, 
surely he wouldn't break a sweat 
on wooden gates), would have 
done much to enliven Dreams" 
otherwise comatose linearity. 
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Weigh-ins are an unexpt<ted late<omer 
to the updated career mode. adding a 
brief (albeit entirely incidental) moment 
of freshness to something generally 
stale. Fight Night could do with taking 
greater interest in the dramas that occur 
during boxing's apparent downtimes 

Conflicting fixations with authenticity and 
wild spectade have given Fight Night an 
interesting aesthetic that complements its 
e.haustively realised fighters well. ESPN 
Classics bouts employ visual eHects such as 
monochrome in their attempts to reflect the 
era in which the fight concerned took place 
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hen the two btggest players in the 
home hardware race wanted a 
poster-chrld for their technology-

one with compelling qualities such as 
demonstrable code or. heaven forbid, a 
release date - both chose Ftght Night. To 
them it was a photorealistiC lure to dangle 
before conference crowds, a guaranteed sell 
wtth no explanation required. Perhaps it was 
na,vety that led Sony to showcase at E3 a 
title that would stnke f1rst on M1crosoft 
hardware. but then maybe 1t JUSt looked 
so good that a potenttally embarrasstng 
tug-of-love became JUStrf ab e. 

Fans of the senes wil appreciate that tt5 
rmportance runs deepe• than e ther 
company's vtsua prtch Its dual-analogue 
control system. Total Punch Control. has 
ensured that all cha lengers to 1ts reign enter 
the ring w1th a glass Jaw. That one-two 
combination of uniqueness and SUitability 
ex1sts wtthin many a popular innovat1on 
througrout gam ng, but the desolatton of a 

genre and the stiflmg of its urge to compete 
through imitation is someth1ng only EA 
Ch1cago, wtth this series, can claim to have 
ach1eved Round 3 1s the round m whiCh that 
dommance wi I be asserted, conftdence 
exuded and the run of form exploited. But in 
boxmg, such assuredness often invites a 

it's perhaps worth pointing out that Fight Night much like the 
sport it depicu. doubiH as a convenient channel for torrential 
advertising ~rt it limited to more transparent brands like 
herlast and Under Atmour. its rtlentless incursions into 
commentary and frontend would be much less discordant 

mtstaKe F ghc N ghc has no one left to 
fear bu; tse f 

The anatomy o' :he game·s vtsualleap is 
eas ly d ssected and rar irom a black art 
Textures and tweaks compnse much of •t, the 
foriT'er a testament to EA's success tn strong­
arm ng tts creatiVe ta ents to the heart of 
the r subJ~t matter (the notonously 
mercenary world of modern boxtng, for 
example, that's been photographed here 
down to ha1r and folltC e, warts and all), 
and the latter demonstrattng Chtcago's 
w1sdom when expiOtttng such resources. 
Just1fymg HUD-Iess play ts no mean feat, and 
though some an1mat1ons (beyond the blocks 
and leans that are v1tal for responstve control) 
are qu1te robOtiC, the heav1ng breaths. 
drooping postures and gamut of fac1al 
express1ons make a mockery of the 1dea 
of health and stam1na bars 

The express1ve styles of legends such as 
Mu hammed 'The Greatest' Ah and now 
'Marvelous· Marvm Hagler have. through 
gradual osmosiS, turned Ftght Night 1nto an 

ever greate' showman - a braggart even. 
The closer rts techno ogy comes to captunng 
those personalities, the more ts design serves 
to reflect them. The pnmary boast n Round 
3 is a cracklings o-mo knockdown rep ay, 
aktn 1n stght and sound to someone strtktng 
a huf'l'lan pinata packed w1th blood and 
Tw1g ets, directly .nsp1red by pugtltStiC money­
shots in Rag ng Bull and The Matnx 
RevolutiO'lS. By any technical standard it's an 
outstanding an1mation system but tt'S also 
inflex1b1e - the npple of the cheek and the 
projected noodles of blood feature almost 
religiously Had the developer restrained itself 
enough to make this a rarity - recognitton. 
perhaps, of an exceptionally ttmed and 
posit1oned blow - it mtght never have grown 
old. But Chicago hasn't, so it does. 

A step towards realism can also be 
problemattC because 1t tends to leave a 
tratlmg foot n the world of old technology 
In Round 3's picture-perfect domam, the 
presence of spasmodtc ragdol effects and 
cl ppmg ghtches is doubly mcongruous. Xbox 
360 has o"ered no qu ck and easy exorCism 
of trese demons. and EA has yet to ftnd 
etther the means or the t1me to ban sh them 

Elsewhere, ts ambtttons for a new 
generation of Fight Ntght are Stmtla·ly 
sch1zophrenic. There are arguably two games 
here: that wh eh new technology has 
enabled, and the o der model, neg ected n 
all the excitement. ESPN Classics. the former 
of these, is very much c hicago's piped ream 
of Frght Night, histortca ly enthusiastiC and 
painstakingly authentic. Mappmg a great 
many styles, from All 's rope-a-dope to Oscar 
De La Hoya's controlling jabs. on to Total 
Punch Control, it's a progressive and 



it's good to see a game taking characttr deformation tfffCU 
beyond their customary purpose as noveltots. Concentrating 
on a bloodied and bruised cheek or brow is a rewarding 
tactic. though it's a shame that the singleplayer AI fails 
to create those situations in which its use can be decisive 

obsess1ve m1x that 1n many ways shows the 
game at its best. Unlike the user-def1ned 
characters. the real-world models sport vastly 
mproved deformation effects and, w.th Joe 

Tess tore's commentary feastong on the r 
career backgrounds wnere none would 
otherv~1se exist. offer a generally supenor 
expenel'lce. But with product placement 
decked across its every surface and seepmg 
11beral y m to commentary, 'rontend and 
unlockables. you'l be tempted to thmk 
that the rema1n1ng s1ngleplayer game has 
priorit1sed the se>cunng of funds above 
advan(ing its des1gn. 

Plagued by imbalance. the Round 3 
career can serve up over 50 bouts before one 
goes the distance The new stun punch - a 
thunderclap of a haymaker - helps ensure 
f1rst to th.rd round knockouts for the vast 
maJOr ty of f1ghts ·here's a d i'iculty sp1ke in 
the clos ng stages, but 1t's an aggress1ve one 
-poor substitute for a graceful overall curve. 
lt means that wh le ChiCago's love of silver· 
SCreen bOXIng haS Created a th1ng Of great 
beauty. t's also a little scnizophrenic, torn 
between d spa rate v1sions of the same sport. 

But even 1f they ex1st at odds. tney can 
sometimes work together 

The game is a prem1er-league multi player 
experience, for example, w1th the 
compet1t10n of two 'luma'l adversanes 
proving far better su1ted to 1ts mechan~cs 
Onhne play (f1nally available to Europe where 
1n Round 2 1t wasn't) benefitS from the 
cumulatiVe ms1ghts of the EA NaliOn 
framework- 1ts statistiCS trad.1ng, rank 
ea cula;1on and JUdiCia apprOdch to dropped 
connectiOns Whether or not the severe 
connection d1ff1culties we encountered 
dunng tesl!ng are sp1nted away when the 
game goes hve on live should be known by 
the t1me you get to read th1s rev1ew 

Ftghr Night IS a diff1cult balancing act, 
and, what with the demands of multi· 
platform and multi·generat1on development, 
you'd have been opt1m1st1c to have expected 
an atta nment of ultimate form rather than 
the sporadiC show of bnlhance offered by 
Round 3. But a more complete successor IS 
almost sure to come, and what matters here 
s that the senes remains the genre's main 
event above an eerily barren unoer card. [8) 

Round·o·bout 

While Fight Night is quite correct 
in suggesting that boxing's key 
dramas occur in the ring, its 
career mode has always felt 
lethargic. it's galling to find that 
Round 3, despite being faced 
with such an area of weakness. 
has made only minor changes 
that. in terms of bettering and 
worsening the experience, just 
about balance each other out. 
The effects of training upon your 
boxer's stats are well-judged, 
eliciting both a satisfying sense 
of progression and a desire to 
achieve elusive perfection. But 
the training modes themselves 
are either unchanged or 
undermined, the heavy bag in 
particular being overly 
simplified. Rivalries succeed in 
keeping the career path 
interesting, though the 
replacement of leaderboards 
with a cyclical popularity rank is 
mystifying and inappropriate. 

Though the retention of the HUO as a menu 
option (not a Fight Night first ) mighl be 
apprecialed by some, Round 3 has succeeded 
in its goal of making it an undtilrable mode 
of play. Between ils fighter animations and 
other visual cues, the game does a great job 
of keeping you abreast of both health and 
stamina levels, together with key punches 

83 



Unless it's an especially bad example. 
an in-game map can usily bt> taken for 
granted. it's difficult to feel that way 
in Parallel Lines. though, thanks to this 
sterling effort. Simple, functional and 
evocative, it makes the location and 
navigation of objectives a breeze 

eflections m1ght play down the 
territonal overlap between its senes 
and the emmently comparable GTA, 

but few would have pred1cted that as the 
PS2 era neared 1ts end. the former would run 
riot over the roads they arguably share. The 
fourth Dnver is a relentlessly thoughtful 
U-turn for a senes smashed almost 
Irrevocably out of shape 

By trash1ng the moVIe dtrector 
functiOnality of the last game- mdeed, any 
attempt to record the act1ons of ts aud1ence 
- Dover has freed 1tself from the memory 
constraints that choked 1t before. The tyranny 
of that iron f1st. stnk1ng as it d1d upon every 
error because the game couldn't see beyond 

its nose, has ended Le1sure 1s the oyword 
and punishment the swearword of a ser es 
that's taking apology to a h1therto unseen 
level - apolog1sing for the d1sasters of 1ts 
th1rd instalment, the misadventure of 1ts 
second and. JUSt for the hell of it, the 
shortcomings of 1ts overall genre. The latest 
incarnation pulls you stra1ght to your feet 

In 1978, f.., of the game's double-dealing characters seemed 
loktly to have trouble sleeping at night -even tf The Kid 
opted largely to roam the streets instead. Cut to 2006, and 
the same cast has become established, fearful and protective 

when you fa1l and engages you w1th fanat1cal 
yet measured generosity. As an example, a 
botched m1ss1on can be restarted mstantly 
w1th a button-press, and checkpo1nts are as 
sens1bly soaced as they could be 

The foremost of rts w•sdoms 1s the 
understand ng that If payers are to spend 
thetr t1me a ~ exc vS ve 'I behtnd the 
wheel, they'll wam to i<eep J"11V ng W1th 
th1s m m1nd. 1t streams ts world and ttS 
act on wtth equa e"1c ency, t1ckmg over 
Without pause from beg nn1ng to end Its 
stream,ng technology is, w1thout 
exaggeration, astomshmg, constantly 
churntng data, yet largely impercepttble. 
There's an openmg load screen as the game 
gets its act together and, once tn a blue 

The suggestion of skirting around and through the Big Apple is strongly enforced by some particularly wise scaling and draw-distance optimisation. Facing the right 
direction will pepper the horizon with distant landmarks and general urban sprawl. This becomes most appreciable when traversing the Brooklyn Bridge's huge span 
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moon, tt reappears if you choose to warp 
from one stde of the city to another or restart 
a particularly eventful m1ssion. But even 
these are fleeting moments For a game of 
this magnitude to run so gracefully, it 
deserves at least a t •P of the hat 

With the feroc.ty of Need For Speed: 
Most Wanted and its i k fresh tn our mmds, 
an early concern s that desp1te bemg 
patched uo to roadworth1ness, Dover may 
lack the urgency and spark to keep tt 
competitive But Reflect,ons' fa1th in its 
uniqueness (contrary to all cursory 
impressions and subject to overvvhelming 
criticism) is borne out as Parallel Lines 
unfolds Its impetuous AI police take the 
game in unforeseen d~rections, each 
complementng 1ts theme. Despite 1ts own 
propensity 'or cataclysmiC error, Dover has 
always encouraged profess1onal rather than 
psychOtiC behav1our, reward1ng anonymity 
over notoriety Parallel Lmes' use of two 

wanted gauges- one for you, the other for 
your vehicle- serves that philosophy well. 

