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our years and five months ago, many of the people 
reading thiS magazine were s1t11ng down to play 
the1r first ever game of Halo. Four years and five 

months ago, Oxford Street shoppers were watching in fa.nt 
puzzlement as Nintendo locked mimes and contortionists 1n 
plastic boxes to promote the UK debut of its new console. 
Four years and five months ago, the air was full of 
speculation about pnce cuts, criticisms of launch line-ups, 
and prophes1es of doom But four years and f1ve months IS a 
very long time in the games industry- long enough to see 
both Xbox and GameCube to an early grave- and long 
enough for those debates to subside and a whole new 
generat1on of speculat1on and hystena to take hold. 

Launches are an exc1ting propos1t1on, no doubt, and the 
pulse by which the games industry measures 1ts progress. 
but they're also t1mes when clarity and perspective are 1n 
short supply. And so, as Sony readies itself for lauch 
elsewhere in the world, we visit Evolution Stud1os and 
Motor Storm (p54) to get a real, hype-free insight into how 
ready the PlayStatlon 3 really is (and sneak a peek at the 
f1nal debug hardware wh1le we're at 1t) And on p62 we 
take a look back at the long h1story of hardware launches to 
assess their real Significance and reflect on how quickly the1r 
quirks - from Frank Sinatra to attemped suicides. and pubic 
ha1r to green hot dogs- are forgotten. 

Of course, May 2002 wasn't a dale chosen at random. 
Four years and f1ve months ago was also the last time Edge 
ra1sed its cover pnce, and this issue 1nflat10n has finally 
caught up with us. But we're confident that you'll f.nd 1t as 
valuable a read as ever, as we see how Stranglehold is 
measuring up to John Woo's explosive reputation {p50), 
examine the resurgence of co-oper at ve gam.ng (p72), and 
rev1s1t the happy incarceraliOn of Captive (p94). And, 1n the 
Get Into Games supplement you'll f1nd advice and 
Information on how to turn your pass1on for gaming into a 
career. Who knows? In four years and five months 
time it might be your game on the cover. 
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. EVENT! 

Conventional wisdom 
After the news of E3's reduction, attention turns to Leipzig and 
Edinburgh to see two different models for game gatherings 

early 200,000 people visited this year's 
Leipzig Game Convention. The attendees 
of the fourth Edinburgh Interactive 

Entertainment Festival could - an unfortunate fi re 
alarm was able to prove- comfortably huddle 
along a few yards of pavement. They may have 
taken place in the same week, and they may have 
both been distinctively European in flavour, but the 
two events could hardly have been more different. 

The EIEF's brief - to provide a forum where the 
potential of gaming can be discussed away from 
the commercial clamour - was well served by its 
rather peculiar choice of venue. The steeply raked 

What would designers come up with if 
they were given the cash to do what so 

many claim they dream of, game­
making without commercial restraints? 

lecture hall of the Royal College of Physicians made 
it immediately clear to delegates that this was a 
place to learn, not a place to go over familiar 
industry ground. However, not all of the sessions 
managed to capitalise on that idea- David Garner 
(executive vice president of EA's worldwide studios) 

The EIEF's setting at Edinburgh's Royal College of Physicians gave 
the sessions a somewhat scholarly air. Sadly, there wasn' t enough 
opportunity to debate the more interesting implication.s of the 
wide range of gaming topics tackled by the various speakers 

Known as the oldest trade fair city in the world, Leipzig is still far from being stretched by 
the influx of game makers, distributors and players that GC entails. Home to the AMI and 
AMITEC motor transport fairs, its exhibition centre is an overly accommodating venue 

gave a charismatic keynote that touched on how 
games should change to attract more women 
players and how the industry should prepare for 
the changes that an increase in in-game 
advertising, user-created content and increasingly 
hostile legislation may bring. Nick Parker used his 
background as an analyst for Screen Digest to show 
many delegates up with his So You Think You 
Know Games session, which demonstrated that a 
rather worrying proportion of attendees thought 
that the GTA series had outsold the Mario games 
and that the PS2 was still the fastest sell ing console 
released in the UK. And, making good use of the 
setting, Ben Sawyer from the Serious Games 
initiative made his usual impassioned case for the 
recognition of games' capabi lity to heal, whether 
by treating post-traumatic stress disorder or 
improving the training of medical staff. 

However, the session which best represented 
the event's agenda was that which centred on the 
PSP. Not Sony's handheld, but the concept of Public 
Service Publishing. Ofcom, the regulator of the UK's 
rad io, telecoms and wireless communications has 
access to millions, and is starting a consulting 
process to examine the case for games to be 
publicly funded, as TV, radio and websites already 
are. it's a dynamite idea: what would designers 
come up with if they were given the cash to do 
what so many claim they dream of, game-making 
without commercial restraints? And what would 
games look like if they were subject to the 
requirement of public benefit that the BBC's 

9 



programming is? Ofcom IS ent1rely open-m1nded 
about what format they m1ght take <PC. conso e, 
mobile, browser-based) and about what 1deas they 
mtght explore (as long as they fell w1th1n the 
concept of public benefit), which means that the 
potent•al1s remarkable There are months of work 
ahead before Ofcom can deode if thts 1S the best 
way forward, and months more to tron out how tt 
all m1ght work, but the idea at the heart of it ts 
stmple, electrifying and would have been 
unimaginable ten years ago: the government wants 
to g1ve people free money to make videogames. 

Sadly, however, the sesston didn't feel 
electnfymg. lt was an entirely new tdea for 
delegates to take tn, and one whose implication 

With GeatS Of War under wrops until X06, Microsoft moved titles sU<h as Viv• Piiiata and 
Flight Simulator X to the fore, Rare's game being grossly misrepresented by a shaky demo 

10 

An obsence of Wii did lit11e to quieten the 
playground of Nintendo's stand. DS download 
statoons and preview code pulled the crowds 

With titles such as Lair, Motor Storm. and Heavenly Sword in the mix. Sony's trailer rftl was stimulating enough to warrant a few minutes 
on the PS3 lounge Oeft). EA rebuilt its 360 degree videowall from E3 (right~ but earned points forlayong on code you could actually play 

reqwed careful thought. Sandwiched m between 
other talks, with no ttme to digest and dtscuss with 
colleagues. most were underwhelmed by the idea. 
lt's one of the problems that plagues the EIEF. If it 
follows tts brief and tackles entirely new subJects 
then delegates may not be attracted 1n the ftrst 
place. and may not be ready to absorb it when 
they get there. lt was tnterestmg to compare the 
reception to the sesston on machinima -very 
entertain1ngly presented by the Rooster Teeth 
team beh1nd the Red Vs Blue Halo shorts - to that 
g1ven last year. Twelve months ago, many 
attendees dtsmissed the tdea as frivolous at best, 
pretentiOUS at worst, and certainly irrelevant to 
their work. This year, with Rooster Teeth fresh from 
mak1ng The Strangerhood for The S1ms 2. and 
recently retained by Vivend to produce the PANICS 
promo for FEAR, machlntma was suddenly clearly 
commercially viable and worth exploiting. lt wtll be 
mteresttng to see it at EIEF07 Public Service 
Publishing is seen as a more pressing concern, and 
if the festival becomes better known for point ng 
the way for an mdustry wh1ch can often be 
surpnsingly slow to p1ck up on what's happenong 
m tts own back yard 

The second day of the festtval decamped to 
another unexpected, but successful, venue -a 
cinema Here, a senes of screenings - open to the 
public and rang1ng from ReseNoir Dogs to Gwtar 
Hero- proved highly popular, with most screens 
full and snakes of queutng garners w1nd ng back 
tnto the main foyer, whiCh left h1gh-ranking 
tndustry veterans rubbing shoulders with a 
passionate crowd of game students, fans and indie 
destgners who were quiCk to take advantage of the 
chance to bend thetr ears. lt gave the event a 
dist1nctive atmosphere, and brought •t closest to 
feeltng festive: for all tts good intentions, and 
despite the settmg, there's no escapmg that the 
Edinburgh Interactive Games Festival has a long 
way to grow before 1t stops being a conference 
w1th b1g ideas and starts be1ng an internattonal 
focus for gaming amb1tton. 

Meanwhile, 200km south of Berlin, 
Leipzig GC made light work of bringing together 
anyone inclined to attend, while also fulftlling that 
express condition that they somettmes be kept 
apart A recoro turnout of public, press and trade 
dtd nothing to perturb the barrier attendants as 



Otspite the best efforts of the hosts, this 
ytafs EIEF missed the continuity and 
charisma of usual compere Clive Tilsley 

they kept the business halls orderly, and routed 
those with the wrong coloured passes back mto 
the organised chaos of the show floors. F1ve years 
old and still on the up, the combined consumer 
and trade fa1r 1s showing no s1gns of stress. 

it was a tough year for the event, wnh 
expectations muddled by the recent 
announcements of the ESA. despite only three 
months having passed s1nce E3 2006. But while 
some international reporters expressed 
bemusement at the lack of headline 
announcements, together with the prediCtable 

betrayal among few, but apathy among most. The 
lounge suite of sofas and 720p d1splays, each of 
whch looped the same P$3 showreel, d•d much 
to ease the weary feet of GC explorers, but little 
to ease fears over Sony's ability to march out 
consoles Having erroneously announced a year of 
'next-gen exclusivity' for botn FIFA and PES­
Konami quickly rebuked the claim. stressing no 
exclus1vity for the latter beyond Chnstmas ­
Microsoft stumbled aga1n by showcas1ng a near­
unplayable build of Vtva Piiiata Nintendo, 
meanwhile, saved Wii demo units for its secluded 

press area, leav1ng DS titles only 

Fighting valiantly - and successfully - for 
the attentions of 183,000 visitors, German 

publishers rolled out stage shows, booth 
babes and hands-on presentations 

for public consumpt•on 
Recycled E3 stands from 

several major publishers 
dommated the four mam halls, 
but for others th1s was the 

focus on mid-European market projectiOns, Leipzig 
proved w1se 1n staving off delusions of grandeur. 
For many - not least journalists suffenng advanced 
states of W1enerschrizel-1nduced narcos1s- the 
event seemed quite big enough already. 

Of the inevitable controversies, none could hold 
a torch to those of E3. But each major console 
manufacturer drew flak for one reason or other, 
notably Sony for 1ts lack of either press conference 
or PS3 h<Jrdware. As logical as 1t might have been 
to suspend announcements, rhetoric and 
demonstrations until TGS, the failure to even 
reproduce its E3 line-up engendered feelings of 

year's b1g marketing spend. 
Fighting valiantly - and successfully- for the 
attentions of 183,000 v1sitors. German publishers 
such as 1 Otacle rolled out stage shows. booth 
babes and hands-on presentai!Ons for all three 
public days. Representatives of the PC hardware 
industry were also out in force, capitalising on 
1ntense nat1onal 1nterest for games such as 
Sunflowers· RTS Paraworld, the 1Oth anniversary 
release of Settlers 11 and the ubiquitous Enemy 
Territory.· Quake Wars. If there was an issue w1th 
the show floors overall, it was the trade show 
configurations of some stands, b1g on props but 
short of breathing space for the overwhelming 

The EIEF was chaired this year by Chris Oeering (left), fonmer head of Sony Eur~ and the keynote given by EA's oxecutive vice-president 
of worldwide studios David Gardner (right), both of whom rubbed shoulders with EIEF's audience of students, game fans and modders 

This year's EIEF Edge award was won by Brain Training. and was 
received by Nintendo UK general manager David Yamton. The 
inaugural EIEF Edge mobile award - voted for by readers of Edge 
Online- was won by lnfospace's Dirty Sanchet Parry Games 

crowds. Woth luck, the dem1se of old-style 
E3 should ensure a better-su•ted enwonment 
for 2007. 

And it's next year. of course, that both these 
events will really demonstrate their intent1ons. 
The organisers of Leipzig are already no doubt 
months into diSCussions about how their event 
will change- indeed if it wil l change - to reflect 
the vacuum that E3 has left behind. And for the 
EIEF, already up against the problem of an •ndustry 
that loves the rhetoric of widening gam1ng's reach 
and raising its cultural. economic and social status 
but is often less keen to divert actual resources to 
the task. whatever changes happen to Le1pz1g will 
also effect it. Caught between the bedrock of the 
Edinburgh festival season and the hard competition 
of Leipzig's calendar-domtnatmg event, there is no 
easy solution to the tim1ng problems. But 1t's crucial 
that both events maintain theer public focus. The 
gaming industry calendar is already clogged with 
opportunities for 1t to talk to 1tself: what the EIEF 
and Le1Zp1g GC both show IS the value of 
broaden1ng those horizons and letting garners 
and non-garners, sceptics and enthusiasts get 
together and examme what games really 
have to offer the W>der world 

,, 
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No word yet on final lists for the UK or US, but 
het'e's what's in store for Japanese buyers 

• Trauma Center {Atlus) 
Elebits {Konami) 

• Machikuru Domino {Success) 
• Necronesia (Spike) 

Super Monkey Ball {Sega) 
• Swing Golf Panya {Tecmo) 

Wing Island {Hudson) 
Kororinpa {Hudson) 
SO Gundam Revolution 
{Bandai Namco) 
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Ennichi no Tatsujin 
{Bandai Namco) 

• Tamagotchi {Bandai Namco) 
• Red Steel {Ubisoft) 
• Wii Sports (Nintendo) 
• Odoru: Made In Wario 

{Nintendo) 
• The Legend of Zelda: 

TWilight Princess {Nintendo) 
• Hajimete No Wii {Nintendo) 

Wii 
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. HARDWARE I 

Wii starts, PS3 stalls 
European PlayStation 3 launch delayed until March 2007, 
as Nintendo announces a near-simultaneous Wi i release 

ometimes 1t's all about timing. Sony·s 
announcement of a worldwide PS3 launch 
this November always sounded ambitious -

although not as improbable as its original spring 
2006 claims - so it was w1th an air of resignation 
rather than shock that Europe received the news 
that rt wouldn't get rts machines until next year. 
The dec1sion is attnbuted to a shortage of the blue 
laser diodes needed for the machine's Blu-r ay dnve, 
and their scarcity has also resu lted in Sony 
downwardly revising 1ts unit availabi lity estimates 

at ¥2,200/£1 0), and most hkely on December 8 in 
Europe, at £180 (w1th the same bundle as the US). 
Wh1ch means, for the rest of the world, Wi1 takes 
second place- two days after P53 launch 10 the 
US, and three weeks after 1n Japan. 

Deta1ls of the V•rtual Console were also 
announced: ¥500/$5 (£3) for NES games, ¥800/$8 
(£4) for SNES and ¥1,000/S 10 (£5) for N64, and 
lwata also confirmed the release of 60 Nintendo, 
Mega Drive and PC Engine games by the end of 
the year, and committed to ten new games a 

month for the seN•ce thereafter. 

400,000 PS3s will be available for the US 
launch and just 100,000 for the Japanese 

debut. But the timing made Nintendo's 
announcements all the sweeter for Europeans 

Purchases will be made w1th Wi' 
Pomts, whoch can be bought as 
cards, and presumably online. 
lt's likely that the launch console 
bundle in each terntory w1ll 

from four million mach1nes at the year's end to just 
two million, of wh1ch 400,000 will be available for 
the US launch and just 100,000 for the Japanese 
debut. But the timing made Nintendo's 
announcements all the sweeter for Europeans: 
spread across three days of press conferences­
NCL president Satoru lwata's announcement on 
Tokyo, NOA president Reggie Fils-Aime's m New 
York, and Nmtendo of Europe's event in London 
(wh1ch occurred just after Edge went to press), the 
word broke that the Wii will debut, in wh•te only, 
on November 19 in the US, at $250 (£135, 
bundled with one nunchuck controller combination 
and Wii Sports), on December 1 in Japan, at 
¥25,000 (£115, with Wii Sports available separately 

1nclude an amount of free Wii 
Po1nts As far as full retail t1tles go, lwata was also 
able to confirm 16 launch titles (see boxout, far 
left) for the Japanese launch, which w1ll go on sale 
at between ¥4,800 and ¥6,800 (£21 -£30) and F•ls­
Amie was able to add Excite Truck to the US release 
list, where f~rstparty games will sell for $50 (£26) 

Nintendo's other news was non-gamong 
related the Opera browser will be available as a 
download, paid for in Wu Pomts, and allow what 
looks hke free access to the mternet Satoru lwata 
was able to demo a Google search dunng h•s 
Japanese press conference, but, knowmg N1ntendo. 
there will be substantoal content -protectJon 
measures in place to safeguard younger users. The 
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A r.cl light for European PlayStation lam, as Sony admitl. despite 
previous guarantees. that PS3 will be delayed until March 2007 

W1i front-end will also offer a range of 'Channels' 
wh1ch provide weatl·er and news report functions, 
as well as lifestyle tools like a calendar. A photo 
organiser and editor, with spectacular whirlwind­
and waterfall-effect visual file sorting, allows 
1mages and video files to be uploaded from SO 
cards and displayed, as well as edited and adorned 
with the kind of 'stickers' and effects familiar from 
Japanes? photo booths. it's clear the Remote is well 
su1ted to nav1gat1ng and man1pulat1ng these kinds 
of applications; the weather map zooms out to 
reveal a globe wh1ch can be slicky spun, a quick 
prod forward can mark a date on the calendar, and 
webpages can be scrolled With ease. 

Also revealed was Mii, W1i's custom avatar 
crea tion system, the fru1ts of which can already be 
seen in Wii Sports. Again, the speed and flexibility 
of the Remote comes into play, allowing for 
quickf1re changes to moustaches, hairstyles and 
trouser colour, quickly creating models wh1ch have 
a timeless charm reminiscent of Lego f1gurines. it's 
not yet fully clear how w1dely M1i will be 1ntegrated 
1nto other Wii games, but 1ts introduct1on ra1ses 
Interesting possibilities for managing fnends lists 
and gamer profiles. Your avatar can be stored on 
the memory bu1lt into the Remote, and taken to a 
fnend's house for mult1player sessions Wn Connect 

24 will also provide a messaging system wh1ch, m 
Japan and the US at least, w 11 prov1de messag1ng 
across W1i consoles, mobi le phones and PCs. 

As a fuller picture of Wii builds, it's a startling 
contrast to the Nmtendo which for so long had 
remained suspic1ous of online potential, and closely 
wedded to the purity of play. With full online 
gaming to arrive w1th the launch of Pokemon Wii 
Battle Revolution, the Wii will be able to offer a ful 
suite of internet access, messag1ng and information 
services. game downloads and onhne multiplayer. 
The question remams whether Nintendo's 
ambrnons w1ll be trumped when Sony unveils 1ts 
full vis1on for PS3 at the upcoming Tokyo Game 
Show (see next issue for our full report), but for 
now, Fils-A1me's man1festo of "one price, one 
conf1gura!10n, one colour" stands as a good 
representation of the contrast between the 
launches: one focused. straightforward and easy to 
understand; the other unquestionably more ._, 
amb1tious, but unquest1onably more flawed. ~ 

it's tempting to be dismissive of Wii's wtather 
and news service channels. but it's easy to 
forget how many millions still rely on much 
slower and more limited teletext services 

SA ~ 

The lesson learned here is that there's portable 
gaming. and then there's truly portable gaming. 

Milking the Micro look even slightly bulky 
by comparison, Bask Fun has taken 

classic AtAiri gaming and put it truly 
in the palm of our hands w ith 

these Atari 2600 keychain 
-kes. The three models, 
two joysticks with eithw 
Astwoids and Millipede or 
C.ntlpede and Yar's 
~and one paddle 
containing Pong. Brealrout, 
and w.rfonls have so far 
been released, each with a 

six-foot cable f or a 1V 
connection. Early hands-on 

reports from AtAirl purists have 
been disappointed to discover 

that they're not precisely Atari-age 
binaries, and slngleplayer Warlords Is 

a shadow of Its true self, but at £8 a pop, 
they could ride on ldtsch factor - not to mention 
endless 'plused to see you' quips - alone. 

Through the unlikely medium of a Viacom se<ond quarter earnings 
conference call comes word of a deal with Sony Online 
Entertainment to use their XFire game services tool to support 
Untold Legends: Dark Brotherhood, a key PS3 launch title. Xfire, 
familiar to many PC gamers, offers tools like friends lists, server 
selection and lobby creation, as well as in-game messaging and 
voice chat. l t also offers an online gamer profile tool, an idea now 
familiar to many Xbox Live Gamercard owners. 

When word of the Viacom deal broke, the initial implication was 
that this XFire deal applied across all PS3 titles, and might therefore 
be integrated into the PlayStation Network Platform. This has since 
been denied by both Xfire and Sony, who are keen to make clear 
that t his deal is only confirmed for Untold Legends. Even so, it 
raises some interesting questions for PS3's online services across the 
board. If even SOE. a company built around the concept of online 
play, has decided to bring in an external company to manage these 
issues. how well will other companies fare? And what about Xfire's 
other abilities, such as managing patches and updates? PC users 
know only too well how frustrating and fragmented their hobby 
can be. Here's hoping the arrival of Xfire on PS3 isn' t intended to 
solve as thorny a problem. 
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"We w i ll happily go down that sl ippery 
slope. We' ll p ut o n sk is." 
Matt Soell from Srubbs The Zombie creator Wtdeload Studios 
pledges to over;tep game humour's boundanes at the Austin 
Games Conference 

'"Deposit quarter. Ball will serve 
automatically. Avoid missing ball for 
high score.' These are not j ust 
instructions, this is the strategy 
guide too." 
Ex- Sony Onl ne Entert.linment eh ef Raph Koster looks 
back on a less complicated ume 

" I guess (I like playing) A lliance 
more than Horde." 
Mtchael Dell, Dell founder and chatrman. damns 
himself to the Ktll On Sight lists of many a World 
Of WarCr~tfr server 

"If you asked me if Sony's 
strength in hardware was in 
decline, right now I guess I 
would have to say that might 
be true," 
Ken Kutaragt, CEO of Sony Computer 
Ente<Uitnment muses on laptop batte;y 
rec~tlls, Blu-r ay shortages. and accusauons 
of arrogance. afte• Sony's announcement 
of the delay to PtayStati003'S European 
launch date 

. INTERVIEW I 

Game dev kung fu 
Is the man behind Rag Doll Kung Fu 
about to revolutionise PS3 development? 

ag Doll Kung Fu. with its distinct1ve looks 
and innovative drag-to-move control 
scheme, made quick work of the journey 

from internet darling to sure-fire Steam hit. The 
brainchild of M ark Healey, at the t ime an artist at 
lionhead, its success - wh1ch coincided with the 
sale of Llonhead to Microsoft - led h1m to break 
away With hts mam collaborators and form Media 
Molecule, a new game stud10 with small overheads 
and big ideas. Its f irst, so far unannounced project, 
has just been signed by Sony for PS3, and we 
spoke to Healey and eo-founder Alex Evans about 
its genesis. 

"Rag Doll showed to us that w e could make 
something great, and it reminded us a lot of 

why we loved to make games, and it made us 
th ink we could try it on a larger scale" 

How d id the foundation of Media Molecule 
come about? Was it just one of those wild 
conversations that started to sound less and 
less wild? 
Mark Healey: I think a lot of it came out of the 
success of Rag Doll- 1t showed to us that we could 
make something great, and it reminded us a lot of 
why we loved to make games, and 1t made us 
think we could try it on a larger scale. 
Alex Evans: We'd formed this strong team at 

Rag Doll Kung Fu was distin«ive for its tone. 
its control scheme and its home-movie 
inttrludes. it's heartening that SCEE is ready 
to embrace all three on its new platform 

l.Jonhead and it just seemed liked a natural 
progress1on to start talk1ng about new game ideas, 
and then suddenly we found ourselves 1n a pos1tion 
where we could do it . And we just thought, 'look 
Rag Doll was good, so let's just do the mad thing 
and jump ship'. I think 1t was in a car park in 
Guildford Priory. Mark and Dave (Smtth, the th11d 
eo-founder) and I had had lunch together, and we 
JUst dec1ded that we would jump into the abyss. 
There wasn't really much of a plan, beyond that we 
knew could make it work, and since then it's gone 
amazingly, amazingly wel l. 

How big a difference did the existence of 
th ings like Steam and Live Arcade make? 
Would you have been so keen to break away 
if there hadn't been these new avenues for 
getting independently developed games into 

people's hands? 
MH: Probably we would have still been tempted, 
but 1f 1t wasn't for Steam, then Rag Dol/wouldn't 
have been as successful as it was, and if Rag Doll 
hadn't been as successful, then I wouldn't have 
had the confidence to come and do this. 

You're still a small team - around a dozen 
altogether. Were publishers sceptical when 
you approached them, because of the size of 
the company? 
MH: Basically, they were persuaded by what we 



had to show them - people have been really blown 
away by the game. And after that. when we tell 
them how many people are responsible, the 
emotions have ranged, to be honest. People who 
are used to large teams have been a bit worned, 
but basically we've proved that we can do a lot 
with a small number of people, so there's been no 
need for people to be alarmed. 

How long did it take to put that prototype 
together? 
AE: After we got together we wor<ed for a very 
short penod of time on some ideas and they were 
qutte wild - we were quite worried, quite nervous 
about how they would be received. But I'd always 
believed that with a small team you can make a 
s~ngle platform really shine, rather than being a big 
team and going cross platform The f1rst people we 
went to see were Sony, and we were just blown 
away by how well they understood what we were 
trying to do. We were at a really early stage, but 
when we presented to Sony they just totally got tt. 
We walked away completely surprised, because the 
btts we were most warned about - the we~rder 
angles of the game- were the bits they most 
understood, and challenged us to extend them. 
And so we didn't need to go to anyone else 
because it was so clear that Sony understood, and 
obviously they're a platform holder and there aren't 
many of them around. 

You seem very confident about working on 
PS3 with a small team. What do you make of 
the doom and gloom about the costs of PS3 
development? 
AE: We'd always thought that with a focused team 
you can do next-gen development, but we went to 
Sony initially not having ever seen a PS3 - no one 
had at the time- and now having used it for six 
months, I'm even more of that optnion. Now, that's 
not to say tt's not hard - not JuSt for P53 but for all 
of next-gen - to deliver the polished, htgh-quality 
game that everyone is expecting, or that we've got 

magtc fatry dust that means suddenly we can do 
stuff that no-one else can. But because we're new 
and fresh and single-platform, and don't have all 
that baggage of an old code-base, we were able to 
go, 'nght, we'll take those hard things and turn 
them to our advantage· That's where we're really 
hoptng to dtstingutsh ourselves. and so far tt's gone 
really well -we take those things that people are 
running to the hills to get away from and JUst really 
embrace them. But we're absolutely gotng to grow. 
We're not going to stay at th s stze -I mean. what's 
considered small these days? A team of 30 would 
be constdered small by many people - at the 
moment we're around 10-12, and we're in the 
middle of hiring - not so subtle plug! - because 
when we say small we're thtnking in terms of 20 or 
30, not five or two. 

Is there anything at all you can say about the 
new project? 
M H: We are sworn to secrecy. but ... there are 
deftnttely some tmportant lessons that we learned 
from Rag Doll. And we're deftnitely going to use 
the ttlt control as much as possible, although what 
we're making is sttll effectively a game you play 
wtth a joypad. But there was a lot of stuff that 
happened in the development of Rag Doll, there 
was a certain spirit which prevatled across the 
communtty there. And that's probably one of the 
btggest tnfluences in what we're doing now. lt's 
deftnitely gotng to stand out. 
AE: What I can say is that people just really get tt, 
as soon as they pick it up. You can describe it in 
words, and people say 'oh, that sounds 
interesting', but then you put it in their hands and 
they're ltke, 'oh my god, I see what you 
mean.' That's what's really exciting. 

eo-founders and Rag Doll veterans Mark Healey 
(bel owl and A lex Evans (below right). get cosy 
with the rest of the Media Molecule team (left) 

START~ 

There's alrudy something strangely anuring 
about watching a skilled game replay video, but 

multiply the paay.rs by a thousand and 
suddenly you've elewrted it to a -

artform.. Tl'uly the .. via advert of 
replays.IMulh 1K Project 11. a 

three minute compiled replay of 
1000 simultaneous Tracbnlnla 
SUnrise playthroughs altenMttes 
between highlighting liquid 
strums of -'apping cars 
and then sudden spraying Into 
• thousand gleaming auto­

d!Oplets. lt's certainly - of the 
_. hypnotic game videos 

-·ve- In -t memory, and 
aii'Ndy a verified Internet 

phenomenon, and could even be 
apptedated as a study on the dive111ent 

styles of Individual players. If you can wrench 
your mind out of its groove for a split -d. 

1S 



Newswire 

Jl\ 
ATARI. 

Atari struggles on 
s.ptember's _.of a - pmldent 
and ao at Atari - industry vet.rw1 Oavld P1emt -
was m~rred as a deadline for Improved NASDAQ 
share prkes passed, with prices filling to break S1 
for over ten consecutive business days. lllcl the 
rejection of an appeal to the Ustlng Qualifications 
Panel whkh will see parent company lnfogrlmeS 
Entertainment SA delisted. The French stock 
exchange then suspended the company's listing in 
anticipation of a debt restructuring plan that aims 
to reduce lnfogrames' outstanding debt from £116 
million to £16 million through short-term loan 
extensions and the issuing of free share warrants. 
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Knight moves 
From shining star to guiding light, (~ ·. 
an adventuring legend returns '@ 

aving eo-founded casual game distributor 
Oberon Media 1n 2003, designing in the 
process several of 1ts bite-srzed puzzle 

games, Jane Jensen is heading back to her roots 
with Gray Matter, a point-and-click adventure due 
in late 2007. But while her passions for game 
des1gn and fiction writing must have seemed 
perfectly paired during Gabnel Knight's heyday, 
times {or technologies, at least) have changed. Can 
th1s new trtle really oe that s1mple? 

Can you give us an introduction to 
Gray Matter? 
it's been exactly ten years since I conceived the first 
Gabriel Knight game, so the chance to do a brand 
new series really made me think about what would 
be fresh now. Since Gabnel Knight we've had X­
Files, Buffy The Vampire Slayer, Ghost Whisperer, 
and a lot of series in the same vein I wanted to 
thrnk about what constrtuted cutting-edge 
paranormal - this series questions more the nature 
of reality and the powers of the mind. 

Have games forgotten how to do sci-fi 
and fantasy? 
Well, you can take a shooter or a m1htary game 
and set tt tn space, but rt tsn't scrence-frction. That 
genre was originally much more literate, much 
more about visualising the future or representing 
our current conditions allegorically. 

''The people who like to play adventure 
games don't want to navigate in a 30 

space. lt's about exploring a w orld; it needs 
to be compact but visually compelling" 

One of Gray Matter's more traditional objKt hunts is still partially disguised by its theme: 
Styles must rebuild his memory through flashbacks triggered by key items in the house 

Do you ever regret the moment w hen PC 
gaming earned its action stripes and lost 
its appetite for puzzle-solving adventure? 
it's unfortunate that so much of the market 
that action games don't appeal to has been 
disenfranchised. But the adventure game is re­
emerging in Europe, and hopefully that will 
translate over. People are also getting tired of the 
same old thing, and at this point it's the adventure 
that's looking fresh. 

Would you say that point-and-click needs to 
evolve, or does it actually need to learn how 
to stay as it was? 
I definitely think that realt1me 3D is a mistake. We 
did that with Gabrtel Knight 3 and I think we did 
a pretty good job with the textures, but the people 
who ltke to play adventure games don't want to 
navrgate in a 3D space. it's about exploring a 
world and its detatls; it needs to be compact but 
visually compelling, and pre-rendered graphics 
serve that end a lot better We definitely can't 
go back to, say, King's Quest IV, a pre-VGA 
adventure where you type, th ings sparkle, and 
sometimes they become impossibly frustrating. 
But neither is it about these roadblocks where 
puzzles that have nothing to do with the story 
are JUSt thrown in. And another problem with 3D 
IS that a lot of it's JUst bad an. 

Do you exert much influence over the art in 
Gray Matter? 
Well, I'm acting as the director so I have creative 
control over everything. it's really important to 
have a vision behind a project, just as an 
Independent film director will have a vision. 
Wtth this one especially, as the team isn't in 
the US, I need to stay wrth it throughout and 
make sure it feels like a Gabrtel Kntght game 
would do. 



Crisp display resolutions and 30 rendering technology should, if everything goes to plan, eliminate much of the pixel·hunting that once 
plagued the point·and-didc. As this month's Broken Sword: The Angel Of Death prove<. however. that can be a difficult habit to overcome 

So we can assume you're not a fan of design· 
by-committee. 
When I \VOrked at Srerra it was a golden era, which 
I drdn't recognrse at the trme. The brilliant thrng 
about that company was that [Sierra's founder] Ken 
Wrlliams wouldn't easrly give out chances to design 
a game, but once he had he beheved that rt 
needed to be your game. If it drdn't sell then you 
would never make another game for Ken Williams, 
but he'd never fool around wrth rt during 
produdion. That's how you came to have work 
such as [Leisure Suit Larry creator] AI Lowe's and 
the Space Quest series- games with a voice 

Have you been following the evolution of 
Broken Sword? 
I have, adually. The frrst one came out at the 
same time, roughly. as Gabriel Kmght, and I drd 
look at the third one, though I didn't play the 
whole thing. it's the gum-on-the-horsehair-on-the· 
whatever krnd of puzzles. 

The vogue for several upcoming projects is to 
have the player shape rather than follow the 
story. Could the point and click adventure 
support such open-ended design? 
Well, I'm ultimately a storyteller, and as such I think 
I have a power beltef that there's a story there, and 
that story has an ending. If everyone was a great 
storyteller then we wouldn't have writers, so 
ultimately somebody wants you, the craftsman, to 
take them on a journey. Not that there isn't space 
for wide open games, or indeed opportunrtres 
within story-driven games for wrde interactivrty. 

Is it the old case of being so enamoured with 
the possibility that you forget the pradicality? 
Well, it goes through cycles, doesn't it? There's a 
period during which the concept's popular, but 
then somebody spends hours online being shot in 
the back by twelve year olds and they realise that 
maybe havrng unlimited freedom isn't all 
that much fun. 

SA ~ 

Gray Matter unites familiar Jensen enthusiasms for 
science, the occult and the subconscious. lead 
character is Oxford n~urobiologist David Styles, 
widowed by a freak car crash that's left him a recluse, 
committed to investigations of the human mind. One 
charts the effects of Imagined activities on the bodies 
of six students: if you picture yourself jogging, for 
instance, do you actually feel the benefit? The other 
sees him locked in an isolation tank, trying to reach 
his dead wife. Aided by second playable character 
Samantha Everett, a sceptical drifter, street performer 
and magician, he faces a series of bizarre events at 
Dread Hill House, his campus and home. How 
supernatural his experiments become is for the player 
to discover. Is he actually trying to perpetrate some 
big hoax, or is somebody trying to take· advantage of 
his damaged state of mind7 
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Outside of a handful of more famous cases - some of 
the dealings of early console manufacturers against 
unlicensed software, or patent settlements - the law 
within gaming goes largely overlooked. 

