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t's 20 years since Snake first crawled onto MSX. 
Twenty years smce a young KOJima found himself 
already sick and t1red of gam1ng's cont1nual 

obsession with v1olence Twenty years of break-neck 
progress, and yet Metal Gear's mix of pathos and 
playfulness remains as unique an undertaking now as it did 
then. The series has so long been accepted as a pillar of 
PlayStauon that 1t's easy to forget how downnght odd and 
unwelcommg 1t 1s. an exhaustiVely baroque plot, those 
interminable cutscenes, the sudden-death gameplay. 

And yet 1t endures. and no doubt partly because of that 
umqueness. Its contradictions - the macho posturing of 
Snake set against an emotionally overwrought storyline, 
the c1nemat1c pretens1ons combined w1th a gamer's nstmcts 
- have enabled 1t to appeal to a w1de-rang,ng aud ence 
wh1ch mtght otherw1se have been alienated by one tra1t or 
another. There's certa1nly no shortage of players who scoff 
at the softies who cried over Aeris, but are themselves quick 
to choke up at the memory of Sn1per Wolf's operatlcally 
trag1c endtng. 

Two decades on, what does that un queness represent? 
Is 1t evtdence of a path not taken, a route games could 
have followed but reJected m favour of conservative 
blockbusters? Or is Metal Gear's time up? As games have 
evolved, have they found new, more organic solutions to 
the l•mitations whtch f1rst frustrated KoJima 20 years ago, 
and then again a decade later? The answers will come n 
the shape of Metal Gear Solrd 4: Guns Of The Patnors, 
and in our feature startmg on p54 we d1ssect the ser es' 
legacy, examine the new game's future, and s•t down 
with Kojima to discuss his own prospects lt's a ser es 
that leaves some cold, and one whose comple• evo v~on 
(from Snake to Ra1den to Btg Boss, from Sold to Acd to 
Portable Ops) has left many bemused fans n ts wake. 
but it's one that can't be 1gnored. Just where m ght ..._, 
the next 20 years take 1t, and us? ~ 
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. SOFTWARE ! 

What's in a game? 
One year on, downloadable content is bui lding steam, but 
uploaded discontent shows that some have been scalded 

_j n early April 2006, Bethesda released rts 
frrst prece of downloadable content for 
The Elder Scrolls IV· Oblivion. The Horse 

Armour pack brought wrth it a number of other 
frrsts, too, in being one of the earliest provisions of 
game-expanding content for a full-price retarl 
release on 360, and the frrst to crystallise the angst 
and fist-shai<:ing postulatrons that rose up Wlthrn 
some onhne commumtres when Microsoft frrst 
announced and explarned the surte of channels 
that the Marketplace and mrcrotransactrons system 
would host, at the GDC rn March 2005 And so, a 
response d rea from the horse armourer·s mouth 
"There was an Otr.cry because v.e were rea ly the 
frrst ones to do •t, and so rt was part1a ry a backlash 
agarnst us, and part a 'Y agarnst the rdea rn 
general, • says Pete Hines, VP of marketing and 
pubhc re a!Qns at Beth~a Softworks. "If we had 
started out at a lower P' ce there still would have 
been a react100 6~ content, stil a reactron. We 
were gomg tn<o uncharted waters so we dtd the 
best we cou d to look at what other stuff was 
ava lab e on 360- themes, prcture packs, etc- and 
what they cost. and try to frnd a price we thought 
was reasonab e We did ~he next one lower, that 
se-emed :a go o-.e• we , so we slayed there for 
sunllar ones and v.em back up for large• ones lrke 
M~ru11e s Razor and Kn ghts O' Ttle Nrne • 