Ownership, personalisation, cunnmg and 
good old-' ash toned thrill -seek1ng are 1ts 
assoCiated pleasures. The many cars. b1kes 
and trucks are we1ghty at the wheel and 
dtst nctive to the eye, catch1ng 11 more and 
more as collisions shred the~r layers across 
tt>e road. Upgrades are novel and relevant, 
Including oerformance parts, bullet-proof 
tyres and, of course, Mrous. All of wh1ch 
feeos neatly 1nto your pnmary occupatton. 
domg your job wel while safeguardtng your 
profile. The pay-offs for thiS are palpable: 
watch ng from the roads1de as the police 
frantically search for your d1tched vehicle or 



slipping past tt>em amid traff1c 1n a clean car 
but w1th a ~nown 'ace - someth,ng made 
eas er by tne purc'lase o' t nted w1ndows 
Parallel Lmes wor'<s these sy5tems togetner 
through a trad1t onal spread of mandatory 
and optional m1ssions (some fresh, some 
familiar), but 11 does so on its own terms 

Stay1ng true to Itself IS a lesson that Dnver 
has done we I KnQI.'IIing how to prov,de a 
cons1derate ye: cna.leng1ng playground rs 
another Desp1te oeing strewn With debr so: 
every shape and s1ze, Parallel Lrnes' New York 
presents few obstacles that Will truly 
undermine the player. Lampposts, fences 
and most trees surrender to low-speed 
coii1S1ons, yet retain enough we1ght to 
discourage reckless dnv1ng Pedestnans Wll 
s milarly p1ng n all d recuons from your 
bonnet when you noum the pavement. but 
1ncreaSJC1gly h nder your progress as you 
plough through them. A I th1s 1s ev1dence of 
a brave des1gn directron. to never throw the 
player back, but rather to 1mpede the1r 
progress when they fa1l. Besides a 
cons,derate demeanour, the only th1ng that 
1nst1ls the conf dence to tear along .n such 
a manner IS raw content. someth1ng the 
game aga'n dehvers. 

TechniCa ly, t's unexpected.y sol d but 
w1th seemingly lnev,table 1mperfect1ons. 
The beast of a physics engine IS still prone 
to transient poltergeist activ,ty, while rare 
chpp1ng gl tches. trough never ru1nous, 
can have corned c and somet mes 1rritatmg 
effects The steaoy fra'Tlerate exceeds 
expectat ons. panicularry as-th s IS a game 
where complex scenery, shadows, blooms 
and blurs regularly fill the frame, d1pp1ng 

only dur ng momer.ra!)' v sua overloads or 
blockbuster p1 e-ups. 

A notable flaw is the lack of an mstant 
abort to accompany those on-demand 
restarts Wh1le never overly IMg. the game's 
m1ss ons reqwe a cons,derab e t me 
1nvestment - a b1tter p f yo happen mto 
the wrong miSSIOn marker by m stake A so, 
wh1le we've established that the oohce play 
a pass1ve role - traffic dens1ty and the clock 
be1ng your true nemeses - they somet1mes 
g1ve up the chase. not just prematurely, but 
as soon as 1t starts. Ult1mately, If there's a 
further 1ssue w1th the game's fa m I anty -
t does, after all, follow many convent1ons -
1t's one that's offset by the care and charac:er 
w1th wh,ch each has been 1mbued 

G1ve a genre enough t1me, expenence 
and m1stakes. and a game like th•s IS sure to 
appear noth1ng revolutionary, but keen to 
tweak the t1nng formulae and explOit the 
essons of h1story. Onver has escaped near­
death With a capt1vat1ng and eo ourful 
return. and one where everyth1ng from 
Sy5tems to c nemat1cs 1s of a quality bu,ld 
As surpnses go, t's a juggernau t. (7] 

for a game that's (perhaps wisely) 
played down its on-foot action, 
Drivels is surpnsingly good. Reticules 
are vivid, find the right target at first 
lock-on and ably indicate alternative 
nearby opuons. Firing poses and 
effects are dramatic. and even 
vehicle-based combat is intuitive 

Half-time break 

Comprehensive in its effect and 
pulled off with the utmost 
finesse, Parallel Lines' mid-way 
era shift reflects a commitment 
to providing something that can 
quash any suggestions of 
anachronism. lt's a mere trick. 
admittedly, but its impact is 
enormous - one of gaming's 
great sucker-punches. Your first 
steps into the New York of 2006 
offer a stark contrast to the 
game's opening half. The 
vehicles are suddenly 
sophisticated, the music 
contemporary and the streets 
clean. The HUD is recoloured 
to a more clinical hue. and the 
established cast of characters 
are all shown to have found 
differing fortunes over the 
intervening years. There's barely 
a texture that isn't transformed. 
As for the narrative catalyst, 
we'll keep that secret as i t's an 
obvious twist - but one w ith 
exciting repercussions. 
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Motorcycle diaries 

Just like Kazunori Yamauchi's 
encyclopaedic GT car lists. 
Takamasa Shichisawa's selection 
of 125 motorcycles and mopeds 
betrays its maker's very personal 
obsession, and perhaps his age. 
A longside the superbikes you'd 
expect, there's a very noticeable 
focus on relatively modest 
Japanese models of t he 1980s. 
There's the same humane and 
gently humorous inclusion of 
mundane commercial models as 
well, in this case represented by 
mopeds. Japanese manufacturers 
dominate- in t h is field, they just 
do- but exotic offerings from 
Ducati, Aprilia, Triumph and 
BMW should appease the 
Europhiles. lt goes without 
saying that the weight. power 
and personality of each machine 
is beautifully conveyed, if not 
quite thei r exhaust notes. 

Gran Turismo has always been Sony's 
primary weapon in the graphical arms 
race, and Tourist Trophy fights an 
impr~ssive rearguard for its host 
platform. The solid environments, 
smooth framerate and detailed models 
are all exemplary, but come at a cost 
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hen is a racing game not a racing 
game? Polyphony's Gran Turismo 
series has always tested the 

boundaries of the genre, its obsession with 
pictorial and mechanical detail outstripping 
its interest in track competition. But Gfs new 
two-wheel stablemate takes its tendencies to 
an even greater extreme. 

Tourist Trophy will be extremely familiar 
to GT4 players, but not in everything. 
The crisp frontend is identical, as are the 
selection of tracks (barring the introduction 
of Valencia, and a handful of corner 
modifications) and the basics of the control 
scheme. Licence tests must be passed to 
gain access to new bikes and events, and 
Photo mode returns. This makes it all the 
better to enjoy the superlative work of 
Polyphony's 3D draughtsmen, which is still 
astonishing despite the ageing hardware. 

But although there is a thorough range of 
tuning options, progress is no longer a 
matter of mods and money. You can't buy 
upgrades, or even bikes; faster rides must be 
won in Challenge mode by chasing a similar 
machine down and staying ahead of it for 
ten seconds. This, far more than the licence 
tests, can be punishing for novices in bike 
handling, but it gives Tourist Trophy an 
impressively pure focus on riding skill. 

Tourist Trophy's cockpit view is 
excellent, with the (functioning) 
instruments' shudder and roll 
dramatically increasing the 
sensation of speed. it's almost 
essential to getting a feeling for 
what's going on underneath you 

lt wouldn't be fair to bemoan the lack 
of new tracks, either, because even the ones 
we've been circling for the best part of a 
decade are effectively rewritten by the 
motorcycle. Braking and turning-in points 
have changed, corner sequences flow with 
a different rhythm, and previously tame 
bumps and adverse cambers are suddenly 
treacherous. In fact. the Nordschleife 
Nurburgring was never so terrifying. Control 
sensitivity is excellent, but the handling is 
rather sterile if you don't opt for the 
professional control scheme (no traction 
control and independent front and rear 
braking). Manipulation of the rider is limited 
to an aerodynamiC tuck (automatic outside 
of pro mode) and a bewildering screen of 
racing stance settings. Many will miss the 
dynamic weight-shifting on the right stiCk, 
which makes Climax's Moto GP games so 
tactile. But even without it, Tourist Trophy's 
handling model is sophisticated and 
reward ing, as you'd expect from Polyphony. 

That's just as well, because that's all there 
is. If you want to enjoy the 80-strong 
collection of road bikes, you can only do it 
in free run and the first four, one-on-one 
racing series. Roughly 80 per cent of the 
game's World mode admits racing models 
only, and there are half as many of those. 
These classes offer three evenly $paced riders 
to overtake, who often start well ahead of 
you, and are little more than pace-setters. 
You'll never start from a grid. it's an 
absorbing, but absolutely arid pursuit, not to 

9ctot LI8P 
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mention an open admission that Polyphony 
has no interest in crafting racing AI; it va lues 
polygons more than opposition and is a 
collector first, racer second. 

Tourist Trophy is never anything more 
than you, a motorcycle, and the quest for the 
racing line. it's more than accomplished 
enough to fulfil fanatics of bikes and 
simulations. but too dry for anyone else. [6] 

As well as prize bikes, your efforts are rewarded with 
new, authentically branded safety gear for your rider 
(whose height you can input at the start). You can store 
four costume presets - two racing and two casual 



nchant Arm's darkest hour tS a place 
within 1ts world: the oty of London. 
it 's a mudslide of ind1stmct browns 

and lacklustre textures. a depressingly bland 
desttnat•on that emerges after a few hours of 
play Th1s may be an RPG that opens wrth 
some grand and scenic setttngs, but Its looks 
def•n•tely waver, its duller areas let down by 
flat colours and a mtserly lack of detatl. 

The reason why this wobbly quahty of 
environment is a genuine issue IS because 
Enchant Arm IS a roleplayer built from a 
genenc adventure template. of linear plot 
movements and one-note exploratiOn, 
mean1ng 1ts settmgs are cruc1ai for drawrng 

While character movement is stable and full camera 
control is offered throughout mMt of the game. Enchant 
Arm's hero, Atsuma, visibly hovers above the ground 
when climbing stairs or crossing any uneven surface 

the player tn. lt rarely deviates from the 
towns, dungeons 'n' random battles format. 
but 1t does have some artistry, in terms of its 
costumes and its more imaginative and 
mtncately designed architecture lt's thiCk 
WJth hghtmg effects too. somet1mes to great 
and gra11fy1ng effect, but they often bleed m 
a completely overblown and glanng manner, 
turnrng scenes of coolly sh1mmenng bloom 
1nto ugly flares 

There's no great knack or subtlety to the 
turn-based combat, but f1ghts take place on 
a pa1r of gnds, allowtng for some strateg1s1ng 
•n terms of areas of effect and team 
formatiOfl . There's a peasant grad ent to the 
combat. too, wrth a hand'u of method1cal 
boss battles that prove tense rather than 
frustrating The game has a wonderfully user­
fnendly approach to random battling: HP IS 
replenrshed, status effects are removed and 
1ncapac1tated characters are revtved after 
each f1ght, and the game can be saved at 
vmually any peaceful moment •t's not as 
iberatmg as ·t sounds, though, s•nce 
characters also have vitality points that are 
worn down by battle. forcing the player to 
find the recharge points strewn throughout 

Although Enchanr Arm's vision of a futuristic London is as visually drab as it is 
quaint. the cathedral (and the secrets bentath it) offers some of the game's 
bestiO<ations. and is also home to one of the few lengthy FMV sequences 

Earning a new skill, weapon or Golem 
is hardly ever achieved by something as 

' complex as item·combining or completing 

the land. Wh1ch isn't difficult, smce the 
progress1on of the gane itself ts so 
stra•ghtforward -and feels •t Its few puzzles 
and gopher quests feel emptily s1mple, too 

Enchant Arm won't capt•vate or excite, 
but 1t can sttll command attention So, while 
there's worth and solidity here, 1t ex1sts tn the 
shadow of a game like Dragon Quest VIII. 
whiCh has flawless craftsmanship to match 
1ts strong and Immaculate art style, and 
offers more to do despite bemg thought of 
as so denvatlve 1n structure 't's a unique 
offenng for 360 owners - as 1t would have 
been for Xbox - certainly, but one whose 
highlights can't match those of the RPGs 
currently burning brightly on PS2. [6] 

Aside from the Golems. the one diversion to stray you 
from the Maten path is London's casino. offering bingo, 
roule11e, slot machines and a highly profitable battle 
tournament. There's a better reason to spend tirn. there. 
however: a range of exclusive weapons. items and 
Golems can only be bought with casino·won chips 

a lengthy collection quest - they're just 
unlocked by the player earning enough 
money, experience and battle spoils 

Golems 

The biggest distraction offered 
up by Enchant Arm is its 
collection of Golems- creatures 
that can be earned or bought 
and added to the player's team. 
These take in virtually every 
enemy. including the occasional 
boss character, and with a 
number of more novel hidden 
Golems to be uncovered. With 
four slots in your team, and four 
main characters that need to be 
levelled, it's hard to nurture 
more than a handful of Golems 
while keeping them relevant to 
the progressively difficult 
battles. The game is continually 
providing a wealthy stream of 
new Golems, though. a range 
that offers a genuine sense of 
variety, as much in appearance 
as the skillsets offered. 

87 



Level pegging 

Each stage requires the taking 
of several strat egic objectives, 
including an armoury, motor pool 
and radio tower. These enable­
respectively - increasingly 
powerful units, tanks and air 
strikes. The latter two offer the 
greatest attack power and are 
usually located towards the end 
of each stage. lt sounds restrictive 
- and feels it to begin with - but, 
given the superiority of tanks and 
the sol itary nature of leading a 
vehicle assault, i t's perhaps the 
right choice to have made. 
Captured bases also act as 
respawn points, reinserting the 
player into the level in the state 
they left i t, meaning that victory 
is almost certain. How gradual 
this is is down to the player's 
ability; it's qulcksave gaming 
w ithout the need to quicksave. 