Not so with Canadian law firm Oavis & Company 
llP. which has devoted an entire blog to the subject. 
Reporting on recent issues and case law as well as a 
wide variety of related issues. it's both informed and 
insightful on matters dating back decades. For a case 
in point, see the dedicated Case law Table. which 
summarises battles from Wilson vs Midway Games. 
citing Mortal Kombat for inspiring a murder, all the 
way back to Nintendo's famous case against Universal 
Studios over the use of their title Donkey Kong. 

www.davis.ca/community/blogstvldeo_games 

T~ results of the ten w .. k development process were made available at the Univer.ity 
of Abertay Dundee, with staff from companies such as EA. Rare. CodemaSiers and Oenki 
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Dare to expand 
Scottish student game competition Dare 
To Be Digital gears up to go nationwide 

he University of Abertay Dundee's student 
game making competition. Dare To Be 
Dtgttal. completed its seventh year with the 

strongest batch of prototypes yet. But while the 
teams from Scotland, Ireland, Northern Ireland and 
Canada take a wel -earned rest and consider future 
plans. 1t'S full speed ahead for the organiser. 

The1r goal for 2007's event is to establish at 
least four reg1onal hosting centres throughout the 
UK and Ireland. "We want to ensure there's a 
centre reachable by any talented md1vidual or team 
tn the UK. • explains Paul Durrant, Abertay's 
d1rector of busmess development 

Each of these ce'ltres w1ll host up to s1x teams 
for a n1ne-week penod between June and August. 
prov1d1ng the opportunity for students to turn 
game concepts into working prototypes. The teams 
w1ll be chosen from a paper-based application 
process for each region; someth1ng due to take 
place 1n the spnng. In terms of Dare 2006, for 
example. a total of 24 teams applied for the seven 
ava1 able places t's planned that 2007's 
compettlton Will climax w1th the games from all 
reg1onal teams brought together m one location 
for a public vote, with the top six then going 
before a finalmdustry judging panel in Dundee. 

Durrant is under no illusions about how 
ambitious this plan is, however: "Most people 
underestimate the challenges involved," he says. 
One 1ssue for each centre will be providing 30 
Industry-standard PCs w1th non-academ c software 
licences of the various 3D art packages and cod1ng 
tools required. Fund1ng IS another . .tust in terms of 
wages. it costs around £7,000 to fund each team, 
and there are plenty of other factors. 

"University livmg accommodation is required 
for non-local teams," Durrant adds. "This could be 
tncky in areas where umverS111es generate letting 
1ncome m the summer. · Mentors are needed m 
each location dunng the n1ne-weelc period to 
adv1se teams. 

But with an increasing focus in both 
governmental and education circles on 
encouraging creative industries and technical skills, 
the rewards of pulling off such an event are 
obv1ous. for Abertay, Dare's future partners, and 
the UK games industry 1n general. 

Durrant says he hopes the expansion will also 
allow the competition to expand from its current 
focus on highlighting talent for h1re. to providing 
more of an opportunity for the development of 
original intellectual property. 

Fred Hasson. CEO of European development 
tradebody Tiga, and one of th1s year's Dare Judges. 
certainly thinks the compet1t10n has potential: "The 
two most important 1ssues for UK and European 
development are the ref1n1ng of skills. and the 
ab1hty to continue to create new Intellectual 
property m terms of technology and content." he 
says. "Dare To Be Digital is playing a massively 
Important part in these areas " 

it's not just in the UK where this model is bemg 
used either. The most famous example is Valve's 
Portal game, which started life as Narbacular Drop, 
a fina year project from students at the Dig, Pen 
Institute of Technology m Redmond. Released as 



Left: Dare 2006 featured teams from Scotland, Ireland, Canada and Northern Ireland, with the team from the latter winning the award 
for best use of technology for iu game. Gal-Ex. Right One of the success stories of Dare in re<ent years is Ramba Studios' PrirNry Steps 

freeware. the team beh1nd the game has s•nce 
been employed by Valve. 

One team from Dare 2005 already fu lf1lling the 
mandate to establish new companies 1s Ramba 
Studros. Its educatron game Pnmary Steps won the 
award for the product wrth greatest market 
potential, and desp1te 1os1ng one member to the 
demands of full-time employment, the rest of the 
team have continued to hone the product Within 
University of Abertay Dundee's incubator program. 

got jobs m the industry, we wouldn't have been 
able to leave to start the company • 

Breaking into industry as a team with origmai iP 
remains extremely difficult, as previous wmners of 
Dare have found out. Wonners back in 2002 w1th 
its detectiVe nolf game Gumshoe, the doors of 
developer Hiding Buffalo have recently closed. 
Publishers weren't Interested 1n taking on the 
project as an standalone game so it became a 
web-based episodic adventure, which is still 

ava1lable at www.gumshoe­

"We are getting a lot of interest, so 
I'm hoping to engage regional 

development agencies to support Dare. 
lt will be a high level political sell," 

onhne.com. But desp1te 
reach1ng 25,000 regiStered 
users, 1t d1dn't generate 
sustainable revenues for the 
company. Another Dare team, 

The four founders have been accepted rnto Nesta's 
C reatrve P1oneer program. whrch offers support for 
early stage creative companies set up by graduates. 
They have also received d1rect fund1ng from Nesta. 
with the launch for the school-based synthetic 
phonics-bclsed learning product due in November. 

"Settrng up our company was a result of doing 
Dare," says team leader Bruno Frayling-
Kelly "Before the awards were announced, we 
had dec1ded that we would give it a shot. We felt 
we worked well together and that our 1dea could 
be made m to a successful. commercial product. 
Wrnning the product wrth g~eatest market 
potentral award cemented thrs rdea. lt really was a 
now or never decisron. If we had wa1ted and had 

Caveman Arts. completed 
mobile games for Kuju rn 2004 before closmg. 

Clearly Widespread support will be reqwed 
from both ins1de and outside the games industry 
to bnng Dare's 2007 plans to fruition. 

·we are getting a lot of interest, so I'm hoping 
to engage the Department for Culture Med1a and 
Sport. and the Department of Trade and Industry 
into takrng aUK-wide Vlew of encourag1ng 
reg•onal development agenCies to support Dare. it 
will be a high level polit•cal sell," Durrant explains. 

And for its own part, Abertay is puttmg 
resources where its mouth IS w1th a six figure sum 
already invested in setung up an organ1sing team 
consrstrng of four fullume members to work ~ 
Wlth Durrant. ~ 

Winner of the Dare award for most market potential was Meralheads (below) a game 
with gesture-based gameplay designed for the OS touchs<reen. Bottom: winner of the 
award for greatest innovallon and creativity was Flu•. a music·based game which can be 
played either with a mouse or waving a controller around, in the style of the Wll Remote 

The games of Dare 2006 were characterised by a return to core features. 
with none of the focus on learning. mobile or co-operative games of 
previous years. If there was one sub-trend however it was the affect of 
Nintendo hardware on student minds, which resulted in a couple of 
games employing novel control methods. 

Most notable were Metalheads, with Its emulation of a OS 
touchscreen, and Flux. a game involving gesture control which could JUst 
about be handled using a Wii Remote-type controller, both won maJOr 
awards: Metalheads for best market potential and Flux for greatest 
innovation and creativity. The games also used mlddleware technology 
from emerging Irish provider Instinct Technology. 

"Dare's helped in a lot of ways. • says Tommy M illar, leader of the 
Metalheads team. " I've appreciated the value of continuous hard work. 
and how important a co-operative, enthusiastic team can be. The chances 
to talk to individuals from the industry has given us all a greater 
knowledge of how to design, develop and market videogames. and we 
now feel ready to undertake a full project. • 

Gavan Acton, team leader of the Flux team was equally enthusiastic. 
"The reason I entered Dare is it's a one-in·a·klnd opportunity. You get to 
take your own game, your own ideas and develop them for ten weeks 
with your friends.· 

8oth teams are looking to build on their Dare experience and see how 
much further they can take their protoypes. Even Jonathan Halkett 
leader of the flectolyte team, was pleased with the expenence dt>prte 
not picking up any prizes. "Right now we're finishing off a ver"on ot our 
game that w ill be available on the web," he says. "Then rt' ll be" mdtter 
of showing it to anyone who wants to see, getting jobs or who know~ " 

And as for any advice for next year's teams, Halkett says enJOY 
yourself. "The main thing you take away from Dare is the expenence 
Being involved in a fast-paced project has you either stressing or smohng. 
But one things for sure, by the end you'll love making games JUSt as much 
as playing them.• 

19 



Almost all the machines on dosplay art playa~ though visitors 
should oxpea lengthy que- for the mort popular cabinets 

Apple's rumoured move into the downloaclable 
games market bore its first fruit this month, with 
the 11\mes store offering 55 titles for fifth· 
generation iPods. Several will be familiar to Uve 
Arcade users, including 8ejewe/ed, Zuma, and Pac· 
Man, plus Apple's own version of Texas Hold 'Em. 
The move potentially puts the iPod into more 
direct competition with Microsoft's Zune, though 
details of game support there remain scant. The 
new iPods retain the wheel interface, suggestmg 
media player functionality to be the main focus. 
More dedicated development. however, could 
create an interesting markeJ for bespoke games. 
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Science Museum 
plays favourites 
Game On provides a second chance to examine 
the history of a future-obsessed industry 

ate October brings with it the opportunity 
to see the work of Charles Babbage and 
Nolan Bushnell collected under one roof. 

Computer Space's unmistakable curved fibreglass 
body will stand on display just rooms away from 
the brass ftttings of the Difference Engine as Game 
On, an interactive exhibition exploring the history 
of vtdeogame culture. returns to London for a 
season at the Science Museum. 

Ong,nally exhibtted at the Barbican in 2002. 
before a stint at the Museum of Scotland 10 

Edtnburgh and then tours of Europe and North 
Amenca, Game On fea tures more than 100 classic 
and modern videogames, all of which visitors are 
free to play. Gems amongst the collection are an 
icomc yellow Pong machine (less rare but far more 
approachable than ts elder sibling Computer 
Space). and an original Donkey Kong. While there's 
far from an exhaust1ve list of machines on dtsplay, 
the chance to play games like Tempest, Space 

Atari's Computer Space (far left) may have looked beautiful, it 
was the simpler Space Invaders (above) which made a bigger 
splash. Jon Burgennan's gaming timeline (excerpt, top right), 
looks set to dominate the exhibition with Its charistmatic style 

action with insight. The surprise star of 1ts Barbican 
showing in 2002 was a select1on of testomonies 
about the power of games taken from a 
surprisingly varied range of players Thos feature 

returns 1n sptnt as a new work 

Gems amongst the collection are an iconic 
yellow Pong machine (less rare but far more 

approachable than its elder sibling Computer 
Space), and an original Donkey Kong 

created by the art•st Jon 
Burgerman (the man behind the 
Burgertown track for Wipeout 
Pure's downloadable Omega 
pack). that takes the form of a 

Invaders and Defender on their original hardware 
wtll be worth the price of admission on its own to 
many. "Nowhere else will people be able to see the 
entire h1story of the games industry la1d out, 
explaoned, and ready to play," says Gaetan lee, 
the Sc•ence Museum's programmes developer. 

Nostalgia astde. Game On strives to balance the 

Steve Russell's Spacewar running on the POP· I marks the start of 
Game On's journey through the history of vldeogames. Nearly SO 
years after Its creation, games are getting to grips with physics 

scribbled timeline of gaming 
memories sent in by members of the public. And 
while the choice of venue may suggest that many 
still see videogames as slotttng more comfortably 
into the sciences rather than the arts, the exhibition 
itself manages to explore the Industry's htstory and 
culture as well as rts technology, tal(lng time to 
examtne the different mfluences of Japan, North 
America and Europe, as well as the wider 
relationship between onema, mus1c and gaming, 
and a backstage look at the development process. 

The fact that videogames have made it to such 
a cherished national institution is reason enough 
for celebration in itself. Until now, the highlight of 
the1r existing game exh1b1ts was an astomshingly 
un-yellowed SNES in the Making The Modern 
World gallery. Sponsored by Nintendo. whtch also 
tnvested in the museum's new Launchpad gallery, 
Game On runs from October 21 February 25, and 
should provide visitors Wlth a genuine tnsight into 
the ways in which games are changing -as well as 
a cnppling sense of nostalgta and a pamful ......, 
case of Pac-Man finger. ......., 



BAFTA goes BAVGA 
The British Academy announces the nominees 
for its third videogame awards ceremony 

Oblivion. P$ychonaul$, GRAW and Tomb Raldor: Logond are among thon up for for best screenplay, while Ju$1 
Caun, Black and Shadow Of The Colonus, plus others. could walk away with a technical achievement SAVGA 
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ack rn March, BAFTA announced 1ts 
recognrtion of videogames as an 
increasrngly important part of the culture 

of entertainment. equally deserving of the 
acknowledgement given to film and television. 
Come October 5, it'll be putting rts awards where 
its mouth is Known as the Britrsh Academy V1deo 
Game Awards, rt's part of the London Games 
FestiVal, to be hosted by Vernon Kay. 

Awards Will be given out n a total of 17 
categories, a broad sweep that includes innovat1on, 
artrstrc achrevement. screenplay, srmulation, 
multiplayer, techmcal achievement and casual and 
social, a list that also pays dues to the many 

aspectS of videogame sound des,gn: soundtrack, 
audio and ongrnal score. 

The nominees represent an equally far-reaching 
group, from Trauma Center: Under the Knife to 
C -130 Hercu/es, Rogue Trooperto Electroplankton. 
One of the most popular is Loco Roco, which 
appears a total of eight t1mes, an accolade shared 
wrth Ghost Recon: Advanced Warftghter. 
Meanwhile, New Super Mario Bros goes up against 
Daxter, Lego Star Wars 11, Ice Age 2 The 
Meltdown, We Love Katamart and, of course, Loco 
Roco in the bid to win what must be one of the 
most eclectic children's categones to have ever 
been put forth by a high-profile awards body. A 

complete list can be found at www.bafta.org - a 
collection whose common denominator would 
appear to be critical success; now it's down to 
garners to keep their fingers crossed that their~ 

own favourites continue to reap praise. ~ 

The Wll befont Christmas? 
Not much of a surprise 

• 
ScrambM, rrme Pilot 
Instant. cheap nostalgia 

The best multiplayer 
games are singlep&ayw 

When will the drought of 
new new titles end7 

Clumsy and aaven, the 
result of bullying flvlly 

THE GAME MAKER'S APPRENTICE 
Forget the professionals; get your hands 
dirty with this introduction to game making 

Everyone wants to be a creator these days . School kids sketch out their 
debut movies in media studies, uploading the resulting carnage to 
You Tube. Punk bands are conquering the world via MySpace. So what 
about games7 That's where The Game Maker's Apprentice comes into 
play. A collaboration between one-time Gremlin coder and now PhD 
student Jacob Habgood and Utrecht University professor Mark Overmars, 
the book and companion CO provides all the encouragement and 
resouKes you'll need to take your first steps up the development ladder. 
The foundation is provided by Overmars' Game Maker. This drag-and· 
drop Windows package means games can be built without any overt use 
of programming languages, although there Is an In-built scripting 
language for more advanced users. it's Habgood's research work with 
kids that informs the pace of instruction however. Most of the chapters 
are written around the process of making a simple game. with tutorials 
interspersed with more general comments about how actions will affect 
the finished game. And as well as all the art and audio resources being 
provided on the CD, completed games are also available in a native form 
so you can delve into them if you get really stuck during an exercise. 
But of course, the point of the book is to teach the basics and let your 
imagination run free. Any finished creations can be uploaded and shared 
via Overmars' webslte http://gamemaker.nl 

PAID TO PLAY 
Another attempt to inform the career path 
of wannabe game developers falls short 

The phrase 'paid to play' is a bane of most game journalists' lives as the 
first response you get when conversing about your job in polite society. it 
also seems to be something that can be applied to the entire industry, if 
Prima's latest ' How To Get Into The Industry' book is to be believed. To be 
honest though, any naive assumptions you might have about how much 
fun a career in games could be will be rudely Interrupted by reading this 
book. Jauntily pitched In tone somewhere between a jokey juvenility and 
downright painful, it's also an incredibly dense read, with huge amounts 
of insider information packed into what should be seemingly 
straightforward passages. This Isn't helped by the fact the book is based 
on over 100 interviews with people currently working In the industry, the 
majority of whom don't seem to have anything to say other than the 
conventional 'work hard, play hard'. Equally, the boxout-heavy design 
and lack of illustrations - Penny Arcade's chapter headings aside - doesn't 
help much either. As a useful text for dipping Into, Paid To Play may go 
down well in US college libraries though. All the usual job descriptions 
from design, to art. coding, producing, audio, QA. publishing and even 
lateral strikes like journalism and professional gaming are covered, plus 
advice on how to write a CV and handle an interview. Still, this feels more 
like an opportunity missed than· something that demystifies an industry 
which suffers from more than its fair share of working myths. 
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Space Giraffe [working title] 
FORMAT: 360 PVBUSHEit MICROSOfT 

Or "Space Giraffe and nothing whatsofucking ever to do with old 
80s computer systems, • as one of the sheepie whore's recent 
forum posts proposed. Beyond its title, Jeff M inter's Live Arcade 
shooter's primary concern is balancing its lightsynth psychedelia 
with the crucial visual cues of a fast-paced, multi-plane shooter 

Battlefield: Bad Company 
FORMAT: 360, PS3 PUBUSHER: EA 

Rath~ than redrah the lacklustrt singleplayer mode of Modern 
Combat OICE has given its AI a mission all of its own. Putting you 
in chargt of a lirstporson rag doll, susceptible to whiplash and 
other Havok·inllicted trauma, it wants to take the robotics out of 
FPS action. Othtr .. amplts: clyNmic recoil and reticule sway 

Devil May Cry 4 
FORMAT: PS3 PUB USHER: CAI'COM 

It'll be here sooner than you think, with visuals entirely in 
keeping with what you'd exptct. Set in the post-OMC city of 
Fortuna, with the fresh-faced Nero at the helm, it introduces a 
demon grapplt for pulling enemies into the path of ambitious 
combos. Versus choreographer Yuji Shimomura reprises his role 

New games, and updates on games already on the radar 

Forza Motorsport 2 
FORMAT: 360 PVBUSHER: MICROSOFT 

Pulled at the last minute from the Leipzig conference for build 
quality reasons, 360's exclusive owners dub seems determined to 
make a better first impression than its predecessor did last year. 
An on line photo mode and accelerator-focused handling are the 
main changes, with Orivatars and multi player modes enhanced 

Wario Ware: Smoot h Moves 
FORMAT: Wii PUBLISHER: NINTENOO 

By categorising the grips. posturts and mov~nts of freehand 
control into examples such as The OumbWII, Tht Chauffeur, The 
Remote Control, The Sketch Artirt and The Umbrella, this eith~ 
overcomplicates the previous games' reflex challenge or adds 
an invigorating new dimension. We're tilting towards the latter 

Ridge Racer 7 
FORMAT: PS3 PUBLISHER: NAMCO 

Fuelling suspicion that RR6 was tht nightly build to the PS3 
sequel's milestone, Namco drifts further than ever into onlint 
territory, passing several landmark futures of PGRJ en route. 
Only one player worldwide can rank as The Ridge Racer, while 
drih and nitro tuning options give others a chance to catch up 

Pirates Of The Burning Sea 

A treasure chest of MMO design innovations. Flying Lab's visit 11 
the 16th century Caribbean is fast garnering the buzz i1 deserve 
A stored labour economy promises to alleviate the grind, while 
the realtime naval combat has Sid Meier well within its sights. 
OX9 visuals also feature, courtesy of Activision's Alchemy enginl 

Silent Hill Origins 
FORMAT: PSP PUBLISHER: KONAMI 

An over· the-shoulder camera. RE4-rtyle action bias and a new 
blockade system - scenery can be used to guard against enemie 
-are mere tweaks next this handheld p<oquel's big departure: it 
being developed at Climax. Input from Konami's Team Silent 
should keep it focused, but uninspiring art direction is an issue 

Ryu Ga Gotoku 2 
FORMAT: PS2 PVBUSHER: SEGA 

Sega has done a sterling job in taking Kazuma Kiryu so far from 
Kamurocho in so little time, with this second dance in the PS2 
twilight already said to be over 80 per cent complete. New co-01 
attacks, freer combo transitions. more mini games and a deeper 
storyfine suggert this tour of Osaka to be a worthy succossor 

If there's one genre you wouldn't expect to make a comeback 
in 2006. it's the Rogue-alike, but against all odds lt has. The 
end-product of four yurs of labour. and still at alpha. DwMf 
fortress is Bay 12 GMnes' --not just to Nftflad. but a 
good amount of Dungeon KHpel' as well. Split Into two 
separate modes - Adwnture. still obviously the most 
unrefined in its alpha state, and FonNss mode - lt'l an 
immense undertaking. wflkh you' ll soon ....ns. within the 
half-hour it takes to lnlt~lise your unique persistent world. 

By either focusing on tunnelling out and managing your 
own dw.ven ha¥en and keeping both Invaders and the cruel 
winter at bay. or setting forth to ex,wr. Its sprawling lands 
and achieving Legendary status in the more dusk ltogue 
sense, the next thing you11 realise is how bruUIIts ASOI 
renditions are. with battles described in llmiHnlpplng detail. 

it's not the most accessible game we've- recommended 
- be prepared to devote hours to first settling into Its rhythms 
- but certainly one of the most ambitious and accomplished. 
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The new r eclity 
Game producer Brick Bardo on the console arms race 

.1 
~ 

' 
the story about a member of the 
'Ultra Terrestrial Defense Force' 
which fights monsters coming 
from outer space. He is no 
ordinary guy and can transform 
into a 40-metre-tall giant. a 
'Moroboshidan' . This TV 
programme is from almost 40 
years ago, and only a few dozen 
episodes were ever made, but it 

is still very popular now and is often repeated on TV. There is not a 
single Japanese person who doesn't know its name. There is a famous 
line spoken in one of them that translates as something like: "it's a 
sad marathon you run while spilling blood." In the episode it comes 
from, Earth had fired a missile at a planet which was supposed to not 
to be inhabited. The planet was in fact inhabited, the missile was seen 
as an attack and the planet started to send monsters to Earth. 

The dialogue I quoted above was a symbol of its t ime. Ultra 
Seven was made in the middle of the Cold War, and the line was 
criticising the meaningles~ development of weapons of mass 
destruction. Despite being an entertainment TV series, it was filled 
with deeper messages. 
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Recently, I have had the chance to meet new 
people in the games industry. They are not famous 
or stars, 'just' young designers and programmers. 
And they all express worries. 

I have mentioned these worries before, things 
like "Will the PS3 seiP" or "Where is the industry 
going?" Everybody agrees that the PS3 offers 
plenty of features, but with such a very high price 

remind me of Shenmue because of the huge 
budget involved. 

Lately the PS2 was reported to have reached 
the 100 million units shipped mark worldwide, an• 
this figure is the result of six years of very success!• 
sales Since some people have replaced their 
broken one or bought a new model, let's assume 
that there are about 60 to 70 mill ion working unit 

lt is said that a game released at PS3 launch becomes profitable when it 
manages to sell around 10 per cent of the current number of active PS2 
units - but let's face it, this is unlikely to happen. lt can't be profitable 

tag, will it sell? Even those who are developing 
games are still wondering if they will buy the 
machine at launch, just because of its price. On 
top of that, the explosion in the cost of 
development for the PS3 is a big worry for these 
young developers. Those working at a very basic 
level in a team are generally working without 
knowing the true cost of their project But it is 
not diffiCult to see that, because of the number 
of staff involved and the time taken to develop 
a game, it is costing several btllion yen. Big 
game makers are putting together projects which 

worldwide. lt is said that a game released at PS3 
launch only becomes profitable when it manages 
to sell around 10 per cent of the current number 
of active PS2 units- but let's face it, this is u nlikel~ 

to happen. lt can't be profitable. I mean we 
are talking about around 70 million PS2s sold 
over six years and we have to sell 10 per cent of 
this number on day one for the PS3, just to 
become profitable ... 

Hearing someone say: "We are just making thi 
game to get some experience so we can aim at 
profitability with the next one" is not unusual, a ne 



' 
, 

• 
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could lead some developers to leave the1r company. 
While it is true that gaining experience on new 
hardware is very important, 1t 1s almost imposs1ble 
to do at the moment. What 1s the point of do1ng 
that and bettmg on the next project 1f the company 
folds before it is released? 

The gameplay factor aside, making games IS 

about investing time. and of course a large amount 
of money, in hiring skilled staff and greatly 
1mprov1ng graphics And if thiS IS done to deliver 
the v1s1on of a game creator. then why not? 
However, I believe some companies are mot1vated 
to release a game just because a new platform 1s 
launched, and it looks like they are advancing into 
a thick fog. The common op1nion among 
developers is that there are enough users out there 
to make games profitable, but I'm not sure users 
are that Interested in great graph1cs. 

I really can see the games Industry runnmg that 
sad marathon and spilling their blood. But we need 
to carry on even if we have to spit blood or even 1f 
compan1es have to face hard t,mes, and rather 
than go1ng for orig1nal content. th1s means 
contlnumg wnh popular senes and puttmg ~ 
popular ICences into games. Crazy! ~ 
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Eating their words 
Edge's most wanted Is the games industry fighting fit? 

Yoshi's Island 2 

lt's impossible to shake the 
suspicion that it just won't be ( hildren need what consumed as part of a balanced 
able to measure up, but it's just 

developing human beings diet. They have children's menus, as impossible not to yearn for 
its colourful. crayoned chaos have always needed, we have PEGI ratings. They're 
OS. NINTENOO including real food (as opposed to quick to point the finger, as we 

processed 'junk'), real play (as are, at other mitigating factors. 'lt's 
Resistance: Fall Of Man opposed to sedentary, screen-based not all our fault, and it's not our 

entertainment), first-hand fault at all if you over-did it, or 

experience of the world they live in ignored our warnings' - it's 
and regular interaction with the becoming the defining defence 
real-life significant adults in their of the indefensible. 
lives." These are the words of an But the games industry is going 
open letter, sent to the Dai ly to have to take the initiative, with 
Telegraph by a group of 110 more dynamism and determination 
writers, academics and medical than it has before, if it's going to 
experts who feel that the rising end this prejudice that the unreal is 

lt may not quite have captivated incidence of childhood depression the enemy of the real, rather than 
at E3, but the distinct palette and 

and behavioural problems is a crisis a part of it that's as old as campfire malign imagination of Resistance 
makes it look more like the jewel in which requires urgent debate and stories and cave paintings. Baroness 
the PS3's crown as the weeks go by reform. lt's a long way from the Susan Greenfield, one of the 
PS3, SCEA 

moralistic hysteria of many of the signatories and the director of the 

Indiana .Jones 2007 assaults on videogaming currently Royal Institution, is happy to say 
underway in the US, but the that books are better for children's 
message is the same: games are imaginations than videogames, 
junk food. At best nutrition less and since in books you have to visualise 
at worst actively poisonous, the what's described (never mind that 
idea that they might have any you don't have to - it's just that 
beneficial elements is dismissed you can), whereas in games all you 
without further consideration. have to do is look (never mind that 

And you can see the point: all you have to imagine what to do 
too often, the defences that the next, where to go next, what to 

Standing (throwing, staggering, 
games industry makes of itself build next). Games aren't junk 

tumbling) as one of the first real sound like the slightly queasy food, they're just food. What 
contenders to revolutionise next• delusions of the fast food industry. makes them good or bad is the 
gen gameplay, who isn't curious to The same arguments are put quality of the ingredients and ~ 
see if Or Jones can measure up 7 
360, PS3,lUCASARTS forward: our products are safe if the abilities of the cook. 
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The Darkness 
360, PS3 

Splinter Cell: Double Agent 
360, G<. PC. PS2 XBOX. Wio 

Unreal Tournament 2007 
PC, PS3 

Guitar Hero 11 
PS2 

Tony Hawk's Project 8 
360, PS3 

Stalker 
PC 

Destroy All Humans 2 
PS2, XBOX 

Rainbow Six Vegas 
360, PS3 

Half-Life 2: Episode 2 
360, PC. PS3 

Crysis 
PC 

Canis Canem Edit 
PS2 

Call Of Duty 3 
360, PS2, PS3, PSP. XBOX. Wn 

Tingle RPG 
os 

Phantasy Star Universe 
360. PC. PS2 

Ford Street Racing: LA Duel 
PSP 

The Chikyuu Boueigun X 
360 

Onechambara VorteX 
360 
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The Darkness FORMAT: 360, PS3 
PUBLISHER: 2K GAMES 

DEVELOPER: STARBREEZE STUDIOS 
ORIGIN: SWEDEN 

RELEASE: 2007 
Can a second lunar-powered shooter overshadow the first, 
or does Starbreeze remain imprisoned at Butcher Bay? 

With Darkness weapons deployed, Jackie's POV more closely resembles that of Beach Head or Armored Core 
than a standard FPS. The dense fields of foreground and background activity make good use of the 16:9 frame 
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utcher Bay: a triple-max prison - a 
8 no-daylight slam. Ten minutes every 

other day on the dog run; protein 
waffles aren't bad. For gamers watching 
2004's movie The Chronicles Of Riddick, Vin 
Diesel just growled the name and the details 
took care of themselves. Escape From 
Butcher Bay was a great companion piece, 
both referential and individual, and better 
than most at suggesting the physical 
presence of the player, the world around 
them, and the universe around that. The 
Darkness marks Starbreeze Studios' own 
escape from a trailblazing debut, but not in 
every respect. 

Here, once again, is a firstperson shooter 
with thirdperson interludes, where the light 
is both your great enemy and your enemies' 
greatest defence. Regardless of the 
manmade weapons at your disposal, you'll 
always feel hunted so long as you can be 

boasts a strong likeness to the comic 
book original. Understandably, the 
game's timeline of events is a more 
condensed, if respectful adaptation 

Drawn and articulated with all the pristine grace of ani me, 
the Demon Arms are a sight to behold when they take centre 
stage. Their serpent eyes glow more intensely when 
empowered by greater darkness. though their strength as 
game devices will be as much a question of level design 

seen. But when the lights go out (usually by 
your hand), the roles are spectacularly 
reversed. In simply eyeing-up the themes and 
devices of Top Cow Productions' bleak comic 
book revenge story, the Swedish developer 
must have seen half its job done a I ready. 

The Darkness fades in on mafia hitman 
Jackie Estracado's 21st birthday, minutes 
before he's betrayed by his adoptive uncle 

Starbreeze is introducing its latest player 
character in much the same way as it did 
Richard Riddick. starting first with the fists 
and guns before rolling out several 
superhuman awakenings, keeping the 
foundation of the Butcher Bay control syster 
while building series-specific changes on to~ 
You're still a fully-modelled avatar rather 
than a suspended pair of hands, which give~ 

I Starbreeze is introducing its latest player character in 
much the same way as it did Richard Ridd ick, starting with 
fists and guns before rolling out superhuman awakenings 

Paulie, don of the Franchetti crime family. But 
a police chase (an on-rails introduction with 
moderate freedom to look and shoot) and 
subsequent car crash derails those plans, just 
as Jackie discovers something else he didn't 
know before. Somewhere on Earth there's a 
family cursed with an inheritance called the 
Darkness - a supernatural power that kills 
father as it's passed on to son, then lying 
dormant until a prescribed day. The family in 
question is Jackie's, of course, and the day in 
question in this one. 

your dual-wielded pistols slightly unorthodo: 
positions on the screen. Close encounters 
with enemies will again trigger a gruesome 
melee kill (here modelled on Equilibrium's 
'Gun Kata'), but it's the longer-range comba 
that's changed. When you're obstructed, 
typically by some form of defensive cover, 
each hand will automatically adopt the right 
position to train on a designated target. it's. 
novel attempt to carry the strategies of 
thirdperson combat across the traditional 
firstperson divide. 



Clues to what happens next exist in the 
game's environment -an urban underbelly, 
all HD concrete decorated with trash. In th1s 
day and age, in such a playground of real­
world physics, destruction on a grand scale 
almost invariably hangs 1n the air. And sure 
enough, when the Darkness comes 1t 
descends. Explaimng the dim1nut1ve bas1c 
gun mode)~. an impos1ng arsenal of eldritch 
weapons encroaches on the screen. A pa1r of 
necroplasmic tentacles- the Demon Arms­
spring from your body, while autonomous 
Darklings crave the chance to scamper after 
foes or knock out further hghts. And the 
damage they mflict is remarkable Selected 
with one button press and act1vated wtth 
another, they can hurl vehicles, wnthe 
covertly about the enwonment or s1mply 
tear its inhabitants apart. 

Most prom1singly, however, the Darkness 
powers are nebulous- limited 1n form only 
by the imagination of the bearer. Or so it 
goes for the comic book Jack1e. Qurte how 
Starbreeze can mterpret that with the finite 
time and resources available remains to be 
seen, but in this case the lack of information 
is itself uplifting. Those familiar with Butcher 

Bay's breathtaking environmental twist- the 
one that turned the game's tone completely, 
albeit briefly on its head - will testify to its 
creator's love of a good surprise. Already 
we've seen one example of a more 
outlandish Darkness attack: a smart bomb 
that opens a black hole in the corner of a 
room, violently sucking every physics object 
within to its centre before dropping the 
whole lot casually to the floor. The effect 
on people, sandwiched in a second amrd a 
Katamari ball of tables and chairs, speaks 
for 1tself. 

The Darkness certainly isn't taking its 
subJect lightly, and what's been seen of its 
characters suggests few for whom a tortured 
fate doesn't seem appropriate. But for all the 
heads that are sawn off and bod1es urinated 
on by your familiars, it's their master who 
needs to feel the most pain for th1s 
adaptation to strike a chord. To quote the 
comic book Jackie: "First thing I ever did on 
this world was to kill my dad, just by being 
born ... In a genre packed with the sullen and 
the sore, illustrating a man suffering a 
genume darkness of the soul will take more 
than what these first few levels have. 