DlC ohtn consists of the kind of content found in Sl)4<1al edition 
releases of games. such as the inclusion of Vergil (above) as an 
eX1ra in Devil May Cry 3's redux. Such packages rarely court 
conrroversy, even though some resull in dedicated fans re-buying 

been purchased. And Horse Armour, likely due to 
its cost and relative worth - 200 Microsoft pornts 
(£1 70) to be able to krt out a player's steed Wlth 
protectrve platrng, a mrnuscule addrtion given the 
content offered in the £50 release - came under 
damnation that, at best, branded it a rip-off that 
consumers should boycott as they negotiate an 
rmmrnent but necessary evil, and at worst was 
the begrnnrng of a new era of corporate corpulence 
where publishers explott the opportunity to fly-frsh 
ever more money out of the wallets of already-

committed consumers. But, 

"For all the supposed 'animosity', hundreds 
of thousands of people bought Horse 

Armour, and we still sell it every single 
day, some nine months later" 

as with so much collective 
invective from the gaming 
communrty. widespread 
doesn·t necessarily mean 
ubrqurtous: " The thrng rs," 

Horse Armour was the start of what 's been a 
ye>ar con~ n 119 vanous outer es, protests and 
debates about <he power of Marketplace, a 
content de rvery seMce d~gned to empower the 
player, but that some players have come to see as 
a force for qurte the opposrte. Few would argue 
that Marketplace- w1th rts freebie treats, demos, 
preYiew footage and rts fundamental duty to 
Xbox lrve Arcade - has been an explortatrve 
seflrrce overa I. But one aspea of its operatron has 
been the target of some flamrng rancour from 
various forums and other outlets (regularly 
including the comments sections of posts found 
on MaJorNelson.com, an officral Microsoft blog 
heralding the release of each p1ece of DLC) game 
expansron - follow-up payments that extend tne 
functronalrty of a prece of software that's already 

says Hines, " for all the 
supposed 'animosrty', hundreds of thousands of 
people bought Horse Armour, and we still sell it 
every single day, some nrne months later So you'd 
be hard pressed to tel me we shouldn't have 
released rt and nobody wants rt. Clearly, people 
playing Oblivion feel otherwise." 

Subsequently, it should be noted, Bethesda's 
support for the game has been more warmly 
recerved, and felt much less penpheral. But it does 
show how wildly different the economies - and 
perspectrves borne of them - of Marketplace and 
shop floor are. Purchase a full game, and there's a 
completeness to the ownership that's filled wrth 
near-mfinrte potential where it's now yours to 
explore for the rest of your trme, even if. as many 
players are quick to admrt, you rarely ever see more 
than just a fraction of that content. Buy Oblivion, 
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Game guides are now an 
accepted shelf presence, even 
though thei r proliferation ­
outside of t hei r roles as well· 
produced keepsakes or 
convenient references - asks 
the question of how difficult 
it can be to unlock the entirety 
of a game's content without 
some sort of external help 

The cost of every piece of content currently avai lable 
on Marketplace stands at roughly £4,000, equivalent 
to 80 full-price 360 t it les, a number that would rise 
significantly if the realities of today's sale and/or 
pre-owned prices w ere taken into consideration 

and the pounds-per-hour playt1me quot1ent IS 

theoretically incredible; buy the Mehrune·s Razor 
quest for 250 MS points Gust over £2). and that 
quotient plummets. but yet many a player seems to 
have accessed and enjoyed the pack even though 
its relative value ~a s more n line With Horse 
Armour than the retail game 1tself. 

The greatest and most persistent of 
complatnts have come not because this new 
content offers an expansion of the original 
expenence, but because it can feel more like a 
contraction- the sense that the game you've paid 
for is an incomplete experience, speckled with 
glaring holes rather than invisible sockets. Lumines 

Ridge Racer 6 prevents players without 
Gold-tier Live accounts obtaining 

certain cars, as they are conditional 
upon w inning quotas of online races 

360's non-gaming DLC has evolved from movie trailers into full movies, but the passive nature and clearly defined role of such media 
- along with Gamerpics, dashboard themes and similar- has given rise to little ambivalence compared to the videogaming content 
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Live left many a sore blog post in its wake, the 
game retailing for the maximum price of a Live 
Arcade title to date (1,200 points, £1 0.20), rife 
with modes but visibly hm1ted due to the multiple 
'docks' in place for further expansions to be 
released and attached at a later date. lt threw up 
screens telling the player to buy the relevant 
expansion to continue play1ng through certain 
modes as often as it did new skins, it seemed, 
resulting in rallies aga1nst its demo-like status; if its 
content was presented in a smoother manner that 
didn't so often expose those holes, then it would 
likely have been much more smoothly received, 
limiting any catcalls to the relationship between 
cost and content. 