Each mission includes objectives that 
appear on the fly and give way to some 
of the more demanding and time­
dependent goals. They almost always 
centre on dHtroylng thin91, or protecting 
things by destroyong yet more things 

' 

t the heart of The Outfit is 
'DestructiOn on Demand', a feature 
that turns war into a fast-food 

takeaway service. This means that you can 
order alhed units to be dropped into the 
battlef1eld wherever and whenever they like, 
provided you've earned enough Field Un1ts 
by slaytng enemy troops 'Dropped' os too 
neat a word for 1t, though munttons p onk 
to the ground Wlth an unceremontous spat, 
released from aorplanes and borne to Earth 
on parachutes The odea behtnd the DoD 
system is to m1ngle realt.me strategising 
w1th thtrdperson running and gunning. 
'Destruction on Demand' is a sl ight 
misnomer, though, as the player starts out 
each stage with few un1ts available for 
purchase. More military muscle becomes 
ava !able as each area is conquered (see 
'level pegg ng'), meaning your war machines 
can only be properly supers1zed a~er nav1ng 
made some substantoal progress. 

Deso1te the demoh\IOn onvo ved n this 
game, t plays out 1n an ordered manner. 
w1th large chunks of most stages w•nd1ng a 
corndor from start to fin1sh, while taking 1n 
Increasingly aggressive enemy outposts as 
they go. But this premise is itself something 
of a letdown, as The Outfit is at its best at its 
most chaottc Later levels facilitate thts well, 
assaulting the player w1th reams of foot 
so d1ers and squads of armour, making each 
push an 1ntense one The DaD onterface 
s;ands uP well, too. usong a nng selection 
ment.J tna• doesn't fee clumsy. 

And yet, perhaps surpnsongly for such an 
offensively named 1dea, the system 1s 
strongest when you're made to go on the 

A$ well as the basic squad commands, each of the three 
characters has a unique order to issue to their men: vehicle 
assault melee raid, tear gas. Each has two woapons. ono 
ranged and one close combat along with a unique grenade 

defensove, Wlth !he game giVIng you JUSt 
a few moments to organose autonomous 
re nforcements 1n the form of anti-tank 
cannons and gun emplacements. before 
being set upon by waves of Naz1 troops. 
Enemy vehtcles, in particular, seem keen to 
up the entertainment, committing su1C1dal 
hit'n'run attacks on your ranks. 

it's at its weakest. though, when you 
are on the offenstve, a bid that often 
demands a vehocle and an approach that 
feels lonely comoared to the rest of the 
game Desptte having four troops on board, 
the player is both dr ver and gunner. and 
vehicles can't be commanded to operate 
tndependently. This is where multiplayer 
compensates, offering a wealth of maps that 
allow team skirmishes, or just classic online 
coop that enlivens the battlefteld 1n a way 
that s ngleplayer just can't match. 

it's a decent meeting of destruction 
and nstruction, and one that g ves a 
good tas:e of rs potential in s1ng eolayer 
However, tt doesn't feel like a full exploitation 
of ttS ideas and ots u rra-destruct1b e and 
moderately pretty world. l•ke Full Auto. 
t's a game bUilt with focus ana one that's 
go1ng in a tru ly worthwhi e directiOn, but 
that falls short of greatness. [7) 

Vehicle handling. based on a twin·stick system of 
movement and aiming, feels woolly and unwieldy. 
lt gets better with practice- and tanks do lit the 
control scheme the snuggest - but jeeps and 
halftraclts never quite provide a smooth ride 

The Ourfi(s served well by its comic·book exaggerations, 
which makes the shakiness of some of the cutscenes 
feel more palatable. The roughnetk, one-liner sound bites 
do tend to loop and irritate far too quickly, though 



New Game-

One of Legendia's most 
frustrating d ecisions is to lock 
away two of i ts most interesting 
elements until after the game has 
been completed. Each main 
character is g iven their ow n quest 
chapter- extra content which 
further extends the game's 
lifespan and fleshes out their 
stories. These ext ended missions 
also allow you to assemble more 
materials for the new ly opened 
Composi t ion shop, w hich can 
synthesise powerful new i tems. 
it's commendable to see such 
effort going in to reward the 
minority who complete the game 
more than once, but frustrating 
to see such bonuses locked aw ay 
from less dedicated players. 
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ften the ftrst part of a review that 
people read is a score, but 1n Tales 
Of Legendra's case it feels like, 

mstead of a mark out of ten. that score 
should be presented as a football result. The 
Tales series may have cornered the market in 
the act1on-RPG genre, but coming so soon 
after Dragon Quest VIII rewrote the 
traditional rulebook, comparisons are 
inevitable - and not particularly flattenng. 

Tales games have always thrived on 
bustling character lists and elast,cally eptc 
plots Legendia's tale, of a mysterious island­
SIZed sh1p which can only be fully awaken by 
the power of a descendent of an anc1ent 
race, sets off from a laudably arcane premtse, 
but soon gets bogged down in a crush1ngly 
predtctable round of botched rescues, 
hammy betrayals and tmpla...tSib e quest 
reqUirements And while that cha•acter roster 
can't be faulted for a lack o' var·ety, the 
elaborate rout.nes of crushes, gutlty secrets 
and grudgtng rivalries never come alive, not 
least tn th1s stodgy translation. With the wtt 
and eloquence of OQV/11 so fresh n the 
mind, t feels like one-nil almost from the off. 

Where Tales should score 1s m its active 
battle system, which gives you direct control 
over one character- either a melee attacker 

or a magic user- and tnd1rect control over 
the rest of your party it's certainly dynam1c ­
f1ghts br ,stle w1th chaos and colour- but 
there's a lack of prec1s1on m the phys1cal 
combat and a lack of depth 1n the element­
based strateg1c play wh1ch makes battles 
unreward,ng Random encounters are poorly 
metered and offer ltttle 1n the way of 
1nteresttng reward. The combat systems may 
be rad,ca ly d fferent, but Legendra could 
learn a great deal from the tnventtveness and 
pacmg o' OQVItrs battles Two-n1l. 

A qu ck glance at the bland, blocky map 
and the rather unengag1ng character models 
make 1t 1nev1table that DQVI/fs lustrous 
v1suals bag t another easy potnt. However, 
Tales· traditiOnally creative dungeon des gn 
comes to the rescue, g1v1ng each chapter a 
genuine sense of adventure as you ant•cipate 
what organ1c sh1mmers or htgh-tech gloss 
might be in store. There may be little to catch 
your attent1on when you get there­
dungeons are ltttle more than twisttng 
threads strung w1th random battles- but 

The locations which stud the world map are pretty 
enough, but the world itself is bland, clumsily 
implemented and acts as nothing more than a reservoir 
of random battles. Happily a warp system allows you 
to move freely between places you've already visited 

their splendour alone lets Legendra claw back 
a point and end the match at three-one. 

it's not a fair fight, of course, or even a 
fair playing f1eld, since each game is trymg 
to do something d1fferent and distinCt. 
Nonetheless. for the eighth game •n the 
series Square-Emx brought refinement, 
excellence and c'arity to its bluepr1nt Namco 
isn't able to say the same for Tales [5] 

Most dungeons contain a single 'puzzle booth', an 
extremely old-fashioned challenge of blo<k·pushing 
and beam-reflecting, which isn't even well presented 



espite inhabtttng one of 
vtdeogamtng's most treasured 
universes, Dtrge Of Cerberus is a 

game that nobody asked for. it's not that a 
sequel to F1nal Fantasy VII, the Japanese RPG 
that really brought the genre to the western 
masses, wasn't wanted. But no one imagined 
such a game would centre not only on just 
one of that game's fnnge characters, but also 
on a completely d Herent genre. 

IMtally, all shocked s lence and shu'fle­
footed concern followmg the deciston to 
leap into Devil May Cry-styled action 
adventuring looks unwarranted. Dirge Of 
Cerberus pretti ly transplants each CGI wall 
of Midgar from the PS1 original into 
dramatical ly lit polygon appeal. Likewise, 
lithe, gun-toting protagomst Vincent 
Valenttne, promoted from opttonal sub­
character to ma•n attractton, appears an 
excellent emo poster-boy alternattve to 
Ctoud Stnre's tcon•c charm. 

But as soon as the game tS wrested from 
Square·Entx's mettculously dtrected and 
ub,quttous cu tscenes tnto actual playmg 
hands, its problems tumble over themselves 
for attention. The fight system. a mixture of 
thtrd- and ftrstperson-perspective shooting, 
atms for Resident Evll4's sltck magnificence. 
But •t's a superfictal .mttat•on that clearly and 
embarrass•ngly fatls to understand anythmg 

Clicking the trigger buttons exe<utes Vincent's limit·break 
move. in which he transforms into a more powerful version 
of himself. Your guns are removed, however. leaving just 
strong melee attacks and a vaguely directional fireball move 

Bosses are uninventive, straightforward affairs !hat display 
none of Final fan~sy Vlfs inspirational characterisauon 
in either their physical design or ensuing anack pan erns 

beyond tts v•sual anguage. l!kewtse the flow 
of play s unsoph•st cated. reqwnng repeated 
stops to successfully I ne up even the most 
baste shots on the identtkn and Al·dull 
enemtes Thts results m ugly, ngtd, staccato 
play that feels exceptionally dated 

Vincent is gtven a faltenng Jump move 
whteh is not only mostly redundant due to 
the unassailable knee-htgh street furntture 
but whtch also under'Tl•nes the com•c book 

prom•se of h s cutscene skyscraper-scaling 
acrobattcs. S•m•larly, whereas DeVIl May Cry 
perfectly mames gunplay and melee attacks, 
Otrge Of Cerberus's physical combat opt•on tS 
almost totally superfluous, serving mostly to 
save ammo by smashing crates mstead of 
shooting them. Even the obl igatory combo 
counter has no meaningful use here and, 
damnmgly for a game that focuses on 
gunplay, ;he weapons lack urgency 1n both 
sound and recotl, and all are overly tw1tchy 
and clumsy to Wield 

Despne these many f aws there IS some 
redemption to be had the RPG e ements ana 
deeply customtsab e gun opt1ons show the 
develope• conf1dent on home turf. and the 
game's fast paCing, scattershot setp1eces 
and exorbitant productton values make it a 
pleasant, tf frequently bland place to be. But 
ulttmately thts ts development by numbers. 
an expertly coloured-m outline. borrowed 
and c umsily mod,fted by a developer 
hopelessly out of 1ts f•eld of expert•se. Take 
away the setting and the brand•ng, wipe 
away the f,nanc al pohsh, and you'll f•nd th1s 
•s a d sappotntment of a v1deogame And 
worse, t's a htgh-prof le demonstrat•on of 
the fact tnat those who created th•s much· 
loved umverse have lost thetr understandtng 
of what origtnally made tt so engaging. [4) 

Predictably. many of FFVIfs characters make 
cameos. and gameplay is diversified by 
allowing some control of !hem in setpie<es 

Cosh in the attic 

Dirge Of Cerberus, the third 
release in the cross-platform. 
multimedia family of Final 
Fantasy VII titles, is the only 
console title. The story follows 
on directly from the recent spin­
off UMD/DVD CGI film release, 
Advent Children, so narrative 
fans a lready upset by the 
di rection taken with the game's 
mythology since the departure 
of Final Fantasy originator, 
Hironobu Sakaguchi, will find 
little comfort here. Director 
Takayoshi Nakazato claimed to 
be aiming for Half-Life: The RPG 
with this game, a curious failed 
goal for a world so far removed 
from that inspiration. Since 
Square-Enix has claimed that 
this game signals closure to 
the FFV/1 story, it is unlikely 
Nakazato will get another shot. 
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Bradley. are a rare treat. and you'll share the 
relief of your onscreen team when one hoves 
into view with its l~mm cannon standing 
proud. lt's all but invin<iblt in early ltvtls­
but susceptible to rodcet attack later on 

War of words 

Ten Hammers' attempts to 
deliver an emotional kick are 
embarrassingly clumsy. The 
amusingly named Sgt Daniel 
Daniels appears in cutscenes to 
wail at the death of colleagues 
and help liberate the locals by 
teaching them how to play 
baseball- while your squad as a 
whole is happy to react to the 
death of insurgents with high 
fives and "What a rush!" The 
game's awful storytelling 
reaches its nadir when the British 
turn up, inevitably yelling 
"bloody Christ!" and using the 
mystery term "sausage drivers". 
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t last - a game that manages to 
evoke the mental anguish of 
combat. The tendency of Ten 

Hammers' medic to mutter "lt's the spinal 
InJuries I hate" every few seconds for the 
duration of an entire mission- even as he's 
being drowned out by gunfire- is, in all 
llkelrhood, a bug. It'll send you over the 
edge regardless. 

The mad medic's jarring asides are just 
one way in which Ten Hammers' rough 

With as many as four distinct units available, each further 
subdivideable into two teams using the Black and White 
buttons. the list of tactical options open to you has 
grown from that of the original game. Teams can now 
give orders to each other, making group movement easier 

edges routinely pop the bubble of convrncmg 
authentroty But Full Spectrum Wamor st1ll 
has 1ts grat1fyrngly cerebral RTS-esque 
mechanrcs on rts srde, and the process of 
hurtling between cover pornts and laying 
down sector frre is as uniquely grrppmg as it 
was in the orrgrnal. 