Mischievous and murderous, the Oarklings aren' t the 
easiest creatures to control, though Jack le retains some 
authority over where they go and who they molest. They 
certainly love trouble, but they seldom succumb to it 

But with only the first fifth of the story 
revealed, of which much is setup and 
instructiOn, the potential is surely there. 
You don't devise a system called ·vo-cap·, 
designed specifiCally to bring emotion to 
normal-mapped faces, if you've no plan of 
usmg rt. L1kew1Se, you don't ask noted comic 
author Paul Jenk,ns to pen your dialogue if 
there's noth1ng you want to say. Despite prior 
fears of a less flavoursome game world, The 
Darkness IS also quiCk to prove that Butcher 
Bay's rich 5.1 soundscape was no fluke. Give 
the game a speaker and a different rumble of 
unpleasantness IS likely to come out. In the 
case of surround speakers, that might just be 
prolific ex-Fa1th No More vocalist Mike 
Patton. effortlessly turning hrs stage ~ 
persona into the dev1l in your head. ~ 

HYP ~ 

Lead to expect a high calibre of NPC theatric.s 
by the promise of vo-cap. it's disappointing to 
encounter that most unnatural of vid<!ogJme 
afflictions, the inability of characters to move 
a great deal while delivering dialogue. With 
ludc, the final version will be more expressive 

Something Staltneze Is 
especially proud of (for 
.-ons -can't quiM 
grasp) Is the tKhnology it 
has dweloped for playing 
longerodlarHWrage media 
clips '*"through ln-pne 
clispll1ys. The ..... 
..-ay .... !Opllyoflw 
clips such as~ 
Nosfw.W.and­
productM .nlmatlons 
tol-ned with Ucbtory 
and petfpMNI-ts. At 
present. ._1; the 
p'-tof the gMM's 
attention seelr:lng tMWion 
sets--"at 
contrived. St.breeze 
suggests that IIIHay will 
allow the PSJ venlon of 
the game to fwture • 
greaw number of dlell 
dips.-of.,_ 
potentially ...... length. 
And if that -..r't valkMte 
sopttdslll_, what the 
new ton.t I'Aift bring to 
games. it's Nnl to I~Mglne 
wtlatwil. 
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FORMAT: 360, GC, PC, PS2, XBOJ(. Wll 
PUBLISHER: UBISOFT 

OEVELOPER: IN-HOUSE 
ORIGIN: INTERNATIONAL 

RELEASE: OCTOBER 
PREVIOUSL~ IN: E158, E164 

Splinter Cell: Double Agent 
A series that loves to leave players in 
the dark takes the idea to the next level 

Continuing the Splinter Cell tradition, each format will be receiving exc.lusive features: Xbox gets a new 
Spies Vs Spies spin on its multi player, 360 and PC owners have two alternate solo missions and differing 
multiplayer maps, while the Wii version will make some obviously dedicated uses of its motion sensing 
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S 
pfinter Cell has always been about 
freedom, from the figurative licence 
to kill handed to NSA agent Sam 

Fisher in his inaugural game, through to the 
irritating checkpoints and mission demands 
that bogged that debut down. Those issues 
were finally resolved with the quicksaves and 
relaxed parameters that made the third t itle, 
Chaos Theory, the strongest to date. Now, 
that freedom comes with a price, and 
punishment for sloppy stealth work is no 
longer just the responsibility of the end-of­
mission rating reports. Double Agent has 
Fisher infiltrating a criminal organisation, 
John Brown's Army, a brazen operation 
designed to collapse the disruptive 
underground group. an undercover gambit 

The rappel, along with other manoeuvres and minigames. 
is retained. but action prompts now appear boldly in the 
screen's centre instead of at its edge. The HUD has been 
trimmed down extensively, with mostly positive results 

that brings two new features along with it, in 
the form of a hub area and the fundamental 
'trust' system. 

Those two things t ie in, of course; Fisher 
will return several times to the JBA HQ 
building, where being left alone to perform 
training activities gives the chance to sneakily 

sabotage the hideout during whatever spare 
time you can make for him. While the NSA 
can monitor your every move, it can't contro 
the missions that Sam gets sent on, often 
requesting secondary objectives be fulfilled 
while performing JBA work. If he can 
maintain the NSA's faith, Fisher will be 

Fisher himself is showing some cracks, his weary face 
emphasising the weight his ageing shoulders carry, as 
twice the number of eyes and ears are keeping tabs on him 

Underwater treks through icy floes - during the invasion of a 
supertanker, for instance- are simplistic, and a little lean on 
possibilities. But those that end with a stealth kill are worth 
the wait, thanks to an efficiently brutal animation sequence 

rewarded with superior equipment which, if 
exposed, could attract suspicion from his 
employers. it's this intertwining that's the 
most interesting aspect of the system, but 
it's a framework that 's barely explained or 
expounded upon by the game's opening 
handful of stages, perhaps simply down to 
the preview stage's incompleteness (althougl 
the ru les that govern the JBA HQ are made 
very clear). Each mission offers a primary 
assignment that can't be ignored, with 
secondary goals to be indulged in or 
forgotten about in order to fiddle with 



your standtng With either party. There are 
meatier consequences to come as the story 
progresses and the stakes raise, but Fisher's 
early missions are light on wrought, 
confrontatiOnal choices. Untidy play is still 
allowed, of course, but to follow such a path 
may mean you'l have no say as to where 
your perce,ved allegiances will lay - it'S less 
freedom, sure, but 1ts context does make the 
player ask themselves the kind of questions 
that Knights Of The Old Republic and Fable 
could never assert. 

Still, however the economics of 
subterfuge are due to play out. the 
magnetism of the scenario proves effective 
n prad1ce, thanks to the twin channels of 
commun cat1on that Fisher rece1ves 
throughout each mission, and the feeling 
of remoteness that comes from having no 
unified back-up. Fisher himself is showing 
some cracks, his weary face, shaven head 
and unoff1cial outfits emphasistng the 
weight his agemg shoulders carry, as twice 
the number of eyes and ears Me now 
keepmg tabs on his behaviour, all too 
ready to abandon him. 

Stealth feedback is handled via a tno of 
lights, two strapped to the front and back 
of Sam's suit, and one attached to his rifle ­
failing that, a small light sits next to the 
onscreen m1Ss1on-update ticker bar- lit with 
a colour to indicate safe invisibility or the 
need for caut1on. A small opt1onal onscreen 
map uses overhead terrain and a GPS system 
that tracks other people as highly visible 
dots, but IS only visible when F1sher is 
stationary. A click of the right thumbstick 
offers a firstperson view and slower 
movement, another slight but useful 
refinement that allows smoother navigation 
of those corners and cubby-holes that are 
unable to comfortably accommodate Sam's 
crouched bulk 1n thirdperson. 

V1sually, the 360 is understandably kind 
to Double Agent, lending solid1ty and clarity 
to a game that thrives on precision. Levels 
are better decorated than before, but the 
impad of new v1sual effects IS left to 
penpheral moments - fireworks exploding 
behind the bubbled glass of a Shanghai hotel 
room littered w1th gauze screens, or an 
enormous paper dragon dangling from a 
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roof. However, Double Agenrs aud1o work is 
already excellent, w1th a typically dark and 
downbeat soundtrack that segues into a 
number of sound cues or a tense crescendo 
depending on the VICinity and alertness of an 
enemy. Above all that, however, the solo 
campa1gn is JUSt one aspect of Double 
Agenrs package. wtth the multtplayer versus 
and co-op modes established so well withtn 
Chaos Theory making their tweaked returns, 
leaving much more than just the morality of 
Fisher's actions to be weighed up in 
the imminent rev1ew. 

Sam Fisher's role may 
involve avoidl119 doing 
anything tt..t Bond would 
do. Ntvlng to to.-~ 
from the shad- and 
show off to an audience 
of-· lut die MOIPC 
versions of Ooclt* Agent 
throw a few scripted but 
flashy mission-opening 
ewnts Sam's way, minimal 
mlnlgames that are played 
fw sceM-Mtting grandeur 
and nothing more. An 
airdrop onto a glacief opens 
with 1 high-flying freefall, a 
short section of tOntrolted 
skydiving tt..t terminates 
with 1 fumbled parachute 
cleplo,wnant and the need 
to UH the left thumbstick to 
find and activate the spare. 
And the opening to the 
Shanghai stage MeS Sam's 
dtopper pilot tMen out, 
with die helicopter needing 
tDbe~and 
levelled out as lt swoops 
perilously doH to the city's 
taller buildings. 

Fisher's health meter only appears when nH<Ied, a small shield that flashes urgently as he takes hits. 
it's an impredst gauge of just how much health ht has remaining. however, and there's another. more 
effective representation - the screen blurs and fades as Sam nears death - that provides better feedback 
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FORMAT PC, PS3 
PUBliSHER: MIDWAY 

DEVElOPER: EPIC GAMES 
RElEASE 2007 (PC), TBA (PS3) 

ORIGIN; US 
PREVIOUSlY IN: E164 

On PC, UT 2007 will ship 
with the full Unreal Engine 
3 toolklt. the lynchpin of a 
community that Epic Is keen 
to reassemble. "When we 
look et whet w.s worting 
for UT 2004, • explains 
M~m. "the mod scene was 
really thriving. ~ had 
small mods where guys 
would create new weapons, 
all the way up to total 
conversion mods like Red 
Orchestra. So we want that 
same level of mod activity -
lt keeps the product 
relevant and on the shelves, 
and lt kMps lt Installed on 
your PC; you never know 
what's coming next. We 
want to ~ke it easier for 
people to Install mods this 
time, not have people 
ask1ng. ' Is this mod worth 
installing?' Also, people 
need to be directed to 
wheN the best mods are, 
rather than the ones that 
are unfinished or simply not 
very good." 

Unreal Tournament 2007 
UT's lat est realisat ion: adding weight and substance to 
on line warfare is less a question of gravit as than gravity 

Vehkles boast names such as Hellbender and Darkwalker, 
but thankfully catch the eye better than the ear. The latter has 
no retiwle, but c.<~n chase ground targets with its scorching 
beams, dodging Steven Spielberg's solicito" as it goes along 

F or the hardcore, 2K4 was just th•s 
we1rd dev1at10n that they didn't ask 
for, and they d•dn't want.· Producer 

Jeff Morris, a man who persomfies the 
speed and volume of Unreal Tournament, 
and IS by extens1on Epic's own version of 
Tron, conftrms something that's always been 
suspected of the series - a wavering 
dtrect1on. "Gettmg thiS game back to '99, 
whiCh had much h1gher gravity and closer, 
face-to-face ftghts- that's what they want 
And •t makes the game accessible at the 
same t1me Though the better player should 
always beat the worse player, the worse 
player should feel ltke he had a chance. In 
2K4, he d•dn't even see the guy kill•ng him 

·we st•ll have double Jumps and all the 
staples of UT. but a lot of the crazier mobility 
stuff we got nd of. because it was so hard to 
keep track of what was going on." Fans 
needn't fear too much, because UT hasn't 
drastically changed: 1t still wants to have 1ts 

Though urs design britf doesn' t simply read, 
'Gunishmen~· seeing beyond its ar.enal is tough. Epic 
loves to advtrtiso that the 2007 ve"ion's weapons push 
more polygons than entire levels did in 2003, and the 
meticulous reload animations do command attention 

cake and eat it, with both furious 
deathmatch and more open Warfare 
gametypes. But after almost three years of 
absence. and Wlth a new platform to 
cons•der 1n P53, Epic wants to maximise the 
appeal of Unreal Tournament 2007 rather 
than toy w1th 1t. "Right now UT is PC­
focused w1th a PlayStation version com1ng 
either simultaneously or a short time after. 
I'm a PC player first and foremost, but the 
more I see of PS3, the more I realise that we 
don't have to make compromises that could 
make PC players unhappy," says Morns. 

A new demonstratiOn build certainly 
doesn't suggest cutbacks, though 1t's clear 
that Warfare has been nudged •nto a realm 
of accessibility conduove to ts mass1vely 
mult•player prem1se. OppositiOn for the 
returning Axos clan comes from the Necns. 
an undead race alluded to throughout the 

· When the AI would miss in 1K4, • says Morris. • they'd 
draw a cylinder and just randomly miss in one of those 
directions. When a human misses. ht's goma miss 
where he thought you were going to be had you not 
dodged; that's where we're spending our AI time now· 

series and real ised in Unreal Championship 2 
The Liandn Conflict. In a promising sign that 
it's finally settling down, the two factions are 
more distinctive than any the senes has 
presented before, though st1ll confined, it 
must be sa1d, to that vap•d Heavy Metal art 
style. In the superveh1cles that Sit atop each 
respective technology tree, UT fmally has 
assets to stand shoulder-to-shoulder with its 
polygon devouring eng1ne. Just. 

But in departing from that Championsht~ 
model of dual-platform support, has this 
game obliged itself to a greater singleplayer 
bias? Morris believes not. "Every copy of 2K· 

had its own un•que key, and if you ever 
connected to our master server. then we 
knew about it. Believe •t or not, less than 50 
per cent of the people who logged on 
actually played the game online, e•ther 
because they didn't want to deal with e­
jerks, or they didn't th1nk they were good 
enough. I'll be really surpnsed 1f the on line 
component doesn't take off on P53, ~ 
but we can deal with both scenanos." ~ 



Guitar Hero 11 
Success may have brought the pressure of a major-label signing, but 
nobody told Harmonix second albums were supposed to be difficult 

G 
wtar Hero's instantaneous appeal 
started with the gu•tar •tself. the 
chunky, tactile plast1c talisman that 

so effortlessly drew players out of themselves 
and into the music. The same shouldn't be 
true of the sequel - available sans controller. 
tt's a refmement and expans1on, all about the 
songs But the new, cherry-red vanant that 
sh•ps w1th Gu1tar Hero //will prove tempting 
to many who never bought a second 
controller f1rst time round (and maybe even 
some who did). Appropriately so. because it's 
with two players that this game, more so 
even than the f1rst, comes into ItS own. 

The compet1t1ve score attack returns. and 
wil be as compelling as ever to JOusting 
alpha axemen But the rivalries •t encouraged 
were always underpinned by the JOY of 
wnnging a tune out together, and GH/1 
capitalises on this in a new co-operative 
mode, with the second player taking on a 
bass or rhythm gUitar part accordmg to the 
song Unlike competitve matches, these 
songs can be failed. The indus1ve, 
collaborative sp1rit is further re1nforced - •n 
versus mode as well - by the opt1on for each 
player to select their own d•fficulty level, 
meaning guitarists of all abilities can be 

challenged and entertained side-by-s•de. it's 
more a corredion of a horrible overs•ght than 
an unforeseen stroke of genius, but it's 
nothing less than hugely welcome. 

Bass and rhythm parts are by nature quite 
repetitive, and on easier settmgs and Simpler 
songs can feel too much like an unglamorous 
support role At thetr best, though, the 
inststent rhythms and subtle pattern sh1fts 
require a hypnot1sed concentration that's 
qu•te new to the game, while show-boaters 
can find plenty to enjoy in Sweet Child o· 
Mine's bassline or the climad1c squalls of 
twm lead that end Lynryd Skynyrd's Freebird. 

Those two crowd-pleasing rock ep•cs look 
likely to be the foremost Instances of wtshhst­
fulftlment tn GH/fs songbook. The other 
tracks revealed suggest a surprisingly esoteric 
selection. one that is not so exciting at f1rst 
glance, but offering a broader range of styles 
and perhaps more long-term satisfadton. 
The jazzy flounshes of Rush and Primus, The 
Police and Pretenders' clipped gUitar pop, the 
frant•c stop-start thrash of Psychobilly 
Freakout, and kttsch instrumentals like 
Misirlou and JessiCa (better known as the 
themes to Pulp Ftction and Top Gear) should 
all prove welcome detours from the riffing 
and squealing that are Guitar Hero's bread 
and butter. it's clearly an aficionado's choiCe, 
and perhaps not the easiest sell But maybe it 
doesn't need to be, because to anyone who's 
been near one of those toy Gibson SGs, the 
prospect of more and better Gwtar ...., 
Hero is the eas1est sell in the world. ~ 

Studying the current handful of songs across difficulty 
settings, it looks as if GH/1 will be a better teacher than 
the first. with a smoother difficulty curve and ore 
gradual introduction to tricky patterns and techniques 

tt's a shame that dtfficulty balancing will probably keep 
co-op play - and thus the bass and rhythm paru - out 
of the career mode that unlocks all the songs. or GH/1 
would be a game that you never needed to play alone 

GH//Iooks almost identical to the fi~t. Audio mixing is of 
the same high quality, but given the wide stylistic range 
the cover·bands' efforts could be even more hit·and·miss 
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FORMAT: PS2 
PUBLISHER: ACTIVISION/RED OCTANE 
DEVELOPER. HARMONIX 
ORIGIN US 
RELEASE NOVEMBER (US), DECEMBER (UK) 
PREVIOUSLY IN E164 

The i23 songs 
confirmed so far 

Alic:e in Olain$ - Them Bones 
Allman lrolhers Band · .less•ca 
Anthrax - M.Klhouse 
Aven~ Sevenfold - Beast 
Jnd th~ H~r or 
Black Sabbath - Wdr Ptgs 
Butthole Surfers-Who Wasln 
My Room l.ast Noght? 
Dick Dale - MI5 rlou 
~ N' Roses SweE-t Chdd 
O'Mtlt' 
Heart - Crazy On You 
KISS - Strutter 
Lamb of God - Latd to Rest 
Lynyrd Skynrd - frl>ebord 
MOtley Criie - Shovt at 
the Dtovil 
Nirvana - Heart-Shaped Box 
The Police - MesS3Qe m a Bottle 
The PrwWnders- attooed 
LCM' Boys 
Primus-JoM ThP FiSherman 
Reverend Horton Heat -
Psychobtlly FreJkoul 
The Rolling Stones- Cart You 
Hear Me l<nockong? 
Rush - vvz 
SpiNI 'lllp- Tomght l'rn Gonna 
Roc~ You (Ton ghtl 
Stone Temple Pilots-Tnp01n' 
on d Hole on d PapPr Heart 
Van HMen - You Really Got Me 

3S 



lt wasn't quite clear how it will work from the 
demo, but in an apparent lift from FlatOut 2 
you will be able to control bails with ragdoll 
aftertouch. Mostly you' ll use this to minimise 
injury and hospital bill~ but some challenges 
ask you to breok as many bones as you can 
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FORMAT: 360, PSl 
PUBliSHER. ACTIVISION 

l>tVELOPER: NEVERSOn 
ORIGIN; US 

RELEASE ()' 2006 

Cheap trick 

Tony Hawk's Project 8 
Neversoft puts the freestlye back into skating 
as Tony takes it easy in a next-gen reinvention 

t's not uncommon for the developers 
I of long-running franchises to view a 

new hardware generation as a fresh 
start- an opportunity not just to build fresh 
code. but to re-examme a game's purpose, 
to stnp away the layers of design elaboration 
and feature-set bloat and take a long, 
hard look at the trad•tJons that have been 
preserved beneath them. This videogame 
regression therapy IS often essential to the 
creattve health of a senes and the people 
who make 1t. Projecr 8 is shaping up to be a 
restrained. but othervvise textbook example 
of this process; for the first time in years, it 
feels as if Neversoft is making a game about 
skateboarding, not a game about Tony 
Hawk's Pro Skater. 

There are plenty of eye-catching new 
features for the back of the box. of course, 
but before you get to those, there are subtle 
but substantial shifts in the trick system and 
environmental design. The pace reqUifed to 
keep a combo running has been relaxed a 
little, g•ving you time to thmk about where 

Stytistic.llly. Project B is very down-to-earth; the design of 
the town t"des spe<tade and character for an unshal<ably 
solid crodibility, renderod in remarkable detail. The S<Uffod 
normality of the surroundings feels comfortable against 
the ever-so-slightly cartoony exuberance of the skaters 

to go next 1n the more spread-out. less 
prescnpuve skating arenas. and there's 
more phystcal heft to the game. making 
momentum more of an issue. Sustatmng 
your runs therefore becomes less about 
ident1fymg and followmg the b1g-scoring 
routes that older Tony Hawk games were 
seeded wtth -a typtcally v1deogam1ng pursuit 
- and a more genutnely improvisational, 
freestyle affa1r. 

Not content wtth slowing the game down 
itself, Neversoft has also gtven the player the 
power to do the same. Push down both 
sticks wh1le in the air and the game crashes 
into super slow-motion and zooms in on 
your feet; the sticks then control your feet 
individually, allowing you to improvise tricks 
by sptnning the board m all three axes of 
rotatiOn, in any comb1nat1on you like. The 
Nail The Tnck mode IS consequently subtle, 
precise, intuittve and 1nstantly rewarding -
the challenge coming mostly, and 
considerably, from ttming the tnck to end 
with the board stationary and nght-side-up 

In common with the freeform theme, some ramps and 
rails will be movable in order to create your own lines. 
or access secret areas. More customisation comes with 
the ability to change clothes and accessories at any 
time in Your Room, modifying one of the preset skater 
stereotypes into something a little more personal 

when you hit the ground. lt won't change 
the game. but will grace it with moments 
where its code-punch1ng videogame 
shorthand is brilliantly unpicked and you're 
granted a skater's physical feel for h1s board 

The game's career-mode conce1t is that 
you start as the 200th best skater in town 
and must climb to the top e•ght, recetving 
tips and challenges from famous pros along 
the way. Although new areas •n the town 
have to be unlocked. tt's stream•ng and fully 
free-roaming and ltberally scattered Wlth 
challenges, and there is no 'orced dtff•culty 
setting; each challenge can be completed to 
Amateur, Pro or Sick leve at any t•me. it's 
hard to judge from a short test, but 1t feels 
encouragingly like the vast playground 1t 
should be - a very liberal and loose 
framework that encourages exploration, 
experimentation and goal-free downttme. 
Project 8 is shaping up to be the most 
accessible and free-spi rited Tony 
Hawk's yet. 



Much of wh.lt you'll salvage and steal from 
the Zone is being kept under wraps- that's 
the hope, at least With neither premise nor 
mission structure particularly re<ognisable 
next to their Oblivion Lost versions, it isn't 
dear whether its commodities have changed 

Stalker: Shadow Of Chernobyl 
lt once looked like Chernobyl would dwell in the 
shadow of Stalker, but disaster has been averted 

S 
talker's wilderness years have 
improbably played to ts advantage. 
The sense of desolatron and 

abandonment in 1ts 30 square krlometres has 
refined with age, and partrcularly wrth the 
rmpress1on that thrs rs a game world, 
quarantmed for five years, frnally open to be 
explored. The light and heat effects once so 
central to the appeal of rts X-Ray engrne have 
lost their fire somewhat, but rn a further 
rrony, exist in an environment best served 
cold. Such qualit1es aren't 1nc1dental, though 
they may sound rt. GSC has desrgned thrs 
game dead. and that's just how 1t appears. 
the dereliction of the Zone suggestrng hidden 
terror proportional to 1ts apparent calm. 

But beyond the backdrop lies a game strll 
quite capable of meltdown. A tour of its 
wastelands, sewers and industrial facilities 
points out several of the grand 1deas that 
have carried it far outside its developer's 

comfort zone. Its checklist of features 
remains exhilarating, but in time could read 
more hke the TORCH report, summarisrng all 
the fatal amb1tJons and structural flaws. 

A hundred other Stalkers roam the land 
to poach, investigate, or scour - each guided 
by a rogrca set of interests. So when the 
trme-of -day cycle rolls over into mght, they 
seek shelter, leaving the Zone's wildlrfe, and 
on occasion mutant-life, to prowl the land. 
Their combative pathfinding and tactical 
choices are rnstinctive, lend1ng sizeable 
m1ssron-based assaults like the one most 
recently demonstrated a genuine dynamism. 
Unfortunately, that particular example led 
to the ent1re player-conscripted band of 
NPCs being w1ped out with the srege barely 
begun. Stalker's naturalism is convincing­
more Oblivion than Boiling Point - but it 's 
still untamed, and artistically it remains 
quite forlorn. 

Always ready to parade its cast of mutants. mercenaries. 
thieves and nomads via website and press releases, the 
game has yet to prove that these are actors in a great 
adventure rather than a grab bag of sci·fi ordinaries 

lt may yet be the game's undoing. but 5talkHs ambition 
also stands it apart. The onormous size of its game world 
cornploments the promise and aesthetic of an irradiated 
hinterland, which is a bener starting point than most 

As the THQ troubles'looters behrnd the 
game's re-emergence must have notrced, it's 
also in need of a binding agent - something 
to g1ve the player purpose beyond the rf/then 
routrnes of the Al. Though the emphasis on 
miss1ons and handhold1ng has Increased, the 
latter in the gurse of a lengthened tutorial, 
there's st1ll a noticeable lack of focus or 
drama to this unruly sandbox. Trades 
conducted with NPCs rllustrate the full scale 
of its inventory system, and the odds seem 
even of both interface and interaction 
becoming either a wealth of opportunity or 
an unsophiSticated mess. A last few months 
of development are left. at least. before that 
2007 launch penod, and much greater 
exposure to the game IS admittedly requ1red. 

Easrer to measure IS mult1player, which 
has made little ground since rts early days of 
resembling Counter-Stnke, but has notably 
made that brg decision of whether to 
rncorporate the anomalous energy spots of 
the ma1n game: rt does So a gnsly demise 
befalls those who brush aga1nst the corrosive 
'rusty ha1r' (locahsatron s another rssue), or 
encounter a gravrty concentration freld. The 
32-player deathmatches and artefact treasure 
hunts are at least stable rn the latest build, 
and feature-complete enough to leave 
attentron for the more interesting, more 
considerable challenges of the main 
srngleplayer adventure, fascinatmg as ~ · 
1t stubbornly remains. ~ 

fORMAI PC 
PUBLISHER: THQ 
DEVELOPER: GSC GAME WORLD 
ORIGIN: UKRAINE 
RELEASE: Ql 2007 
PREVIOUSLY IN: Et2S, Et29, Elll, E164 

In a potentially rather 
morbid display of 
backslapplng. SU!Ik•r was 
recently play-tested not just 
by real-life Chernobyl 
director lgOr Gramotkin, but 
by the plant's technkal 
director for safety, 
Alexander Novikov. Of 
course, the tenures of the 
two gentle"*' be9an after 
Aprii2S. 1916, so their roles 
are entirely remedial. 
Gramotkin praised the 
~ for its authentic feel, 
which might- as a 
shock to u-more 
adventurous holidaymaken 
planning a trip to the 
northem Ukraine who are 
yet to provision for 
encounten with freelance 
military bounty hunters and 
fruits with Wntacles 
instead of fKeS. Regardless, 
there's no faulting the 
~'s tone, and each of its 
landmarks, be it the stricken 
town of Prlpyat or the 
macabre SllfCOPhagus of the 
reactor itself, invokes 11 real 
compulsion to venture out 
and walk among its ghosts. 
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fORMAT: PS2, XBOX 
PUBLISHER: THQ 

DEVELOPER: PANDEMIC 
ORIGIN: US 

RELEASE: OCTOBER 20 

London, in direct contrast to the game's 
Japanese levels, is rather depressing. Grey is 
everywhere, which tends to make things drag 

38 

Destroy All Humans 2 
A return to Earth for Crypto, as he clearly 
missed some humans on his last attempt 

estray All Humans combined a now 
D ubiquitous free-roaming framework 

with a generic sci-fi twist. Pitch ing a 
wise-cracking alien against the small-minded 
conform ism of 1950s America, the game 
encouraged the widespread destruction and 
eventual invasion of the United States. This 
sequel is fundamentally more of the same, 
expanded over a global setting and with a far 
stronger emphasis on free-roaming. 

Leering, lascivious alien star Crypto 
remains the game's strongest focus, and 
rightly so. Although it's initially difficult to 
empathise with him, the game manages to 
endear players to the extra-terrestrial by 
highlighting his unique power and outcast 
isolation. Crypto's abilities remain undimmed 
- he's still able to perform telepathy, 
telekinesis and to body-snatch any passing 

human as a disguise. Entirely gratuitous but 
entirely enjoyable, these talents really do 
shine in play. 

There are three new locations to rip up: 
Bay City (San Francisco), Albion (London) and 
Takosh1ma (Tokyo). Both Bay City and Albion 
are rather uninspired, with the mission story 
arcs by turns shallow and crass (a cult leader 
named Bongwater setting the tone). Then 
Takosh1ma happens and all is almost 
forgiven. Exotic and elegant. the Japanese 
stage ratchets both gameplay and game 
settings to where you want them to be. 
Crypto soon encounters errant ninjas, the 
Yakuza, moody schoolgirls, paranoid 
salarymen and an awesome parody of 
Godzilla. When you reach this glorious, 
fictitious Japan you can't help wondering 
whether this is the same game. 

Pandemic is obviously passionate about 
crafting as immersive an experience as 
possible. Although graphics are largely of teh 
standard you'd expect from last generation, 
in some areas they pleasantly surprise. 
Destroy All Humans 2 seamlessly and adroitly 

Combat is wickedly one-sided, 
with the fate of victims entirely 
at the mercy of the kind of 
attack you wish to unleash 

The oddly familiar Japanese city of Takoshima is just as 
alluring by air as it is from the ground, with geographical 
landmarks such as the Tokyo Tower leaving you with 
no doubt as to precisely where you're supposed to be 

merges realtime play with unplayable conten1 
where lesser products would resort to 
interruptive cut scenes. landing and 
launching your saucer is therefore a joy to 
behold, as is activating a shimmering 
cloaking device whilst gleefully reducing 
whole cityscapes to rubble. The success of 
visual tricks like this make it slightly baffling 
that the decision wasn't taken to port this 
game to next-gen consoles. 

Many ideas, unfortunately, still seem 
underdeveloped. Weaponry features some 
cool gimmicks (chaining ray-gun attacks, 
freezing time) but should be far more 
powerful at the outset Objectives often feel 
pointless and locations seem to repeat 
themselves across the globe. Hints at satire 
are hit and miss - what at first promises to 
be a smart homage to 1960s culture soon 
descends into the realms of toi let humour, 
erasing some of the genuinely funny material 
to be found in subtler moments. 

As with its predecessor, Destroy All 
Humans 2 looks set to fall short of fulfilling 
its rich potential. This is, after a fashion, no 
bad thing. You'll be left wondering why it 
hasn't been easier to satisfy the first game's 
shortcomings, but you'll also come away 
with the distinct feeling that there's plenty of 
life in Crypto yet. Inch by inch, little by 
little; Pandemic appears to be edging ~ 
towards the game he deserves. ~ 



Rainbow Six Vegas 
A Tom Clancy transplant operation lifts 
the series to its feet, but at what cost? 

E 
very rescue m1ssion has a pnce, even 
for those trained to never leave a 
man behind. For Ghost Recon and 

Splinter Cell, the price of rallying to the fallen 
Rambow Six might well be their identity. 
Though the relationsh p between the Tom 
Clancy games has long been one of the most 
vampinc, the damage sustatned by Rambow 
S1x. Lockdown- a minor debacle, essentially 
caused by the switch from a tadical to more 
visceral stance - was such that th1s new 
game might almost bleed its donors dry. 

The asset that Lockdown lacked the 
most, which Vegas has taken most zealously 
from 1ts Clancy peers, is dired1on Th1s is a 
perfedly located honeymoon to Ghost 
Recon: Advanced Warfighter's mamage of 
tactics and 360 v1suals, add1ng ghtz to the 
glamour and turning a penchant for 

Movement in Vegas ~eem~ to ~trike a good balance of 
mo-capped naturalism and efficiency, j~t as it presently 
does a<ross the Tom Clancy franchise. Having nabbed 
Advanced WMf'~ghtus cover system, the game I~ set 
to adopt a similar rhythm during cl~quarters combat 

spedacle 1nto full blown obsesston. Its adion 
follows a prescnbed pattern that's loosely 
enforced, but st rongly suggested by the 
fixed cover positions, enemy spawns and 
scnpted dramatic events that comprise each 
mtssion Though there's an authentiC severity 
to the health system -if you're shot your 
VIsion blurs, and ultimately you fall down -
there's little m th1s style of ad1on that 
compares to the eledrifying randomness of 
the SWATsenes. or indeed to the days of 
Rogue Spear. 

So Vegas is shaping up to be a largely 
linear nde, much like GR:AW and much like 
Splinter Cell: Double Agent, but that's 1ts 
prerogative, and 1t's a valtd one 1f 1t lets off 
enough flash and bang before the end What 
it needs to do that GR:AWsingleplayer 
didn't, however, is avoid derailing Itself tn 
the process. Ubisoft hasn't shown enough 
of Vegas' assaultlrecon behaviour for us to 
know if it's as incidental as it was there, 
but the pathfinding, reactivity and above 
all common sense of its allies in the latest 
demo - a qu1te generic construdion Site 
mission staged in the unfinished Dante's 
Casino- hint at great improvement. 
Moreover, the interior habitats of Rainbow 

HYPE~ 

Without the near· future frills of GR:AW. specifically its aerial 
reconnaissance drone. Vegas has had to turn elsewhere for 
an equivalent steal. Sam Fi~er doesn' t seem to be ~ing his 
snakecam much at the moment anyway, so into the pocket it goes 

Diners at The Stratosphere's Top Of The World restaurant 
will confirm that if you can draw to the horizon of the 
Las Vegas valley, you can draw anywhere. Red Storm 
has taken some liberties and rut a few corners with 
its version, but the supreme sense of scale remains 

SIX seem better suited to both the technology 
and Interface 1t has acquired. 

That magic moment principle of Halo's 
works well here, Vegas throwing enough 
variables into the process of sweepmg and 
clearing one room after another to keep 
them fresh Bes1des the usual quest1ons of 
whether to smoke or frag, snipe or storm, 
there are now rappel opportun1t•es to 
consider, allowing you invert your pos1t1on 
on the rope and essentially sneak down 
upon your enemies. Sam Fisher would be 
proud, were he not so worried about his 
own job security. 

Ub1soft maintains that ambtence IS what 
now keeps its Clancy titles d1sttnct from each 
other desp1te the1r Incestuous mechan1cs. As 
Ubisoft Montreal draws a particularly great 
deal of substance from its styles, it's a claim 
that wouldn't be believable were 1t to come 
from anyone else. But there's little doubt that 
Vegas is gambling with a fair degree of 
franchise mtegnty. Even if the different senes 
can remam tenably separate, you have to 
wonder 1f their shared focus- that lopstded 
marriage of brains and beauty- can ~ 
prosper once 1ts sparkle fades. ~ 

FORMAl l60, PS] 
PUBLISHER UIISOn 
DEVELOPER REO STORMIUBISOn MONTRU 
ORIGIN· CANADA 
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Portal, Nuclear Monkey's 
pseudo-sequel to the 
award-winning Narbacular 
Drop, isn't so much the i<ing 
on the Episode 'lllvo cake as 
a cherry atop the icing of 
Team Fortress 2. Bundling 
these three t itles together 
looks certain to rank as 
Steam's finest hour, and 
shouldn't draw too many 
complaints from 360 and 
PS3 owners standing next in 
line. But what will it mean 
for Gordon Freeman ?lt's 
hard to imagine technology 
so perfectly suited to Half· 
Life's appetite for 
weaponised physics not 
making it into Episode 
Three, or even perhaps an 
Episode 1Wo climax. Valve's 
most recent comments 
suggest little more than 
an evaluation of Its HL2 
compatibility, though 
drawing tentative parallels 
between Judith Mossman's 
arctic retreat and Portal~ 
ivory tones is too tempting. 