Unlock keys have been a recent culprit called 
into the dock, down loads so small (1 18KB, or less) 
as to be seen as proof that they're doing nothing 
more than opening up content that's already 
contained within a purchased disc; early examples 
include freebies such as Ridge Racer 6's vehicle or 
Dead Rising's costume unlocks (the former game, 
incidentally and notably, prevents players without 
Gold· tier Live accounts obtaining certain cars, as 
they are cond1tlonal upon winning quotas of online 
races). More recently, Cabela's Alaskan Adventures 
offered a 1 OO·MS·point unlock key for a pack -
containing, among other things, new clothes and 
weapons - whose visual assets, it has been 
assumed, couldn't possibly be contained within the 
download itself. So, why is there such a sense of 
violation? Is it the invasion of the perceived 
contract that's long been in place between player, 
publisher and manufacturer up until the departing 
generat1on? We've long had game discs hosting 
features that few would claim entitlement to -
the 'test' areas of Zelda: Wind Waker, or the Hot 
Coffee of pre-controversy GTA: San Andreas- but 
then none were officially turned into a subsequent 
revenue stream. Is it the artifice of the delivery 
method, and timing? The additional content 
available in special edition releases (e.g. Devil May 
Cry 3) is typical of what Marketplace can and 
sometimes does offer, but these appear as entirely 
new shelf products in the high street space - not 
on the dashboard - some time after the original's 
release, and rarely kick up any grumbles. Or is it 



With the microtransaction-focused iteratiOn of Gran Turismo HD now downsized to a concept demo. questions of 
its value to less fervent players- who might have spent less than the cost of a ful release- w not be answered 

s1mply the need to send out a message that a 
slippery slope won't be tolerated. a prosumers se f­
defence mechanism (with 'kneeJerk' reserved for 
the most scabrous of readions to perceived 
racketeenng) aim1ng to make sure that those n 
charge know that this fragmentation of content 
represents a retail model that needs to be hanoled 
Without offend1ng garners? There's currently no 
way of peeling back the circumstances behmd the 
concept on of the DLC - for example. 1ts 
appearance on the disc doesn't negate the 
possibility that the publisher and developer didn't 
put extra resources into the project n order to 
capture the extra return - to po1nt a watert1ght 
f1nger and claim that the content was amputated 
from the mam game expenence simply to be held 
back as a fleecmg trickle of a revenue stream. And 
1t's poss1ble that the role of pa1d-for unlock keys, in 
the face of the negative PR thrown up m certain 
mcles, may now simply be removed from the 
process, the content retained and released in a 
more t1mely manner to avoid ra1sing hackles; 
players are none the wiser, and none the angner. 

So, when d1d work on the downloadable 
content for Obliv1on begin? " it started a couple 

of weeks before ·ne game sh pped, but ""e had 
been th1nl<1ng aOOtJ1 : even before then.· expla1ns 
H nes " Rea ly, once we locked the content for 
the game, so yotJ aren t stll chang ng :he game 
.... -11 le you re i ~g nugs, the conten! fo J(5 stan: 
9('tt g ·::.~y ~o eo more stuff t takes some r me 
because oot eie']th ng we W'Orked on got re eased, 
s.mply because '-"t' d dn t I ke 1t or 1t d an t work 
I Ke .... e wanted • 

And has any of the success of the DLC been 
a surpr se? "No, t hasn't ObliVIon IS a huge 
game that encourages and allows folks to keep 
playmg and domg new th1ngs So g v ng rhem 
stuff they can add to the r el(ISt ng game 'ts well 
w1th what our game aoes well Yes. we had a 
long-term plan and conunue to execute on that 
plan. it's not someth1ng we're go1ng to do forever, 
but it's allowed us to ded1cate manpower to 
creating some stuff we th1nk people will like 
and keep them interested 1n the game. With 
the recent announcement of the game's official 
expansion pack, Shtvenng ls1es, I thmk even more 

people w1ll pock up the game aga1n to take their 
character and go play and expenence something 
completely different." 