Pandemrc has seemingly capitulated to 
those who d1dn't 'get' FSW the frrst time 
around, and now your sk1lls have expanded 
to controlling tanks, stormrng buddings and 
execut1ng down· the-barrel targeted kills 
Thrs, comb1ned w1th a fuller spectrum of 
abtltt1es- scout1ng and spl1ttrng your team -
allows Ten Hammers to counter cnt1C1sm of 
Its monotone predecessor w1th a barrage of 
armoured truCk$, SMGs and snrper 
ambushes. Nonetheless, taut, cauuous play s 
st1ll 'arced out of you, and miss,ons are 
hypnotrcally tense even when espectally 
when- there's no enemy rn stght 

But the streets of Zekrstan are unforgrvrng, 
and it's essentral as well as satrsfying to learn 
how your enemy- Pandemic - thrnks, up 
until you find you're routmely picking the 
correct s1de of a parked car or fruit stall to 
shield yourself from a hail of fresh gunfire. 

The wounded can be carried with the rest of the team, 
at the expense of speed. lt 's entirely possible to 
heartlessly leave wounded teammates behind - but 
ignoring their swearing and screaming isn't easy, 
especially in the echoing market hall of the second level 

But war isn't always fair. You wtll die when 
you turn a corner into an SMG ambush, and 
restarting with psychic foreknowledge of the 
enemy's plans ruins the sense of sut111ving on 
your wits (and weapons) alone. Trigger points 
and doors that churn out insurgents to order 
only shatter the illusion further. 

Ten Hammers' other fai lings are obv1ous 
early on. Calling 1n airstrikes is mapped to 
the same control as your team leader's 
handy sniping ability - too often you'll 
accidentally unleash apocalyptiC sky terror on 
a s1ng e man hrding behind a barrel. Enemies 
can be easily tncked 1nto running for cover 
toward a grenade. And the camera's 
tendency to face wherever 1t likes after 
sw11ching between Alpha and Bra110 teams 
can be paralysmgly d1sonent1ng. 

lt's on Live, though, that Ten Hammers 
truly explodes 1nto life, the absolute 
requirement for tactics creat1ng Jumpy 
matches that outgun anyth1ng so far on 
Xbox or 1ts baby brotl'>er. This, and the 
game's abil ity to stay wrth you long after 
you leave Zekistan behind, means its 
failings are ultimately forgiveable. it's 
just the spinal injuries you'll hate. [7] 



_j 
f the old Sonic vs Mario rivalry 
reared its head again, you'd 
be hard pressed not to see it 

as a case of Hare vs Tortotse. Put Sonic 
Riders and Mario Kart os stde by side 
and you'd have a race that's won by 
the steadier, more considerate game, 
with the former showmg itself to be 
initially speedy, but prematurely 
running out of steam. 

To its credit, Sonic R1ders does try 
to offer some neat ideas, even if its 
whole feels garbled and imprecise in 
action. A lap-based racing game 

Every stage features a prop that acti;ates a 
micro cutscene, as the player's character is hurled 
halfway around the stage in a manner none too 
distant from Sonic Adventure's on-rails air rides 

Stages are threaded with Sonic Heroes­
style shortcuts, based on a character's 
skill type: Power, Speed or Flying. 
While each shortwt gate is clearly 
marked, they're rarely user-friendly 

starring the usual suspects and some 
new faces, the riders compete atop 
hoverboards and gain boost through 
performing simple tnck combos- so 
far, so genenc - but the idea of 
drafting is enJoyably exaggerated. 
Opponents trail great wafts of 
slipstream m the1r wake, temporary 
tunnels of turbo that are satJsfymg to 
ride, more so than the actua' courses, 
there's also an elegant take on speed 
launching at the start line. 

With stages built from a typically 
garish range of bnght colours, 
traversing the few courses on offer 
(buffered by a handful of arenas for 
the sl ipshod deathmatch mode) IS 
initially frustrating, partially because 
there's seemingly so much track 
furniture to take in. But it's quickly 
clear that success in each race relies on 
the memorising and rote use of 
shortcuts and speed chevrons, with no 
mtddle ground for gradually carving 
and battling through the pack it's just 
not accurate or tang tble enough to be 
rewarding, handling with the same 
kind of wool as Sonic's 3D platformers. 

Fast without feeling slick, detailed 
without feeling deep, Sonic Riders 
feels less than the sum of its parts, 
despite a hand<ul of pleasing aspects. 
Forget Sonic vs Mario - this is 
beginning to seem more like Sonic vs 
Crash: moderately funky lP outmgs for 
those who follow the familiar face of a 
mascot, persistently selling well but 
not delivering elsewhere. [4] 

ou'd be justified m 
approaching Splinter Cell 
Essentials as everything that 

could be expected of a PSP adaptation, 
were such expectations actually in 
place. Neither the year since launch 
nor portable versions of GTA, Burnout. 
Winning Eleven and Pnnce Of Persia 
have suggested an average bar of 
quality. For a time, the augmented 
medley of old and new missions 
assembled here toys with that 
uncertainty, its opening level hopping 
between glitching extenors and more 
fa tthful alcoves and passageways. As 

was the case with the aforementioned 
Pnnce title, Montreal knows its game 
when it comes to turning dual· 
analogue control schemes into 
something fit for PSP. but for all its 
pretences of being more than mere 
adaptation, Essentials still tests the 
limits of portability's charm. 

lt's an occasionally glamorous 
reflection of a sorry state of affairs, 
the handheld being recognised for its 
market rather than design potential. 
The game slips on to the format amid 
a dno-feed of convenient projects, all 
representing greater value for 
publisher than consumer. Though it's 
obvious that the developer is aware 
that P52·to-PSP is more than a one­
click converSIOn, the litany of faults in 
its efforts thus far has you wondering. 
Camera clipping issues run rampant 
through many of this game's levels, 
arising in every dastaroly form from 

Essentials retains a great many of Splinter Celfs 
audio cues, but what PSP has apparently 
necessitated is a loss of subtlety. With two graphs 
- left and right - it attempts to visually represent 
the positional audio that stereo, when troubled 
by anticipated background noise, cannot provide 

popping inside Sa m Fisher's texture­
thin skull to passing through walls 
and floors. Image brightness IS a 
predictable concern, but 1s at least 
alleviated (or bandaged) by the saving 
grace of night-vision goggles. 

Despite a fair few moments of 
mobile awe, the governing and 
familiar impression here is of 
compromise. The vivid aesthetic and 
precise audio of the console versions 
have respectively been mellowed and 
overplayed, the design beaten into 
handheld shape and accordingly 
bruised. The collection of levels, 
segued together as an obv1ous but 
eff1cient flashback/forward story is a 
vtctim of this circumstance, less an 
assembly of series highlights than of 
what works best on the technology 
at hand Ubisoft has mvested 
considerable talent here, but the need 
to invest more attention is clear. [6] 

Essentials isn't short of defining Splinter Cell moments such as hushed interrogations and hasty darts into 
shadow, but the PSP instalment falls down in replicating that other series trait of technical sophistication 
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ext out of Treasure's chest is 
a beat 'em up, of all things. 
Those who were there for the 

frontier days of grey importing will 
immediately think of the company's 
Yu Yu Hakusho: Makyo Toitsusen - an 
anime-based Mega Drive fighter. Hold 
that thought, because Bleach OS is the 
sequel in all but licence. 

That game's two-platform system, 
making the Z-plane your plaything, is 
back. The emphasis on mid-air juggling 
and powerful multi-hit combos is 
there. Even the way the music claws 
your eardrums raw is reminiscent of 
brash '90s titles. it's no surprise Bleach 
OS feels so welcomely old-fashioned -
a solid, responsive, lightning-fast 2D 
fighter which, like so many Treasure 
titles, hovers JUSt the right side of 
battering your eyes and fingers into 
total submiss1on. 

With large, crisp sprites and over­
the-top cutscenes for some of the 
more preposterous specials, Bleach OS 
is the prett1est f ighter on DS by some 
marg1n. But it's also the most 
confidently accomplished, with its slick 
firework displays of fourplayer combat, 
and a 'Spirit' meter - filled with the 
power to perform specials and hop 
between planes- that ensures 
balanced, complex fights. Oragonball Z 
fans, landed with the limp Supersonic 
Warriors, are advised to switch pronto. 

Real depth resul ts from the 60 
thumb-activated Spirit Cards, which 
swing matches back and forth via 

In common with fellow multifighter beat 'em ups 
such as <i~meCube's Super Smash Bras Melee, it's 
a struggle to work out quite what's going on when 
four players are flinging their fury about - but 
at least it's an enjoyable and exciting struggle 

effects that range from replenishing 
HP to forcing an opponent to crouch. 
More impressively, the deckful of 
magic successfully knocks cold the 
idea that beat 'em ups should leave 
the touchscreen well alone. Bizarrely, 
then, it's the traditional controls that 
are the real issue. The DS's t iny face 
buttons and cramp-inducing triggers, 
combined w1th the rocking motion of 
the hand held as you hammer away, 
are not a good match for Bleach's 
dizzying speed. 

That wouldn't necessarily be 
a problem with just 23 solo missions 
and a limited Arcade mode. But sore 
fingers are guaranteed with Bleach 
OS's unusual multiplayer double 
wham my: four players with just one 
cart, and fully on line matches. 
Admittedly, any game where combos 
are so easy to execute and jumping 
is such a handy tactic is liable to irk 
your hardcore player, but when it 
comes to multiplayer options, Bleach 
OS kills 99 per cent of known DS 
beat 'em ups - even the excellent 
Jump Superstars - dead. [7] 

_j 
t's hard to know how to feel 
about rehashes like this; after 
all, gaming has as much right 

as any other medium to preserve and 
promote its past glories, and Capcom 
certainly has a right to celebrate the 
tenth anniversary of its genre-defining 
chiller. A cut-price, note-perfect 
down load of a retro favourite is one 
thing, but a full-price port (with 
novelty embellishments) to a slightly 
unsuited system is quite another. 
Especially when the game in question 
has already been handsomely 
remounted recently by its makers. 

Deadly Silence does not rewrite 
the STARS team's bloody escape from 
a zombie-infested mansion the way 
the GameCube's Resident Evil did. it's 
true that it does ease the original's 
much-cursed clumsiness with some 

Deadly Silence's greatest addition is also its 
simplest: the permanent map display on the top 
screen. Often bemoaned as the laziest OS 
customisation, when it comes to unravelling 
Resident Evifs locks and corridors, it's a godsend 

One of the OS-specific additions to Rebirth mode 
are short firstperson ambushes that require stabs 
and slashes of your knife on the touchscreen. 
They blend in well and help maintain tension, 
but are too simple to really shake things up 

welcome additional moves (including 
an instant about-turn and some handy 
knife attacks); and in Rebirth mode it 
adds a few extra enemies, as well as 
box-ticking DS interludes employing 
the touchscreen or microphone. There 
are also some clever, but technically 
hamstrung, multi-cart multiplayer 
modes. Otherwise, though, it's 
identical to the PlayS tation version, 
right down to the videotaped intra 
movie and am-dram voice acting. 
Its elegant set design aside, Resident 
Evil hasn 't aged at all gracefully, 
coming across as quaint, not a little 
camp, and not even remotely scary 
on the small screen. 

Perhaps, though, it's not the 
intervening years that have weathered 
this warhorse, but one intervening 
sequel: Resident Evil 4. In the wake of 
that great entertainer, the original's 
fixed camera, mean-spirited attitude 
to inventory and save points, ceaseless 
item-ferrying, awkward difficulty curve 
and imprecise combat initially feel 
punishing and cheerless. But despite 
it all, after an hour or two you'll f ind 
yourself captivated, urged on by the 
expert pacing and hypnotic 
atmosphere of this tortuous man-trap 
of a game. There may be better ways 
to relive Resident Evil than Deadly 
Silence. but no version could demote 
it from its status as a creaky but 
compelling classic. [6] 



If it transpires that all that stands between Coast 1 Coast and hand held near· perfection is a mere 
111MHz of fenced-oH CPU clock speed and the inadequately explained red tape that prohibits its use, 
Sony's reasoning for limiting its portable hardware's potential in such a way again warrants scrutiny 

utRun's wealth is the currency 
that PSP craves: a radiant 
palette to splash across its 

screen, an eclectic gameworld 
segmented by original design into 
bite-size chunks, a purist interface of 
twin buttons and stick and an aural 
heritage that transcends any quirks of 
reproduction. The Coast 2 Coast 
package is an explosion of that 
fortune, but despite Sumo's proven 
adeptness with both Sony and Sega's 
property; the exchange rate of console 
and coin-op against PlayStation 
Portable is unpredictable at best. This 
month has already seen one hit -and­
miss example. 

Though there's a caveat we'll 
get to in a moment. OutRun 2 on 
PSP is ultimately a win for publisher, 
developer and expectant series fans. 
For a start, although it benefits from 
simply being miniaturised, it's attractive 
in ways that its PS2 sibling isn' t. lt is, 
in fact, a gorgeous gift to its 
hardware's often neglected display 
and an idyllic blast of Sega-branded 
fresh air. In every sense but one, the 
conversion hits its mark; anarogue 
nub control works well, the OutRun 
miles system is ideally suited to mobile 

play, the PS2 profile synchronisation 
feature will doubtlessly be of use to 
those it serves, no notable holes exist 
in the game's content, audio is finely 
preserved and abundantly provided, 
and wireless multiplayer support is 
as advertised. 