Half-Life 2: Episode Two 
Having burned its bridges, Half -Life 
t urns the heat on t he great outdoors 

W 
here do you go after City 17, when 
so much of what you've built has 
been destroyed' For Gordon 

Freeman and the refugees of Half-Life 2. it's 
a fated decision: you run to the woodland 
hills and catacombs, where the train tracks 
met Episode One's explosive climax. If you're 
Valve, left without that symbolic frostbitten 
landscape - without the Citadel, even - you 
head back to the drawing board to sketch 
out another kind of magic. 

Though the hand of Viktor Antonov may 
have a diminished hold over Episode Two, 
Valve's Spielbergian touch seems to have 
eagerly taken its place, drawing from the 
latest premise ideas fresh and yet relevant to 
its emerging timeline. So we discover that 
City 17 wasn't the heart and soul of Half-Life 
2 after all, but rather a chrysalis from which a 
new Combine hierarchy, now free of 
gangways, walls and telegraph wires, could 
explode. What's past really is prologue, it 
seems, and the measured setup of the series 
thus far - the gradual positioning of its 
people about its universe and the intricate 
staging of their diverse predicaments- looks 
set to pay off in spades. 

Striders now roam en-masse, 
unconstrained by woodlands which, we're 
told, represent a new Source engine foliage 
system. Bipedal mechanised Hunters crash 
through the environment in pursuit of 
similarly-sized human prey, most vulnerable 
(or so we're shown} to scenic props hurled 
from the gravity gun. New 'cinematic physics' 
allow for the screen-spanning demolition of 
a three-storey barn house in a single Strider 
blast, and the Combine Overwatch are seen 
to consistently throw back more obvious 
grenade tosses. 

Entirely absent from the last episode, vehk les such as the 
new Hybrid buggy goad you into flooring the accelerator, 
bowling a path straight through the toughened opposition 

Valve hasn't missed the trick of playing 
this new boondocks ambience off against 
another, and a second demonstration at 
the Leipzig conference showed a lengthy 
subterranean tunnel shootout, widely 
expected to be the Antlion nest cut from 
Half-Life 2. If it prompts a concern, however, 
it's that the desire for contrast may have 
inserted a quite pedestrian corridor section 
into something otherwise dramatic. 

But who among the faithful. having 
directed their Steam client towards the 
recently released second trailer, are even 
close to questioning that fa ith? Dog hurling 
himself at an inquisitive Strider, the return 
of the G-Man (with interest piqued by Alyx 
rather than Gordon), Eli Vance and Dr Kleiner 
watching the potential demise of Judith 
Mossman as their viewscreens flicker to 

Having craftily shredded its story into threads during 
Episode One, the series now has the pleasure of tying 
them back together. Much of Episode Two seems geared 
towards first establishing exactly where its characters art 

black, the large-scale emergence of the 
Vortigaunt resistance; who of those excited 
before isn 't doubly so now? 

Together with its episodic distribution 
model, Half-Life's known masteries of 
visual narrative and progressive design 
have made it an uncommonly reassuring 
prospect. one that strides assuredly without 
distraction or, now that it's underway, 
pause. Hints as to its final destination are 
littered throughout the previous games' 
commentary nodes, dialogue and 
background decals, not to mention the 
sporadic developer comments that have 
slipped through Valve's tight net. Regardless 
of whether the truth I ives up to the 
speculation, it's been a long time since ~ 
the speculation felt so good. ~ 

Rumoured. to be the first vehicle for a new wave of Source, 
Episode Two's improvements range from subtle upgrades to 
striking overhauls. Dynamic lighting has noticeably improved 
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Though it daims to support 
PCs up to two years old, 
Crysis is clearly just ll$ 

concerned with future­
proofing itself. DlrectX ,0 
support will be integrated 
in the release build, though 
neither demonstrable code 
nor Vista machines to run it 
are available yet. Instead, 
there's a brief target clip of 
the aircraft carrier boss 
battle, entirely believable 
and quite ove!Whelmlng. 
Backing up daims by 'ferli 
back in E161, OX10 simply 
offers more with which to 
fill the screen. 

Crysis 
Don't be a la rmed if this latest 
glimpse fa lls short of expectations 

"'": he love affair with CryEngine 2 
I continues unabated, at least with 

spectators. But as a unanimous vote 
picks the forest over the aircraft carrier and 
another Crysis presentation's buffered into 
memory, the murmur of admiration from this 
Leipzig audience joins a prominent sigh. "it's 
the trees, isn't it?" says Bern Diemer. the 
designer who's done this, you feel. one too 
many times. Ten minutes pass and the trees 
are chopped and blasted into logs, more out 
of anger, perhaps, than pride. Sunbeams 
warm the translucent leaves. enemies are 
dropped by remotely activated sedative darts, 
myriad details are lost in a motion-blurred 
dash to the finish, and any impression of 
Crysis the game is smothered by technology. 

it's a sermon that begs for someone to 
switch off God mode and let a natural 
rhythm emerge. for the player to be afra1d 
and the environment become more than just 
a toy. We see trucks ploughed into houses, 
pushing them apart like stacked cards, and 
grenade blasts used to make a rooftop spin 
in midair like a thaumatrope. But seeing such 

AI in Crysis has been demonstrated with some restraint 
combatants few in number with l imited opportunity for 
reinforcement. As you can see, however. its North Korean 
troops are quite capable of pushing those restrictions 

The forces at work in later confrontations - energy weapons, 
aerial combat, and dramatic shifts in material properties ­
are sure to take the second and third acts far beyond the first 

standard destructibility tests being applied 
to Crysis is a frustrating experience: this is 
the game in which the world is supposed 
to become both your sword and shield, not 
just a target. 

A multiplayer hands-on session 
predictably offers even less insight into AI 
behaviour, but it's an uplifting experience 
nonetheless - a chance to see the full gamut 
of DirectX lens effects applied to an array of 
natural and manmade surfaces, and to 
measure up Cevat Yerli's advocacy of 
videorealism over photorealism. Interestingly, 
Crysis achieves the first without consistently 
demonstrating the second, something 
perhaps attributable to its developer's love of 
hyper-real aesthetics. Glancing about a 
submarine interior. pressing an eye to a 
sniper scope, emerging from water, seeing 
explosions mix fire with earth: all are 
moments where, even in beta and without 
DirectX 10, the game fulfils its visual promise. 

Beyond the eminent accessibility of its on­
the-fly weapon and nanosuit interface, which 
can only improve when it's mapped to 
something other than a spongy mouse­
wheel, Crysis multiplayer continues to feel 
unorthodox, building on the singleplayer 
design rather than simply interpreting it like 
Far Cry. This team assault mode alone has its 
share of tricks. some facilitated by 

So photogenic is Crysis that 
picturing it f lowing from one 
gun battle to the next, f rom 
one level to the next can be 
tricky. The sooner it exits 
showroom mode and puts a 
more complete and playable 
build on display, the better 

technology, others simply by insight. A 
glance through the bmoculars shows 
the map to be enormous, the space 
conventionally reserved for a skybox and 
static backdrop f leshed out in realtime. With 
the US boasting nanosuits and the North 
Koreans a factory to build more conventional 
weapons and vehicles, the game seems keen 
to prove that it can balance just as many 
opposing variables as an Enemy Territory or 
Battlefield. But again, we'll have to wait to 
find out if it can. 

C rysis presentations seem destined to 
disappoint, not for what they show but for 
all that they leave out. And that's surely the 
idea. Crytek is building a vast resource, one 
that already begs to be explored, 
outsmarted, survived and savoured. 

Even the dose proximity of your weapon's modif iers can't 
make this a split -second procedure. but Crysis likes its 
realism to be thorough. Finding a spot where you can 
tweak without having your face blown off is half the fun 
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There are two IIIISOn 
periods 1 diY. which Jlrnmy 
Cln sldp H he wants - at the 
risk of beln9 caught. 
punished ltMI hiving IUms 
conftsCited. tru.Ky Isn't 
~In !IOU' 111-..sts 
though, IS the sill suble<ts 
....,._English, An. 
a-.try. WOI'bhop. 
PhotDgrlphJ lnd Gym-•• 
llewl .. Jlmmy's skills via 
lhe medium of minlga!MS. 
Chemlttl')"s simple button· 
PfOIIIP' mixing tN<hes him 
how to make fir1<1ackers, 
while English ciiSS Improves 
his abllhy to Wk his way 
out of trouble. The latter's 
gltllel of -.1 sa11111ble 
wouldn't be out of place in 
lllllln 1hll~ Mclare as 
,., ,_ the game"s 
nebrious ~as a 
-ptllr of you119 minds as 
Is possible to Imagine. 

Jimmy's inventory includes projectile weapons 
like slingshors. eggs and stink-bombs, as well 
as a camera and a skateboard for getting 
around; melee weapons like baseball bats and 
bin lids art s<avenged from the environment. 
while bikes are the best off-campus transport 
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Canis Canem Edit 
Rockstar's notorious mischief-maker has 
a glint in its eye and a sting in its name 

D 
09 Eat Dog The new Latin (and. 
appropnately, Europe only) t1tle for 
the controvers1a school comedy 

formerly known as Bully could well be a not· 
so-subtle dig at whoever forced the change 
of name. it's almost deliberately unwoeldy, 
a taot h1nt of an unwilling change and 
invitation to continue to refer to it by the 
old title, whiCh most will. Even after Hot 
Coffee, there are precious few who can tell 
Rockstar what to do (and their numbers 
certatnly don't 1nclude tablo1d newspapers 
or reactionary pressure groups! and, 1t seems, 
none who can get away woth 1t wothout a 
sharp poke tn the nbs 

The totle IS apt, at !east. Can•s Canem Ed•t 
is a broad, unruly satore on the cutthroat 
soc1al structures of school days. Scow ng ook 
limmy Hopkons 1sn't the bully but the bu oed, 
an underach1evtng troublemaker who's 
packed off to a new boarding school by an 
uncaring mother and whose only goal1s to 

make 11 through a school year unscathed and 
un-expe led. Beginning as the persecuted 
new boy, he soon elects himself defender of 
the hapless Nerds, and spends the game's 
frve chapters trying to balance his reputation 
woth them and the school's four other chques 
- locks, Preppres, Greasers and Dropouts. 

Cants Canem Edit borrows heavily from 
rts stablemates. lt is a junror Grand Theft 
Auto tn structure, wtth a compact, hvely 
playing field expanding to encompass the 
town near the school grounds, and an 

it's not yet clear how Jimmy's romantic life fits in, but the 
fact flowers can be bought and bums pinched suggests 
it will be an objective. Female characters are drawn 
with the same affectionate unkindness as everyone else 

Sports like dodgeball and (pfesurnably) football feature, 
plus wrestling and boxing bouts. Outfits and haircuts are 
important. and will need to be changed for some tasks 
and to cuny favour with diques like the Prepp~s (top) 

assortment of simple mrssions that earn cash 
and reputation: defend a Nerd from locks, 
race Greasers on bikes, run errands for 
masters. You' ll also need to keep an eye on 
the clock, attend some lessons (see 'Play to 
learn') and stay out of too much trouble to 
avoid boring chores. At the game's heart, 
though, are The Wamors lock-and-lamp 
frsticuffs, embelhshed wrth chrldish pranks 
and a system of vocal interactions that let 
you flirt, 1nsult and pander your way through 
the day. As much as Rockstar stresses the 
bloodless, cartoon ish vtolence and the severe 
penalties for hittrng grrls or small children, 
there's no denyrng the marn image is of kids 
fighting, and that's all some will see. 

The gameplay seems to be varied, solidly 
constructed and pretty throwaway light 
entertainment; the game's real substance is 
tts style, an immaculate, ageless pastiChe of 
every tale of teenage k1cks from Grange Hrll 
to Grease. The art drrect1on, charactensation 
and original musoc are al superb, and despite 
the odd rude laugh and subversrve twist, the 
whole has an air of tnnocent, exuberant 
nostalgia at ironrc odds with rts tablord ...._, 
image as black-hearted b~te noir. ~ 



Call Of Duty 3 
The first true all -format release of a generation is fighting a war on 
three fronts, and it seems some campaigns are going better than others 

A 
Iter a chance to get hands-on with 
the 360 version Calf Of Duty 3. we 
have to wonder whether Ad1v1sion 

has been a touch too successful m 1ts miss1on 
to put players in the boots of Allied soldiers 
m the Normandy offens1ve of 1944 

Treyarch IS bringing new narrative 
strength and focus across from its work on 
last year's Big Red One spinoff. although the 
unrelentmg 1ntensity IS more rem1n1scent of 
1nf1nity Ward's headlining sequel. The shouts. 
the mud, the mess. the heart-in-mouth 
phys1cal prox1mity of the action are all there. 
But the relentless. unvarymg onward slog 
and the constant barrage of no1se are more 
acquired tastes; and the confused sense of 
never qu te be1ng m control of what's 
happening -or even sure whether your shots 
are connectmg - are not necessarily things 
you'd want to replicate at all. Audio-visually, 
though, t's overpowenng - successfully 
trading a little finesse and detail for a 
combination of credibility and raw 1mpad. 

A somevvhat reluctant demonstratJOn of 
PS3 code bnngs us back to present-day 
battles with a jolt. With a painful framer ate 

Tingle RPG 

and only rudimentary lighting and shaders in 
place. the game looks cold and flat next to 
the gntty bombast of its 360 counterpart, 
and far from ready for a November launch. 
it's clear that it w111 be a race to the wire, in 
uncharted terr-tory, to get 1t to match the 
360's performance. let alone edge past 1t. lt 
speaks volumes about the last-minute 
brinksmanship behind the launch of Sony's 
machme that such a h1gh-proflle, hlgh­
pnonty project had at time of asking only 
just gained access to the t1lt-sensing 
technology, and had had no t1me to explore 
its 1mplementat1on (or otherwise). 

Ironically, if anything will help Treyarch to 
do that, 1t's the plentiful time it has spent 
fam1hansmg rtself with the Wi1; some of that 
vers1on's control flourishes (stances selected 
by raismg and lowering the nunchuck, 
twiSting the controller to steer) may be 
replicable in a hurry on Sony's device 
Act1v1sion exudes quiet conf1dence about the 
Nmtendo version - which 1s now confirmed 
as an end-of-year launch title, alongs1de the 
others- but can't show 1t, ow1ng to ..._, 
Nintendo's tigh t rein on PR. ~ 

From screen-shot oddity to dual-screen darling, the finished 
version of Tingle's solo adventure makes perfect nonsense 

Dungeons are the most conventionahlemen!S of Tingle's 
gameplay. Every interaction in the game (pot-breaking. 
monster-fighting. chest-opening. menu and map use) 
is stylus controlled, with movement using the D·pad 

T 
he idiot's guide to the dynam1cs of 
the last generat1on went as follows: 
Sony had the brand. Microsoft had 

the muscle and Nmtendo had the content. By 
content. people usual y meant character 
roster, and the rehabilitatiOn of Tingle 1s the 
proof of exactly that strength. An entirely 
minor, and mostly loathed, character from 
MaJOr a's Mask, T1ngle didn't seem to have 
much to offer. Like Wario, what he needed 
was a game that embraced h1s oddness and 
unpleasantness, and turned them into selling 
points. And so, transformed from a luckless 
nobody into a hero, Tingle sets out to fulfil 
the ancient RPG destiny of pot -smashing, 
vlllager-help1ng and monster-bash1ng 

What's most interestmg 1s that Nintendo 
has let an external team - Vanpool - poke 
gentle. enthusiastic fun at the Zelda senes. 
So T1ngle's adventures require him to explore 
forests. 'ight the local wildlife and tackle 
dungeons 'ull of sw1tch puzzles, chests and 
doors that don't open unul you've lolled your 
assailants. The Innovation IS that Tingle has 
no health, only money which acts as both his 
wallet and life-force. Take a M and you lose 
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some rupees. Buy something pncey at a shop 
and you'l walk away low on energy and 
vulnerable to attack. This is combined with 
the fad that nothing has a fixed price. To get 
anyone to do anyth1ng - offer some adv1ce. 
sell an 1tem. fix a bridge - Tingle has to make 
an offer. Too low, and the person will pocket 
rt without obliging. Too high and you'll have 
wasted valuable health. lt's a fantastically 
lean piece of game des1gn, but it does carry a 
few problems. The first is a risk of monotony, 
and the second is that resource management 
- that tiny terror every trme an RPG asks you 
to decide whether to buy th1s weapon here. 
or save your pennres is somethrng many 
players already find tedious even when ·t sn't 
the main focus of a game. 

But Tingle has plenty of distractions. it's 
one of the best-looking OS games so far, 
with particularly good sound des1gn. And, 
besides lelda. the Influence of other RPGs is 
clear in the mgredient-collecting. potion­
cooking subquests and the NPCs who jom 
your quest along the way. There is no 
confirmatiOn yet of a western release. ....._, 
but every reason to hope for one ~ 

Multiplayer is in a different class to the 
last game's, supporting 24 players and 
eight (adminedly overlapping) tharacter 
classes. it's still a rather rough·and-ready 
n~xtto the dedicated likes of Bartlefield. 
but should introduce a broad MW 
audience to modern tactical multiplayer 

fORMAT: OS 
PUBLISHER: NINTENDO 
DEVELOPER: VANPOOL 
ORIGIN; JAPAN 
RELEASE OUT NOW (JAPAN), TBA (UK) 
PREVIOUSLY IN: £166 

The game's art is at its richest in town, 
where both NPCs and architecture have 
strong characters. Here's hoping the 
excellent boxart will make it to the UK 
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The singleplayer game opens with an 
unprovoked attack on Ethan's home 
ship (above) by the mysterious SEED 
(top). Despite the outbreak of war, 
it proves robust enough to act a.s a 
spectacular hub for the rest of the 90me 
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Phantasy Star Universe 
Think back to epic boss battles, great camaraderie, spectacular 
swords. And server queues and maintenance downtime and hackers ... 

5 
ometrmes it seems that everyone has 
happy memorres of Phantasy Star 
Online except its creator, Yuji Naka. 

For him, the stress of proofing the game 
against those few players who wanted to 
break it remains one of his strongest 
memories of the Dreamcast's defining online 
experience. And, for the first few weeks of 
Phantasy Star Umverse's Japanese PC and 
PS2 release, players could see his point. 
Servers were shut down after just a few days 
to allow the team to adjust to a much higher 
level of traffic than expected. A rollback 
followed, erasing progress. and - at the time 
of writing - the servers remain jammed, 
requiring repeated retnes to gain access. 

lt's good news for those awaiting the 
western release, however, as players in North 
America and Europe can trust that Sega is 
using the interven1ng months to improve 
server stability and capacity. Part of the 
problem seems to stem from expectations 
that more players would focus on the offlme, 
srngleplayer game to start - much expanded 
and evolved compared to PSas rather dry 
training grounds - but the on line allure has 

proved too strong. The main changes in the 
game are reflected in both modes, however. 
The most significant is the abolition of class 
types. All races (including Ethan, the human 
star of the offline game) can master any 
weapon or skill, but starting stats will skew 
each character towards particular strengths 
in melee fightrng, gunplay or magic. 

The other unit1ng fact is the visual 
disappointment. Recent games like Yakuza 

Ford Street Racing: LA Duel 
Razorworks' thoughtful but lo-fi racing series 
finds itself a comfortable home on a hi-fi platform 

ord Racmg has never been a senes 
that can go panel to panel w1th the 
biggest racers out there, but that 

hasn't stopped its brand-focused garage and 
neat arcade challenges from fleshing out a 
nrche. Often likeable but drff1cult to be 
passionate about, the Ford Racmg franchrse 
has always been professronally produced, 

Alongside the inventive team play, a solo career (replete 
with dozens of challenges and championships) features a 
selection of modes related to those of previous games -
duels, time trials and elimination events. but seemingly 
minus the exaggerated slipsrreaming and icon collecting 

more so than the surpnsing number of 
budget, manufacturer-faithful driving games 
that have appeared m recent years. And 
when it adopted Street as its middle name 
for its most recent PS2 instalment, the move 
proved to be anything but cynical, proffenng 
a novel take on team racrng that's continued 
rn LA Duel. 

Tearn races let the player swap between 
their squad of cars with JUSt an upwards tap 
on the D-pad, allowing each vehicle to be 
manually steered to the front of the pack, or 
a rear-pack straggler pushed ahead by just 
enough positions to gain a winning score. 
Commands can also be issued, telling allies 
to block those behrnd them. or boost 
forvvard in a b1d to slipstream and slingshot 
past you, dropping the defensive duties 
straight into your hands. lt's effectively 
raucous- blocking results in plenty more 
spin-outs and stalls than these races would 
otherwise merit - and the relatively gentle 
track des1gns offer more legroom for 
concentratrng on handling the pack. 
Whether those courses can manage to 
sustain interest in the s1ngleplayer mode. 

Boss battles - as In the original - are rather 
monotonous experiences In slngleplayer, but come 
alive when fought with friends. Sadly, the server 
situation made it impossible to produce screenshots of 
on line play, but it's worth noting that the character 
creation tool is a let-down. but only a tiny one. when 
compared to the beautiful, Inventive concept art 

and Final Fantasy XII have shown how much 
the PS2 still has to give, and PSO set a high­
water mark for the overall quality of game 
graphic design, but PSU fails to satisfy on 
both counts. There's no doubt it's vibrant and 
likable, but also no doubt PSO veterans wrll 
feel a small sting of disappointment amidst 
the pleasures of recapturing the chivalry 
and call'aradene of PSIJs distinctive 
online experience. 

LA Duel adds six new tracks to those of Ford Street 
Racing on PS2, along with six exclusive cars, for a total 
of 24. The variety of vehicles isn't as wide as that of 
Ford Racing 1, which is understandable given just 
how focused the PSP iteration is on city racing 

though, is a concern, if that's justified, then 
wifr play could offer some compensation. 

The level of detail to be found in Ford 
Racing's environments is decent if rarely 
remarkable - a comment that looks set 
to hold on PSP- but rt does mean that 
Razorworks' latest productron has found a 
complimentary home on format that adds 
some vibrancy to its looks. And it feels like a 
better host for both the game's cleanly 
rendered vehicles and its accessibly relaxed 
handling model than Xbox or PS2. But, even 
with its refreshing take on team racing, the 
same quest1on is always asked - whether 
the series can continue to provide enough 
variety and excitement to keep players 
other than Ford fetrshists involved -
still remains. 



The Chikyuu Boueigun X 
After making a ten-kiloton impact on the PS2, 
the budget superweapon returns to the power of X 

he Chikyuu Boueigun IS the 
heavyweight of D3's otherw1se 
mnocuous Simple Senes, with its war 

of the worlds packing a punch kilotons 
beyond budget shovelware or cult curiosity. 

The second P$2 title (reviewed in E 1 54) 
showed such fla1r for size, spectacle, sound 
and fury- al for a ¥2,000 (£9) pnce tag -

that 1t deservedly stormed to nearly a mill1on 
copies sold, leaving big-name, big-budget 
titles (and the Japanese games industry's 
power players) flabbergasted in its dust. 
Simple by name and intent, with some local 
commentators describing it as 'a Mega Dnve 
game rethought for 3D', in execut1on C82 
was a next-gen concept warting for the 
hardware to catch up with it. and 1ts arnval 
on 360 is both welcome and expected. In 
fact. Sand lot could be justified in simply 
adding a pass of pixel shaders, porting the 
game verbatim, and pointing to those city­
dwarfing motherships capsiz1ng Without the 
PS2 version's awed single-frame-count 
slowdown as a s1gn of next-gen mastery. 

And yet CBX IS to field cons1derably more 
enemies per stage - a statement that's cause 
for both anticipation and alarm, considenng 
scarcity of enemies was the least of the 
series' concerns. Co-op play will also be 
reprised, now with squads of AI troops and 
team-ups over live. In all, Microsoft may find 
that a true 360 killer app has arrived on a 
fracuon of the budget apportioned to ..., 
the titles groomed as such. ~ 

Onechambara VorteX 
Japanese high concept at its most raw makes the jump 
from budget grindhouse to hi-def exploitation flick 

D 3's other Simple title comm1tted to 
Xbox 360 is, despite what the 
screenshots may suggest, a study 

in contradiction: Onechan, or 'Babe', 
origmated as a satirical response to the 
growing cntiCISm of violence •n videogames. 

By now a parody of 1tself, 1ts appeal to 
a nobler cause •sn't helped by ts fa•hngs 
as a videogame, something that the 
ultrav1olence can only cover w1th arterial 
spatter for so long. The pet project of 
Tamsoft- once a high-profile PlayStation 
developer by virtue of Battle Arena 
Toshinden closely following that machine's 
launch - both series and developer have 
stagnated, •n contrast to Sandlot com•ng 
into 1ts own With Chikyuu Boue1gun. And 
while VorteX ups the enemy count and 
improves the f1delity of the quickly blood­
drenched central character (a wealth of 
extra costumes will, of course. be provided). 
there's l1ttle sign of any more method behmd 
its madness 

To be fa•r. there are tlickea; of absurd 
character where 1ts PS2 forebears had only 
recycled assets: an undead killer whale boss, 

in part1cular, makes a compell1ng sublime/ 
rid iculous argument. But it's hard to shake 
the sense that Onechambara's joke is only 
on itself, a budget title geared for cheap 
appeal lacking either the heart of gold or 
repeatedly disposable thrills to just1fy the 
heft1er pnce tag. 

More's the P•ty that a concept I ke th1s 
one can't even register as a gUilty pleasure­
we w1sh a prospect1ve Zombie Vs 
Ambulance X better luck. 

HYPE ~ 
FORMAT. 360 
PUBliSHER Ol PUBLISHER 
0£VElOPER. SANDLOT 
ORIGIN: JAPAN 
RELEASE: WINTER 2006 

" 

Totally (and Inevitably) destructable 
environments, ludicrous boss sizes and. 
yes, moments of slowdown all make their 
return- only the hi-del sheen is all·new, 
but seems a perfect partner to the action 

levels, enemies and lead are quickly 
submerged in gallons of splatter, but 
previous PS2 outings bizarrely failed to 
convey a real sense of hit comection 
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ony likes to tell people what they want, be it 
h1gher-than-high defm1t1on movies, all-in­
one entertainment platforms, or s•mply the 

name emblazoned on the box Its message for those 
'loatlng consumers: get used to it- you'll thank us 
n the end. it's naturally a diff1cult hne to uphold or 
refute, though heaven knows there are plenty who 
think that they can. But it does open up a vo1d in a 
place commonly referred to as 'now' With news of 
sh1pment problems, terrrtorial delays and abandoned 
launch t1tles, there's little of the now about 
P ayStatiOn 3, desp1te the clock t•ck ng ever closer to 
1ts November launch date. 

The time has come when many are tiring of the 

hype, and instead hoping for something more than 
numbers, promises, upturned crabs or PSP wing 
mirrors. Wh•ch is something that Sony has found 
ha•d to produce in its latest fight aga1nst Microsoft: 
some k1nd of proof that next-gen really doesn't start 
unt1l the Japanese manufacturer says it does. 
Somethmg, perhaps, like Motor Storm. 

What you get from thiS game, previously 
suggested but never expected, is a very real sense of 
superionty. Perhaps not m the long run, but certainly 
as a launch title - as a statement of intent. Though 
still in pre-beta, it's a brute - seemingly capable of 
gUIIIOtlmng residual doubts as to PS3's potential with 
intimidating ease. If MICrosoft, lacking direct 

0 

opposition for its 360 launch back in November 
2005, built fireworks to celebrate, then Sony has 
built a howitzer. 

So, question one How? Motor Storm has several 
strengths that comb1ne to great effect, but realism •s 
1ts most immediate. Not of the kind you're used to, 
mind, such as high-resolution textures, depth of f1eld 
effects and splodges of motion blur. They play their 
parts, for sure, and the normal-mapped textures of 
the game's Monument Valley in fact exh1bit the same 
varnished look that you are used to. But what's real 
about Motor Storm is, 1n a word, everyth1ng. lttust 
doesn't feel like 1t's made out of videogame parts, 
so thorough is its use of those modern rendering 

Tin£. MOTOR STORM 
fO"I,IAT: PS3 
PuiWSI£R: SCEE 
~V8.01H EVOLUTION STUDIOS 
ORIGr<: UK 

IDE ~ 

RELEASE: DECEMBER (US, JAPAN), MARCH 2007 (UK) 
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Evolution dtH tM balancing of the different vehicle classes. or to 
be more precise their AI drivers. as the biggest challenge. You come 
to appreciate this when three different vehicles fly apart further 
down the track, everyone else slamming into erratic swerves as the 
terrain is transformed by wreckage. it's even suggested that there 
could be times when the respawn capability of AI cars is disabled, 
their dismembered vehicles left as permanent trackside features 
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methods, and so qualified the team at the controls. 
Consider Evolution Studios, noted for a high bar of 
visual realism, schooled in the art of pushing and 
optimrsing PS2 software by five years of WRC, yet 
suffocated by that licence. 

"There were a lOt of things we wanted to pour 
into WRC that obvrously, due to the nature of the 
sport, weren't appropnate, • explains producer 
Simon Benson "For example, multiple veh1cles. we 
always wanted to crash one vehicle into another ­
you know, rnstant spectacle. In WRC, the crashes 
were always rnto the envrronment, but that's a very 
negative thing for the player- you don't gain any 
benefrt. We'd modelled the vehicles to such a 
degree, right through the WRC series, but there was 
that line you couldn't cross. So carrying that same 
depth of deta1l10 the models, but then allowing it to 
splinter rnto mrlhons of p1eces, and throw1ng those 
rnto the spnngs of everything around - that built to 
the pomt where ·t effect1vely exploded like a cork out 
of a bottle as we came to this." 

Game d1rector Matt Southern agrees: "Rrght 
from the start 1t's been shot through with thrs feeling 
of liberation. And that's not to damn the licence, 
because the licence brings you all the benefits. But 

Hammering of the context~sensitive abuse button isn't necessary if 
you just want a little personality on display. Even when they're 
obscured by doors and windscreens, Motor Storm's ragdoll drivers 
are always leaning one way or other, glancing at the nearest rival 

now it's: 'Where's that wish list we were building? 
Let's start ticking those wtshes off. Remember all 
those things we removed from the feature list, like 
deformatron and a real sense of place in a physical 
enwonment? Let's put those back 1n.' • 

Not to undervalue rts long-term prospects, but 
there's an awfu lot of now about Motor Storm. 
Temptations to brand it a battle racer- the term 
populansed by Burnout's recent desrre to essentially 
blow itself to kingdom come - don't surv1ve for long. 
That genre suggests speed, sparks and no small 
degree of fragility, with paper-light cars exploiting a 
weakened sense of gravity. But everythmg m this 
game has weight - convincmg, frightenmg weight 

Dwarfed by the precipices of Monument 
Valley, whether they be above or below the track, 
races here are sensory juggernauts always on the 
attack. As vehicles - seven dtfferent classes, all raCin~ 
at once - trp over, every momentum shtft of the 
chassis can be felt and every shorn component seen. 
Doors thrash back and forth before freeing 
themselves of their wrenched hinges, exposing 
ragdoll drivers glancing at the nearest threat. Fuel 
sptlls and burns behind cars, not JUSt for effect but tc 

Several different models extn within each of 
the vehicle classes. some new, some old, but a 
fictitious. OVer 1 SO liveries will be available fo 
each, and more are being strongly tipped for 
availability as future downloadable content 



warn everyone that an overzealous use of thrust, 
which in this game is volatile but unlimited, is about 
to backfire. Skies pulse and wash over with HDR 
sunlight, one minute empty and wh1te, the next 
cloudy and blue People fall and are thrown, their 
heads crushed by a tumult of tires, the1r bodies 
folded by rock. 

But while we may have doubted ·t once. we've 
seen all th1s before. The second quest1on. then: What 
IS Motor Storm, beyond a video shown at E3 2005 
and a game that looks remarkably sim1lar? 

More than you might think, 1t turns out, heir to 
a charisma shared by games such as Mario Kart, 

Twisted Metal, Rock 'N' Roll Racmg and Nitro. Its 
prem1se is a festival, of the Gumball variety, that 
seeks to mutilate and shatter Monument Valley by 
day and party on its remains at ntght. Each of the 
e1ght key tracks has been charactensed to make it as 
much a combatant as its guests. and each race senes 
IS presented, literally, as a ticket - a chance to wtn 
potnts that will gradually buy you every aspiratJOnal 
driver and individualised car that you see. 

Reward in Motor Storm isn't so basic, however, 
as to solely exist in unlockable extras. A game of 
secrets and opportunities. its tracks are thoroughly 
dynamic. So tn addition to steering clear of the mud 

basins and keeping to the surrounding plateaus, the 
dlft bike nder has to also adapt to the ever-chang1ng 
layout of this physical world. Likewise, a rally car 
dnver can't just sit back and keep to the flattest rock. 
A crash can open a shortcut a treacherous jump or 
breached wall - through wh1ch only the smallest 
vehicles can pass. A big ng may smash through a 
graveyard of cars, send1ng tangled metal all over a 
chicane, and what was once the optimum route IS 

suddenly a deathtrap. Even before the tyre tracks 
lacerate and loosen the mud, every class of vehicle is 
faced w1th a challenge thiCk w1th strategy. What 
once seemed a subgenre to rank alongside battle 
rac1ng now seems someth1ng altogether greater. 