0 

PETE HINES, 
VP cf pubh, ,,,l,ltiOI1> .md markC'tmg ..tl Bt>lhesda 

Now that you've got such a 
fluid space for releasing 
content on a console In 
between Elder Scrolls games­
are there temptations to lift 
ideas from Elder Scrolls V to 
feed Oblivion. and do you 
think there's an opportunity 
to introduce certain as~cts 
of its story and universe to 
Oblivion players? 
No, that's not something we'd 
ever do. First of all, we want our 
games to stand on their own. You 
don't have to have played 
Morrowindto enjoy Oblivion. We 
don't want to start artificial ly 
ty<ng them together. And, our 
•deas for things woth OLC are 
thongs that we had eother thought 
about for ObJtvion orig<nalty but 

t hey got dropped in favour qf 
others. or are t hings we thought 
of after the fact and wanted to 
do. Even with a game as huge as 
Oblivion. you have to draw the 
line at some poont or it'll never 
be finoshed 

Just before Morrowinds 
release, the idea of PC mods 
being made available for the 
Xbox version was being 
mooted, whkh never officially 
came to fruition. Given XNA 
Game Studio Express, do you 
think that. later down the line, 
you could see yourselves 
setting 360 owners tools to 
create and distribute their 
own content for Oblivion? 
No, I don't think it's something 
we'd ever sell like that. If there 
was a way for folks to be able to 
make their mods or pi ugins freely 
available on 360 like they are on 
PC. we'd be all for that. We 
always have been. Currently the 
console doesn't support that 
kind of functionality, and I don't 
know if it ever will. Obviously 
you have concerns about the 
kind of content being made 
available, and whether people 
are messing up your game with 
t heir plug in. Right now it's a 
purely theoretical discussion 
because I don't see anything 
happening on that area any 
time soon 

The Vice City OST CD boxset 
contains exclusive cheats for the 
game, a content-unlock of sorts 
that avoided any controversy 
thanks to its idiosyncratic nature, 
and the speed at which those 
codes could be disseminated to 
garners via cheat books and sites 
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The MMO space is potentially another 
nettle patch for Gold Live subscribers, 
with Phantasy Star Universe's 
monthly sub being an outlay too 
far for some, leaving them to veto 
it in preference of the PC version 

• CHRIS ALL COCK, de~1gn('r on Karneo 

When did you start to make 
plans for Kameo's DLC? 
Co-op was something that we 
felt would enhance Kameo; we 
had been certain even since the 
early tests that it was going to be 
a lot of fun in the action sections. 
That said, we were also up against 
a deadline - the launch of the 
360 - and if we didn't focus our 
resources on the singleplayer 
then the multi player would 
inevitably have suffered as well. 
Fortunately, we now had all of 
the options that Marketplace 
represented at our disposal and 
so our networking engineers 
shifted their goal posts, 
transforming on line co-op into 
DLC while the rest of the team 
were equally busy getting the 
rest of the game finished . 

Has the level of uptake for 
post-release content over the 

12 

past year been a surprise, 
or not? And how did the 
DLC come about - internal 
ideas, player feedback etc? 
We're not sure any result apart, 
possibly, from no uptake 
whatsoever- would have 

• ·ouring development 
there was a sense of devious 
satisfaction; we hadn't 
announced our interntions, so 

not only did we have the 
advantage of knowing what 

our audience wanted, but we 
got to surprise them, too· . 

surprised us. The whole idea is just 
so new; in many ways it's our job 
to test the waters, putting the 
content out there and seeing who 

Those most exposed to gam1ng's rackets 
over the years. rea or perce ved. Wll obv1ously sway 
towards the least flaner ng ol e~panauons. Not so 
much out of pess m sm but maybe tllanks to the 
fact that garners nave been sold equa ly arguably 
'mcomplete' e~pe• ences, n a var ety of ways, 'or 
many years, but the methods are ether Widely 
accepted as norms, or are never attached to a 
particular game publisher or, as With 360, a hard­
wired infrastructure. Videogames are often poor 
exh1b1tors of their own treasures, trapped betv.een 
the need to hide their secrets away for them to 
remam a surpnse and the risk that players may 
never unearth them, or never be pomted towards 
them; the idea of any given player. Without 
recourse to a FAQ or guide, being able to ach eve 
100 per cent completion m Canis Canem Ed1t. or 

ever practically d1scover the wealth of adroit 
content present 1n Metal Gear Solid 3, is unfeasible. 
And so saviours have always been required, both 
free and independent (forums, peer discussions, 
FAQ snes), and commerc1al and controlled (official­
branded guides, magaz ne-mounted tips books, 
premium-rate phone lines, cheat cartndges). 