But the fra merate pays the toll. 
Given a sufficient volume of scenery 
or traffic, Coast 2 Coast grinds to a 
degree that even the Xbox version of 
its Chihiro predecessor never saw. 
Only a supreme apologist could 
suggest that such performance dips 
aren't as damaging as they are 
disappointing, but conversely a real ist 
shou Id soon become ea pable of 
accepting them, momentary as they 
are. There's something in the game's 
graceful flow of drifts and adjustments 
that spares it the criticism that some 
might say it deserves. Sumo has 
evidently found itself charged with 
the unenviable task of breaking 
OutRun to ensure a hand held fit, 
and the decision to target its legs 
rather than its face demonstrates 
greater wisdom than you might think. 
Though the concession is also greater 
than you may have feared, the result 
remains triumphant. [8) 

f the genres most highly 
anticipated and as yet 
shamefully under-represented 

on the DS, directly underneath the 
LucasArts adventure lineup is realtime 
strategy. With their one-click interfaces 
and their respective age undercutting 
raw power requirements, both seem 
natural fits. Of course The Age Of 
Kings, directly inspired by the original 
of the same name, hasn't been 
brought over in rea ltime, but it does 
come as close as any other title for 
the handheld to recreating the PC· 
flavoured strategy longed for by fans. 

Much to its credit, Backbone 
Vancouver has done a masterfu I job in 
taking the complexity of Ensemble's 
original and stripping it to its bare 
essentials for portable play. Focusing 
on the 'heroes' of five civilisations, 
with five or six diverse and distinct 
historic narrative driven campaigns for 
each, the game's turn-based reworking 
is as intuitive and compulsive as one 
would expect from a post-Advance 
Wars landscape. Resource 
management, a key component for 
any strategy campaign, is now as 
simple as leading a villager to 
untapped resource patches and 
constructing a mill or mine, which 

Each campaign includes a number of bonus goals, 
such as completing tasks within a certain 
timeframe, which reward players with Empire 
Points. These are used to unlock higher powered 
mercenary units and special skirmish maps 

' 11EW~ 

then freely provides a set amount of 
food and gold per turn. The research 
and technology trees, too. have 1been 
put in a layer outside the main player 
interaction, giving the option of one 
new purchasable technology every 
round, to aid in resource output or 
your units' attack and defence stats. 
The units themselves, while all more or 
less cultural reskinnings off a standard 
set, have been sharply bala need 
against one another, with hero u mts 
left to provide unique powers. 

However, the game's reductionism 
does come at certa in costs. With a 
tightly packed fixed isometric 
perspective, overpopulated skirmishes 
often result in a garbled mess of 
entirely indistinguishable overlapping 
sprites, especially when raiding or 
defending town centres. Thankfully, 
this is where the dual screens prove 
their purpose by clearly displaying the 
selected unit on the upper screen, but 
continually hunting for your foes 
remains unduly cumbersome. Though 
the game does fully support the 
touchscreen, it's especially in these 
situations that the novelty wears thin 
and a reliance on the equally 
encumbered D·pad takes hold. 

Though necessari ly slighter in 
its scope than the original, the 
game's campaigns are no more 
slender, w ith battles that can 
frequently stretch on for hours at a 
time- especially when attempting to 
accomplish all bonus goals. While it 
lacks the polish and visual clarity of its 
firstparty-produced competitors, 1t 
remains a valuable addition to the 
handheld strategy family. [7) 





TIME EXTEND 
RADIANT SILVERGUN 
FORMAT: SATURN 
PUBUSHER· ESP 
DEVELOPER: TREASURE 
ORIGIN JAPAN 
RELEASE DATE: 1998 

A revelation that 

revolution, Radiant 

Silvergun has become 

famous instead as a 

collector's investment 

piece. Is it gaming's 

greatest injustice? 



BLACK AND WHITE 
A debate still rage> obou 
whether or not lkaruga 
counts as a 'true' sequel to 
Radiant Silvergun. it's not 
quite dear why there is any 
doubt: the 'RS2' on the 
latter game's start screen, 
combined with the colour· 
coded combo system and 
the design of much of the 
architecture, makes the 
retatoonsh p clear. 
Nonetheless, the games are 
dearly contrasted, with 
lkaruga ab;mdonmg 
Silvergun's elluberance and 
generosoty, and forcing the 
player - with vosualty 
stunnmg effect to focus on 
on the colour·dependent 
attack patterns and puufe­
based level destgn whoch 
had formed only part of 
the forst game's nches 



Throughout the game llrt 
hidden tiny animated 
coloured dogs, which can 
only~ found by searching 
for them with one partlcultr 
weapon. Although finding 
itll the 'Merry-chans' 
provides no benefit other 
than extra points, 1t still 
becomes an ob~nive 
pursuit. espec1ally as the 
Saturn versoon collecu the 
ones you htvt found in 
the options screen. 

The game was first 111leased 
on the Sega Sa"t\lrn's arc•de 
counterpart, the sr.v. 
although the project WIS 
initially designed •round 
the console's arthitecn.re. 
There are a number of 
differences betw~n the 
home and arcade versions 
(both of which are lndudtd 
in the complete Saturn 
J>«kage): in Saturn mode 
giant boss Xiga has a pomt 
bonus of 1,998.S30 
(11!flectlng the relc.ast date 
of the home vers10n of the 
glmt), as well ts fully 
voiced ani me cuts<:tnes. 





THE MAKING OF ... 
3D MONSTER MAZE 
For one generation, 3D M onster M aze showed that 
games could invoke emotion . M ostly panic and terror ... 

FORMAT SINCLAIR ZX81 PUBLISHE~: JK GREYE SOFTWARE D~VtLOPtR. MALCOLM EVANS ORIGI~ UK RHtASE DATE: 1981 

M 
alcolm Evans does not 
look like a man who 
creates nightmares, but 

then 3D Monster Maze was never 
meant to be a nightmare. lt was 
never meant to have a monster. 
lt was never meant to be a game. 
At least, not in the beginning. 

When an electronics engineer 
considering moving into 
programming was given a Sinclair 
ZX81 as a birthday present from 
his wife there was no sign that it'd 
end in shock and evisceration for 
an early generat1on of garners. 

Recalls Evans: "lt was almost a 
joke, actually" -which may have 
been many people's reactions at 
the first sight of Sinclair's tiny 
machine. Evans was a hardware 
designer in the aerospace industry. 
used to working with the most 
advanced microprocessors. By 
comparison, the ZXBl was little 
more than a toy. lt did, however, 
offer him an opportunity. He'd 
been curious to have a go at 
wnting the code that ran on the 
chips he helped design, but had no 
real software expenence. H1s 

approach to careers advice had not 
proved fruitful. "They turned 
around and said: 'You're too old 
to go into software'," he recalls. 
Now he had his opportunity to 
program. He would build a maze. 

·suddenly, I had this computer 
in front of me and I had to find 
something to do with it. I didn't 
want to just sit there playing 
games on it, and producing a maze 
was something you could see, you 
could see it working.· 

lt was the visual aspect that 
cemented that decision. With only 

ROLL UP 1 ROLL UP J 

SEE THE AMAZIN G 

TY RANNOSAURUS REX 

KING OF THE DINOSA URS 

IN HIS LAIR. 

PERFECTLY PRESERVED 

IN SILICON SINCE 

PREHISTORIC TIMES ~ HE 

IS BROUGHT TO Y OU FOR 

Y OUR ENTERTAINMENT 

AND EXHILARATION. 



Although the player could 
outrun the lumbering Rex. 
panicked flight usually 
ended with disorientation 
and a literal dead end 

LOW RESOLUTION , 
HIGH PERFORMANCE 
The ZX81 didn't really have pixel graphics; Sir 
Clive Sinclair's machine handled only text. As a 
compromise, however, the character set included 
several blocky graphics characters along with the 
usual letters and symbols. When stitched together 
these could be used t o make images, like Telet ext 
but with an even lower resolut ion. This had the 
advantage that there was no speed difference 
between drawing a giant Tyrannosaurus Rex and a 
page of words, as to the ZX81 they were bot h 
simply character strings. As a bonus, screens could 
be constructed in memory and then switched into 
view instant ly, avoiding any flickering. 

The individual pixels of later machines 
struggled to offer a similar impact. " I wanted to do 
30 Monster Maze on the Spectrum, and I came to 
the conclusion t hat it couldn't be done w ith the 
speed or t he graphics," Evans recalls. l t wasn't the 
maze, it was Rex. He was just too b ig to survive in 
an age of colour, high-resolution displays better 
adapted to small, scurrying sprites. l t wasn't until 
t he 16bit era began that such giant opponents 
could once again roam the earth. 

Evans made several attempts to recreate 
his monster in later games. 30 Escape (below left) 
on the Spectrum uses a topdown maze, which is 
essentially expanded from the 20 maze used to 
develop Rex's hunt ing abili t ies. lt f eatures a 
number of different creatures to make up for t he 
w ider perspective, although t he first level begins 
w ith just the player and Rex. 

Corridors Of Genon (below r ight ) feat ured a 
cylindrical maze occupied by short, Q*Bert-like 
creatures t hat would essentially throw up on you. 
These enemies were t he largest creatures Evans 
could satisfactorily animate on the screen, and 
despite arriving in increasing numbers in order t o 
make up for their small stat ure, often appeared 
more comical than terrifying. 

The game did event ually make its way on to 
t he Spectrum some 16 years after its original 
release courtesy of ZX81 emulation expert Russell 
Marks. Did he have problems rean imating Evans' 
monster? Frankly, yes . Despite the Spectrum's 
increased raw grunt t he graphics still posed 
problems, as it lacked enough speed to redraw the 
entire screen each f rame. "lt w asn't too bad, but I 
remember i t looking a bit rough on the screen you 
get when you find the exit," Marks recalls. 

!!COR!! 

the bare machine and Sinclair's 
built-in BASIC it helped 
immeasurably if you could see 
errors in your program just by 
looking at the screen. He rapidly 
developed a syst em that could 
generate 16x16 square mazes, each 
square either corridor or wall, and 
display this on the screen via a 
topdown view. With that done, 
there was stil l more to learn. 
Assembly language beckoned, so 
Evans added a routine to display 
what t he maze looked l ike for 
someone standing inside it. 

" (lt was] just the next step in 
learning or visualisation or simply 
seeing what could be done. I was 
learning to program more than 
writing a game. That was why 
from the beginning it was in 
assembler not BASIC." 

Evans' program was never 
meant to be a game, nor 
something for anyone else to use; 
it was a simple learning exercise, 
a harmless experiment. Fate, 
however, was to step in when 
Evans met John Greye at a 
classical guitar club in Bristol. 
Greye had developed a number 
of ZX81 games and was in the 
process of setting up a company 
to sell them commercially. 

"I mentioned to him in 
passing that I w as writing this 
program, and he said: 'Has it got 
a monster in it ?' " recalls Evans. 
"it hadn't, so he said: 'Oh, it might 
be a good idea to put a monster in 
it, t hen it might be saleable, you 
see'. I had not hing better to do, so 
I created a monster. " 

No crack of light ning, no peal 
of thunder, just a casual suggestion 
and more intellectual curiosity. 
Evans chose to reanimate 

RI!X H~e !II!I!N YOU 
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Tyrannosaurus Rex, king of the 
dinosaurs. Why? The Minotaur 
might have been more classically 
apt. Perhaps Nosferatu, as a nod 
to the host machine's silent black­
and-white images. Maybe it came 
from a half-remembered 
nightmare, pursued by the 
slavering beast. unable to escape? 
No. it was just handy. "[it] was 
taken from one of the kids' 
books," he remembers, although 
sadly not which one. "Everything I 
ended up drawing was f rom a 
book. Not the form, but the idea." 

Despite his humble origins, 
Rex was a giant. Evans began his 
design with the last thing t he poor 
victim would see- the monster 
fi ll ing the screen, lunging 
forwards, teeth bared. Nobody 
had made such a massive 
opponent before, but in those 
early days nobody knew what 
was and w asn't possible. Evans 
was f inding out what he could do, 
and a giant animated dinosaur, it 
turned out. was fine. 

Once the grisly end was set, he 
then made smaller images to 
represent the beast further and 
further away. Players, of course, 
would experience this sequence 
rather more often in the reverse 
order. Evans' focus was on trying 
to make t he graphics as smooth 
and fast as possible. Rex was just a 
vehicle to let him learn. 

" I was always being accused of 
graphics being more important 
than t he game itself, which is 
exactly right. I'd been setting a 
problem, seeing if I could solve it, 
and then creating a game out of it. 
I was working out how to use the 
graphics all the time." 

5CORI! 
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In the absence of art packages, 
Rex f irst came to life on graph 
paper. Evans' years of electronics 
experience allowed him to ~onvert 
the black and white squares into 
data, which wife Linda would then 
type into the computer. 