"A subgenre has these connotations of being 
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From left: producer Simon Benson, programmer Scott 
Kirkland and game director Matt Southern. The ease 
with which Evolution is handling the game is a 
testament to its in·house talent, but also to the five 
years it spent chasing the dream of photorealism in 
racing games, albeit under the WRC licence's terms 
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Above left: to clarify, that isn' t a new cooling system 
protruding from the PS3's case, though the big grille 
suggests a considerable one inside. Above: Evolution 
has practically wallpapered its offices with concept 
art, much of which lives in folders so it can be easily 
updated.lf you flick through the stored pages, a long 
history of design and redesign is revealed inside. Left 
and below: Mad Max IV. or something of the sort. The 
game wants road warriors for its driver~ of the kind 
that enjoy having their heads run over by giant tyres. 
Below left: prominently placed in the studio's AI 
department. the rivalries matrix provides a digestible 
overview of Motor Storm's behaviour. Notice how 
aggression and fear respectively characterise the 
largest and smallest vehicles. with factors such as 
speed and agility obviously compensating elsewhere 



u te mche and spec1ahst, • says Southern. "Rally 
as a subgenre, and there's no shame 1n saying 1t 

Sot subgenre doesn't necessarily mean niche. You 
could play Half-Life and call it a firstperson shooter 
s .• bgenre, when in actual fact 1t's something that 
breaks down barriers and becomes something in 
i"ld of itself. And that's absolutely the a1m for 
Motor Storm." 

Has Evolution been keeping an eye on its former 
genre competitors, some of whom aren't exactly 
resting on the1r laurels when it comes to technology? 
"Will Wnght gave a legendary lecture at GDC about 
des1gn," Southern recalls. "and I was lucky enough 
at the end to ask h1m: 'You talk about your 
nsp1rat10ns, but none of them are other games.' 
:.nd he said that when you take influence 'rom other 
games. you inbreed. Remembenng that scene 1n 
Deliverance. I decided that wasn't good. So one of 
our des1gners has a degree in geology, other staff 
have come from Bntish Aerospace; we've got an 
ex-rally champ1on JUSt next door We run cars down 
"'t Alton Park, and do as many things as pOssible 
beyond games." 

"The interesting thing about being f1rst on a 
console is that you're very short of any metric of how 
well you're domg. • adds Benson "You see the t•tles 
and hear what they're gomg to do, but you don't 
really have anything to back those words up. When 
we were at E3 this t1me round, we started heanng 
about Sega, and we'd heard that someone else was 
domg deformat•on. lt d1dn't surpnse us, because 
people have been ask1ng for this for so long. But 
that's one part of a suite of technologies that make 
up Motor Storm." 

On which note, 1t's t1me for some tech-pern. 
One of Motor Storm's Monument Valley locations 
will typically compnse a quarter of a m1llion 
pelygons, but its 12 surface types, 1nclud1ng all the 

A capture of the game running in debug mode 
draws out its thought processes for all to see. 
Bringing sU<h reactive AI aggression to this 
~n terrain Is an unpre<edented step, and it 
says much of the Cell's computational brawn 

Details regarding possible replay modes are sketchy, but the team 
is priorltislng efficient, cinematic crash replays over the drawn-out 
kind you see in shop windows. The technology is there. however 

deformation effects and attnbutes they exhibit, are 
created dynam1cally and exclusively by the RSX GPU 
Everyth1ng beyond the bare rock of a track represen ts 
a programmable shader at work. even the pits and 
troughs created by veh1cles that have entirely 
believable. long-last1ng effects on handling. Mud 

EVERYTHING BEYOND THE BARE ROCK 
OF A TRACK IS A SHADER AT WORK 

EVEN THE PITS CREATED BY VEHICLES 
sticks to cars where 1t'S flung from the ground, 
remammg there until they crash. at wh•ch peint the 
car is respawned with a fresh lick of pa1nt, ready to 
be mudd1ed all over aga1n. All the wh1le, the action 
moves at a fixed 30fps. Please don't start. 

What the team refer to as a substantial, next-
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generat1on hit on the Cell processor. however, is Al ­
arguably Motor Storm's most compelling asset. The 
game's dnvers don't want to toe the racing line 
desp1te the opposition, nor are they content to 
measure revenge as a simple tally born of routine 
nudges 1nto walls. These vehiCles hate each other. 

Refemng to so-called 'gags' - Impromptu yet 
memorable moments commonly associated with 

Cinema - Evolution wants to make the most of this 
opportuntty to bare its teeth by mak1ng sure they' re 
sharp In th1s sense, a gag is a decision made by one 
AI veh1cle when 1t encounters another, responsive to 
a w1de variety of circumstances. 'How do I feel about 
th1s opponent?' is the first question. Big ngs, for 

example, detest the b1kes that are 1n turn petnfied o 
them. 'What's my position m relation to theirs?' 
'What scenery is available for potential collisions?' 
'Which route would cause them the most trouble?' 
'Can I co-operate with another vehicle?' All of these 
play a part, and it's said that over 80 gags ex1st 
purely for ramm1ng scenanos. 

AddrtiOnally, a context-sensrtive Square button 
command IS available to the player for the purpose 
of antagonism. You can press it when behind a car 
and the horn will sound, alongsrde one and you'll 
lean over and flip the bird through the windscreen, 
in front and you'll perform a cutthroat gesture. 
Bikers, it's suggested, will even clothesline each othE 
from their rides. lt's gratrfymg enough to have us 
mash1ng the button at the earliest opportunrty, but 
crucially rt's the AI that takes offence. At earher 
drffrculty settings, its Simulated aggressron wrll occur 
largely around the player, but later it'll be targeted < 
them. The trick, we're told, is to establish this 
behaviour on screen so as to be not1ced. 

This visit doesn't really allow us to scrutinise 
Motor Storm's AI, but what's rmmed1ately dear is 
that ne1ther act1on nor aggress1on are in short suppl 
dunng 1ts races, and the consequences appear 
endlessly versatile. There's every chance that this wil 
be the genre game to complicate AI routines to the 
point that they're genuinely capable of surprise, eve 
after months of play. Which begs the third question 
what rs Motor Storm not? 

As many will have anticipated, 1t's not going to 
be enJoyed in 1080p. " 1 080p, I th1nk, has got an 
awful lot of future - lots of posrt1ves, • believes 
Benson. "We decided on 720p very early on in the 
project. What you find now is that you're starting t< 



Room for improvement is something these visuals are trying very hard 
to squeeze out. but they're not perfect. Mud can sometimes look more 
like candy floss as it's churned by tyres, and shadows can drop into low 
resolutions. This is pre·beta code, however. so touch-ups are Inevitable 

get TVs that say: 'Yes. we are true HD- we're nateve 
1080p.' But if you try and actually find one, they're 
rare. So it's very much a breaking technology. Really, 
If you're outputteng a 1080p emage, you need a very 
large set to resolve it Go for something smaller and 
you won't dtfferenttate 1t so much. But looking to 
the future, it might very well go that way for us. • 

Another thtng Motor Storm tsn't, of course, is 
tactile. How does a team like this react when the rug 
of rumble support is pulled from under its feet? 
Phtlosophically, tt seems. "I have to say, I've not rea lly 
noticed its absence." says Southern. "Haptic outputs 
are interesting. but not core to most gameplay 
experiences, which are after all about rewardmg 
interactions, preferably with an mcredibly 
compelling, coherent and bel•evable world. Because 
you're ge.t!ing that, you're not really miss•ng some of 
the, should we say, 'soft' Innovations you've been 
gett•ng tn the past it's the same as watchtng movtes 
-you don't have any form of tactile sense when 
you're watching a movie but you can still immerse 
yourself very deeply." 

People will scoff at what's clearly an 
optimistic, somewhat pressured response, but there's 
an element of truth to et. As an immersive tool, 
rumble tsn't essenteal. Never, during several retrievals 
of our Jaw from the ground, do we find ourselves 
nottong the lack. But there's a question to be asked 
regarding rumble as an tnformatrve feedback devece. 
and how well Motor Storm's many surface types can 
be identnted, m a spirt second upon contact, through 
visual output alone At least when we change tne 
subject to cameras - speofically why the cockpit 
veew of the 2005 vedeo is no longer available (instead 

there's two views: bonnet and chase) the answer 
makes perfect sense. 

"There are a wide variety of veews m there- that 
view we had then was rn a buggy, so you had a very 
open cockpit, wing mirrors. and 1t was very easy to 
be aware of your surround•ngs. Transfer that rnto a 
brg ng and the same thmg doesn't work, because 
how do you see a little biker alongside you- how do 
you see the cliff edge? We looked mto all thts, and 
realised that as soon as you start thinking about the 
other vehicles, and what restrictrons they place on 
you, it isn' t one size fits all. it's about situatronal 
awareness- knowing all your quadrants." 

Reassuringly, the one thmg Motor Storm isn't 
most of all is a drummer boy for either Sony or PS3. 
it's Evolution's game - its breakthrough and escape. 
lt doesn't showcase any one feature or rendering 
technrque, or pander to a conveneent market wrth an 
eye for bling (rides aren't pimped here, they're 
disembowelled). it doesn't stop thrnkrng when it 
achreves that almighty sensory hit 

So we end where we began, celebrating the 
game's next-gen credentials but questroning their 
srgnificance for PS3 Will next·gen only start when 
this machrne says it does? "Personally, I don't thtnk 
rt's a question for us to answer," says Southern. " it's 
for people out there, beyond these four walls. All 
we've done is the best we can wtth the l tme and the 
people. We know full well that next generatton 
PlayStateon 3 titles wrll get better and better still, so 
there's probably a lot more to come. The key thrng to 
me at the moment, looking at the forums, is that 
people sttll don't accept our screenshots as bemg 
realtime. If you look at it that way, then we're ~ 
clearly doing something right." ~ 

Validating the concept of aesthetic 
consistency without using it as an 
excuse for laziness. Motor Storm is 
integrating bespoke work from 
nreet artists such as the 123klan. 
Dope, Trice, Burp, Wisk, and lazt 
into its environmental decals 

0 

A lengthy CG dip runs in the background while you flick through 
the game's front-end, painting a vivid picture of the Motor Stonn 
festival as it ushers in the night. it's a positive sign for a launch (or 
thereabouts) title, ti,cking all the boxes that launch titles often 
miss. Wisely separating fantasy and ambition, it also indulges more 
extreme ideas without trying to crowbar them into gameplay 
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MUGGIHGS, ORGANISED CRIME 
AHD ATTEMPTED SUICIDES: 
CONSOLE LAUNCHES HAVE A 
VARIED HISTORY. BUT AFTER THE 
CROWDS HAVE DEPARTED, DO 
THEY REALLY HAVE MUCH IMPACT 
OH THE LIFE Of A CONSOLE? 

' n rare occa~:ons, the d.isparate voices that 
make up the mterne: garn•ng commuruty 
come together. Half-Lde 2 had everyone 

united in anticipatton, The Wii had everyone JOrned 
in confused giggltrg. And as of early September. 
Sony had become the focus of everyone's attentton. 
Buildtng over weeks and months, the conse'lSUS was 
suddenly every.'llhere· !'iay5tation, the most poweriul 
force •n VJdeogames for t'No hardware generattons, 
was 10 big trouble, 

The ev1deoce certaml}' seemed to add up. 
Rumours of enormOl.ls production costs had been 
ording for months. The absence of substantial 
deta•~ about rhe on!i~ sei'Vlce were disturbtng, as 
were detat s emergmg about the performance of 
Blu-ray technology. An 1nterv1ew Wtth Kaz Htra•. 
prestdent o' 5C EA. revealed that as of late 
August, 5ony had yet to beg;n manufactunng 
<Onsoles. And then, on September 6 came the 
news that the European launch would be delayed 
until March 2007 

Such problems make one th•ng clear: the PS3's 
lautXh wtll be the most closely scrutinised ll'l the 
history of videogames Endlessly Interpreted at the 
best of ttmes. hardware launches are now por~d over 
like tealeaves for signs of the console's future. They 
breed rumour, create myths and turn everyday 
!*-lmerS' mto pundits. 

launches are in effect a console's btrth, and that 
anaolgy holds out - ·•vith. perhaps a btt more pain for 
the parttcipants and a lot more embarrasstng for 
anyone forced to watch. Recent examp!es have 
certainly been mtense and elaborate. Microsoft s first 
attempt sta•ned Times Square green, r.ght down to 
the doughnuts and hotdog vendors. People queue, 
camp out and even On the case of Xbox's Seamus 
Bladley) get engaged at launches The N64 launch 
was such a wtute-hot med•a event that news crews 
were dispatched to ftlm boxes bemg loaded onto a 
plane, a symbol of e~citement so hea1111y abstracled 
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THE PRICE IS TIGHT 
Of all the problems the PS3 faces, the £400+ price tag is ~rh<'IPS 
the most criticiled, although it's unlikely to suffer the same fate 
as the 300, which drowned under the weight of its S699 release 
price. Console pricing has always been a delicate business. The 
original PlayStation's S100 undercutting of the Saturn Is seen as 
a crucial factor it its early success, and the GameCube's hasty 
price cuts prior to its European launch were interpreted as panic 
by many. Cutting the price jUst after a release is an even trickier 
business, though, as Microsoft found out when Xbox dropped 
from £299 to £199 a month after its debut. In order to appease 
early adopters, 'thank-you' packages, consisting of two games 
and an extra controller, were issued. 

that the fa"-feve• that deManded th1s eve! of 
coverage must hc: v;; tru y bee~ coiOSsa 

The PS2's Japarese aL.:'lCh stands out as gam1ng's 
least stable foray mto globa 'lledla eve11ts, On Marc.tl 
4 2000, crowds fiooded Tokyo~ A!:1t'>abara "'he sty 
was f1led With r:ews he' coptE.'rs. po ce were callea 
followmg reports of rob~nes a:1a a• k-3st one 
mugg1rt9 was reported Fme :Y. a mo~ v.ro 
discovered h1s preorder wo1. d 'lC~ b,e llono~: ed 
attempted su1cide by eap rg f·om a bl.; d ng Even 
though he survived, the day st passea of! I Ke a 

Geltlng a PS 2 on launch d.ly was OM 1lling - making 1t hom. without ~ing muggtd 
was another, according to the press. at h!ast, who were eager to run sadl stories 

Where: US Wlltn 1972 
How much: S100 

Where: US Wh.-~ 1977 
Howmucli: 5200 

queasy combinatior of <1 royal family funeral and the 
InCident 1n qaccoon C1ty it also resulted 1n roughly 
980,000 consoles bE>rng .sold m JUSt 48 hours, 

s,rrularfy, 1ast year's 360 launch, With its a1ms of a 
worldw1de near-simultaneous release. may have 
been cons1dered a success by many. but 1t's; hkely that 
tho~e who went without n machine over Chnstmas 
would diSagree. l aunches are where the prist1ne 
vt~ns created by months of tPianmng meet the 
l'arsh reaut,es of productloo shortages and 
transportation snart-up5 - where dreams tntersect 

go1ng to d1sappear any time. soon, but what 
unanswered 1S JUSt how Important a role they really 
play. Can they truly be seen as an indiCator of the 
console's lifespan? Wh1ch elements make the 
differen<e between success and failure? Cruc~ally, 
any launch ever really gone according to plan' 

In the earliest days of v1deogames, consoles 
d1dn'• • .. ,l?n have 1au t 11CS, Simply appeanng on 
shelves overn1ght F01 consomers, rt was like wak 
up to di~011er a surpnse snowfall. For the 

LAUHCHES ARE WHERE THE PRISTIHE VISIOHS CREATED BY 
MOHTHS OF PLANHING MEET THE HARSH REALITIES OF 
PRODUCTION SHORTAGES AHD TRANSPORTATION SHARL.UPS 

abruptly w1th the real world They're a Chance to see 
g.Jm1ng at 1ts rnost euphonc. but also to catch a 
glimpsE? of the boom and bust mania that lurks 
be>htnd the plast'c and Wires And they' re gett1ng 
b gger al tne time, w•th t"le 360 break,ng a I rPanner 
of sales records and putting ll'e onus on its nva1s to 
keep upping the ante Hardw.are launches are not 

ma~ufacturers of tnose strange and distant 
the maror struggle wa~ In getting the shops to 
their product in the f1rst place. Once Sears or 
had agreed, the console was put out and left to 
fend ior rtself. Often, there was little or '10 

advert1s1ng. ',;nyt>ody 1r the world was 1'\otly 
anttdpating the Fatrchl d Channel F, chan<es are 

WMre: US 'lllhP.n: 1982 
How much: S~95 

l<o!)llaunch tith·s: Cat And Mouse, Hockey, 
Submarine, Analogic, Football, Tennis, Table 
Tennis. Haunted House, States. Simon Says 

Key launch tith·> Air-Sea Battle, Combat, 
Blackjack, lndy 500, Star Ship, Street Racer, 
Surround, Vtcko Olympics 

Where; UK When: 1982 
HOW !JW<:h: £1251£179 
key eany ti~s: Martian Knoclcout, Invasion 
From Jupiter. Labyrinth, Hungry Horace, 
Planetoids. Adventure One 

Key early titles International Soccer, 
Adventure/and. Fort Apocalypse, 
Greenhouse, Night Driver, Serpentine 



V'f'here: Japan WMn· 1985 
HOw mu<!), ¥1 5,000 

Where· US When: 1985 
Howmucli: 51.295 

Wh~ USA When: 1985 
How much.: 5900 

Key early titles: Hang-On, n-M!Sbot, A,." 
Kidd In Miracle World 

K~ eaily t ttles: Monkey IJusJness. 
Mindw•llcer, o.fender Of The Crown, AI'Wiil 

ICf'Y earty titles~ Sundog: Froan Legacy. 
nn.. Bilndh. Brattacus, A Mind Forever 
Voyi~glng, ESSC~X. Brimstone, Mirldshadow 

o~ m 
t~e f~rst place. 

Nintendo, typically, ~ the first launch 1nnovator. 
Summer 1985, and the Famecom, successfully 
e~tabbshed In Japan, was preparing to take on the 
US, a country still r~tmg from the console collapse 
of 1983 A teotattve approach was called for 
launc!Jtng only in New York, and worktng out of 
a half-flooded warehou~e. Ntntendo staff bent 
over ba~kw.:~r~ in a stealth operation to infiltrate 
the City's stores. They offered a lucrative agreement, 
dehvenng all mact11nes, putttrlg up the dtsplay:i 
themselves and even buytng back all unsold stoc~ 
Nintendo then mO'Ied tr), wtth a five \r'lfio'l dollar 
marlietmg budget, and patd major league bal! 
pl~r~ for ~igncngs Ill mall~ next to displays of 
the renamed and redestgned NES machmes. lt 
worked In New York. and then tA, Chicago and 
ftrla ry natlon.WJde 

Although it may 5eem light vears away from the 

l 
IOiiai~IP':il". The Nlnlendo 64's ~nch was a roaring success In Japan. Httilll high early 

lllloiiiiP-IJ~Ilil"l stllldaniS Wllich lhe cOIISOie lllen failed to live up to. Enl«ing a -ut 
already dcn\IIIMed by dw PlayStation was ,_., goirlg to bt easy. even 
if J'IIU hid 011e of lhe grtate5t PMS - made awailllllt • day -

all-rught queues 
han$Jar of 360's Zero Hour, the NES launch provided 
the first Stghtings of rnaJot trend~ which have 
persi~ted to this dayi the realtsatton that diHer~nt 
terntories require dtffereot approaches and the 
vogue for celebnty endorsement. Both ha~ .been 
maJ<>r consideratiOns rn all subsequent ldunches. 

Sega, whose entcy into the market with the 
Master System fell flat after it was confusP.d with 
Saga Foo<ls by the technology community, was quick 
to learn from Nmtendo's 'Success, and even added a 

Se9a"s ~ Hidezaku (lop) helps distriiMrt~ lht flm o.-ts ill Akhbara. Out 
to lftMMacturillg trouble, 5ega WH only able to t41ease 150.000 censole< M launch 



Game<ube's New York launch was just three days after Xbox's in November 
of ~00\, a head·to·head that seems likely to be replicated with the US and 
Japan launches of PS3 and Wii. At least Nintendo will hove Europe to itself 

trick of its own; timing, Launching the Mega Drive in 
1988, Sega managed to capture a large portiof\ of 
the market before Nintendo arrived on the scene 
with its own 16bit machine. Sega's US launch had a 
single message: 'Genesis Does What Nintendon't'. it 
was a sentiment the public understood. 

lt's an enduring lesson of launches that the 
'when' may prove to be far more important than the 
'how'. Nintendo's late entry agamst the Mega Drive 
cost the company heavily, and the equally late arrival 
of the N64 was even more damaging. Btr< arriving 
too early can be as dangerous as pulling up too late 
and, irorHcally, it's Sega that may have suffered the 
most from over-eager launching. Even back before 
the DreamC<~st found itself stranded between 
hardware generations without its online serviCe 
ready, the short -lived Saturn arrived prematurely. 
With a heavtly advertised US release planned for 
'Saturnday', September 2 1995, Sega decided to 
faunch unexpectedly dunng E3 on May 11 . A 
mastervvork of secret plannmg, it was a pyrrh1c 
V1Ctor1 at best. If the aims of a launch are to get as 
big an installed base going as quickly as possible, 
and to make people 'i,mderstalld' the machme 
through weeks of slow-building hype, the Saturn 
failed on both accounts. With a mere 60,000 
consoles suddenly available 1n stores and (10 adv<J~ce 

warning, the pubhc wasn't orepared. Rather than 
enter the stad1um long after the crowds have startec 
cheering. rt was as if they had decided to surprise th 
audience on their way to the venue by leaping out 
from behind a tree. Sometimes, however. bad timin! 
is just bad luck. The GameCube's Japanese lau'lch 
was muted by a close proximity to the September 1 · 
terrorist attacks. As a result. attendance was down, 
and the machines didn't sell out. 

If the Mega Drive had beaten the SNES by 
proving the t!ming of a launch was more important 
than any stunts you pulled during it, Nintendo's 
machine raised serious questions regarding the 
validity of hardware releases a~ a barometer of a 
console'~ success. Even though the SNES would 
struggle to clairn so per cent of the 16bit market, 
the launch itself was misleadingly victorious. DespitE 
the fact that the Japanese release {codenamed 
Of)eration Midnight Shipping) took place with a 
certai11 degree of secrecy due to rumou1s tha1 the 

Where: Japan When. 1990 
How •nuc•.: vss,oop 

'I 

K"'y I• .:nch utles. Cyber Lip, King Of 
Monsters, Magician Lot'd, Super Spy, Riding 
Hero, lf¥ Joy Kid, Majon Kyo Retsuden 



As celebrity endorsements go. atle~st Bill Gates 
and The Rock have a link to ga~~~<ts. unlike Andy 
Warhol. When the Microsoft fou~r took on tile 
wrestler in combat. the score was 2-1 to Dwayne 

competing la~;nches, due to the strength of its 
brand. Th1s was desp>te the fact that the PlayStation 
had much more !mpress>ve hardware. such things 
take a while to become apparent, and launches are a 
poor means of conveymg complex tedlmcal msights 
to the public. 

The Saturn, takmg its cue from the SNES. helped 
create anothef new de~pment that has drastiCally 
shaped launches of recent consoles Almost all the 
Saturns and S"lESes shopped on the first day of thetr 
Japanese launch had been preordered 10 order to 
avo>d queuing Saaly, stores almost always oversell 
t ne1r preorders, and buyers must still queue anyway 

Preordering problems have already driven 
at least one persor> to attempt su1ode, bu~ >t was 
also responsible for perhaps the calmest launch >n 
recent history - the Japanese release of the N64. By 
spread,ng available machines throughout a large 
number of different stores, rather than lump•ng bulk 
orders together, and enforong preorder 
management, N1ntendo managed to sell 250,000 

BIU GATES PLAYED DEAD OR ALIVE 3 AGAIMST THE ROCK AT 
XBOX'S 2001 US LAUNCH. HE LOST TWO OUT OF THREE GAMES, 
.AffD ALSO SUFFERED A CRUSHI"G FUZIOft FREftZV DEFEAT 

Yakuza were planmng to h•;•ltl< supply uucks, launch 
day proved to be one of the tconiC moments m 
garn•ng h1story. tt'£ the SNES that gave the world 1ts 
f1rst s•ght of queues snaking through the streets of 
Akihabara. with people camped out to be f1rst in 
line. Desp.~e all th1s success. the console walked 
straight into a strong •nsta!l base from the Mega 
Drive, and struggled to dom•nate the market. 

The SNES launch was not atone !liS a m1slead•ng 
in<lKator, e•ther. The Dr~amcasttnit•ally sold very 
well, despite stock shortages dut> to problems 'With 
chip production whiCh me<Jnt 1ts Japanese launch 
day was limited to 150,000 macl:llnes rathel than the 
planned 500.000. Equally, ttw Saturn fared well 
aga1nst the PlayStat>on tn Japan, during the1r 

Gizmondo's fate was sealed when the only Minogue h <ould 
get for tile launch party was the one wllo isn't a national trtasure. 
Within a year. tile company was finished. Widl ules of <DIPOfltt 
wrong-cloing ,..,ealing it w~ nevet willblt In* 

JAGUAR 

WORLD WIDE WARES 
The shifting of the PS3 European la unch will come as no surprise 
to many UK gamel'5, used to receiving consoles anything up to 
two yeal'5 after their debuts. Rec:ent releases, however, have 
t aken great pains to treat the three majo r territories as near­
equals. Microsoft in particular has pur5ued numerous fruitless 
strategies to endear itself to the Japanese market. The indusion 
of Jet Set Radio Future in the Xbox's early line-up was intended 
as a gift to the otaku community - instead, many saw it as 
holding a cherished lP to ransom. The 360 made huge efforts to 
learn from previous mistakes, sending numerous JRPGs int o I 
production, and designing a smaller console more suited to the 
Tokyo 'cockpit housing' lifestyle. 1t didn't work, and the lat est 
machine has. to date, sold- fewer units than the o riginaL 

mach•nes and an equal number of Super Mario 64 
games on a quiet Sllnday morning with no fuss. 

Besides queues, another s1de effect of 
preordenng was that laurches could not fa>! to 
become media events The US marketing budget for 
the N64 was $54 million, meanmg that even whefl 
the f•rst cons1gnment of 500,000 consoles sold out, 
each machme bore an advertising cost of ove1 S 100. 
Celebnty, agam. plays its role. 'vVhlie the first 
Dreamcasts were handed out by Sega manager 
Yukawa Hidezaku vveartng a bnght orange fest1va! 
JCICicet. many companies have looked for more 
powerful endorsements on the day. Those attend·ng 
the GameCube launch tn f\le',v York 10 2001 could 
m1ngle With a cheerfully eccentr~< collection of 
celebrities. •nduding Matthew Modine. John Turturro 
and Ul' K1m (some of whom adm1tted that they 
d•dn't <Ktually play games). Bill Gates playeo Dead Or 
Ah'J(l 3 aga1nst The Rock on the mght of the Xbox's 
2001 US launch. He lost two out of three games, 
and also suffered a crushing defeat 1n a round of 
Fuzton Frenzy with a member of the audience. He 
was back m 2005 to lose several games of PGR3 on 
the ntght of t he 360 release, too. Gotng back further, 
Commodore had a bemused Andy Warhol on hand 
to demonstrate the Amtga at launch, and right at the 
start of the process, Magt<avox employed Frank 
S>natra to present tf'le Odyssey to the lV audience of 
one of his Saturday night specials. 

Where: US When: 1993 
HoW much: 5250 

~Japan When:. 1994 
How much: ¥39,800 

Wherr. Japan When~ 1994 
How much: ¥44,800 

All launch title's: Cybermorph, Raiden, 
»evor McFur In The Crescent Galaxy 

Key launch titk!s: Ridge Racer, Motottoon 
GrMKI Prlx. PMOdlus Oeluxe 

l(ey launch titles:: Virtua Fighter. World 
Soccer, Myst Tama. Wan Chai Connection 



Where: Japan V'. ~e·' 1996 
Hov. -,,,, ¥25,000 

Where: Japan When 1998 
How mUCh:. ¥29,100 

Whew Japan Wh<'n: 2000 
H<1w r· ·" '>· V39,800 

Where: Japan When: 2001 
How much; V25,000 

lau!'ldl • ' t .es: Su~r Mario 64, Pilot 
Wings 64, Saikyou Haniu Shogi 

launch titles: VW!ua Fight&/' 318, Pen Pen 
Trilcelon, (io(hilliJ Gcmerations, July 

KPy 1.-. ''<h t .u .. , Ridge Racer V. Kessen, 
Fantavision, Etern;ll Ring. Drum Mania, 
Stepping Selection 

Alllaund'l titles: WiJve Race: Blue Stonn, 
Luig i 's Mansion, Super Monkey Ball 

Warhol htmself might have approved of the 
ulttmate expresSIOn of the celebnty lauoch, when 
the Gtzmondo made 1ts debut m London m March 
2005. Danni Mtnogue. Tom Green, Sttng and Busta 
Rhymes were all present. but the mach1ne Itself 
made only fleeting appearances then, or mdeed m 
the months that fo lowed. 

The matn players have long realised that the odd 
news story outside of the bus.ness sections IS JUSt as 
good as John Turturro at attract .ng attentton. The 
Akihabara suicide bid was one such story, as was a 
rumour that Saddam Hussem was trymg to get his 
nands 0!' the 'super computer' PS2 - poss bly with 
a launch of hts own tn mmd 

Consoles have grown mmensety complex. 
over the years, add,ng another, more damagtng 
source of launch headlines smce tt'S tnevitable that 
the f1rst machines off the untested productiOn line 
are often the most buggy. Whether rt's the Origtnal 
PlayStattons. whtch had an 1nfer1or laser 1n early 

THE MAIM PLAYERS HAVE LOMG REALISED THAT THE ODD 
HEWS STORY OUTSIDE OF THE BUSINESS SECTIOHS IS JUST 
AS GOOD AS JOHM TURTURRD AT ATTRACTING ATTEMTIOM 

models which could eastly become mtsahgned, 
meaning the machine would only work when placed 
upstde down, or the green screen mlSE'nes of many 
PS2 DVD playbacks. the press are quid:: to cover tales 
of early woe. 

Early PlayStation owners subjected frifl'leh to endless displays of 
the ~·demo. but Sony were just as partial to a f.rtx, 
snapping i1S rtal·time jaws for the ma<hlnt's UK debut in 1994 

are ava1lable, dtsappointed purchasers often turn to 
rival consoles for corofort. 

Three pictori~ promises: Namco's hi<kfl'l (al>ove) w.s Ill. I>Ht ~vtd of PS2's 
~ showreels. PS3's unveiling (top right~ ancll'layStatoon's first roar (far right) 

Gettmg the consoles to work IS JUSt one of the 
launch headaches for manufacturers Another IS 

getting enough to market The maths ts almost 
arnposstble: tt's tmportant that a machtne sells out 
at launch. but equally Important to have epough 
stock. ready to ensure that they don't stay sold out 
for long. The 360, as well as the PSP and DS Lite, 
all sold so well1n their early days that they became 
hard to f;nd tn the weeks that followed The rnanta 
around the P$2 launch saw people flying to Japan 
to secure machines, or paytng up to £1,000 on 
online auction Sites for mports. WQen no machtnes 

Of course, software also plays a central role. Too 
many games, and the market becomes cor' used. 
Too fe-.v- as 1n the case of the N64, whiCh launcned 
tn Japan with just three tttles - and customers lose 
•nterest. The right games are crucial: Super Mano 64 
saved the ('J64 1n its early days, and the PS2 :S lack of 

68 



Miaosoft's early Xbo•lV ICis wtrt b-.ed (tile ITC 111(eiwed - than 
20 complaints o~r the one Wht<h fiNd 1 INIII,. ~ *Its­
grave), but their print ads (right) JUS! triggered controwrsy llbout lllftn 
kind of hair they'd us.d Sony's dtllbtrltely oblique PS2 tds (above) 
just triggered debate on what on tarth they -•IIUPfiCIHd to bt for 

XBOX 

back to the early '90s As the weeks pa~. nobody 
remembers who made T es Square t rn green, or 
exactly when N ntendo pro ected a 1h~·S1orey 
Mar o onto a skyscraper, or eve11 whether lu gt :S 
ManSJon outso d Halo in ts first weeks A I people 
really recall. once the celebnttes have do~per~ed 
and the barriers !have been dtsmantled. ts gong 
hofl)~. pluggtng m and losing themsetves in 
new worlds 

PSP 

Nobody would ever buy tht 'Ultra 64', as it turned 
out, but tht N64 's spotler campaing did little to dent 
tht PlayStation's appeal and more to dent the 
reputatoon of Non tendo's marlceting department 

Yes. 
S2 bh CO Mchinu ere fiM, but they 

don't cut 1t 11here it reeUy eounts. 
They ju.st don't have the power. 
Thh do.a. 64 bit power. Nintendo Ultra 64. 
rt'le apeed of •Hteon urtrtdge. 

•ot CO a - l - o - v. 
You can't buy it yet. 
After .tl, nothing this good eo.e• us:y. 
IUt do you retltr v•nt sa.eth1ng t.eu 

IPO'ferful t 

WAIT FOR IT . . . 
~---. ....... 

EMOTIONAL 
ENGIHEERIHG 
The announcement that. as of August. Sony had yet to get the 
assembly lines running - talcen as a sign of doom by some 
pundits. Microsoft started 360 production in September 2005, 
slgn•fluntly further~ release tluln Sony is aimong for, and 
still failed to produce sufficient machines to s.tlsfy demand. 
Parts have to arriw at the right lime - not so url11 as to incur 
stor~ge costs. and not so late they hah production. And the 
machines stiU have to gat to lhe shops. At times like this, fate 
can be Pl!rticularty cruel, with flooded warehouses and thefts all 
playtng a Plllt. The slimline PS2 spent much of the build-up to 
ChrlsliiiiiS :Z0041tuck in the SUez Canal. to loud tabloid delight. 

Where US When. 2002 
How much S299 

Where USA When· 2004 
How much: S150 

Where. ~an When 2004 
How much· V20,7901V26,040 

Where: US When: 2005 
How much: S299/S399 

Key launch titles: Halo, Am(J«<, Dud Or 
Aiw. J, Oddworld: Mundi'J Odd~. 
Project GQtham Racing, Ramspon CftMIMge 

13) 

Key launch titles. Super M.rio 64 DS, Asphalt 
Urban GT, The UIW: Sims In The CJiy, Feet 
The Magic XXIXY, Spider.Af~tt~2 

Key launch titles Ridge RKMJ. Metal Gear 
Acid, Evel)'body's Golf, l.um/nes. NFSU 
Rivals. Dynasty Wa"lors 

Key launch titles: Kam«J, Proj«t GotiMm 
R«ing J, Ri. R-6. Call Of Duly 1, 
Cond«nned, Amped J, Qualce 4, Gun 
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I 
hat if Pong had featured just one score at the 
top of its screen instead of two? Had been a 

. game where players had to paddle the 
accelerating blip of a ball to one another with the 
aim of keeping the volley going for as long as 1 
possible? Would gaming have become preoccupied 
with the art of bringing players together as a team 
instead of as jostling opponents? The question's 
moot, of course. Not because it would be difficult to 
forward~ngineer such an alternate reality- or how 
uncomfortably such a change would sit with the 
game itself- but bec:ause gaming has almost always 
dedicated some of its breadth to co-op gaming, 
however s1delined an aspect it can sometimes feel. 