Most recently, 1t's the 1deas put forth in 
Microsoft's debut def11'11t10n of the microtransaction 
that have caused unease w1th some, brought to 
market by the b~te nolfe of gam1ng's public­
domain watchdogs EA Both T1ger Woods PGA 
Tour 07 and The Godfather on 360 have been 
followed by Marketp ace releases that offer 
shortcuts for cash-nch, t1me-poor players to bypass 
m-game unlocking requirements, purchasing 
maximum golfer stats 1n the former and $100,000 

buys- I think garners are doing 
the same. There's no perfect 
formula that means everybody 
will buy, say, a DVD- I'd expect 
the uptake of Marketplace 
content to be every bit as volatile 
as other retail channels. In 
Kameo's case, we'd had a lot of 
fun ideas during the making of 
the co-op pack that we wanted to 
try, and the game had already 
been released, so we'd had a 
chance to soak in the public's 
reactions. A common comment 
was that the game wasn't as 
long as was expected, and some 
people felt that they wanted 
more of a challenge. 

Thanks to DLC, we were able 
to present the Power Pack as a 
second, harder quest of sorts that 
could be played from the outset 
over Xbox Live, not to mention 
integrate new ways to use the 
multiplayer (like the Rune Battle 

mode). Within the space of a year 
we'd been able to 1mprove the 
game in ways we knew fans of 
the game absolutely wanted, 
something that would never 
previously have been possible 
without a sequel or director's 
cut ... and if you were happy 
with all that the original game 
had to offer, you d1dn't have to 
spend a penny. 

How did the development 
team responsible for the 
DLC feel? Were they itching 
to move on, or thrilled to be 
able to revisit the game and 
iterate new content with 
the benefit and experience 
of hindsight? 
The team behind both DLC packs 
was a subset of those who had 
worked on the main game. 
Throughout the development 
period there was a sense of 

devious satisfaction; we hadn't 
announced our intentions, so 
not only did we have the 
advantage of knowing exactly 
what our audience wanted but 
we got to surprise them with 
it, too. 



of 1n-9ame currency 1n the latter. Ours de of the 
prospecttve and oh-pred1cted ga I of such optiOns 
robb1ng sktlled players of a certa1n swaggenng 
sense of achievement or be1ng left on a much more 
uneven playtng field in onllne competition, tt's now 
a boldly offioous dtvtston between player and game 
content that previously often only ex1sted as an 
opnon for w1lling cheaters, accessible via other 
aforement1oned sources - exclus1ve access to sage 
knowledge long betng a selling po1nt for cover­
mounted tips books, for example. 

Further kmdling comes from The Godfather 
offenng unlocks for htgh-powered weapons, then 
s1mply plaong them n the game wortd, st1ll 
requinng wads of in-game cash for purchase 
although this is made clear tn the accompanying 
download description). And strategy-tutorial videos 
for NCAA 07 Football and Madden NFL 07 have 
been made into purchasable content, relat1vely 
cheap but still mud 1n the eyes of some g1ven the 
ncreased RRP of Xbox 360 t1tles These v1deos have 
also been castigated for the feebleness of strategy 
actually contained withm. it's a charge that could 
JUSt as well be levelled at, say, Bradygames' free 
VIdeo strategy downloads for Samts Row, wh1ch 
ryptfy the diluted, all-bases waffle that can 
somettmes bulk out gUidebooks but is, once 
agam, w1dely accepted when dtstanced from 
Marketplace: not so much a case of Bring1ng lt 
Home as just being Too Close To Home, maybe 
However, the example of The Godfather g1ven 
above 1s one that's down to more than just 
percept•on, stnce cheats for unlocking extra cash 
were present in the PS2 and Xbox verstons, but 
opped out for 360 to enable them to be 
monetised; and that now perhaps raises 
a genuine issue of consumer information that may 
come to be addressed as partpf game coverage 
offered by the special•st press. 