There was no need for side or 
rear views of the monst er. After 
all, if you ducked into a side 
passage to hide, hoping to be 
spared, you 'd be in for a shock: 
the AI had only one mission. 

"He's aiming st raight at you 
all the t ime," Evans explains. " He 
is quite intel l igent. lt's not l ike 
Pac-Man, just random. He's after 
you." Rex's behaviour developed 
apart from his image as a rather 
less intimidating single blip in the 
20 program written to originally 
t est the maze generation. Once 

J. K. GREYE SOFTWARE 

for 16K ZX81 

Despite being a fairly accurate interpretation 
of the game's form, the original cassette inlay 
didn't exactly convey the game's suspense and 
terror - somehow, Rex seems friendlier as a 
line-drawing than in teeth-gnashing pixel form 

sec 
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Evans was happy that t he 
monster's hunt ing of the player 
was flawless, he was brought into 
the 3D world. 

Rex took fu ll and immediate 
advantage of this opportunity, 
and promptly devoured his creator. 
"Quite a few t imes t he monster 
would come up on me with 
absolutely no warning whatsoever 
and I' d jump out of my skin," 
chuckles Evans. His w ife's reaction 
to his plight was unsympathetic: 
"She would burst out laughing." 
The realisation had dawned, 
though, that Evans had literally 
creat ed a monster. 

"lt was then I thought: 'Right, 
I've got to put something more 
into it to actually warn people 
because it's so sudden'. If you were 
facing in the wrong direction, he 
was just there- you'd get no 
indicat ion whatsoever - so I then 
started putting in messages saying 
where he was." 

lt may have reduced the shock 
when Rex pounced on the author, 
but players panicked into fl ight by 
the sudden announcement that 
'HE HAS SEEN YOU' when they 
hadn't seen him might dispute the 
calming effect of these messages. 

This voracious predator had 
altered t he feel of the program 
dramatically. The firstperson view 
gained an air of claustrophobic 
menace. The focus had shift.~d. lt 
used to show what was in front; 
now it didn't show what was 
behind. The simple left, right and 
forward controls were suddenly 
distinctly lacking reverse. There 
was no doubt about it: Evans had 
a game. lt was time to show his 
progress to Greye. 
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"[Grey) said, 'Right, all it needs 
is a title screen now and we can 
probably sell it'. I thought: 'Let 's 
make it interesting . .. "' 

Why on earth would a player 
be in a maze being chased by a 
dinosaur? Because a clown 
suggested it, of course. Evans 
produced an elaborate scrolling 
text introduction, a 'Roll up! Roll 
up!' carnival pitch. "lt was more 
than a clown, it was a ringmaster," 
claims Evans. "That was put in 
because I was worried that it could 
frighten someone," which in 
retrospect is probably a slight 
understatement. "lt was half-

SCORE 
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they want to get out they can, but 
if not they can stay in there and 
t hey have to pull the plug out." 

Whatever t he reasoning, Evans 
had written the game t hat would 
come to define its host platform. 
Appearing early in the ZX81's life, 
it had a polish and attention to 
detai l that made it stand out from 
the crowd. Three years on f rom its 
release it was still selling in huge 
numbers, giving gamers a t aste of 
what the future had to offer. 

What about its place in history? 
Was 30 Monster Maze the original 
firstperson corridor shooter? 
Given that it was never released in 

"Quite a few times the monster would come up 
on me with no warning whatsover and I'd jump 
out of my skin. My wife would burst out laughing" 

serious because it carries on to say 
that the management take no 
responsibility, just to be on the 
safe side." lt certainly added to the 
surrealism, as though this were an 
episode of The Avengers or The 
Twilight Zone. 

One last touch added a 
psychological twist to the ending. 
When (and not 'if', since it was 
inevitable) the player was eaten, 
they were offered the chance to 
either play again or quit. However, 
there was only a 50 per cent 
chance that their 'appeal' would 
be granted. Otherwise, t hey'd 
f ind themselves plunged straight 
back into the nightmare maze. 
Evans' justification? 

"There's something wicked 
about me, I think. I thought, if 
you're stuck in the maze, let's 
make it real and say, OK, you are 
stuck it in the maze. Perhaps if 
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the US, its influence on Doom 
et al is probably less than you 
might like to think. There's also 
the critica l difference- the player 
isn't armed. Evans never even 
considered the possibility of 
fighting back against Rex. (That 
would have been just too 
ridiculous.) This is not to deny its 
place in gaming history, j ust that 
we might be looking at the w rong 
branch of the gaming tree. 

Ask any player and they'll tell 
you what 30 Monster Maze was 
chiefly about: fear, panic, terror 
and facing an implacable, 
relentless foe who's going to get 
you in the end. At its heart 30 
Monster Maze is the original 
survival horror game - perhaps the 
last thing anyone, even its author, 
expected to find when they first 
picked up that innocent-
looking little plastic box. 
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Originally sold by mail order through adverts 
in computer magazines, orders to supply WH 
Smith brought 30MM massive success. Two years 
later; Evans' own New Generation Software 
was still advertising, and selling, his first game 
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The key feature of FaceFX is the way it 
combines automatic lip synchronisation w ith 
flexible tools that enable artists to add 
individual mannerisms to their characters. 
The lip syncing works by analysing an audio 
dialogue file and then breaking it down into 
the phoneme shapes associated w ith various 
letters and word fragments. This generates 
the baseline character animation. Using the 
FaceFX Studio tools, artists can take this and 
add more characterisation by moving 
eyebrows, creating frowns or even loading 
new textures or normal maps to create the 
overall performance. The finoshed animation, 
which is defined by processor·light animation 
curves, is then loaded directly into the game 
engine. The next step in the product's 
development will be FaceFX Live, wh ich will 
work in realtime on line, enabling players to 
talk into their microphones and see their 
game avatars aping their words, complete 
with lifelike animation. 

Featuring a realtime previewer. a.s well as sce-nt 
graph and studio editors. FaceFX provides animators 
with an open framework to automatically generate lip 
synchronisation and then add more subtle amboence 



Softimage's Face Robot 
Still in a state Softimage calls a 
'technology preview', Face Robot is an 
attempt to solve one of the most difficult 
problems in computer animation. The 
human face is incredibly expressive and 
because we spend a lot of our time, and 
brain power, trying to distinguish how 
emotions are displayed, we often find 
such computer animation crude -just ask 
the animators who worked on Square's 
Final Fantasy film. Face Robot works by 
simplifying the process. Instead of 
requiring animators to work with 150 
discrete points on the face, as is required 
by facial motion capture for example, 
it reduces these down to only 32 
interrelated points. The goal is to make 
realistic facial animation much quicker, 
while keeping high quality. Softimage 
claims Face Robot should improve an 
animator's productivity by 80 per cent. 

Soft1mag~·s Face Robot r~ucM the l~vel of 
complexity required to animate a character's 
fact by using a skin solver system which uses 
a mere 32 points of reference on the skin's 

J~;.,.,;Jb~~~~~~~~;:\;m;~~Msurface to interpolate the overall shape 

Used in such an1mated films 
as Polar Express as well as 
games, Image Metrics' 
technology analyses video 
footage of an actor's facial 
performance and then 
generates an1mation that 
can be applied to a 30 
head and combined w1th 
the recorded dialogue. At 
the moment, however, 
analysing how the face 
moves is a processor·heavy 
task which requires a couple 
of days to produce, and so is 
generally used for creating 
cutscenes. One goal for the 
company is to use its 
experience to create a 
realtime system that could 
combine libraries of 
preprocessed animat ion with 
the ability to b lend them with 
new assets. There's even the 
possibility it could run a cut· 
down version of the system to 
analyse video footage from 
console cameras, which 
developers could then 
incorporate into avatars. 



C 
omputer and videogame design is 
typically thought of in terms of the 
person who had The Big Idea without 

consideration for a wealth of other design and 
how it all interrelates. T here's so much design 
involved in even the simplest computer or 
videogame - most of it inst inctive, unwritten. 

Software design; audio-visual design (and its 
many subsets); toy design (as in the design of 
what you play with); playscape design (as in the 
design of where you play); play design (the 
design of activities, as in how best to exploit 
the toys within the playscape); game design (as 
in rules, structure and direction for activities 
with object ives for focus); product design (as in 
how everything fits together to form a cohesive 
whole); interface design (as in the means of 
conveying audio, visual and tactile information 
to and from players); and one not so formally 
prominent area: 'information design; which 

play? How do you know if you o r your opponent 
is on the verge of being removed from play, that 
your vehicle is about to explode? You ask 
yourself myriad questions in play, often without 
realising it unti l answers aren't fort hcoming. 

Consider a button. Its colour, shape and 
general condition are all suggestive - as is a 
label saying'DO NOT PRESS: Of course, you 
press the button. Nothing happens - no thing 
appears to happen. You push it and it clicks. 
Me h. You push it again and a red light burns 
brightly and an angry buzzing sound is heard. 
That's more interesting. If pressing the button 
results in screams emitting from the room next 
door, and those screams are clearly pained and 
female, until they stop, no matter how often or 
how long you press the button ... Press ing the 
button is now very interesting, all because of 
the information given and the way it's conveyed. 

That guy coming towards you exudes 

lt's only when you see your lovingiy crafted, perfectly realised design 
in the hands of real players do you realise how 'stupid' they are 

amounts to what do you need to know, when, 
how and why. 

The design of special effects, ceremonies (as 
in the formal recognition of key moments) and 
story are al l subsets of information des ign. 
Much of the wealth of information conveyed in 
computer and videogames happens without 
conscious information design. 

How are you supposed to know how to play, 
what to do, where to go, where you are in the 
bigger picture? I low do you know you are even 
allowed to play? (The letterbox effect is thr 
established shorthand for 'Play Suspended: 
Cinematic Ceremony In Progress:) How do you 
know what's good and bad? How do you know 
t he status of your toy and the other toys in 

information - his appearance, his performance 
can tell you everything you need to know. The 
way he's dressed. The way he carries himself. 
'!'he way he moves. Even how quickly he moves. 
Everything about him says something - some 
things more than others (and more important 
than others). VJithout careful consideration on 
the part of the des igner, the guy could give off 
the wrong signals - especially to someone wit h 
an alternative cultural background. 

Mind you, even your fellow citizens don't 
always sec your sentiment. .. It 's only when you 
sec your lovingly crafted, perfectly reali~ed 
design in the hands of real players do you realise 
how 'stupid' they are, which really means how 
stupid and inconsiderate you arc as a designer. 

VJhat you thought was obvious, what you took 
for granted, what you didn't even consider in 
fac t throws players in to turmoil - or they 1 
completely overlook t he intent. 

In Denki Blocks! the 'map' used to show how 
blocks should be arranged to solve the puzzle 
originally re lied on simplistic interpretations of 
the toys. But some players thought that the tiny 
gaps between the blocks in the miniature 
representation of play meant the same applied 
in play and went insane trying to figure out how 
to copy what they saw, so it had to be changed. 

Designers can go mad trying to pre-empt 
how the audience will think - not to mention 
trying to naturalise the information and make it 
feel part of the environment. The attempt to 
naturalise information in The Getaway was a 
commendable failure. The bloodstain to reflect 
the health of your character was too vague, as 
were the vehicle indicators blinking to show 
which way to go. We went through the same 
considerat ions with GTA but arrived (as many 
others who tread the same path) at supernatural 
solutions such as an arrow to show the way. 

When designing playscapes or moments 
without rigid constraints (as the likes of GTA), 
you can't always predict what players will do, 
even if t he information you give them couldn't 
be more explicit. Such conditions play havoc 
with how and when information is presented. 
You could be in the middle of anything when 
the information needs to be given and the flow 
of play could easily be interrupted. 

Information design is an overwhelmingly 
vast, seldom-mined seam of delights - a 
fulfilling, humbling, invaluable area of interest. 
A great deal of psychology can be employed to 
anticipate and address information design 
issues, but a designer's most valuable tools arc 
common sense and a consideration for others. 