Co-operative play was a staple of the arcade 
scene, from its earliest glories through to its recent 
troubled twilight. Ask any long-serving gamer to reel 
off their most cherished co-op experiences, and 
you'll be showered with the standout brands that 
flourished along with the coin-gulping format, an 
honour roll ttiat's preoccupied with scrolling beat 
'em ups, side-on platforming-puzz.lers, 20 shooters 
'a!'ld the odd peripheral-led curio: Gauntlet, Double 
Dragon, Bubble Bobble, smash TV, Final Fight, 

1 

~ 1 
Sunset Riders, Pang, Golden Axe, The House Of The 

1 1 

Dead. The list is as long-winded as the wistful, 
nostalgic anecdotes they evoke, recollections that 
invariably are as much about the' people involved 
as the games themselves. But these games lived on 
In another arena. be<:oming a prominent fixture of 
home compute~ software line-ups, in a co-op 
structure that has pers1sted up until recent times­
t.ego Star Wars, tor example, or the Baldur's Gate 
and EverQuest dungeon crawlers that found their 
way onto PS2 and Xbox. This framework of same­
screen co-op even lent 1tself to one of the most 

1 1 I I I I, 
I ' I 

beautiful and unexpected examples of side-by-side 
gaming, in Square's SNES RPG secret Of Mana. Its 
threeplayer mode made minimal use of the console's 
multitap. but optimum use of a player and two 
friends, allowing all three to play through its entire 
length via realtime combat, A similar experience 
awaited four slightly more patient players in Tales Of 
Symphonia on GameCube, allowing them to come 
together for the sidll,on, realtime slash-and-spellcast 
battles. And the concept has continuously lent its 
strength to one part1cular category of game- sports 
-from PES through to a multitude of tennis titles, in 
which it's a format that's unlikely to die out as time 
moves on. Tnere's a structural theme discernable in 
this drop-in format of shared screen space: limited, if 
any, camera control. Things remain side-on, top­
down or isometric; the freedom to ogle and scan the 
surroundings is constra1ned, perhaps explaining the 
paucity of such co-op experiences in modern gaming, 
with its expectation of user-controlled cameras. 

As immediate, JOvial and intense as such 
experiences understandably are. same-scree!] gaming 
is the least sophisticated of the co-op canon. A 1 

I second- or third or fourth.! pi aye~ gets plopped' 
into exactly the same fray, i(!'lmedJately bulking up 1 

both manpower and firepower in' an often crude 
1 manner. A layer Of freedom, and CO!"'plexity, is 
added by cloning- splitscreen co-op- an act of 
sharing that increases possibilities but lowers fidelity, 
a risky trade-off that even the best games aren't 
guaranteed to weather, forcing each participant to 
view the game world through a peephole instead of 
a porthole. Offline splitscreen modes may be close 
to ubiquitous for console shooters and racers, but 
they're often realised through custom battle arenas 
with reduced detail or simpler layouts. 
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Versus-specific online goals that a~ 
1n Xbox 360's AdtleYements list 'or 
certain galllfl cause two problems. First. 
they're often highly time-dependent. 
only aaalna .. .slong as there.,. 
playen •ound to fill up the servers. a 
popullrtlon that typically dwindiH • 
f- months after ....._-a frustration 
for any completlsts tNt don't adOpt • 
~n game ealfy -ugll. Second. 
onllne venus gMiiilg aii'Ndy has Its 
notorious fill of ~rs. bulies. 
whiners ..cl trkbten whhout 
genuinely sporting competitors~ 
to lock horns With the beNvlour of 
Adl..,_.t cha~.1'hr1 has given rise. 
to a MW subclass of co,op g-­
Achievement buddies, playen hooldng 
up, often via forums, fot the ~lfk 
goal of helping one another .. m 
certain Achle_,ts, by pfferlng 
fOcused fast·tr.ck play, or simply taking 
turns to be the willing victim In the 
pursuit of 11 required kUI count. 

But that hasn't stopped any number of 
games showing a pair of players a full and complete 
good time: TimeSplitters uses clean looks and the 
brute grunt of the early PS2 to offer a splitscreen co­
op slickness next to Perfect Dark's juddery but 
gadget-rich two player espionage, while Toejam & 
Earl straddles a divide by only splitting the screen 
once both players head off in opposite directions. A 
game like Conflict: Desert Storm arguably suffers 
from its valiant effort to provide a ,splitscreen 
campaign, with the benefits of fourplayer co-op only 
just outweighing the loss of expanse and 
atmosphere. Some negotiate such a rut by being 
built from the ground-up as co-op experiences, such 
as DMA's stellar Amiga title, Hired Guns. with four· 
way screen division as standard fo~ however many 
players. Its success was proved by players' willingness 
to embrace it despite the setup required to _get four 
participants inputting into an Amiga, let alone 
huddled comfortably around a monitor. And that's 

the clinch, of course. Splitscreen and same-screen 
gaming draw on an urge for garners to get trvu>tl;<>rl 

and stay together. The volatile friction of versus 
modes can bring people together in similar 
proximity, sure, but deathmatch play runs the risk 
lapsing into frustration or dullness with too few 
players, or with players willing to explore too few 
tactics. And does on line versus play even qualifY as 
social gaming at all, especially given the infamously 
aggressive and slur-spattered realm of airect 
confrontation it represents. w1th its gripping but 
often coldly obsessive battlegrounds? 

By contrast, a failed co-op outing doesn't 
necessarily lead to a failure of fun - doesn't always 
feel like defeat. All involved are along for the ride, 
instead of trying to bring everyone else to a 
screeching halt. it's a framework that often 
accommodates colourful emergence, where moti 
and affiliations can turn on a dime but are less 
to result in anger and sulky silence lt's a timeless 
part of co-op's appeal, that the lines between, say, 
the co-ordinated, precision tal<edown of a group of 
Legendary-level enemies in Halo, and squatting up 
and down on the corpse of a dead Et\te while doing 
your worst John Wayne impressions, are very thin 
indeed, allowing players to segue freely into side· 
splitting stupidity and back again, crafting their 
atmosphere to maximise enJoyment, 

This is a feeling that's given greatest vitality via 
the most ambitious and potentially captivating of 
co-operative formats - multi-screen co·op, enabled 
via system link o~ an on line connection. it's a 
for people to share not just focused portions of 
action, but the whole game world, albert with a 
few limitations. Tjlis is where theJion's share of 
unexplored territory still lies. In theory, there are 
barriers- a huge ask for some game worlds. but a 
feat that's been realised in fits and starts via a 
handful of fan-favourite Xbox titles and is nP•cnrmn'n 

a regular possibility for Live-enabled 360 owners, 
allowing a second player to ride shotgun on some 
increasingly complex solo outings: Perfect Dark 
Kameo, The Outfit and, soon. Crackdown. 

In fact, complex singleplayer games like 
Blood Money, The Elder Scrolls IV: Oblivion and 
Rising, or even just the astronomic bustle of Ninety 



WhHe A Link 10 Tile Past lit a fi~ in 
the bellies of SNES owners. Squa~ 
was forging the legend of a diffetent 
kind of Triforce. The console offered 
few memorable reasons to dust of its 
multi-tap; this th'"fllayer RPG epic 
was ,-.ason enough to fXIt the 
peripheral under armed protection 
when not In use. 

Quadrupling Dungeon Masws step-by­
step perspective of a convincing world, 
OMA's team·focussed classic still feels 
sophisticated today. If four character$ -
chosen from a diverse bank of 12-
didn't offer enough possibilities, mines 
and sentry guns could cover the angles 
t~ guns and ~renades couldn't quite 
lock down. 

One ~.or two, can guide Cookie 
and C#eam through a pair of assautt 
course strips that split the game world, 
If not the screen, in two, by flicking 
switches and dodging hazards it's an 
uncommonly dtdicated co-op outing 
that, for one player, is a uniquely 
hellish heada<he. operated as it is 
using li smgle pad, 

.A pair of daft ali&ns they may be. but a 
sophisticated and accommodating 
approach to twoplayer exploration 
made up Its madcap VISion of Earth. 
Accidental')' activating a pair of roc:ket 
skates that sends both players 
plummeting over the edge of a level is a 
breathtak•ng faux pas, but a few high 
fives can quickly repair relations. 

Aping BKade title LuckY & Wild, lflis 
required a rare and costly setup - 11 
steering wt>eel and lightgun - but p11id 
off for any wannabe co-<>p cops tl)at 
could aSsemble the necessary parts, 
While its marriage of shooting 11nd 
steering was brave, the repetition of its 
mlssiqm meant its dim but lively justice 
would never be immortalised, 

A poster boy for the potential of co-op 
play. allowing two players to <o­
operatively revisit the entirety of Its 
singleplayer scenario. The game's 
legendary weapon subtlety and frisky 
vehicles didn't groan undet the weight 
of two Master Chiefs. while the IIICI< of 
system link or live co-op in Halo 2 was 
positively gutting. 

Many games know the worth of co-op. 
but few can realise it as capably as Four 
Swonfs. Despite demanding a GBA and 
link-up cable per person. the.-"~; no 
disfXIling the pedigree of its disfXAtes, 
as Nintendo flexed its evil streak. 
orchestrating endleu sp~s. squabbleS 
and ~crambles for rupees. In between 
typically pristine puzzling . 



lnduded here simply because of !tie 
hypnotic spelllt cast over a numbef 
of (()flsole garners. a group who, 
traditionally. weren"t privy to die 
pros of online collaboration. Foc:used 
team play and a (()lourful 
oommunicatlon system define a ~tier 
DreamQSt title wtiose le9acy lives on In 
the hearts of its former ltddicts. 

1t was never, ever intended to be a part 
of the eKperience, but the eK(I~t 
of discovenng the co-operative Easter 
egg that'$ tucked away within ko­
complete the game, and a seoond 
player can control Yorda vie a MCOnd 
pad - dissolves away in record time, 
thanks to the mOde being fruitlessly 
hnpractical. 

An atypical ,.,e that didn't quite 
reaUse its potential as action game or 
adventure. the inclusion of co-op 
allowed optimal imagination to be 
..,tied to its deceptively deep selection 
of elementlll-themed attacks.. A 'Power 
PMk". soon due for clowmoad, is set to 
expand on that appeal with some new 
co-op 1110des. 

Tails may IYve been a sidekick sequel 
sop, but having die second player 
control him with a pad made for 
frttlngly haphazard accompaniment 
while zipping through the stages, if 
ultimately poindess. The true team·up 
possibilities due to be explored in the 
unreleased Sonk Craclcei'S would have 
complemented the idea very nicely. 

TM slmplldty Is bntethtating - up to 
eight players. Heh pfMying an 
lnsUument IS pert of an orchestra and 
(QV11rlng - of .Nintenckl'$ gn!ltest 
hits, • on the back of one cartridge. 
EYefllf the rhythm Is -r found. the 
IICtion cwtlllnly Is- just one off-tey 
note In the middle of e Mario medley 
on llrfnt a whole room to teaR. 

ttespomtillty for one half of die dual­
stldt contrOl setup Is glvan to each 
player. Maintaining momentum througfl 
oommunlcatlon Is a tiring and short· 
lived task, next to the vibrancy of solo 
play: it's the •t of Intentions and the 
thorniest of results. a joint effort that 
dldn'1 so much split responsibllitieJ as 
just spill them. 

Although !tie ingenious Mercenary Vs 
Spy deathmatch template I'Niised In 
Panclor.r T-.-ovv Is arvu-b~Y the 
more intelligent multlp&eyer aspec1. 
the chance to explore Sam Flshen 
stealth scenarios with another player 
in tow bodes inaecllbly well for 
whatever the forthcoming Double 
Agent has in store. 

Activating certain icons on the map 
would instigate dedicated RMnpate: 
style missions for two. The camera 
makes brave attempt to keep up, but 
it's hard to construe this as anything 
but an extremely raw demonstration 
of the potential of whatever Inevitable 
online ventures GTA IV has up its 
mysterious sleew. 



Nine Nights, regularly end up on wishlists for co-op 
play. Post-coital discussion of a positive singleplayer 
gaming experience almost always turns to t~at 
wistful what·Jf of co-op possibilities, regardless of 
how a crowd of two could upset any precariously­
tuned gameplay balance. As was suggested in last 
month's Time Extend on Guardian Heroes, the JOY 
is in the joint mvolvement more than navigating 
a delicate seesaw of challenge and success. And 
while more cooks could most certainly spoil the 
broth, they'll always find ways to turn it into a 
joyous foodfight. 

There's an honorary fourth and somewhat impure 
dimension to co-op, one that accounts for the 
wealth of mult•·screen play in recent times. it's the 
place where co-operative and versus gammg collide, 
and brutally so -team deathmatch Splicing the 
soetability of team talk and rich tactics with the 
unpredictable challenge of human opposition, it's a 
blend that can become flecked with the same 
irritations and idiocy that can bog solo competJtJon. 
but with the backslap and camaraderie of a family o.; 

the clan- to help diffuse and soothe it. Team 
deathmatch JS a common and understandable draw 
-the playful and eJ<citing tennis doubles next to the 
focused and clinJCal nature of singles play- but has 
mostly rested on 'the laurels of some predictably 
competitive genres shooting, driving and 
MMORPGs. it's multJ·saeen co-op gaming that's still 
plump with the greatest potential, from Kameo's 
mighty morphmg monster mash through to the 
giggly jams and bum notes of a Daigasso! Band 
Brothers session on OS. 

Then there's the fact that the definition of 
co·op play has long been far more fluid than the 
aforementioned frameworks suggest. Passin~ the 
pad, to take turns on a tricky challenge, is co-op 
play. The sharing of details and strategies vra 
GameFAQs is co·op play. The truly helpful comments 
of a back seat gamer, or an otherwise disinterested 
spouse eager to see Silent Hitrs story unfold and 1ts 
puzzles cracked, but not so eager to pmball through 
the uneven, sluggish combat that joinsiit all up. Is 
co-op play. Thll participants of regular LAN parties 
are another spec1fic- and powerful- kind of co· 

operative sociability, sparked by a common passion. 
And where does Pac-Man Vs .. a game that straddles 
same, split and multi-screen play ... slot into all of 
th1s? Ditto the aural jam that can result from two 
copies of Electroplankton being tinkled side by 
side. Or Animal Crossing DS, where you're not so 
much exploring a person's screen, as the intimacy 
of their very personality? indeed, rt's only possible to 
mention a fraction of the specifics of co·op gaming, 
inevitably omittrng some of those titles that 
individual players hold as definitive Each co·op 
experience can launch a thousand unique memories, 
of particular favourites that know no pattern or 
fanbase as regularly as singleplayer games. it's a 
haphazard library of feelmgs that's only set to 
expand now that connectiv1ty JS a key aspect of 
commercial gaming, from the on line functions and 
mulit-pad ports of 360, PS3 and Wi1, to the wifi 
capabilities of PSP and OS. 

So, are we sat at the tipping point of a co-op 
revolution? Would it be ridiculous to think that, not 
too far down the line, the next console from. say, 



Mt how lmportll\t Is it ""'t a publilhef as 
&lrge 11 fA hes taqn enoUgh of an intl!rest 
In CCMJC~~ratlve play to --an ilrrtirelf 
MW fnlni:hlte '"' Army Of J\¥o-Mound tile 
unpta~~~n suaess of IUdla format71f ~ 
lllndaect a fundlmental pw.t o1 gaming's 
future, then there ate t.w others 1$ -'1 
posl1ijoiled to ,.... awa,_s Gf Its 
paleniW. OetiPt!t Its lltand-<lut stldus, Army 
Of '1\uo nestles .,lte comioJUbly In E'Ks 
poltfollo "'"" a hoftle.grown project. and 
die u,.,- to IIUOteed 1n brinsalng (!HlP to a 
serious 11umber !If p'-Yers ~ thrQ!!911 
it; Its ClCimmlttment 10 the~ of 
~ing 'IS nothing tees thlln ablc!lute. 
from lfle tiTJe ltJeolf ttvough to the most 
ltlddwltal o( det.ells. We !talked to IWd 
SdiiMI..._~ (above left), senl~ producer,; 
about ra1slng • 9iiTJe to th11 power of 1WO. 

WhJ clld Y«* d1ooM to c....w a...­
_..,...on c-.»? 
All of us -• blg f1ns of co·op gtmiK. b\lt 
wt 1110 felt tNt theSe expe~ were 
USIIIIIIy just ldd-otiS to existing games. 
NObody had really focu!ie<l on co-op pla)l. in 
~er-type gam-.; from the ground up 

Will tMnlllll MfWIIIMU fw-. WHIIIn 
M allout PNCIUdng tonWthi!'l 10 
........... co-op.,..._? 
(o.op t* bHri-y Undtlf,utiliHd ~ die 
91f11ing industry. We wanted to t~und a 
tame frOI'II the ground up that deiMrred a 
tillet two-man ~play ~JC~M~rlttnee and 

realty innOYated, There hesn't been a ..­
lltreteglc Mid tactJ<al way to play as~ 
in a long time -our goal is to innova~ and 
offer a killer ~play experience, 

lW _.. 10111 been a wllh of '*"rs-or 
of your t4tam. .... -to Cf'Mtlt . _, 
........ lftele? Or did lt i'ttt....,. tMt the 
time was rltht1 
We tnlnk players are just waiting fOr the 
right gape to giw them the experience. 1 
Many ~le felt that flrstperson $hoom 
~ were strictly PC expenen<es until 
!Wio came out.lt' our ]ob to change- how 
they feel aboUt cc>-op tactiCal. 

,.. .................. for,., Of 
1Wo, .,. IIIJ tMt JGU've loftcl over tile 
,...,. and -.ttvated ,ou? 
lltlink all of us were fans of Contra W<k in 
the day, and Double Dragon was Huge as 
wej!. We also really rNIIy enjoyed the 
ex~ in Halo . 

How lftlld\ INISier la lt to produc. a co­
op led_.... on next..-n platforms, 
comparecl to the COMOie formats of 
a.NM generation? 
Army Of 1\.w Is a game- N¥e bee!') 
w.oting to bUild for a 101'19 t1mel The lateSt 
crop of hardware Is helping us do •t - it 
would not ha¥e \betln posSible on the last 
generMtion of hardware. 



Is there ilny specific rea son wtty Army 
Of Two isn't currently scheduled for PC1 
Do YO\I think PC gam.rs are less likely 
to be accepting of co-op experiences 
than console gilmers'? 
Rlgtlt now we're just IO<using on the 
console gamer I definitely beheve Army Of 
Two could be successful on PC. lt really 
comei down to focus. when we're creating 
a ~onsole game its not a moving target, 
with PC lt can be. 

How important a p art of the next..gen 
sce ne do you think co-op gaming is 
going to be7 Do you think it has the 
pote ntial to eclipse deathmatch gaming 
In t erms of popularity and appeal? 
We're huge believer~ m co-op gaming. We 
don't necessariiy beheve lt Will overtake 
deathmatch, but at the same time we 1hink 
people want new experlenc:es. lt also comes 
dow11 to play style. there will always be 
garners who just want to 1<;,11 each other and 
not co-operate to succeed, lhat being sa•d. 
when you play a co-op game and eo-operata 
with a friend, it can be really rewarding as a 
play e!<J)enence. 

Part of the traditional appeal of co-op 
gam es such as Halo has been that the 
pla yers are 'equal ' and are free to co­
operate a s they please - do you think 
there's a risk of restricting that kind of 
choice when creating a game With 
dedicat e-d co-op goals In mind? Do you 
think t here's a dilnger of one player 
being lumped with the 'boring' side of 
the teamwork role ? 
For us PAl [partner AI} is not just about 
following orders or exewting commands; 
like a squad-based game. We obviously 
need to have these features, but we also 
need to go way beyond that and create a 
partner AI that has attitude, emotion, and 
a state of mind 

Recently we were doing tests where the 
PAl did simple actions l•ke slapping your 

hand when you got dose to him sim1lar to a 
sports team or group of gu·;s hang•ng out. lt 
really created the feeling that there was a 
persor) inside t he 'armour. We're focusmg on 
these subtleties because th is is what really 
makes you believe its real. Thus we're 
working on the PAl on both the ma<ro scale 
of nu1itary tactics and the micro scale ot 
those kinds of subtleties. 

A lot of what's been revealed about 
Army Of Two so far has been some 
epic set-pieces; will the game featur11 
more traditional sections that allow 
playen to simply mould their own 
tactics anM.tnd more flexible and 
f reeform firefights '? 
Definitely. We have fO<used on shoWing 
some cool set·ple<es early on, but the 
majonty of the game is gomg to be fo<used 
on t~ctics. That being said, one of our 
primary goals IS for each level to have a 
huge ending. We want to reward players. 

What have bHn the trickiest challenges 
yO\I've need to own:- in rNiislng 
Army Of Two? 
Our biggest challenge is figuring out how to 
make the AI behave reasonably in positive 
and negative situations, For example. in 
sports games you know that sometimes your 
AI team-mates will make errors and not play 
perfectlY. however for shooter-type games 
we have not yet reached that level oi 
sophistication where the PAl plays well but 

then may screw-up once in a Wh1le. , 
We ne~d to find the right balance 
of making the PAl successful, but 
not perfectly successful so you 
can just $it back and let h1m 
play the game 

How have Xbox 360 a nd 
PS3 performed. with 
regards to realising th~ , 
networtcing aspects of Army Of 
Two? And how have you coped 
with the Issue of latency? 
We actually dropped the cllt:nt·wver 
orchite(ture and have gqne with a lock-step 
approach to the. network Thi.S basically 
means that inputs are replicated d<ross a 
f'('twork., The main reason for this is that we 
have a game where the characters are often 
working1ogether and the an•l'lations need 
to sync up perlectly. WP: are al~ heavily 
physi~ driven w!llch again works better for 
a lock·Slep simulation. 



Edge's most plcyed 
Hurt me plenty 
Con we get some suttering over here? 

World Of Worcroft 

All it takes is a phonecall to pull 
you back, all those 'not-unt il- ~et's take a moment aside to them, games are losing their fear Burning-Crusade' good intentions 

talk about some truly awful of leaving players in conflict, their obliterated in an evening of 
instinctive martial harmony videogames; get back in the feelings unresolved. Moreover, 
PC, VIVENDI crypt Kabuki Warriors, this isn't they're willing to toughen progress 

Dead Rising 
about you. With gaming so densely on ever more personal levels. Those 
populated by the cynical and who were shellshocked by Call Of 
unambitious, it's easy to forget that Duty 2, suffocated by San Andreas' 
a word like 'awful' can mean Los Santos, frozen by Zettai 
something other than 'exquisitely Zetsumei Toshi 2 or shamed by 
bad', and in this case often should. Shadow Of The Colossus will attest 
The last month has seen Company to that, and vouch for it. In 
Of Heroes and Defcon remind us gaming's great quest for maturity, 
what games can be, yet seldom are: this is the all-important step. 
real emotional challenges. So where can others go that 

Interestingly, these two games wish to follow? What can other 
Will it ever stop? Shortcuts cough about the horrors of war approach games do to make players almost up new clothes, previously unseen 
weapo11~ seem to drop from the their subject from polar ends of the not want to play them? As ever, the 
sky, and everY inventive botch of spectrum. Heroes wants you to be answers are all around, in the 
storY mode brings another ending the commanding soldier; face down stories that we hear and the world 360. MICROSOFT 

in mud, tinnitus-stricken, stumbling in which they're told. Take the 

Test Drive UnUmited as the world around you explodes, weather, for instance. Why do we 
and swallowing hard as your men always cheer a rainstorm in a game 
explode with it. Defcon, however, is when really we should be willing it 
more detached. More so, in fact, to stop? Why must the burning sun 
than any commercial wargame yet, be a thing of constant beauty but 
abstract to the point where you're never energy-sapping malice? And 
not even the bunker general, but the old favourite: why should we 
the uncaring computer in the room be cheering when we kill? 
behind them. Yet despite their Now that we're used to being 
differing methods, both games flattered and rewarded, angered 

Tearing up a coastal highway on a take you to the same unfamiliar and frustrated, maybe pain and 
precariously-balanced Kawasakl place, where the message on the doubt should be the next frontiers. 
Ninja with the Padfic sun glare in screen isn't: "You got the bastards! Imagine that, a game in which the 
our eyes and a custom soundtrac.k Thanks for playing!" code doesn't break, but the 

~ in our ears- yes, this is Test Drive 
360, ATARI like books and movies before player just might. 

82 Just Cause 
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The Angel Of Death 
PC 

Company Of Heroes 
PC 

Reservoir Dogs 
PC,PS2, XBOX 

Mercury Meltdown 
PSP 

Deep Labyrinth 
os 

Defcon 
PC 

Ridge Racer 2 
PSP 

Bomberman: Act Zero 
360 

Bounty Hounds 
PSP 

Scurge Hive 
OS, GBA 

Edge's scot•ng syst~m rxplained: 
1 "' on<?. 2 ~ two, 3 • three. 
4 • fovr. S = frve. 6 • sox. 7 =seven 
B=~h~ 9= n.,., 10= ten 
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Though large and undeniably beautiful, 
you can't help but feel the developers bit 
off more than they could chew. lt would 
have benefited from a smaller island and 
a greater concentration of more 
imaginative challenges and features 

he opening freefall, an exhilarating 
drop and graceful glide down to a 
beachhead, lays bare the jewel in 

Just Cause's crown - an idyl lic island 
paradise, pregnant with possibilities. 

Over a thousand square miles of 
mountainous jungle terrain, golden coastline 
and rolling clouds stretch out before you, the 
subtle, ever-changing sunlight washing the 
ocean in colour and presenting the island 
anew with each passing hour. There's a 
delicate beauty here that eclipses even 
Azeroth and Tamriel's finest vistas. it's an 
impressive technical and aesthetic 
achievement - but with such a grand stage 
set, the ever-present worry is that there 
won't be a performance worthy enough 
to fill it. 

lt's founded - to a degree. The point-to­
point mission structure- instigated by three 
different factions on the island of San 
Esperito- is painfully overfamiliar. 
Compulsory Agency missions. which further 
the story of regime change on the island, are 
initiated by travelling to markers on the main 
map before following a second to your 
objective. Likewise, secondary Guerilla and 

- Like some wayward errand bo~ who1ll 
~~ have his fun between demanding masters~ 

Rico has a boundless capacity for mischief 

So much as scraping the paintwork of a civilian vehicle is enough to attract unwanted attention from 
the nervous police force, and it's problem that can escalate all too quickly - making simple travel 
unnecessarily violent. lt doesn't take long for you to start avoiding road journeys at all costs if possible 
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Right: There are a handful of cities dotted around the island, 
which while providing respite from the jungle are devoid of 
any real charisma, and are rarely used in any meaningful way 

Rioja Cartel missions can also be taken on -
earning points which improve relationships 
with each, unlocking safehouses (zones 
which null ify your wanted level) as well as 
giving access to more powerful weaponry 
and easier access to more useful vehicles. 

While the main missions prove relatively 
engaging - asking you to assassinate, 
obliterate key targets, give chase to corrupt 
government officials or steal and deliver 
items - the seemingly endless repetition of 
secondary objectives soon grates. Liberation 
of towns, retrieval of items and vehicles and 
search-and-destroy jaunts around the jungle 
make up the bulk of Just Cause's missions 
and demonstrate a disappointing lack of 
imagination. Given the range of Rico's 
abilities, the scope of the environment 
and the sheer range of vehicles on offer 
it smacks of an opportunity wasted. it's 
frustrating, because despite the rather 
lacklustre tasks on offer, Just Cause has a 
number of unique elements, which, on the 
occasion that they combine, give it a strong 
underlying appeal. 

Like some wayward errand boy, who'll 
have his fun between demanding masters, 
Rico has a boundless capacity for mischief. 
Minor skirmishes between cartels, rocket fire 
from a stolen military vehicle, the suicidal 
tendencies of the local police force and the 
unpredictability of the varied terrain allow for 
spectacular action sequences to emerge from 
nowhere - unscripted and impossible to 
replicate - with another, more audacious, 
always around the corner. 

Leaping from vehicle to vehicle, 
jettisoning yourself from the burning 
wreckage of a plane and shaking off gunfire 

as though it were confetti is laughably 
unrealist ic, certainly - but these are the rules 
according to Ava lanche. Accepting Just 
Cause's somewhat elastic laws of physics, 
exploiting them and learning to use them to 
your advantage is delightfully empowering ­
evoking memories of playing with toy 
soldiers as a child. 

As simple as it was to stage a leap from 
the arm of a sofa to the top of the stairs in a 
single bound, so too can Rico conquer the 
impossible -launching himself from the roof 
of a car to an attacking helicopter as though 
snatched through the air by the invisible 
hand of an impatient toddler. Rico's abilit ies. 
then, are as much a god-send for traversing 
huge distances with ease as they are for 
turning the tables on his enemies - and go 
some way to alleviating the tedium of travel 
across the vast island. 
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However, such versatility to hts acttons 
bnngs its own problems. Buoyed by stmple ­
though slightly loose - controls, a generous 
automatiC weapon lock and sohd vehocle 
handling, Rico is an effective one-man army 
who's diffiCult to counter. As a result the 
game's handling of dtfficulty shows shades of 
despera\lon. Rather than increastng challenge 
through tntelligent design, Avalanche has 
adopted the kitchen s nk approach. 
Remmtscent of Hulk: Ultimate Destruction, 
later missions are accompanied by a never· 
endmg hailstorm of mtssile fire - wtth players 
bemg forced to survtve more, for longer and 
across fa'ther dostances. 

lt's obviously been a difficult balancmg 
act, but unlike Hulk Just Cause narrowly 
avotds falling into frustration bJ vtrtue of 
the sheer range of optoons available to you 
should you wish to escape. And returnong 

Perhaps the most cynical of all the side missions comes in 
the form of a GTA·style item 'hunt' (they're actually 
marked on the main map) - which means a tawdry 
afternoon spent in a stolen helicopter for little reward 

Air travel is a highlight allowing the player to 
fully appreciate San Esperito's load-free 
environment. There's a different backdrop to 
each mission depending on when it's tackled 

Whatever a spider can 

Civilians SG!ttering like startled rau and government forces charging down your bulleU with a suicidal approach to their 
own safety might not make for particularly intelligent combat and it's a problem confounded by infinitely respawning 
enemies. More often than not. despite the weapons at your dosposal, it's often more efficient to simply run and hope 

The most important components 
of Just Cause are the use of 
freefall (initiated by jumping from 
any suitable height) the grapple 
gun. which allows you to tether 
yourself to vehicles, and the 
parachute, which allows you to 
glide gracefully over obstacles. 
However, it's the 'Stunt' feature 
which proves the most useful -
allowing Rico to hop from the 
roof of one vehicle to another, or 
freefall directly into the cockpit of 
a low-flying vehicle. There's also a 
certain convenience to his 

healthier and signtfocantly more dangerous, 
or even emergong viCtorious through your 
own seat-of-the-pants ingenUity, proves 
1mmensely satisfying. 

it's this constant see-sawmg of quality 
whiCh proves the greatest bugbear - with 
every triumph provtding stark contrast to Just 
Cause's more medoocre elements. And they 
are mediocre- not broken, not damning. 
simply at odds with the game's more 
impressive achievements. Awkward character 
antmation m a stunnong game world, dull 

and often clumsy mossions sotting 111 at ease 
with the tools provided to complete them 
and an arsena that stubbornly refuses to 
make any lasting impact on Rico's world. 

For all its quirks, the overridtng impresston 
of Just Cause •s favourable There's an almost 
childish enthusiasm at work here - and an 
unparalleled sense of freedom that can be 
enjoyed JUSt as easily as 1t can be critiCised. 
In the face of Avalanche's many 
accomplishments, it would be downnght 
rude not to revel in them. [7] 

abilities - allowing you to cross 
terrain that other games may 
require you to tediously 
circumnavigate. Not since 
Treyarch injected Spider-Man's 
web-fluid with physics has control 
of a hero felt so liberating. 
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Highlights of the !jOme's art design are 
its superb icons. Their meaning - be it 
verb, noun or conversational topic- is 
always crystal dear. The pristine. 
uncluttered display is also a delight 
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harles Cecil did not expect there 
to be another George S tobbart 
adventure, and it seems neither did 

George Stobbart, as the former patent 
lawyer, treasure hunter and amateur 
med1evalist IS taken unawares by the new 
plothne wh1le making a meagre living as a 
Brooklyn ba1l bondsman. George's initial 
reluctance to get 1nvolved in a new escapade 
1S easily swept aside by a mysterious blonde's 
pleas for help - just as, one suspects, Cecil's 
was by the entreat es of adventure game 
aftctonados to make 1t. With no trilogy to 
complete, and woth The Sleeping Dragon's 
crusade to bnng the adventure game to new 
players qu etly abandoned, those entreaties 
rematn The Ange of Death's only real reason 
for extstence. and t shows. There's no genre 
anx1ety here, no Fahrenhe.t-style amb1tion to 
rewrrte the rues, JUSt some old-fash1oned 
po1nt-and-drck puzzling 10 the company of 
old frrends. it's pure encore- this one's for 
the fans, thank you and goodnight. 

In some ways, 1t's done Broken Sword a 
lot of good. Although there is an option to 
control George d1rectly - faorly rudimentary it 
must be sa1d, and poorly suited to the game's 
fixed camera style- the return to mouse and 
pointer has resulted in an interface design of 
refined elegance and economy. Context-

The distract·and·sneak sections can get tir~ since it 
goes without saying that Broken Sword hardly provides 
the precise control and consistent rules for guards of a 
Metal Gear. The generous checkpoints ease the pain 

sensitrve actrons are executed w1th a left 
click, alternatives (usually only one or two) 
brought up Wlth a rrght clrck. inventory items 
dragged from a d1sappearrng bar at the top 
of the screen and applied to ObJects or 
offered to people with 1ntu1t1ve ease. 
George's movement IS only a partial success. 
though. He can be directed w1th a s1mple 
cl ick or steered with they keyboard. g1ving 
just enough flexibility to cope with 3D 
environments and camera pans. but in some 
situations not quite enough precision. Erratic 
pathfinding and a tendency to snag on 
furniture are irntatlng 1n the many sections 
where some speed and stealth are necessary, 
and mildly d1sturb1ng to the game's 
otherw1se serene alf. 