lt's only been one year s1nce 360's DLC 

Microsoft's Bringing lt Home campaigns- downpours 
of timely material released to coincide w ith 2006's E3 
and Tokyo Game Show- have been. some of the 
Marketplace's most successful initiatives. providing 
fresh trailers, demos and other exclusive trinkets, 
bypassing the need to wring lt through the press 

El 06: a.ckst.lge Pass­
Wednesday 

E3 06 Crackdown 8acbtlge 
Pass Beckstage Pess 

E3 06 Showftoor Behind the 
Scenes 

£3 06 Xbox Press Briefing 

GameSpot Tokyo Game Show 
Day 1 

Mass EHect E3 Demo 
Walkthrough Tra1ter 

catarogue began to properly populate, and not 
yet s•x months w1th a I three conso e kings runntng 
their onlme fao ttes 1n the same f eld; the market 
is st.ll far from terra•ormed, hov.e-.er mdustnously 
console manufaavers pump cootem through t 

.... 

Pester power and genuine disgruntlement 
may have been registered, but there seems 

to have been no protest of enough 
consequence to alter the course of DLC 

The pester power and genu1ne d sgruntrement of 
ettizen journalist may have been registered, but 
there seems to have been no protest of great 
enough consequence to alter the charted course 
for downloadable content 1n any signiftcant 
manner That may be yet to come, and the power 
play between what garners expect, and what 
publishers th1nk is expected of them, Will st1ll be 
full of jostling, however angUished the accusations 
or arch the intentions that can be respectively 
attnbuted to e1ther stde, and tt'S d1fficult to not feel 
that there's still legroom to be explored. But any 
comments from the honestly peeved or profess1onal 
moaners, rn tandem with the cont1nued 
proliferation and uptake of DLC, lambasted or 
otherwise, now stand as confirmation that this 
new d1mension of console gam1ng is powered by 
the oldest of market 1mperanves: if we keep ~ 
buying it, they'll keep selling 1t. ~ 

S R ~ 



.. 
Capcom refuses to pay and win 
The row has escalated between Clpcom 11nd the 
Academy of Interactive Arts and Sciences. • body 
whose aim is to 'promote awareness of the 111111nd 
science of interactive games and entertlllnment•, 
over its annual awards ceremony. Capcom cllilms 
its games have not been shortlisted for awllrds 
despite being nominated, as the company has not 
paid for membership of the AlAS. 

But AlAS president Joseph Olln said: 'To be 
presented an award and be formally submitted, 
you have to be a member of the AlAS as a 
publisher, • he said, adding that Capcom had been 
approached and asked to join. Other non-payers. 
and non-winners, include Tecmo and Eidos. 

A statement posted on the Capcom website 
read: "Capcom remains unsure as to the value of 
being an AlAS member. Does our company really 
need to pay tens of thousands of dollars In order 
to present awards to our own games?" 

. BUSINESS I 

Gamecock takes off 
Stupid name, serious aim: can Texas-based Gamecock 
revolutionise publishing without developers chickening out? 

ny time art meets commerce. art generally 
gets steamrollered ... laughs publisher Mike 
Wilson (left. in the chicken costume). it's a 

familiar story- so fami liar. in fact, that Wtlson is 
telling it for the second time in a decade. But on 
this occasion. he's hoping the ending is different. 
Six years after departing publishing label Gathering 
Of Developers. Wilson and busmess partner Harry 
Miller (in the hat) are getting back mto the games 
market with a new company. Gamecock. 

Formed m 1998, Gathenng Of Developers was 
meant to be more than JUSt another publisher. 
Putting the developer f•rst was at the forefront 
of their strategy. and that meant allowing them 
to keep the lP nghts. and avotding sequels and 
licences. it didn't worlc In 2000. GOD was sold 
to Take 2 InteractiVe, and Mtller and Wtlson were 
out of the busmess. "it was devastating, · s•ghs 

''We actually tried to raise 22 million at 
the time. Five million got us started, but 
nothing more. lt was only enough to set 

up an office and get a staff together" 

Fury(see boxout on p16) comes from Australian developer Auran, 
with the aim of becoming 'the ultimate competitive online RPG' 

Wilson. "Harry and I left thinking we would never 
come back." 