Gory Penn began his t arccr on Zzap!64, before u-orlting at 
BJ\IG and DA-fA Design. He now makes games at Denki 
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The drug of a nation 

W here there's money, there's an 
addiction: Martin Amis wrote. The 
reverse is also arguably true: where 

there's an addiction, there's money. There is 
now so much money in online gaming 
(projected to top $5.2 billion this year) t hat, 
suddenly, the world is ta ki ng notice. fn t he last 
year, everyone connected with massive on line 
virtual worlds has experienced an inrush of 
journalists, venture capitalist organisations, 
documentary makers and multinational 
entertainment corporations - to the extent that 
Terra Nova, the de facto blog for the new digital 
frontier, has christened the phenomenon, after 
the booming popularity of Blizzard 's World Of 
WarCraft, 'The WOVv wave~ 

So there's money, now, flocking in to virtual 
worlds. But arc the new virtual emigres - an 
estimated 27 million - rea lly addicted? 

l'or answers, we might do well to turn to 

powerful pulls on Korean youth. Last year a law 
was passed limiting online gaming to those over 
18. The game companies now (reluctantly) 
enforce the law by linking online accounts to 
government ID numbers -but the kids find 
ways around t he ban. Two days after I arrived in 
Seoul, two policemen attempting to arrest a 
suspected rapist, Hyuong Kim, were stabbed to 
death. Kim became Seoul's public enemy 
number one. Police distributed 1,ooo leaflets 
with his name, photo and ID number. Two days 
later, police received a tip-off: Kim was 
accessing the interne! from the Samsung 
apartment block in Damno- Dung, nort hern 
Seoul. They barricaded the building and 
searched every apartment, scouring even the 
insides of washing machines. They found 
nothing. The next day, police discovered the 
culprit: a 14-year-old boy, who had seen Kiln's 
ID munber on the wanted posters, had used it 

"Real life doesn't often live up to our expectations, but in the game, 
anything can happen. I have been killed, I have been reborn" 

Sout h Korea, where the global mania for virtual 
worlds has reached its peak. In part because of a 
mid-'qos government drive for broadband, 
South Korea is the most internet -c01mected 
nat ion on earth. Of t he millions worldwide who 
live second lives on line, almost a third arc 
Korean. Each year, worldwide, over twice as 
many people vis it Korean- made vir tual worlds 
as visit Korea. '~'oriel Of Warcraft was recently 
christened by one online wag 'the new golf'; you 
could say that skill with a virtual character, 
rather than with a pool cue, is the new emblem 
of a wasted youth. Virtual worlds offer the 
promise of paradise as well as the killing of 
time; the Korean government ha' begun to 
recognise the addictive effect of these two 

to access an over-18 gaming site. Word spread. 
Soon, Hyuong Kim was logging on to play 
Lineage II from all over the city. 

In 2002, the South Korean govenm1ent 
established the Internet Addiction Counselling 
Centre to help deal with the problem. I visited 
them to talk about the issue. According to 
Hyam No Dung. a clinical p!>-ychologist at the 
centre, more than two thirds of South Korean 
teenagers play online games and over a quarter 
think of themselves as internet-addicted. The 
centre offers addiction counselling for children 
sent by their parents or by the Korean cyber­
police, who handle game-related crin1es. The 
centre puts offenders through a re -education 
programme, then gives them community work -

renovating old computers for charity, for 
example. "It 's not easy;' Dung told me. "It's 
much easier to achieve things in the game. 
When these kids face problems in the reai 
world, they give up!' 

She showed me a handful of the 
questiotmaires they use to measure internet 
addiction in people referred for treatment. 
Answers their young respondents had ticked 
again and again included: 'I have broken 
promises because of the interne!'; 'On the 
intcrnct, people acknowledge me more'; '\!1/hen 
I use the int<~rnct, I feel confident and free~ 

T he word 'addiction' comes from the Latin 
word for a type of s lave. \!1/hen we become 
addicted, we become slaves to a way of 
achieving our goals that makes us feel we have 
succeeded, but brings about no real change in 
our actual affairs. 'Nought's had, all's spent I 
Where our desire is got without content; as 
Shakespeare wrote in Macbeth. Eventually, the 
addict always finds their way to the place they 
were trying to avoid. T he heroin addict seeks 
peace, but ends up in anguish. The gambling 
addict seeks success, but ends up broke. The 
gamer seeks excitement and community, but 
ends up with an empty life. 

Or do they? vV'hile in Korea, I asked the king 
of Lineage II (the most successful among the 
game's players) what it was about the game, 
apart from community, that kept him playing -
even as his real-world business s lid towards 
bankruptcy. Was he addicted? He shook his 
head. "It's not addiction. It's a way to live a 
different life," he said. "Real life doesn't often 
live up to our expectations, but in the game, 
anything can happen. I have killed, I have been 
killed, I have been reborn. These are the t hings 
I can't do in real life. I don't own a car, but in 
the game, I can fly!' 

Tim Gtt(.'St is an author and veteran vicleogamC'/t(·('/mology 
joumalisr. /lis book, My Life Ill Orange, is published by Granta 



B
y the time you read this, the Xbox 360 
will have been out about five months, 
and I bet there are still stock shortages. 

Retailers are taking orders as supplies start to 
filter down, but deliveries are sporadic. None of 
the retailers I've spoken to seem to know 
exactly when consoles will arrive. Consequently, 
the next generation of gaming hasn 't arrived 
with a bang, but a sort of polite cough. 

It never ceases to amaze me how console 
manufacturers seem to stumble into obvious 
problems. A small bowl of amoebic dysentery 
could've predicted that the Gizmondo and 
N-Gage would be end up as nothing more than 
footnotes in the history of gaming. Likewise, 
long before the Xbox 360 had launched, anyone 
could see that a simultaneous worldwide launch 
was an ill-fated strategy. 

You'd have thought that a successful 
multinational corporation like Microsoft would 

to get his hands on one. T hen, six months on, 
Microsoft could've orchestrated a rollout in 
Europe which would've got 36os into the hands 
of everyone who wanted one at launch, rather 
than upsetting many preorderees. Finally, 
another few months later they could've focused 
their attentions on making t he Japanese launch 
less of a limp fart than it has been. 

But no, Microsoft decided to go with a 
different strategy. 1'he sort of strategy that's up 
there with stapling bacon to the roof of your 
house, Sellotaping a couple of wires to it and 
hoping that maybe, somehow, it might provide 
an unlimited source of energy for your home. 

It's difficult to know who Microsoft 
in tended to benefit from the global instant -o­
launch. Perhaps on the surface all that's 
happened is t hat a few people have had to wail 
a bit longer for their 360, hut beneath the 
surface Microsoft has doubtless sowed seeds 

Unless Sony does something monumentally absurd between now 
and whenever it decides to release the PS3, it's going to dean up 

have the experience to avoid a balls-up, but no. 
In fact, it strode proudly towards disaster, 
spending t he last half of 2005 warning people 
that it wouldn't have enough 360s to go around. 
It's like being in a car driven by a lunatic, who 
shrieks that he's "Going to crash the car, ha ha!" 
in the minutes prior to veering off into a wall. 

just call me Daddy Hindsight, but if I were 
Microsoft I'd have stockpiled 36os, waited until 
T lalo J was ready, and launched v<ith a massive, 
PS2-scuppering showcase in the US, six 
months before anywhere else. The European 
hardcore - the same hardcore who preordered 
a :,6o midway through last year - would've 
bought a machine on import anyway, but at 
least every Stateside punter would've been able 

of d istrust and resentment, and probably 
finished off any chance of its Xbox brand ever 
succeeding in Japan. The debacle has made the 
company look stupid and amateurish, and it all 
has the faint whiff of }2X about it. 

It's unlikely to mark the end of Microsoft's 
console dream. Microsoft is never going to give 
up on making the Xbox a market-leading brand, 
not while it still has an evil design to 
monopolise the way we're entertained. 
Nevertheless, the 360 launch will prove a 
setback to the system's longterm success. 

Sony has been remarkably reserved 
regarding its PS} plans - no doubt in part 
because it's been waiting to see what the 
competition did, and Microsoft played right 

into its hands by acting like an excitable seven­
year-old - one who couldn' t resist bringing his 
new birthday present to school, only to hflve it 
snapped in half by the class bully. 

Don't get me wrong; the 360 is actually 
rather lovely. It's powerful, it's solid, there are a 
couple of OK games on there. t\nd coupled to 
Xbox Live it 's the machine that has finally lured 
me online in a way that the PC never could, 
slothful sofa-junkie that I am. Given my 
previous resistance to online gaming this is 
quite an achievement (my Xbox Live name is 
'bront~ incidentally, seeing as you pitiful skanks 
have already taken every alternative of 'Mr Biffo' 
there is). But I'm one of the lucky (stupid) few 
who managed to get one around launch day 
(admittedly only after cancelling my delayed 
Amazon preorder, and paying through the 
nose on eBayl. Lord knows what everyone who 
missed out on their Christmas present thinks. 

Let's face it, much as [ love the purity of 
Nintendo's Revolution plans - blah blah forget 
about graphics blah it's all about gameplay blah 

- it's never going to gel with what t he masses 
want. Sony has the brand and the marketing 
nous, and any headway the Xbox :,6o might've 
gained has been crapped on by Microsoft 
launching too soon. And as for the "We're 
NEVER releasing a separate hard d rive/ Yes we 
are releasing a separate hard drive" 
announcements .. . what the hell were they 
thinking> Way to make your console look 
obsolete before it's even begun, sap-heads! 

Unless Sony does something monumentally 
absurd between now and whenever it decides to 
release the PS3 - such as reveal the innards are 
constructed from the bones of orphans - it 's 
going to clean up. Though if it wants to 
maintain goodwill, a few less prcrendered 
demos passed off as in-game wouldn't go amiss. 

Mr Bi[(o co · (ounded Digiriser, Channfl4 'S Teletext-based 
videogames section, and nou· writes mainly for television 
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Choice cuts from 
Edge Online's 
discussion forum 

Topk: '\avy rt"<·n•i n~ 

l'layStation eAp•·rh 
Saw a job ad in the local paper 
under the IT section: 
'PiayStation expert~ required. 

I 
Worldwid e t ravel. Royal Navy 
(age 16 -37), Jo in th e team'. 
Q uestion is, '"ill my Wipeout 
skills he u tili•ed nr my 
kn owledge of ~pedal moves 
get me the job? Would I have 
to include a list of games 
completed on my CV or 
respectable high scores? -.··. "\ 

It's just a way of grabbing kids' 
attention• - now they can Oy 
planes and boats, de,tro)' the 
German and Japanese armies 
sing)ehandedly, how much 
harder can it he with real 
bullets and a gaLillion more 
buttons? You only nt't'd to play 
lots and lots of game' to make 
su.re you're reall> good at il, 
kiddies. Now, where did I leave 
that copy of Administration 
and Accounting: 
Embezzlt'mt'nt Tl!eory? 
p Lt.; 

So GameCube an d Xbox 
experts aren't good enough 
for the Navy? Pah! 
Cl ) \\ilh 

t26 
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When I bought my 360, I was 
expecting the very best of what 

H·chnology had to offer. Instead, I had 
to M~ttle for a console that was 
governed by those who had a lower spec 
machine. People who bought a 360 
Core package ~till had to purchase a 
£.u .99 memory card for their game 
saves and therefore sa,·ed only £so O\'er 
the premium package. Is that worth the 
exclusion of a compulsory hard dri.\'e 
for all users? Do Core package owners 
really want to play a nell:t-gcn console 
using a wired controller? \\'hy did 
Microsoft release a lesser version of 
their console and compromise those 
who want the very best? Obviously, it 

' 
many ye~rs now, hut unfortunately, I 
fed myself doing a 180 on the 360. 
Joshua Van Hooke 

It rt'rlillnly wt'll\' th;1t Mirro"1h could 
ha~~ prudurt•d tht• fir,t millinn Xho~ 
)6Ch in'full•f,n' flavour nnl>• ;mcl >lill 
>truult•d to kt•t·p up with d<'m.mcl. 
Pt•rhap' it <'Ould'w pruJured two 
million. fiw million, m.l} be t'\'t'n h?ll 

mlllit•n and "'"" lh<'m ~nal'pt:d up. 
\'v<' ,h.all nev<'r know. What\ <'kilr 
is thnt tht' sl'lllt• o( ,\60 l.'\l,tonwr 
di"atisfactlon owr non•,upplr will 
t'llsurc th,at Mkro~oft d~>c,n't m.1ke 
th~ s~me mi~t.,ki.' with it• nrxt 
n•n,olr. And th~t Snny will he dmng 

I have trouble understanding publishers' desire to 
erase any trace giving away a game's origin. Few 
things are as annoying as a game localised to death 

w~s to promote sales, and rushing the 
360 out so soon has also boosted sales, 
hut at what cost? It's common 
knowledge that technology is making a 
leap forward this year in terms of HD­
DVD and Blu-ray discs, so is the :;6o 
soon to be outdated? Microsoft's 
anwo~cr to this is to release an external 
(11)-J)V() drive, but who will want to 

spend more money on their console 
and who will want a clumsy external 
drh·e hanging off its side? 
There have been so many reports 
of faulty machines to suppon 
sugge~tions that \1icrosoft may have 
rushed the release of the 360 in time 
for Christma~ 2005. I personally have 
had to ~end my console back to 

Microsoft to have it replaced. 
With all these problems and all these 

question marks hanging over the future 
of the 360, I feel that this is the most 
embarrassing launch of any console to 
date. I have been an Xbox lover for 

e-verythln~ it t'Hn tol·nsun• that it 
doe-sn't follow suit with t'laySt;atiun .\. 

I wa~ recently p~:rusing a copy 
of £159 whilst recovering from 

a rather intense game injury only to 
'shock' myself by reading your snippet 
on the Pong exhibit (Out There, p21 ). 
Imagine my ~urpri~c.- to be reading about 
thi~ wonderful exhibit whibt 
recuperating from the injurie~ ib 
marvellous PainStation dealt me. 