For all that this IS a fresh start for George, 
The Angel Of Death takes place in an 
extremely familiar milieu from the moment 

While locations can seem lifeless- a sign of their static 
artwork heritage - their design is attractive and atmospheric 

the mysterious (and it must be sa1d, rather 
vapid and characterless) Anna Maria turns 
up in George's office Wlth cartoonish Maf10' 
on her tail, talking of an anc1ent family 
manuscript and the treasure it must lead to. 
The ensuing plot is a lightwe1ght scamper 
through all the expected low comedy, h1gh 
art, international intngue, historic tourist 
hotspots (Rome! Istanbul!). colourful bit­
players, Templar conspiracies and m1ld peri l. 
it 's somewhat perfunctory, a framework for 
string of archetypal Broken Sword situation· 
rather than a compelling or cohesive story i 
its own right. However. Cecil's confidence, 
experience and light touch with this materr< 
makes it feel quite natural. The humour IS 
occasionally clumsily gauche, but sometime 
has an unexpectedly sharp cheek - rather li 
George's own combination of deviousness 
and naivety and, like him, is ultimately 
likeab1e. Cheap, jarring animatrons don't 
help the narrative flow, but Anna Marra, 
and George's inexplicable infatuatton w1th 
her, is the biggest problem. She's a vacuum 
at the game's heart that would threaten to 
undermine it were it not for a predictable 
but welcome twist that makes her the 
MacGuffin. and reintroduces our unrequite< 
love and George's verbal sparring partner, 
French photojournalist N1co. in her place. 

As it is with the plot, so 1t IS w1th the 
puzzles; confidence in the fans' des~re for 
old-school adventure comfort-gaming is 
justified, but the execution betrays a little 



sleepwaikmg complacence We m•ght not 
necessarily want •nvertory puzz es to be 
replaced forever w1th freeform d1alogue trees 
and emotional method-gammg, but that's 
not to sa~ 'Some of the old kinks •n log c and 
process shouldn't be 1roned out T1me and 
aga1n in The Angel Of Death, a perfectly 
obv1ous solution to a oroblem is 1gnored 111 

the end result •s exhaust•ve, mechanical trial­
and-error Worse. many puzz es only unfold 
properly if a stnct sequence of act1ons and 
conversational gamb1ts 1s obeyed. meaning 
the nght solut•on 1s tried and d1scounted 
when 1t was merely too early 

The Angel Of Death's sav1ng grace •s a 
d1fferent style of puzzle, one that requ •res 

~ Confidence in the fans 1 destre for old-school 
"~ adventure comfort-gaming is justified1 but 

the execution betrays a Uttle complacence 

favour of an absurdly contnved one, and 
whenever a puzzle hinges on the responses 
of NPCs - which •s very often. consider'ng 
the m1sdirect on and d1str act•on that are 
George's stock-•n-trade- these prove b•zarre 
and unprediCtable Obfuscation, lateral 
th1nk1ng and a soupcon of gleeful surrealism 
are all part of the adventure author's art, to 
be sure, but Ceol can get lost 111 them, and 

observatiOna sk•lls, research and cold. hard 
Intellect. Riddles 1n anoent rather than 
modern settings eschew conversation and 
•nventory 111 favour of mechamcal and 
symbol•c systems that reqUire careful study of 
clues embedded 111 manuscnpts. and in the 
h1stoncal database stored on George's POA, 
to decode These are mostly rock-solid •n 
the•r og•c and h1ghly sat1sfy•ng (as are the 

TM suipt has some clunkers. btrt "''11 raose rts fa" slwrt 
of smtlu , and the volcts are mostly well·cast and 
knowingly performed. A shame, then, that the digital 
actoo' lim1ttd and robotic animat1on lets them down 

Manusu1pts walk the hne bec..een authentioty and the 
need for dues and nddles. Unking due to puule •s easy 
enough, but spon•ng patterns is where the challenge hes 

occas•onal hack•ng m•nigames) because you 
know you're e t•rely relymg on your own 
WitS, rclther than t.ymg 10 second guess the 
author's. If only they could h<tve compnsed 
more of the totcll length of the game 

The Angel Of Death IS an unapelog~:t c 
throwback, and to some extent nghtly so, 
the attempts to retnvent the adventure gclme 
s1nce •t fell out of favour have threatened to 
erase what 1t was in the f1rst place. and tn 
that context an assured statement of claSsiC 
Vel lues like th1s comes as somethmg of cl 
rel.ef But when you don't re1nvent, you have 
to ref1ne, and 1t's only 111 the shck. peontmg 
and clocking 1tself that Cecol and Sumo have 
really managed that. The rest now looks like 
a rather strange agglomeration of tics and 
tropes, a smooth narrative surface h1d1ng a 
wayward stnng of consequences that you 
woll have to stumble fiS well as th1nk your 
way through. it's hard to dislike such an 
educated and relaxed dostractton, but sadly 
easy to d•scard 11 [6) 

Hock and bockslosh 

George's PDA stores notes on 
relevant history as well as 
progress to date, and can be 
used to make phone calls - a 
useful diversionary tactic when 
you can find the right number. 
But Its most entertaining use Is il 
hacking application that gains 
you access to nearby computer 
networks if you solve a grid 
puzzle. bouncing a data stream 
around various nodes using 
mirrors and splltters en route to 
the destination server. lt's 
reminiscent of Vortex's great 
1987 laser puzzler, Deflektor. and 
its strictly graphical as opposed 
to conceptual conundrums make 
for a pleasant change of pace. 
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War effort 

In Company Of Heroes, resources 
are exchanged fo r territory. 
Infantry and, g iven the right 
upgrades, light a rmour can 
capture flagpoles within a sector 
of the map - each of which can 
grant manpower, fuel or 
munitions. These supplies only 
trickle into your piles if they're 
connected to t he rest of your 
territory, or 'in-supply' . Smart 
players w ill use t his to cut their 
opponents off at vital moments. 

The violence of an artillery barrage. 
in Company Of Heroes cannot be 
overstated. Shells devastate buildings, 
the landscape and even entire armies 
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21 
here's a sense of prejudice against 
Company Of Heroes from the off. 
First off, it's an RTS, that most staid 

of genres. Second, it's an RTS set in the 
Second World War. "WW2 is a genre in and 
of itself," said one studio head recently. "A 
genre we tire of," replied the world. War 
weariness isn't limited to those who watch 
the TV news. 

Stave off that shellshock. Company Of 
Heroes is a truly excellent game. lt is tightly 
balanced, technologically impressive, rarely 
dull and constantly challenging. For RTS 
veterans it has a precision of play, fluidity of 
battle and refinement of pacing that still 
seems to outwit the vast bulk of other. 
notionally similar games. For newcomers, the 
sheer visceral intensity - ground-shaking, 
earth-scattering explosions and an approach 
to ragdoll physics which brings a whole new 
meaning to the phrase 'infantry detachment' 
- bridges the gap between involvement and 
engagement which alienates many from the 
genre. In fact, dismiss any concerns you may 
have over the well -trod setting. The only 
prejudice you could hold against Company 
Of Heroes is the thin side selectron - Russia 
and Japan presumably waiting off-map, to be 
called in for the inevitable expansion packs. 

First impressions are formed by 
technology. Infantry sprint for cover, holding 
their helmets. ducking behind walls Artillery 
sprays dirt and smo~e. pin-wheeling rnen 
caught in the blast up into the sky Roofs 
crackle and splinter, creatrng holes through 
which snipers can peer. Take the battle for 
Carentan: after a short invasion, Allied 
paratroopers have pressed the Axrs beyond 
the three bridges that connect the north of 
the town to the south - a vKtory that's set to 
be short-lived. In ten rninutes, there will be a 
full counter-attack, supported by Panzer 
tanks, for which the player rnust prepare by 
mining the bridges. pr£>parir g sandbags to 
hide behind and putturg up tank traps 
Machine gun platoons are posit oned at 
forward-facing windo;,s, and mortars hide 
behind buildings to pro.ide indrrect fire 
When the attacr cornE>s, rt delivers in both its 

Frontal attacks on forti fied positions and 
tanks are folly: rounds simply bounce off thei 
forward armour. Flank attacks are far more 
successful, creating a balletic engagement 

In certain missions, the player is presented with what 
appears to be a woefully inadequate force. Succeeding 
against such overwhelming numbers is a rare thrill. A 
flamethrower (main picture) is handy in this situation 

scale and violence: covered with dust and 
wreckage, the front lines of what used to be 
a town are little more than rubble. 

A second impression of this melee is that 
there's detailed opportunity for tactical 
decisron-making. The machine guns and 
mortar teams so vital for cutting down 
infantry need to be given a direction and arc 
of fire: if they're flanked, they're dead. The 
same is true of the armour and anti-armour 
weaponry - a round will bounce off a Tiger's 
front armour, but put a hole in its side. Better 
strll, a direct hit might kill the gunner in the 
turret, or damage the tracks. 

Lastrng impressions, though, are simply o· 
the depth and balance of Company Of 
Heroes' strategy. There might only be one 
singleplayer campaign, told from the US 
po,nt of view, but it's long, violent and 
exhausting - as the setting demands. lt may 
produce an experience which is as gruell ing 
as it is compelling, but that's a badge of 
honour the game wears with pride [9: 



uentin Tar anti no's de. b.ut m. ovie was 
a tense, taut and lean exerc1se tn 
VISCeral cmematic m1mmallsm. 

Harnessing a new wave-inspired non-linear 
narratiVe, Tarantmo pieced together an 
elegiac action film 1n which most of the 
action had to be filled in by the aud1ence 
themselves. lt was smart, arrogant and 
affecting. So the fact that Reservoi r Dogs 
has come to share its name with th1s p1t1ful 
shooter feels like a betrayal. If develop•ng 1t 
was supposed to prove that InteractiVe med1a 
reduces emot•onally-charged drama to the 
realms of the purely disposable, th1s 
triumphantly succeeds. 

Underpinning the game •s the •dea that 
1t will explain the outcome of narratives the 
film set up but never resolved. lt does 
noth•ng of the kmd, content instead to 
nvent tenuous Situations derived from 
throwaway lines in the movie. Players move 
through all pnnc1pal colour-<oded characters 
at least once, learning precisely nothmg 
about any of them in the process. 

Essentially two continuously repeating 

Performing high·risk tasks will unlock 
Bullet Festival mode. Action is slowed 
down Hong Kong·style. allowing you to 
take aim at any number of targets. The 
result is played back in glorious detail, 
as this cop decapitation (right) shows 

Pistol·whipping hostages will force the police to lay down 
their weapons and face the wall, tempting you to execute the 
helpless officials at point blank range. it's very hard to resist 

levels d1sguised as a game, Reservoir Dogs 
contains all of three gameplay dev1ces: 
tact1cal negot1at•on, shoot1ng people and 
getaway drJVtng. Grindingly stretched over 
14 1ncred•bly s1milar 'chapters', that really 
is •t. 

The tact1cal elements are actually qu1te 
clever- grabbing hostages wil l bait the 
police into cowering submission -but it soon 
transpires that this is the game's one good 
idea. it's a concept it 's more than happy to 
stick w1th nght to the bitter end, desp1te 
exposmg Itself as a ploddingly weary 
necess1ty very early on. Shoot-outs are also 
unbearably slow and repeat so often that 
you soon tire of blowing yet another cop's 
head off. Th1s weakness in momentum could 
easily have been rectified by the inclusion of 
fast Time Cnsis-hke segments, providing the 
pace and 1mmed1acy a thirdperson shooter 
needs to Wtn out. Reservoir Dogs, however, 
is far more concerned with blood-splattered 
cheap thnlls than providing an enjoyable 
gaming experience. 

Remedial in both design and play, the 

Cutscenes are let down by their rendering. reminiscent of 
the PSOne era. Mr Orange is particularly badly afflicted­
a hideous amalgamation of Mick Hucknall and l'tasticine 

drivmg stages feature nd•culously bouncy 
phys•cs that make vehicles seem so light as to 
be mflatable. All objectives are entirely 
cavalier, feelmg more like bonuses than fully­
fledged m1ssions (escape the cops, kill the 
cops, escape the cops again - a pattern 
emerges early on). A GTA-style map IS 
inexplicably •ncluded, superfluous s•nce 
there's only ever one way to go 

lt 1s, as you've probaoly heard, mcred1bly 
violent. Playable acts include burnmg out a 
victim's eyes w1th a lit cigar, cutting off 
fingers, pistol whipping characters to death 
and, naturally, the infamous ear slicing. And, 
m all truth, these moments are the most 
satisfy•ng provided. But by the t•me you've 
got through the f1rst few levels •t's diff•cult to 
care, as you become desensitised by 
boredom rather than bloodiness. 

Ultimately, Reservoir Dogs prov1des 
abundant ammunition for those who hate 
videogames. Not because of its lackadaisical. 
nonsens•cal att1tude to violence or cruelty. 
but because 1t comes close to conflrm•ng 
the prejudice ant•-gammg advocates 
contmually mount against our hobby: 
wad1ng through 1t makes you think 
you're wasting your time. [3] 

While the ethos of the movie proved that less 
can be more. the game takes entirely the 
opposite view. Excess pervades every aspect. 
from the unreal driving to terrorising victims 

Pulp diction 

At some points driving looks 
more like The Dukes Of Hazzard 
than Reservoir Dogs. But it's not 
only excessive stunts and jumps 
that jar so sharply w ith the 
source mat~rial. In-car banter 
attempts to imitate the w ise­
cracking, riff·heavy scripting of 
the movi~. Gangster cliche after 
gangster cliche is unleashed, 
showing none of the pop­
cultural flair of Tarantino's 
trademark dialogue. it's a real 
shame because Reservoir Dogs 
would hav~ provided the perfect 
framework f or taking writing in 
videogames forward in a very 
high profit~ way. 
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A cube with seven faces 

NPCs are a rather disconcerting 
new feature, though cubed 
humanoids Stan and Huebrick 
prove themselves to be as 
functionally integral as any 
other gameplay element. 
Enemies have also been 
introduced: the demonic Mercoids 
w ill try to devour as much of your 
blob as possible if you can't 
manage to avoid them. Initial 
scepticism soon turns to 
engagement as the realisation 
dawns that they're vital to level 
completion. A lot of t ime and 
effort has gone into creating 
characters as appealing and 
enduring as possible, even if they 
do come off as slightly cutesy. 
Luckily, the same fate has not 
befallen the mercury itself, 
though the temptation to 
anthropomorphise the silver 
blob must have loomed large 
during development. 

ercury Meltdown is every bit the 
attention-seeking sibling of Archer 
MacLean's Mercury. Overhauling its 

predecessor's 'best-in-show' visual ethos. 
Meltdown is not so much an evolved sequel 
as a complete renovation. Gone are the 
clean, cl inical lines of the original game, 
replaced instead with loud, funky eel-shaded 
graphics. A bright, breezy interface invites 
players of all ages and abilities to the party -
this is no longer the exclusive territory of the 
puzzle-game elite. And while it's true that by 
screaming out for a wider audience 
concessions have been made to design and 
playability, fans need not fret. Mercury 
Meltdown retains enough of its older 
relative's flatr and challenge to satiate even 
the most ardent Maclean-iac. 

Substantially, the mercury ttself is a 
delight. Completely (and stunningly) 
malleable and divisible, you'll need to 
tentatively guide it through various obstacle 
courses with the analogue nub. Confounding 
your journey to completion are various 
devices: pressure switches, transporters, 
conveyor-belts, sticky walls, ray guns and 
heaters. Veering off ledges or encountering 
various anti-mercury machines will subtract 
from your overall mercury count, of which 
it's necessary to have at least 50 per cent 
in order to progress. Landscapes will tilt 
and turn in order to delay you and more 

Another step towards mainstream accessibility is Mercury Meltdown's free-look mode. Pressing Select on any 
given stage will talk you through its salient features as well as showing off the new·look cel·shaded graphics 
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You can unlock various new skins for your mercury, along with 
a small set of well· crafted party games. This pool ball is 
probably a reference to the developer's own Pool Paradise. 
The emphasis on colour mixing remains but is now helped 
along by an instructive diagram in the top right of the screen 

often than not you '11 have to mix colours 
in order to finish. 

'Mechanism' is an overused term in 
videogame appraisal these days, but 
Meltdown is, in essence, pure mechanics. 
Elemental in every sense, each component 
and contraption interplays perfectly and 
precisely with the delicately surrounding 
environments. Physics are a smooth blend 
of gravttational trickery and mathematical 
mfallibility and are always inextricably linked 
to the gameplay itself This is where the true 
genius of the game lies - it's not only 

movement and motion you have to pay 
attention to, but mass and matter as well. 
You're not just in physical control of th is 
poisonous glob, you're physically responsible 
for it. Although emotional attachment to a 
metal blob sounds unlikely, you can't help 
feeling protective. 

Teasing out tactics through exhaustive 
trial and error, aspects of the game are still 
hard and unforgiving. Strategies build 
through confidence, with continuing 
progression reward enough for outsmarting 
the devices you're set to overcome. lt would 
be a mistake, though, to assume that 
difficulty levels decrease as a result of your 
increasing expertise. Just as you smugly 
imagine that the next stage will be easily 
assailable, you're forced to mult itask or to 
understand the acute physical implications of 
having to steer your metal upside down. 
Failure is pervasive and inevitable, but 
engenders determination rather than 
aggravation. And that satisfying 
determination is only one small step away 
from helpless addiction 

First glances will inevitably draw parallels 
with Marble Madness and Super Monkey Ball 
but such comparisons now sell it short. 
Meltdown deserves its own unique place 
amongst rolling puzzlers and, eventually; to 
have its t imelessness and solidity recognised 
as a benchmark. [7) 



lassically, dungeon crawlers have 
never asked for much from their 
audience, from the typical simplicity 

of their graphic styling - down to their ASCII 
roots- to a mathematical approach to 
conquest. Deep Labyrinth, born as it was for 
a mobile phone audience, at best asks for 
little more than some spare time to ki ll. 

An adventure split across two quests ­
the second a port of its original mobile 
release and the first a drastically tonally 
different OS exclusive- there's certainly more 
than enough ground to cover. The first quest 
breaks in newcomers perhaps too softly with 
a saccharine-sweet coating. Never assured 
enough in its own mechanics to drop the 
player's hand, the quest's opening hours 
force constant and endless interaction with 
over-cute characters and limp storyline 
interjections before finally swinging the 
doors open to the dungeon underneath. The 
second quest skips the pretence and remains 
truest to its form, a point which might be 
lost in its wrong-ordered shuffle. 

Regardless of your starting point, the first 
creature you'll have to come to grips with is 
the touchscreen makeover, which could have 
been more refined. With four-direction 
movement mapped to the D-pad or buttons, 
all other controls are stylus-based, with 
swiping sword sweeps and pattern -drawn 
spells, down to- most laboriously- an icon 
that must be held simply to ra ise your shield. 
Were the 'mechanics approached with more 
finesse, it could have been a refreshing 
experiment in interface design. As it stands, 

Deep Labyrinth's magic system comes in the form of 
these 'Kirie' patterns, a 3x3 grid with various 
combinations and characters yielding different spells 

repeatedly tapping or scratching away at the 
screen to unleash each round of attacks 
grows increasingly tiresome without any 
accompanying underlying strategy, and only 
proves itself to be a cumbersome illusion. 

As you delve deeper into its dungeons, 
that cloudy illusion dissipates even further. 
Unlike its crawler contemporaries, and for all 
its twisted halls, this labyrinth is still largely a 
linear one, both in progression and in 
expansion. Its loot, the hallmark reward of 
the genre, is doled out at a steady pace, and 
only ra rely for taking special risks or stepping 
into territory you know you shouldn't. In 
fact, almost never does the game provide 
any of that characteristic excitement of 
beating a hasty retreat; instead offering a 
simple, constant forward momentum. 

Over time, Deep Labyrinth's humble 
origins become ever more apparent. Never 
intended to be as deep as its dungeons, its 
simple, break-time origins are obvious in its 
by-the-numbers approach to the genre. On 
balance, its lack of ambition is supported 
only by a very basic underlying solidity in its 
execution: too weak to tackle bigger 
monsters, but strong enough to soldier on 
with some perseverance. [4] 

Though occasionally properly immense and terrifying, 
battles with the game's boss creatures. as with many of 
its regular battles, can more often than not be too easily 
subverted with well-timed circle-strafing and sword hits 

Even considering the game's leisurely 
approach to combat up-dose spellcasting 
can quickly be reduced to a series of 
frustrated and frantic scribbles and is 
generally not something to be recommended 

JD realms 

The original 2004 release of Deep 
Labyrinth was a landmark for its 
particular sector as the first 
major mobile game release to 
feature a fully polygonal 30 
world. Split into a series of 
downloadable chapters, the 
game's firstperson combat 
system was similarly custom­
tailored to fit a mobile interface 
by way of its so-called GRAPE 
system, or 'GRAphical Pattern 
InterfacE.' As illustrated here, the 
grid of Labyrinth's magic system 
makes more sense as a converted 
holdover of the mobile original's 
dial-a-spell contrivance. 
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Nuclear policy 

Providing both an opportunity to 
batter the game into something 
more strategic and an insight into 
the pains of development. the 
options are Oefcon's saving grace. 
Office mode is inspired, if 
incidental to the game's flaws, 
allowing matches to be played in 
realtime for up to six hours by 
default, notifying players of 
attention-worthy events. Rules 
can then determine who controls 
the speed of play, how the game 
is scored (by kills. survivors or 
both), cities and population per 
territory, and territories per 
player. Units can also be assigned 
to a credit rather than fixed 
system, allowing greater 
deployment possibilities. There's 
also an option to change the scale 
of the map - not a zoom, but a 
universal expansion of territory. 

AI bots prove a hollow gesture for solo 
pia~ and even for those In search of 
an offline sparring partner. ~r capacil'f 
for experimentation seems non-existent 
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hat you're looking at from the off in 
Defcon is the face of a machine: 
Wargames' WOPR in all but 

trademarked name. Rendered perfectly with 
shimmering vectors and bold Suprematist 
type, it's cold and unflinching, versed 
exclusively in the anthmetic of mass 
destruction. Isotope classifications, half -lives, 
prOJected megadeaths and notes on radiation 
sickness flicker impassively across its title 
screen. wa1ting for you to log in and execute 
the associated formulae. 

Beyond hes a mult1player game of 
stnkmgly simple military manoeuvnng, far 
purer than 1ts spintual, singleplayer forebear 
from 1987, Martech's The Armageddon 
Man. There the countdown to doomsday 
was negotiable, even avo1dable; here it is 
mexorable. Spht 1nto five consecutJve time 
periods - one for each of the USAF's Defence 
Conditions- Defcon gives up to five players 
the1r own cache of various air, ground and 
naval units to arrange and command, all of 
wh1ch perform one or more very simple 
offensive or defens1ve functions - often both. 

Under Defcons 5 and 4 only deployment, 
movement and communication are allowed, 
the game encouraging players to arrange 
their rocket silos around their key cities, 
establish a radar network close to hostile 
borders. form fragile allegiances with each 
other and plot the courses of their various 
naval fleets. At Defcon 3 comes the authority 
to send fighters on recon missions, or 

Surpassing even the lohy standards set by Darwinia, Michael 
Maid!Mnt's soundtraclc is an apt lKCompaniment to the 
winter of the wortd. A masterdass in understatement. its 
muted thumps. delicate piano chords and vocal effects are 
chilling rtminders of what those light blooms represent 

bombers off for a pre-empt1ve stnke. At 
Defcon 1, when the p1eces are in place but 
only hints of strategy revealed, it's time to 
climb under that nest of pillows and 
furniture, tuck into a can of cold beans, and 
press the button. 

Or is it? In a game of fixed resources and 
limited micromanagement, how much does 
timing decide the balance of power? In this 
case, greatly at first- a thnlling illusion while 
it lasts- but ultimately not enough. Th1s 1s a 
game of few vanables, as are several of the 
very best, but also few equat1ons. The 
restnctions of the Defcon stages, the 
strengths and weaknesses of the different 
un1ts and the brief time windows of matches 
overall (you can slow down the clock. but 
play slows w1th 1t), shape them from so many 

simple at first Defcon's interface knows when to submit 
to clutter. Missile strikes pile megadeath upon megadeath 

angles that only a small margin remains in 
which players can experiment. 

Alliances attempt to introduce a level of 
unpredictable humanity, but the mechanism 
is strict, betrayal provmg inevitable, and as 1t 
happens essential. Defcon 1s also hamstrung 
somewhat by its desire for authentiCity, the 
positions of territones and their major c1t1es 
unbalancing it at its most basic level. Put 
simply, if WWIII is fought by these rules, 
make sure you're in Europe. 

Introversion creates games from ideas 
while most others do the opposite, wh1ch IS< 

great example to set, but one charactensed 
by these triumphs of v1s1on over durab1hty. 
The developer's cleverest tactiC here. beyond 
creating a game that's worth 1t for the 
presentation alone, has been to throw open 
so many of its rules to player customisation 
it's both a humble admission and generous 
proposition, both of which you'll be 
hypnotised into accepting. £7: 



;dge Racer 2 is an exercise in 
completism doomed, for 
reasons of presentation and 

pnce. to be considered one of 
opportunistic laziness as well. Apology 
and 1nsult combined, it's keen to fill 
the holes in the R;dge Racer greatest 
hits anthology, but never JUStifies the 
number in 1ts name. Fract1onal 
improvements include e1ght new 
tracks (playable as m1rrored and 
reversed variants). three new play 
modes and some minor gloss for 
its lighting system. All of whiCh will 
be appreciated solely by the Ridge 
Racer fa1thful, almost all of whom 
will be upgrading rather than 
purchasing afresh. 

To the layperson, potentially 
unconcerned with the Significance of 
Ridge Racer: Type 4. th1s IS the exact 
same game that launched w1th PSI' 
What was unbroken there remains 
unf1xed; the sterilised Interface still 
among gaming's best, the three drift 
systems still exploring series tradition 
w1thout breaking it, the nttrous gauge 
still offenng incentive to shde without 
throw1ng the game off-balance. 
Nothing controversial there, which is 

The tfficien<y of Ridge's re<ompilation makes it 
impossible to tell whether the sporadic aliasing. 
inconsistent textures and ability to invoke PSP's 
dreaded ghosting artefacts are truly unavoidable 

more than can be sa1d for the lack of 
antiCipated infrastructure support. 
Leavmg play hm1ted to local area 
networks, Namco has essentially 
shrugged off an arguable raison d'etre. 

But truth be told, online 
shortcomings don't def1ne Ridge Racer 
2 any more than the senes has been 
def1ned by mult1player generally. Its 
real opponents have always been the 
numbers, ticking away beneath the 
rear-v1ew mirror, separatmg you and 
the AI pacemaker, or counting the 
seconds to a track record. Moreover, 
someth1ng that PSP continues to 
enhance is the sense of personal 
connection between Ridge City and 
1ts guests. The newly integrated Type 
4 tracks represent the senes at its 
most sensual, and 1ts trackside 
choreography at 1ts most indulgent. 
Passing jetliners 1nv1te you to chase 
them into hairpin drifts; an airship 
basks beneath sunbeams; balloon 
fiestas warm above the crty lights; 
fireworks applaud v•ctory. All at PSP 
resolution. All for you. 

Sceptics will be JUStified, because 
Ridge's complete failure to reward 
veterans by recognis1ng their saves, or 
even mixing up 1ts career structure. is a 
corner that should never have been 
cut. But for a repeat performance, it's 
a stubbornly hot t1cket. (7] 

ith Act Zero. Hudson has 
chosen to jam tself between 
a bomb and a hard place. 

Despite the full price, it's a game w1th 
only as much content as would be 
expected of a Live Arcade instalment 
of the long-serving Bomberman 
franch1se, and so to compensate rt 
has dressed 1tself up in unattractively 
dark clothes and has attempted to 
add some girth - rather than depth -
with some three-dimensional sohdity. 
lt's difficult not to see 1t as an exerCise 
in cynicism: the charactenstic Lrquonce 
Allsorts sweetness of Bomberman's 
visuals has been poorly reinvented as 
a generic futunstic wasteland, and its 
role flipped from poppy party-game 
favounte to a sombre gauntlet of 
bomb-dropping and dodg1ng, 

Offline, solo players have access 
to two modes, Standard and First­
Person Battle. The former offers the 
traditional one-hit kills played out via 
an overhead v1ew of the entire arena, 
while the latter adds a hfe gauge 
along with full camera control, which 
only serves as an obstructiOn to the 
fundamental play of grid-running 
bomb tag. lt's a souring of 
Bomberman's classic formula, and it 
hasn't been compensated for wrth 
any new thinking, leavmg older 
ed1t1ons to continue rergning supreme. 

Still, there's a core of goodness 
about Act Zero wh1ch survives all this, 
and 1t comes to the fore m the World 
Battle mode, the game's online arena, 
where eight people can take part 1n 
enjoyably twltchy Bomberman scuffles. 

Unbelievably, Act Zero has no capacity for local 
multiplayer, not that the overhead perspe<tivt offers 
the colourful simplicity of previous Bombernwl titles. 
it's an omission that rams home the scrawninHs of 
Act l Ho's conten~ and a sober tone that's not best 
suited to the friendly jostle of same-screen play 
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Character customisation is threadbare,limitt d 
to gender and outfit colour, the la11tr of which 
can be garish enough to mark out opponents 
in the dingy arenas. The solo modes offer 
numerous levels to chum through - with little 
change in presentation- but no room to uvt 
progress. reducing them to SU<Yival chall~s 

They'll remain entertaining for as 
long as the servers retain some kind 
of activity, a population that looks 
set to dwrndle to dangerously low 
numbers far too soon. Which bnngs 
us round to that opening po1nt agarn, 
of the blatant success that's laying m 
wait for a live Arcade Bomberman, 
primed to provide a renaissa nee that 
Act Zero IS so far from achieving. Until 
then, you' re left with a misfire of a 
game that, despite the potenttal of 
1ts host console, has failed to 
understand e1ther the appeal of the 
series or the preferences of western 
gaming audiences. (3] 
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ounty Hounds is a lesson in 
discerning cannibalism that 
teaches f1rst by e)(ample. What 

1t's taken from Phantasy Star Online 
and Untold Legends has been 
assembled into a relatively t1ght, 
undeniably mtelligent hand held 
package, one that makes your mission 
- to hack and slash the reusable parts 
from wave upon wave of alien 
marauders- immediately rewarding. 

The pattern of play IS entirely 
familiar. From his home base of 
QuickSi lver (a mothership with all the 
neon of PSO's P1oneer 2 but an almost 
monotone palette), hero Ma)(1millian 
beams down to various worlds to 
audition them for terraforming. The 
ind1genous welcoming parties are 
un•versally hostile, spawn-happy to the 
po1nt of absurdity and capably, if 
neither diversely nor imaginatively, 
design~d . Though Taiwanese studio 
Xpec is developer, there's a technical 
bravado expressed by each planet that 
Namco has made its PSP trademark. 
Smoothly defined and graced with a 
spectrum of blooms, they set a barren 
yet attractive stage for the f1reworks of 
the game's relentless melee. 

Passages betwHn zones and mission waypoints 
art clearly marked on the inset map. but it's still 
possible to lose your bearings when the attion 
peaks. and not always easy to recover them 
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While thert is a storyline, it feels divorced from 
the cyclical routine of the game proper, told 
through dWogue pop-ups and cutscenes that 
approprillttly ~ r~ con<ept _, 

Nav1gat1ng while battling the 
hordes can be frustrating, the avatar 
magnetised to the ground, unable to 
muster even the slghtest dodge or 
hop the most inodental rock or 
crevasse But the combat system IS 

reward enough for those that 
persevere. Max1m1llian sa complex yet 
manageable framework of user· 
defined slots, replete w1th spaces for 
armours, weapons and abilit1es that 
the harvest of enem1es almost 
immediately fills. A dual-wield system 
is mapped to the Square and Circle 
buttons, and the ease with whoch 
salvaged blades and firearms can be 
coupled for variable range combos IS 

exemplary. likewise, your arsenal of 
attack modifiers can be brought to 
bear w1th taps of Tnangle and Cross. 

W1f1 death match and singleplayer 
survival modes offer peripheral kicks, 
but wothout the upgrade trees, 
colledables and trad1ng systems of 
the main quest they remain ent1rely 
incidental. Bounty Hounds is essentially 
a magpie's indulgence, successful 
because rt condenses the forage/ 
recycle dynamic of PSO rnto such a 
furious and efficrent, rf simple, 
experience. In the great crapshoot of 
Namco thrrdperson actron games, rt's 
a better than average throw. [6] 

lone female bounty hunter, 
sett•ng out across space to 
investigate the depopulated 

rurns of a remote research station, 
bound in a surt that can absorb the 
energy of the aggressive organrsms 
that have overtaken the surroundings: 
Scurge Htve clearly doesn't hold its 
rnfluences too tightly to its chest. 

lt certa1nly has the structure down 
pat - the dripfeed of weapon and suit 
upgrades that allow you to push 
further out and around on concentric 
circles around you - but 1t's decided 
that what Sa m us really needed was 
simply more th•ngs to blast And more, 
and more strll Sadly, what rt hasn't 
been quite perfected is in how to 
craft the balance between that action 
and the exploration. 

Instead of creatrng a more cohesive 
world with creatures gorng through 
their own unphased paces- upping 
the suspense when you encounter 
those truly aggressive ones that have 
their sights set squarely on you - each 
of the areas you'll traverse in Scurge 
feel like they've simply had a bo)( of 
random enem1es shaken rnto it, all 
making a sudden focused beeline 
toward you the minute you set foot m 
the room. it's an unrelenting danger, 
to be sure, and provides a constant 
need for fast actron, but it heaVlly 
undercuts the JOY of exploring for the 

_, 
Apart from her basic blaster. Jenosa's upgraded 
weapons provide her with more powerful attacks 
against certain clas- of enemies. but can 
conversely strengthen those of an opposite class 

A light levelling system rewards mass kills with 
extra health, but never truly fHis like character 
advancement as much the weapon upgrades do 

keycards and waypoints you require to 
push further, and eventually becomes 
a banal distraction from the more 
important tasks at hand. 

To give the game a smart, strategic 
kick, instead of a s•mple life-meter, 
hero Jenosa 1s herself terminally 
infected with a drsease that requrres 
constant attention, symbolised by a 
secondary meter steadily creeping up 
to dangerous life-depletrng levels. This 
can be brought under control by 
finding save-pornt rooms which to 
both replen1sh energy and start the 
timer over, but Jltrmately serves as 
another unwelcome drstraction from 
your task, even with the save points 
scattered hbera ly across the map. 