Despite an initial investment of frve million 
dollars, GOD had run out of money "The matn 
thtng just came down to funding, • explains Wilson 
·we actually tried to ratse 22 million at the time 
Ftve got us started. but nothing more. it was only 
enough to set up an office and get a staff together, 
and continue looking for the rest of the money 
whi le we shipped a couple of games ... 

But even though Miller had been CEO of Relic • 



and Wilson had worked at both 1d Software and 
Ion Storm, shipping the games was harder than 
they had expected. "We d1dn't have a good 
balance of smaller games or console games or 
anything like that. Ours were all b1g, cutt•ng-edge 
technology PC games, and what happens with big 
PC games is they all slip." GOD was caught m a 
loop - with no money, 1t couldn t f1nance games, 
and with no games bemg released, 1t couldn't 
make any money. 

After selling up, M ler and Wllson explored 
various projects, largely outside of the games 
mdustry. But, iron1cally, rt would be those slipp1ng 
trtles that would bnng them back to the bus1ness. 
•Quietly, all of these games that we had s1gned 
came out and were doong rea ly well w1th no one 
steering the shop, • says Wilson Tempted back to 
help Take 2 run the labe aga n, he •mmedoately 
found himself faced woth the same frustrations that 

had made him leave the industry in the first place 
"I went to an E3 as Mike from Take 2, took all 
these meetings, saw the frustration: Warren 
Spector and Alex Seropian and all these guys 
saying, 'I can't get an original game green-lit to 
save my life.' I tried to sign some games hke that 
for Take 2. I don't want to cast any stones. but 
politically, working in a big publicly-funded 
company, it just wasn't going to work out." 

And thus Gamecock was born. But this time 
around, Miller and Wilson were determined not to 
suffer the same fate as GOD because of 
underfunding. Figunng they needed twice what 
they'd wanted to start the1r previous company m 
1998, they started lookmg for fmancong, 
determmed to ra1se the enure amount m advance 
th1s ume. Focusmg on 1n11estors outs de tne games 
industry eventually pad o" a'1d, 1ul!y-'unded, tney 
set out to put together a trdy oa anced por:fofoo o' 

"When you have a kid, you don' t 
sell him into slavery in some 
stranger's salt mine. You put him 
to work in the salt mine you have 
in your own backyard," explains 
Alex Seropian, CEO at Wideload 
Games, when asked about the 
importance of allowing a 
developer to hold onto its lP. 
Wideload Games was so 
impressed with Gamecock's 
business model that it was willing 
to wait a year for Miller and 
Wilson to get their money 

I 
together so that it could sign with 
the publisher. The resulting game, 
and the follow-up to 2005's 
Stubbs The Zombie, is Hail To 
The Chimp. a beat 'em up-based 
party title set in a cartoon animal 
kingdom. With a focus on 
multiplayer modes and a satirical 
slant, HTTCs central goal remains 
endearingly simple: "If you're not 
laughing while playing a party 
game." says Seropian. "it's 
because the developer threw a 

party.· 



Mushroom Men wedges the 
player into the perspective of 
a three-inch·high Mushroom 
Man, before sending him into 
a series of battlefields taking in 
Swiftian versions of familiar 
household environments. 
Although details are scarce at 
the moment, gameplay seems to 
mix frantic hack and slash with 
the potential for more Pikmin· 

Rather than opt for a sequel to 
its successful Stronghold series, 
Firefly instead chose to create 
original lP. and the result is Hero, 
a dungeon crawler set in an 
immersive and elaborate 
underground realm. ·so many 
games that have dealt with this 
subject seem to follow a set of 
conventions first set down in the 
'70s: chests of gold sitting 
around with a few monsters 
obligingly waiting to be 
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esque strategy. With roughly ten 
levels, Mushroom Men may be 
a small game in more ways than 
one, but the promise of 
multi player battles and an 
emphasis on creative - and 
unexpected - use of 
environmental objects may add 
some lasting appeal to a game 
that is already shaping up to be 
delightfully odd. 

slaughtered. Wouldn't the 
creatures have run off with the 
gold by now7 Don't they eat7 
What if they need to go to the 
toilet?" asks lead designer 
Simon Bradbury, before 
adding, rather ominously: 
"Well that's where we come in!" 
Firefly is billing the results as 
a 'GTA for goblins: a soundbite 
that. coupled with the team's 
skills in simulation, is an 
intriguing proposition. 

games that could Withstand a few titles slipping, 
and 1ncluding consoles as well as the PC. 