·Damn, thi~ is cool' I thought to 
my;eU right befor~ realising that 
PainS tat ion - nor Abertay where it 
currently reside~ isn't really 
mentioned. I f('el it\ important to point 
out to tho~c garners out there who 
haven't really heard of this 
phenomenon that this game bites 
back. it has like a two-page disclaimer, 
and it can cause third-degree burns, 
swollen hands and paralysis of the 
left-hand ~id c. it's fu n, though: when 

you lose you get shocked, or whipp('d, 
or burnt, and there are fun minigames 
that involve breakout minefields and 
turbo pain. If anyone is able to get to it, 
I highly recommend it - it 's in the 
Hannah McClure Centre in the 
Abertay Student Centre. 
JackWF 

\lie havt· to 11'k: just how glowing liT<' 

your n·commend:ation' of gatm·' that 
don ·r cause anuaJ ph~sical h~rm> 

Regarding the feature on game 
localisation in E159, I have trouble 

tmderstandi.ng publishers' desire to 
erase any trace giving away a game's 
country of origin. To me, few things arc 
as annoying as a Japanese gaming 
masterpiece that has been ' localised' to 
death for western audiences. Publishers 
should bear in mind that a huge 
number of European countries, 
including my own, never gets a 
localised version of a gamc. What we 
are offered is the American/English 
version. Fair enough, we can read 
English, but what I want is a 
localisation that keeps t he original 
game as pristine as possible. All too 
often we get Americanised ver~ions 
leaving a game unbearable to play 
through. Your article mentions Di~gaea 
as an example of a game that retains 
original voices. Well, I don't know, but 
my PAL version of Disgaea only has 
American voices, which is why I ha,·en't 
played past its introductory part. 
Another example of games I have been 
burned by in the san1e way is the 
Project Zero series. 

There are many games I really want 
but choose not to bur because I know 
or suspect they have been destroyed by 
the publisher or its localisation staff. 
This is incomprehensible in an age 
where DVD movies feature a huge 
amount of language choices in both 



spoken voices and subtitles. With DVD 
movies they don't cut away a movie's 
original voicctrack, do they? Why 
should they do so with games? 
Svenn A Ramlo, Norway 

Jt', hl'H', unfortunately, that we have 
to fall b.1ck once more on tht.• old "it's 
bccau"' g.1min~. when compa ·~d to 
movies, is such a relatively youn(i\ 
medium' (•xcuse. In time it should 
beconw the norm for most f1.amt•s 
whose origin' are perceived to be 
intrinsic to the ir make-up to bt.• made 
availablt• in a ftnmat that al<o allows 
the con,um~;r to experiencl' them in a 
manm·r C'loser 10 their natiw 'tatc-. In 
the mt•antime. of course, some- gamers 

Svenn A ltamlo slams the Project Zero series, 
and asks why game Jocalisations n('t:d to so 
thoroughly mask the countries of origin 

Despite all the hype that is being 
aimed at thi'> "-:ext Big Thing, I'm 

worried that PSP is going to be a 
complete farce of a console once it gets 

All portable game systems have been inflicted 
with the same disease. Take the GBA - forced to do 
pseudo-3D or cut-down versions of bug console hits 

are lt"arning)apanese. That\ r('j]/h· 
wanting to rxperience thing_s in as 
pristine a state as possible. 

l would like to support your 
choice of Sony as Publisher Of 

The Year for both the daring qualiry 
and innovation of their release<, in 2005 
but also for the astounding attention 
that they pay to their consumers' needs. 

Sony have re-released Ico, a move 
that would puzzle most economists. 
but one that caters to the needs of 
PlayStation 2 garners. Sellin~t under 
so,ooo copies in the UK fir,t time 
around, why would this be a good 
candidate for re-release? Garners have 
evolved, ib why. Products such ao the 
Eye Toy, the DS and the upcoming 
Revolu tion have shown us that 
innovation is no longer a niche concept 
in the modern market. but rather a 
dominant species. By re-releasing Tco, 
Sony havt' confirmed thio tran,ition. as 
well as acknowledged the needs of 
gamero forced to pay £40+ for a copy 
on eBay. Thanks to t heir intelligence as 
a publisher, nobody need pay the price 
of ignorance. Much is owed to them. 
Samuel Roberts 

But would ko ha\·e been r~-r<'lt·~.,t·d if 
Shadou• O(Tht• Colossus did not ~xisP 
You h,we to hope so, of course. 

going. Proof of this theory comes 
twofold: 1) l know how most developers 
operatt', and l) I've borne witness to 
the horrt'nclous fiascos that have 
preceded it. All portable game syl>tem' 
have been inflicted with the same 
disease by unthinking development 
houses and publisher pressure. Take 
the GBA as an example: this system has 
been forced to do pseudo-3D (which it 
can't rea lly do) or cut -down vers ions of 
big console hits by lazy developers 
throughout its life. Instead, team> 
should have either made brand-new 20 
games (which it can do incredibl} weU> 
or left the system alone completely. 

Developers are obsessed with 
technical aspects, and specifically 
graphics, to the point that common 
sense goes out of the window. Of 
course, this doesn't mean developer'> 
'try their damnedest to squeeze the bel>l 
out of the machine; it simply means 
they are going to try to shoehorn a 
'l'yrannosaurus Rex into a Smart Car. In 
terms of hardware power, the PSP may 
offer the closest -to-current-generation­
specification portable gaming has seen 
thuo far, but don't let that fool anyone. 
It is still out of date. lt is underpowered 
when compared with the five-year-old 
PlayS tat ion 2. i\nd the situation is soon 
to get ten times worse. \Vith PS2 near 
the end of its lifccycle, it's about to be 

Topk1 Camjn!l Good need• 
I've ju <I beaten Clayton and 
the Stealth Sneak on Kh1gdom 
He~rts because my girlfriend'• 
daughter wa• having a tough 
time o f it - it could have 
ruined the game for her. Now 
•he's pmgres,ing again. I 'm 
not bragging, it ·was purely 
altruistic. What gaming good 
d••d• have you done? 
~Ill 

Enlightening the parents of my 
daughter's eight-year-old mate 
that CTA San Andreas was a 
tin>' bit unsuitable as a 
Chrimbo pre<sie (whilst the 
parents appreciated the advice, 
rv~ never seen as evil a ~tare 
as the one the lad gave me). 
11' 

I'm always sending my miS\u< 
virtual gifts and letters on 
Animlll Cro<..ing. Saves a 
fo rtune in the real ... -or!d. 

Playing l)ark Ops games on 
P~rf~C"t Dark Zero, I alway• buy 
a Revive kit ahead of weapon• 
and will nearly always drop a 
weapon for them - OK, there's 
a slight tactical advantage in 
bringing back those who would 
otherwise have to wait out the 
round, but it means that o theN 
get a better ~S CX}X'rience 
and might encourage them to 
do the same for me and 
everyo ne else. I continue to do 
thh de•pite the fact that less 
t ban onc in five people actually 
<ay' ta very much~ and when 
they do they are always (in my 
simian experience) American. 
Jesus } ones, I' m a latte r-day 
~:dnt , don'tch.a know, canonise 
me now! Saint Michael of the 
Pleased Gamers! 

Ion~ 

My wife enjoys games like 
Reyond Good & Evil, fable, 
Dark Chronicle, etc, but isn' t 
really a dedicated gamer. Sh~ 
o ften gt'ts stuck or d~~n't 
have the dexterity to 
accompli 'h certain tasks, 
so I often sit there with her, 
acting a~ 1tag-man~ juntping in 
to help out if she gets stuck or 
acting as a note-taker and 
reminding her of what she ha. 
to do next. Strangely, it's 
almost as enjoyable as playinl( 
the ~tame myself, especially a' 
it make< her happy. 

replaced with next-generation hardware. 
Just in time to coincide with the PSP 
renaissance. So not only are we g~ng to 
see virtually end lt·~~ 'Specially 
Enhanced For PSP!' ver,ions of PS2 
favourites. the shelves are going to 

buckle under the weight of PS3 and 
Xbox 360 hand-me downs that there 
is no way the PSP can do justice to. 

Developers n~t'd to learn to see 
PSP as a format in its own right and 
ta ilor brand-nt!w games specifically 
towards it, not completely des troy 
its reputation by forcing dedicated 
garners such as myself to pick through 
its line-up with a fine-tooth comb in 
order to fmd games that actually 
should have het.>n rl'lea~ed. 

Sorry for being prssimistic before 
the machine has really go t going, but 
these are genuine concerno. PSP 
currently hosts a handful of games and 
already it ha~ too many cut -d0\~,1 
version& of PS2 g.1mes. I know for a fact 
that PSP devdopers are not going to do 
anything to pn>vt' this thcory wrong. 
j onathan Tilbrook 

lt'~ really hard not to love Sony\ PSP 
!when you 're not mass l!:in~o: the fed in~ 
back into your hand~ aftt'r a prolonged 
session), and, yt.'s, it's equally hard not 
to be thorou~ly unmoved when 
another console handowr is announc('d 

- and not only hN·aust• such project~ ,lrt 
routinely so ill-suitt'cl to gaming in a 
truly portable st-n~e. \Ve try to take 
solace in the fo1ct that PSP is a valuablt' 
platform on whkh mduslr~ newcomer,, 
especially art i--t<, can cut their teeth. 

I've just been out to try to buy 
We Love Ka tamari on its day of 

release. I was dismayed to find that 
none of t he retailers in Newcastle city 
centre seemed to be stocking it. \\'hen 
asked, they didn't really seem that 
bothered. In Gamt', a female employ('(' 
said, "Oh, yeah, that looked quite nice. 
Is that out?" but her male colleague 
hadn 't even heard ofit. 

What hope is there for an indust ry 
where quality, family-friendly t itles 
can' t attract any n•ta ikr interest ? 

I quit. Get me off this planet. 
Chris Preston 

And yet it dcbutcd at the top of the all­
formats ( hart Don'tleave U' just yt't 
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You'll forgive me if I don't shed 
any tears over the apparently 

parlous state oft he videogame industry 
post-Xma~ ('Discount> and Shortages 
Spell Trouble for Industry: Start, E159). 

Having been a console fan 
throughout mr childhood, I have only 
recently decided to come back to 
gaming to see what had changed since I 
hung up my N64 controller. I was 
largely enticed back hy hargain prices, 
particularl y of the original Xbox, in the 
run-up to Xmas. There's a huge back 
catalogue going back some four years 
and some incredible games now being 
sold brand-new for a tenner. not to 
mention the huge market for 
secondhand. alonF- with the fact that 
there are '!ill six months of original 
Xbox new releases planned. 

So splashing out L:wo on a brand­
new Xbox along with around ten high­
rated games seemed a much better bet 
than s pending at least twice that on a 
new machine• which, however 
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ToptC ( 0 W a ' Tih 
I picked up a cheap copy of 
God Of War the other day and 
while I think it is a great game 
and an amazing achievement 
there a couple of things that 
tarnished the experience. One 
is thc di<covery that silicone 
implants date back to ancient 
Greece and by the look of 
things must predate the bra. 
Rather that enhancing the 
atmo•phcre of the game thjs 
pushcd the thought into my 
head that I'm a grown man 
and should not be playing 
thi s immature crap. 

Hate to be a spoilsport but 
those ladies are actually 
wearin~t hi•torically 
correct clothing. 

l n l I 

Is this a thinly veiled "I've 
seen tits before" thread? 
(,cl ,lr• 

impressive it might be to show off to 
friends, still only boa~ts a handful of 
games and no guarantee of a decent 
back catalogue in two years' time. 

The 360 excluded, price~ now may 
look bad for the industry, but they are 
fantast ic for the punters H;..e me, 
particularly the casual gamer; who 
don't need to be first with the newest 
toys. Sure, 1'11 be watching what unfo lds 
this yea r very c losely, but it's going to 
tak<· more t han hype, bluster and a p ilt' 
of FPS games to get me upgrading to 

next-gen - I wam a ~olid and varied 
base of software before I make that step. 
Lawrence Shaw 

TIMt al' makt·, st'n'e Rut hnw m 11}' of 
u~ C'Jil n·ally rt·,ist tht• snwll of >r nd 
tll'W tt•rhnolu~y. frt•sh Ollt of Its box' 

Ju~>t read Stinke's lctt('r in E1~q. 
My partner alwJys \J st·d to watch 

me play the Resident f1•il.,, vicariously 
taking pJrt by offering suggestions to 

pu7.zlc-solving, e tc. While 1 n·rtainly 
don't subscribe to the'you'n· a female, 
what would you know about games?' 
mentality, I always found thb mo

1
re 

anno~ing than helpful - a bit like 
sitting behind someone in the cinema 
who keeps offerin!' up advice to the 
characters on screen. Couldn't say 
anything, though - you know what 
women are like. 
Karl Savage 

Oh. we do, we do: l'mim·•llly rapahk of 
picking up tht ir hoyfricnd'~ copy of 
f.dgc, Tt'adiJ1jZ the l~tter' l>ilSl '• '''t'ing 
d',resp~ctful rderences to tht·ir gaming 
u,t'Je--ne". and then ~~·rn•t ing .m ice 
pick under the mattres' Awful stuff. 

Send us email (edgeOfuturenet.co.uk), 
but be sure to use 'lnbox' as the subject 
line. Or send a letter to this address. 
lnbox, Edge, Future Publish ing, 
30 Monmouth Street, 
Bath BA1 2BW 
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