Seemrngly bu•lt on top of the 
glossy isometric engrne that made 
Orbital's Racing Gears Advance an 
otherwise excellent portable racer, 
shoehorned into provrding platform1ng 
action it consistently struggles to 
convey the proper depth and precision 
necessary for the inturtive aiming and 
tricky JUmps the game demands, 
hampered further by oil-slicked 
controls for both the camera and 
Jenosa herself. 

it's a shame, in the end, that 
Orbital hadn't taken more careful 
notes when it cribbed from Nintendo, 
because, done right, the propositron of 
Metroid-gone-tsometric wouldn't be 
quite as hard to swallow. [4] 





TIME EXTEND 
CAPTIVE 
FOPMAl AMIGA. PC. ST 
'1JB.JSHER MINOSCAPE 



lt may not s~m that long 
ago, but 1990 predates the 
invention of the word 
'laptop' and so CaptiVe 
is played on what its 
protagonist calls a 
'briefcase computer thing'. 
Crowther may have ~n 
behind the curve on the 
miniaturisation process, but 
he hit the spot with the 
contraption's Choneie­
language option menu. lt's 
hard to click on it without 
thinking of BeiJing-founded 
lenovo's buy-out of IBM"s 
iconic PC and laptop 
division. The conceit that 
you're playtng the part of 
someone playing on a 
laptop was persuasive 
enough when hunched in 
front of an Arniga or ST 
monitor, but now that 
technology has overtaken 
the game, emulation fans 
have the option of full 
physical immersion in the 
game's storyline - assuming 
they can find a dosused 
store-room with a plug­
point and an intravenous 
food supply. 





C.ptlve's looping plot ­
assuming you rtfUM to ~ 
r~ued and Mttle lMttad 
tor wlltdling yourself beang 
sn.Ytdled biKic through • 
fake wall by your unknown 
impr'asioners - muM the 
!Pmt is effectively infinite . 
The algorithm whldl 
~., tadl world 
produus a toUI of 65.S3S 
lewh, and mere are no 
reliab6e reports of anyone 
h<lving enough su.ying 
power to go the disUinte. 
Of courw. wtlile retc:Ulll9 
yourself is obviously • 
grut sourte of motiva1ion, 
the dwnce to conct.mn 
yourself to another cy<le of 
lnQruriltion may -11 have 
pa.yec1 into the hands of 
mort th<ln a few tortured 
teeNagers keen to Kore a 
few self·loathlng points 
wtllle they p~yed 
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THE MAKING OF ... 
TOEJAM AND EARL 
Forget Myst - virtual tourism really started back on the Mega 
Drive with two aliens crashing into an oddly familiar planet 

ORIGINAL FORMA- MEGA DRIVE PUBLISHER SEGA DEVI:LOPER JOHNSON-VOORSANGER PRODUCTIONS ORIGIN US RELEASE DATE 1 U1 
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One of the most ambitious features 
of the game was its co-op mode, in 
which two players could wander 
about the map independently. "Oh, 
the split screen. Sega said it couldn't 
be done on the hardware, but we 
didn't believe them, • says Johnson. 
"Yes, hard to make work, but worth 
it. Me and Mark played the game 
together a lot as we built it. 
Without the co-op mode we 
couldn't have done that. so we had 
to put it in.· 



In a brilliant twist, the wandering 
and exploration didn't end when all 
parts of the spaceship had been 
collected and the game was 
completed. The end sequence, 
seeing the aliens returned to their 
home planet of Funkotron, allowed 
the player to explore that world, 
too. An idea so fresh and enjoyable, 
it's hard to see why it isn't more 
often imitated. "I've always been 
disappointed in game endings 
where they just give you a little 
movie, • explains Johnson. "I 
thought that would be more fun.• 







One of the big reasons why even next-gen games don't look very 
realistic is the approKimation realtime rendering engines make when 
it comes to dynamically lighting a scene. Sure, most engines can now 
handle the effects of a bunch of moving lights, but they still only 
model the direct beams, not their reflections or. more particularly. the 
interactions of those beams with the surfaces they're reflecting off. 

"Radiosity describes the fact the world isn't just lit by lights but by 
light reflected off all surfaces, and that reflected light reflected off other 
surfaces and so on: explains Davis. Radiosity is the reason red-walled 
rooms feel warm, for eKample, while light blue ones seem cooler. 

"Geometric algebra provides us with an all-encompassing methodology 
for solving these kinds of problems," Davis says. •we basically go back to 
first principles, reformulate the problem using the approach of geometric 
algebra and this typically suggeru new solutions.· 

Previously, the problem with realtime radiosity is that it has been 
too processor intensive to be calculated in realtime. For this reason, 
developers have fudged the issue by pre-computing static lighting 
maps. These can't react to dynamic lighting, making a game look 
subtly wrong. 

Using geometric algebra, Davis claims Geomerics can offer developers a 
solution that will look great and realistically handle dynamic lights at the 
same time. He says it also handles soft shadows, integrates smoothly with 
techniques such as normal and gloss mappong, and supports high dynamic 
range lighting effects. 

Using it won't change the way developers make games either. •one of 
the nice features of our technique is that it's pretty independent of 
authoring, there's no new surface tagging or special rules for the artisu, • 
Davis points out. There is a pre-processing step involved, however. Davis 
says it's much quic,ker than previous techniques which often required hours 
of compute t ime for each scene. 

But aside from the smarts involved, what's more Important to 
Geomerics from a business point of view is how it gets the technology into 
developers' hands. Initially it's looking to work closely with a developer to 
integrate its code directly into an engine, as well as being on hand to sort 
out any resulting problems. "We're talking to a number of developers at 
the moment; it's a question of finding the right game at the right point of 
development: Davis reveals. 

In the medium term, another option will be working with middleware 
engine providers and in that way target the most potential clienu in the 

most resource-efficient manner. Either way, the earliest we're likely to 
see geometric algebra-powered games is 2007 
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B 
ah. My ox360 has blown up. I admit I 
tend to just leave it switched on all the 
time even if I'm not using it, which 

probably isn't the best thing for it, but 
nonetheless I wouldn't expect it to, y'know, 
actually blow up. But the other day when I 
went to download Time Pilot from Live Arcade 
I found it in a locked-up state with random 
pixels all over the display and making a horrible 
shrieking noise. I restarted it and it was OK 
until the download was about 86 per cent 
finished, at which point t he pixels and shrieking 
noise returned. 

I left it well turned off for a couple of days, 
thinking in that hopeful-but-not-really­
believing-it way that 'a rest might do it some 
good; then turned it on and finished my 
interrupted Time Pilot download (it did this 
seamlessly without me asking; can't fault the 
Dashboard). All seemed fine so I started 

a glitch in the software. I restart the machine, 
fire up Time Pilot again and have a second go. I 
make a messy start but recover quite nicely, 
passing the 100,000 mark without too much 
of a problem. Another few games and I should 
have my eye in enough to make mincemeat of 
some friends' scores, so I settle down and start 
anew game. 

About halfway through the first level I get 
freeze, pixels, shrieking. Lockup. Arse. 

Luckily we've more than one 360 in the 
house, so I won't be completely without 360 
goodness, and I'll do a check first using a 
different PSU to see if the fault might be there 
rather than with the 360 itself, but nonetheless 
it is a bit of an annoyance. Especially 
considering that Dead Rising is due out any day 
now, at which time I expect to be doing a lot 
more 360 lovin' than I have been over the 
summer months. 

I'm not too shabby at Time Pilot once I get my eye in; I've been 
round all the time zones five times in one game on my MAME cab 

,, 
warming up on Time Pilot with an eye on 
demolishing some of the scores on my friends' 
leader board. I'm not too shabby at Time Pilot 
once I get my eye in; I've been round all the 
time zones five times in one game on my 
MAME cab and I was looking forward to laying 
down a little smack. 

First game - nice start , got a bunch of 
Achievements all in one go, died just due to 
not paying attention just shy of 1oo,ooo -
good. A little practice and I'll soon be up to 
speed. After the game ends I go to look at the 
Achievements page to see just what I won, and 
the screen goes black. 

I still don't want to believe that my 360 is 
dying, so I convince myself that it could just be 

Of course there's also Nintendo's Wii to 
look forward to now, in the not too distant 
future. I've still never actually laid a finger on 
one yet, and yes I know it's just a speeded-up 
GameCube with a funky controller, but it's 
actually probably the most intriguing console 
release of this coming generation, and it's 
looking likely that it won't break the bank either, 
which is a nice extra bonus. 

I am sure there may well be a few horrors like 
there have been on the OS where developers 
shoehorn controls onto t he Wii Remote because 
they feel they ought to rather than because the 
game demands it, but equally I am sure there 
will be some that are excellent. Besides, how else 
will I get to play Animal Crossing Wii? Anyway, I 

am looking forward to finally trying the Wii 
and finding out if the cont roller lives up to all 
the hype. 

1 
I do realise that now I will likely get all the 

Sony fanboys lining up to hate on me once again 
because I haven't said that I'm preorderi.ng a 
PlayStation 3 yet - fanboys, don't you love 'em? 
Bless them, they can 't even read a largely 
tongue-in-cheek column without flying into 
fits of indignant rage. An1azingly, there was 
even one guy who took the tin1e to email me 
and tell me to "shut my beard'; whkh I thought 
was excellent. 

Fanboys are really the idiots of the gaming 
universe. Me, I'm just a gamer. I don't owe 
any allegiance to any particular console 
manufacturer. The ox36o has some games that 
I like, and has Live Arcade which I really enjoy. 
The Wii is different enough and will likely be on 
sale cheap enough that I can pick one up and 
give it a try without needing to flog off any of 
the sheepies. 

I'm not saying that the PS3 is rubbish (in 
fact in that article I said I was certain it would 
be quite good), nor am I saying that Sony is 
rubbish or that the games are rubbish - only 
that if I am going to drop several hundred 
notes on a new console then there had better 
be at least a couple of super excellent games 
that I really want to play on it, and I haven't 
seen those games yet. Which isn't to say that 
they won't come - I am sure they will - but 
I don't think it's unreasonable not wishing to 
spend a large wedge of cash on a new console 
if there isn't any evidence of anything that is 
going to float my boat being available to play on 
it yet. When I see those games then I'll place my 
order - simple as that. 

If anyone should be closing any facial hair 
it's the fanboys. ]eez, just shut up. 

jeff Mint~r is the founder of UK codes hop Llamasoft, whose 
most recent proje<:t was Xbox 360 's onboard audio visualiser 
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D r Henry Jenkins, director of the 
Comparative Media Studies Program at 
MIT, has called videogames 'virtual 

play spaces': areas where young adults, in an 
urbanised world with scarce empty land, can 
find 'complete freedom of movement' to explore 
themselves, outside society's moral gaze. But 
I've never seen as literal an example as that of 
17-year-old Todd Robcrtson. l ie and his friends, 
landlocked in the urban sprawl of north London, 
haven't built a clubhouse or colonised a corner 
of a favourite pub; they've built their own world. 

In July 2004, the official Lineage II server 
files were leaked. Enterprising players realised 
that. with a little time and a small server, they 
could run a private version of the game. Two 
)e.us later, private virtual worlds are a booming 
business. The most successful private games -
L2Extreme, with five different server-worlds, is 
the largest - have tens of thousands of players. 

nothing came together until one evening 
another player - who they'd fought alongside in 
Lineage 11 but never met in real life - liked their 
ideas and offered to bankroll their server. They 
made plans, and another friend offered a high­
end PC as a testbed. With some basic C++ and a 
lot of time, they chose a section of the Lineage 
II universe, and sculpted it to their desires. 

Then their shadowy financier pulled out. 
Still, it seemed a shame to waste the work, so 
they raised the money themselves, rented a 
server box, christened their new world 
L2Supremacy and moved in. 

Robertson and his friends have had their 
own server up for a month, and already they 
have a stable populace of a hundred or so 
players at peak times. Robertson - known 
online as 'T0dd'- is the event manager; he 
holds PvP battles in a custom area they call 
The Coliseum. 

With his friends, through hard work and strong political ideals, 
Robertson has built an entire world. Now he has to manage it 

The website Garners 200 lists the top 200 
Lineage TT websites, and around half are private. 
Each has a banner advert, with copy like travel 
brochures, designed to encourage you to visit: 

'Shops!''Sympathetic ambience!''Fishing!' 
Robertson's partners started their joumey 

into virtual worlds as a core of three north 
London schoolfriends. T hey formed a clan on 
their favourite first person shooter, then swiftly 
moved to Lineage 11. They moved to private 
servers bt!cause there they had more fun; you 
could advance your character faster, and there 
seemed to be more events, a feeling of 
exclusivity. As they moved from server to server, 
conquel"ing each in turn, they kept saying they 
could do it t hemselves, and do it better, but 

According to Jenkins, the purpose of these 
new virtual wastelands is to escape the prying 
eyes and order of society; and in these 
homebrew virtual worlds, rule-breaking, or 
attempted rule-breaking, is predictably rife. 
Robertson and his friends have a series of t ricks 
they picked up on their server wanderings; 
they've added a delay to the login screen to plug 
one popular loophole, and they've added a 
series of invisible, nameless creatures, hidden in 
inaccessible areas be low their world, which 
crash the client when they are clicked on; this 
stops automated software, like L2 Walker, 
designed to level your character automatically. 
They have a rival, too: L2Frenzy. They were part 
of the same clan, until Robertson's group split 

to build their server; the next day, the other 
group announced they were forming a server 
too. The other group has attempted to sfbotage 
L2Supremacy; overloading their website, and 
hacking into their world with GM privileges to 
wreak havoc. Robertson insists they don't 
retaliate. "We're doing better than them. As 
long as we're on top, I don't mind;' he told me. 

Robertson's sister worries about the time 
he spends in virtual worlds; I don't. He's at the 
forefront of a new movement that seems set to 
continue. (In August, the latest Lineage 11 update 
was also leaked. The rumour Robertson heard 
was that a NCSoft insider received $1o,ooo; the 
site which bought the files sold them on for 
$s,ooo - soon it was everywhere.) They have 
their own cash to manage. Server space and 
bandwidth cost money, so most private servers 
offer their players the chance to 'donate: Mo~o-t 
donations are rewarded with gifts of powerful 
items, so a £25 gift on L2Extreme can give you a 
real in-game advantage. T he donation process is 
very popular - and cheap compared to playing 
the retail game. Some servers, then, make a lot 
of money. (L2Extreme reportedly pulled in 
$24,ooo in one week, and it regularly closes 
donations to catch up on delivering the gifts.) 

With his friends, through hard work and 
strong political ideals, Robertson has built an 
entire world. Now he has to manage it. They 
hope for as many players as possible, so they've 
realised they must slow the supply of powerful 
items by raising the prices, so new players 
aren't at a total disadvantage. They're learning 
management skills, too: they need new GMs, 
and T0dd's currently interviewing. He asks 
questions like: "If you told someone to stop 
doing something, and they inunediately did it 
again, what would you do?" (The correct answer, 
of course, is: "Turn them to stone:') 

Tim Gutst is working on a book about virtual u:orlds. Conract 
him if you hat.·P a v1'rtuol rale ro reil via rim@tim.guest.net 
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I
t's an issue t hat has been debated for years, 
not least in a recent article by gaming 
celebrity Dave 'The One Vvith T he Bandana' 

Perry. In the article, Perry argued that the games 
industry is in desperate need of a new 
generation of gaming celebrities. Heck, he was 
even kind enough to name-check yours tmly as 
a last -gen gaming celebrity ( 'washed-up hack' 
by all means ... but celebrity? I think not}. 

Nevertheless, during the '90s gaming boom 
the we-need-celebrities t hing wasn't even an 
issue. Helped by the TV industry's bandwagon­
jumping there really were genuine gaming 
celebrities; Violet Berlin, Dominik Diamond, 
and - shudder my nuts off - Ben 'the' Boffin. 
Then on the next rung we had Sega champ 
Danny Curley, and Big Boy Barry, and -
whether you agree with journalists cultivating a 
celebrity persona by having photo bylines or not 

- Julian 'Jaz' Rignall and Radion Automatic. 

to the level of celebrity. I just don't think it 's 
necessary for the health of the industry. 

You might enjoy a games review, but it 
seems a little absurd to celebrate someone just 
because they're capable of doing the job they 
were employed to do. The ridiculous less-said­
about-it -the-better wankery of New Games 
Journalism aside or not. 

There may not be the media hysteria of the 
early to mid-'90s, but there's more money 
floating around than there ever was. Why do we 
need celebrities when Sony and Microsoft arc 
quite capable of marketing the heck out of their 
systems? I'd argue that the industry desperately 
needs some stronger, more iconic characters -
along the lines of Sonic or Lara - but that's an 
entirely different debate. 

I always remember hearing a possibly 
apocryphal story about how Andrew Ridgeley -
in his post-Wham! days - would stumble out 

Why do we need celebrities when Sony and Microsoft are 
quite capable of marketing the heck out of their systems? 

You can argue until your lungs turn blue 
whether a journalist really can become a 
celebrity, but now that I'm a little bit older I can 
sort of understand it. My daughter clearly 
reveres the editorial team on the Official 
Nintendo Magazine as gods, and often quotes 
from the magazine as if it were a religious text. 

Heck, if I'm honest I once saw Julian Rignall 
in a games shop on Oxford Street, and was so 
star-struck that I followed him to a cashpoint -
at that time the closest I ever came to mugging, 
and debagging, someone famous. One time I 
even got excited, in a purely heterosexual sense, 
when I saw Neil 'Who>' West's old chap when I 
went to the toilet next to him. So, I can 
understand why games journalists can be raised 

of clubs and kick up a big stink about having his 
privacy invaded by the paparazzi, despite clearly 
expecting and wanting - needing - to be 
photographed. On one occasion the assembled 
snappers were so sick of his behaviour that they 
agreed among themselves to down tools when 
Ridgeley emerged, and when they duly did the 
faded star was cmshed. He apparently 
disappeared from public view shortly after. 

At the end ofthe day celebrity is entirely 
self-serving. People may feel the need to 
become celebrities - and in the '9os you could 
become a gaming celebrity with the minimtun 
of effort (all you needed was to be grossly 
overweight, a girl, wear a funny hat or give 
yourself a stupid name .. . ) but the games 

industry doesn't need people to become 
celebrities. I simply don't see the benefit. 

It's not like film, TV or music where the 
product is often linked to star talent. Games, 
generally, are committee-led affairs - t hese 
days perhaps more than is entirely healthy -
but the product should always be the game, not 
the people who made it. 

So where are the gaming celebrities now? 
There are certain games journos who are better 
known than others - Kieron Gillen springs 
in1mediately to mind - but they're not 
celebrities in the way they were a decade ago. 
Rightly, Shigeru Miyamoto remains an idol to 
millions, and Peter Molyneux is probably the 
UK's highest profile gaming figure (though 
hardly famous in the way, say, Jordan is - even 
following his recent breast enhancement). My 
fellow columnist Jeff Minter is a cult figure 
with a devoted following, but I'd be surprised if 
he thought of himself as a celebrity. 

Of the old guard, the Games Animal is still 
hanging in there - his website is a shrine to his 
glory days presenting Games World (whereas 
my own website - that's www.mrbiffo.com, if 
you're interested - avoids mention of my 
gaming past, in the same way Jonathan King's 
tries to downplay certain events in his life}. 

'Jaz' Rignall moved to America, Violet Berlin 
became a mummy (in the maternal sense, rather 
than the brains-pulled-out -of-her-nose-and­
walled-up-inside-a-pyramid sense), Matthew 
Smith pops up at retro gaming events, Big Boy 
Barry moved into PR, and Ben the Boffin sold 
more than so million albums worldwide before 
developing a debilitating heroin addiction, 
marrying Courtney Love and blowing his 
head off in a room above the garage at his 
Seattle home. 

It's not really plausible, is it? 

Mr Bi{fo eo-founded Digitiser, Channel4's Teletext-based 
videogames section, and now writes mainly for television 
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Choice cuts from 
Edge Online's 
discussion forum 

Toplo F-ndl(amC' R.:ward<> 
What do you like to be 
rewarded with when you 
complete a game? New modes, 
new characters, artwork, or 
ju&'t a credits list? I like new 
modes myself, as I don' t really 
use extra characters as, for 
example in a racing game, I 
have my 'favourites' and I 
rarely change from them. 
Spi•Wtl1 

My favourite endgame reward 
is for there to be no more 
game: for it to end. Take a look 
at the all-time favourites 
thread here. Many of those are 
Nintendo games that, when 
you finish them, don't just 
stop, they lock the machines<> 
you've no choice but to switch 
it off, get up, and walk away, 
full of exhaustion, pride and 
sadness. Unlockables are the 
enemy of closure, a cheap 

' tart's trick to make up for an 
experince that didn' t satisfy 
on its own terms. Actually, 
World Of WarCraft is the 
enemy of closure, but I don't 
want to go into that right now. 
Oil 

I 
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• 
As an aspiring writer with many 
huge hopes, I find myself 

sympathising with David Martin's 
letter (Inbox, E166) about writers in 
videogames, and how little demand 
there seems to be for them. But I doubt 
this problem will ever be assuaged for 
us writers. 

If games are indeed 'chemistry sets' 
that aJlow people to explore freely 
within the confines of a structure, then 
the writer 's job may be seen as the 
mediator of the game's confines; the 
person who chooses how far you can 
push the structure while maintaining 
an effective story. This, of course, 

' 
story elements. Almost every game 
does this, from Oblivion to Half-Life 2 

to Resident Evil 4. Is it not possible to 
design a game that tailors its story 
around a game's cause and effect 
scenarios, creating the illusion of story 
elements from the player's reaction to 
exposition in order to provide 
motivation for the player? A narrative 
can, after all, be more effectively 
achieved if the story is unfolding in 
front of the player, and not in segments 
of exposition that break up the rhythm. 

Of course, scripting is not to 
everyone's taste, that is clear already 
(and the reason why writers are not in 

''Even some of the worst films pace themselves well. 
Why can't games? And ifs more than just having an 
easy level at the start, a harder level at the end" 

leaves any game open to criticism: 
some people prefer more control, 
others like to be lead by the hand. The 
problem with Daragh McDowell's 
(In box, E167) interpretation of the story 
as a 'globe' is its immensity and, as 
Edge rightly points out, the fact that 
this detracts from a game actually being 
a story: if everyone experiences 
something different to everyone else in 
a game, then this is largely down to the 
game designers and not the poor people 
who are attempting to get a semblance 
of structure into the game (the writers). 

To my mind, the key terms are 
exposition and motivation. The player 
needs motivation to proceed in the 
game, and this is provided by the 
elements of the game that are presented 
to them in whatever form (exposition). 
Most often, particularly in FPS games, 
motivation comes from giving the 
player mission objectives and locations 
to proceed to, with the game then 
taking place essentially between the 

such great demand). But for the garners 
searching for a well-considered story, 
the next step may just be to build the 
story around them and let them find 
out how good it is by themselves. 
Ambrus Veres 

11 I have a problem. It's a problem 
that didn't seem to be a problem 

once. Narrative has started to become 
so much more embedded in and 
important to videogames, in terms of 
interaction and structure, and they 
seem to have left one of the most 
important elements of it behind. Pacing. 
It's an issue that seems to have started 
being addressed - acutely so in the 
case of some games. And it's something 
that a few people in recent Edge 
interviews and features have talked 
and thought about in a serious way. 
They seem to be in the minority, 
however, but it's something that needs 
to be thought and talked about more. 

Games want to be like movies, they 

Win a OS Lite 
for the best letter 

say. And there's a fair amount of 
evidence to support that. But all they 
seem to want to learn form is the 
action, the bang and buck, and some 
prettier cinematography. Even some of 
the worst films pace themselves well. 
\IVhy can' t games? And it's more than 
just having an easy level at the start, a 
harder level at the end with a boss and 
some different-coloured explosions. 

Still, it's not all bad. Resident Evil 4. 
Loved it. Every moment of it. What I 
liked most was how amazingly 
considered every last moment was 
throughout the levels as a whole and 
independently. The difficulty, the level 
of progression, the consideration of set­
pieces - when and how they occur, 
graphically - everything was paced so 
brilliantly. And J think, because of that, 
I enjoyed every moment of it. 

New Super Mario Bros is another 
good example. Every level, the structure 
of them and how they fit together, how 
the essence of play changes t hroughout 
the whole game as the experience 
evolves is fantastic. 

I'm not suggest ing it's easy. I 
imagine it's a hell of a lot easier to set 
the pace of a story that's set to page or 
film. After all, no one else can change it 
or make any choices about what will 
happen once it's out there. But pacing 
can be managed in so many more ways 



with videogames. Forget film. Look to 
TV. Think about how much 
consideration goes into the pacing of 
each episode and series to make you 
keep coming back. Pour that attention 
into videogames and it'd make one hell 
of a difference. 
RaphPerks 

Perhaps pacing could be improved if 
developers could access detailed data 
on how players progr<'SS through p;amt:s 
via Xbox Live or similar online system:;. 

In response to the letter in your 
last issue from the guy referring 

to girl garners - WHAT ARE YOU ON 
ABOUT? I've never heard such a load of 

Raph Perks found the pacing of Resiclenl Evil 4 
near perfec-t, and asks why more games don't 
make more effort to match it sense of timing 

testing ourselves at clay pigeon 
shooting, kayaking and abseiling our 
final task was revealed to be dune 
buggy racing. As the only non-driver in 
my department it seemed my chances 
of winning were ruined. However the 

~~I'm feeling a mix of polite admiration and 
indifference. Sure it's all shiny and new, but I'm left 
feeling slightly deflated by my early 360 experiences" 

rubbish in my life. He suggested that 
more games like Ninttndogs and Animal 
Crossing would attract girl garners as 
we apparently are far too sensitive to 
worry our pretty little heads about 
going on killing sprees and beating the 
crap out of people. 1\.s a female gamer 
who has probably been playing games 
since before he was born I thought J 
should protest! Yes we are different 
from men, yes we are more organised 
as he says. But men being mor<' 
competitive and stubborn? The most 
competitive and stubborn people 1 
know are women, including myself. 
Most of my favourite games include 
violence' and gore and I could probably 
kick his arse at them. Wake up and 
realise we're in 2006. With all the 
talk of mammoth-spears it seems as 
though he's living in the past -
although something tells me he'd be 
as rubbish at spearing a mammoth a~ 
he is at social commentary! 
Sarah Keane 

There has been little said of the 
real world applications of years of 

videogame-playing experience so here 
is my two bits' worth. While on a 
team building exercise with a large oil 
company, my colleagues and.l were 
asked to compete against each other in 
a variety of adventure pursuits. After 

layout of the track in the farmer's field 
- a figure of eight around two hay bales 
100 metres apart - reminded me of the 
simple track found at the start of most 
racing games. So with no knowledge of 
real driving techniques I astonished my 
competitors by performing a standard 
powerslide round each of the hay bales 
by stamping on the brake (B button), 
turning hard left to whip the back-end 
out (D-pad left) and then stamping on 
the accelerator (A button) to power out 
of the turn. Needless to say I won the 
cup but sadly never saved the princess. 
Ben Keegan 

\Vho m·eds a princess when you've 
won this month's DS Lite? 

I recently became the (counts on 
fingers) tenth person living in 

Japan to buy an Xbox 360, and I'm 
feeling a mix of polite admiration and 
indifference toward the thing. Sure it's 
all shiny and new, but I'm left feeling 
slightly deflated by my earl) 360 
experiences. Not because of the old 'it's 
just the same as five/ten/2o years ago' 
argument (though it certainly holds for 
something like Ridge Racer 6 complete 
with 1995 'DJ') or because the joypads 
have the triggers and bumpers too close 
together for my fat fingers so I keep 
changing views in PCR3 by accident, 

Topic. Proud to tH, a ~r1~r? 
Are you proud to tH, a gamer, or 
is it •omething you openly tell 
people when they ask you what 
your interests are? When T 
meet new people ~nd we talk 
about interests and stuff I 
happily mention I like football, 
tennis, reading, movies but I 
alway~ leave out that I enjoy 
playing games on DreamcasV 
Xbox/PS:~.. There's still the 
perCC))tion that it is geeky and 
nerdy and for kids and nothing 
will ever cha•111e that. 
o,.a M.m 

Remember kids, when we meet 
up for drinks, get our stories 
stre~ight - we're an anti·terror 
dawn raid hit squad having our 
first day off since 9/u./ot. We 
us~ cod~ names becau~e we 
don't rucking know our real 
identities. We're not sad geeks 
who chat on a ~mes forum. 

I've nev~r met an attractive girl 
who lik~~ videogaming. But 
then again I'm u•ually not 
talking to the attr.active ones 
anyway, just observing them 
from afar. With my tele•cope, 
and night -vision googlcs -
kind of like Sam Fisher if his 
mission obj.,ctive was to spy 
on muff rather than •ave the 
free world or whatever he's 
up to these days. 
I Jrr D d 

Tf you're afraid to talk about 
your hobbies then you should 
definitely sort out your guilt 
i-.ue,. After my ex read some 
i ~sues of Edge and we had a 
few chats she appreciated that 
there un be more to gaming 
than wasteful child's play and 
she managed to join in some 
of my gaming se.-ion,. 

t 

Why should T tH, proud? Pride 
luds to all kinds of horrible 
thin~' like hubris and elitism, 
neither of which have any place 
in any form of entertainment. 
Unle" you're a jazz musician. 
Then it's de rigueur. 

EVERYONE WHO HAS EVER 
KISS CO A CIRL POST IN THTS 
THREAf> SO YOU CAN BE 
RF.VF.RED BY YOUR I'E£RS 
BECAUSE CIRLS ARC LIKE 
AWCSOM£ ANI;> HAVE 
BOORS J.OT. BOORS shit my 
dad is COining brb 
Unh' ely 

but because generally I've never had so 
much hassle in trying to play the games 
the way they were meant to be played. 

I've grown to accept that my TV 
won't do the new generations as much 
justice as the expensive HDMI sets on 
display at the electrical stores for 
shocking prices, but what gets to me 
is that despite having a broadband 
connection I am denied Live. I live in an 
apartment which has intern et and cable 
TV provided to it for free, but which 
apparently doesn't have the capacity to 
support online console gaming. Since 
the company that runs such apartments 
is reasonably popular, I dare say the 
same is true for a very large number 
of Japanese garners. No wonder 
Microsoft's machine isn't popular here: 
the games don't appeal, and if one 
wants to play them properly, they have 
to get a new TV AND a new place to 
live. I enjoy Perfect Dark Zero and 
Project Got ham, but keep getting the 
feeling that the heart of the game is 
something I can't play. 

A friend calls himself a lapsed 
hardcore gamer. The new generation, he 
says, doesn't interest him because it's 
too much effort to get everything 
running properly. The concept of'plug 
and play' doesn't exist any more. I'm 
beginning to agree with him. 
Chris Charlton 

This is a key issue, particularly in 
Japan, and makes the upcoming face­
off between the hi-tech PS3 and the 
low-fi Wii the first truly philosophical 
rivalry in gaming history 

• 
Any gamer who has kept his ear 
relatively close to the ground 

can't have failed to hear of]ack 
Thompson, the proclaimed 'crusader' 
against violent videogames. He has, as 
much through his own threats and 
outlandish statements as anything else, 
become a hated figure amongst the 
gaming community. I myself cannot 
help but contemplate some of the 
issues that he has brought to the fore 
regarding videogame violence. Being 
forced to consider the nature of that 
which I play has led me to realise 
something: we don' t need violence in 
videogames, or rather let me rephrase 
that1 we don't need the kind of 
gratuitous violence that has been , 
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incorporated into videogames in order 
to enjoy oursclve~. It is that gratuitous 
violence - violence for violence's sake 

- which is indefensible and has given 
the 'anti-gaming community; which 
some would see Thompson as being the 
head of, more ammunition. 

When franchises like Sou/ Calibur 
have provided u~ with a rich beat 'em 
up experience do we really need the 
ability to rip out someone's spine in 
Mortal Kombat? Do we really need to 
cremate someone alive or drill through 
their eye in The Punisher when there are 
plenty more decent thirdperson act ion 
games out t here? The Final rantasy 
series - one of the most lucrative 
franchises in the industry and one 
which has always been clo~e to my 
heart - has rarely ever ventured into 

'adult ' territory and remains successful. 
The GTA series, always exhibit A in 

these arguments, is a guilty pleasure of 
mine, but I have to wonder whether the 
fun which is gained from seeing how 
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I was thinking, recently, about 
how I was duped into 
purchasing a rather expensive 
lump of plastic called an A tar! 
Jaguar. Granted, I was 
youngish, and Edge- as they 
had a habit of doing - extolled 
the v;rtues of the console 
and didn' t focu' o n the 
negatives - which didn't help. 

I can remember being told that 
you could complete Gauntlet 
but after reaching about levt'l 
s oo on my Amstrad the 
monitor made a pop sound and 
that was the end of that. soo+ 
levels? Does anyone know if 
that game actually had an end? 

Should we exclude Peter 
Molyneux from this 
discussion? He doesn't mea.n 
to lie, he just says •tuff that 
"'<>n't ~er happen. 

long I can pavement drive before 
getting gunned down by the police is 
really worth the bad press the industry 
gets from such violence which isn't, in 
the big picture, really necessary. 

One thing I'm hearing more and 
more of is the need for the industry to 
innovate and appeal to a wider audience. 
I hear garners constantly hoping that 
gaming will come out of obscurity and 
into the mainstream. I also find myself 
wondering more and more that perhaps 
if we didn't cling to childish notions of 
violence for the sake of violence then 
the gaming community might just been 
seen as just a little more adult, if only 
by a few. We don't need gratuitous 
violence - or, in some cases, any 
violence - in videogarnes for them to 

be good, many titles have proven that, 
and perhaps if developers weren't to 

focus on it so much we'd see some real 
innovation in~tead of God knows what 
conuoversy-~parking 'innovation' will 
come next . 

We may well rally against 
Thompson and others wholly or 
partially of his mind, but I think we 
ought to ask ourselves exactly how 
much we should value the needl~ss 
violence which we defend in doing so. 
I will never support strict censorship, 
but perhaps it 's time for us to entertain 
the view that needless violence is the 
past, and finding new ways to make 
games enjoyable and accessible to the 
public at large without having to fall 
back upon it is the future. 
Toby Marshall 

It 's not less violence that games need, 
but more variety. But is the problem 
bloodlust, or a Jack of imagination? 

Send us email (edgeOfuturenet.co.uk), 
but be sure to use 'lnbox' as the subject 
line. Or send a letter to this address: 
lnboJC, Edge, Future Publishing, 
30 Monmouth Street. 
Bath BA1 2BW 
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