The approach may have changed smce GOD, 
but Game<ock's aim rema1ns the same. "We really 
see ourselves as prov1ding a service to the 
developers, • says Wilson. "We have to prov1de 
them With every poss1ble way of reaching the 
consumer We don't want to own everythmg We 
JUSt want to have good relationships, and be the 
most attract•ve avenue for 1ndependents to reach 
their aud1ence. And that's through all means. on 
the shelves, d1g1tal distribution, every smgle th1ng 
that EA can do for them, we want to do, but 
without domg all the things that they wish EA 
wouldn't do for them." 

And crucially, a key part of the plan rema1ns 
allowing developers to keep the rights to the•r own 
lP "If I'm running a publishing company, my 
bus•ness IS publishing games, and there's plenty of 
money •n that busmess, • explains Wilson As long 
as I have nghts to the game and rights to f•rst say 
on the sequel, I have no problem whatsoever 
lettmg artists keep their lP. I don't ever want to be 
in the Situation where I'm forcing somebody to 
work with me because I own their property. • 

it's a bold move, but Wilson sees a place 1n 

the market for compames like Gamecock, lean 
organisations that take b1g risks on small projects. 
"The problem with th1s tndustry right now isn't 
that people don't want to do original th1ngs, 
1t's that al the money 1s com•ng through these 
b•g publicly-funded compames that have the 
same •ssues. it's not that they're stupid or scared, 
they JUSt have a I of these art1f1C1a pressures 
created by the fact that they have quarterly 
demands, and no matter how well they do, 
they are expected to do half agam better next 
year There's a huge gap between these giant 
compan•es and these tiny, underfunded 
compan1es. it's a gap a m1le w1de, and I'm 
sure, 1f we do well, there w1ll be other publishers 
commg 1n With our model." 

The strategy appears to be workmg so far, as 
Gamecock has already s1gned some Intriguing 
t • es And true to the1r word, all five games 
announced as part of the startmg line-up are 
ong na P One of the first teams we s1gned 1s 
F ref Y. • says Wilson. "These guys made 
Stronghold. lt sold a m1llion units, and they still 
own the Stronghold name. They came to us, and 
sa•d "We're perfectly willing to do Stronghold 3 
for you. Or, we can do this origmal game, Hero." 
Harry and I immediately latched onto this original 



game, because you could see in their eyes that 
that's really what they wanted to do." 

Even though Gamecock plans to embrace 
alternative distribution models like digital 
downloads- trends that could one day make 
publishers obsolete- Wilson feels that the Industry 
will always need some form of publish1ng 
nfrastructure. "Someone has to put the money in 
- tha t's really what a developer needs a publisher 
to do. Maybe after we make some more teams 
nch, they'll fund their own stuff. • 

Wilson is confident that this t1me, he and Miller 
nave created a publishing model that works, whilst 
still keeping the developers protected. "The 
difference is that last time, we were really on a 
crusade to try and change the industry, and this 
t1me we're taking advantage of the fact that the 
1ndustry cannot change," he says. Perhaps the 
most telling indication of the company strategy is 
the name itself. "Calling ourselves something like 
Gamecock is putting our money where our mouth 

Developer: Crackpot Entertainment <f­
Piatforms: OS, PC 

The team behind Insecticide boasts 
some of the people responsible for 
Day Of The Tentacle, the Monkey 
Island series and other LucasArts 
greats, but while this new title 
is an adventure game, it seems 
desperate to be a lot more besides. 
Merging a complex narrative w ith 
film noir overtones - fast 
becoming urban gangsta's 
replacement as theme du jour -

Insecticide's most innovative 
elements may be the inclusion of 
gunplay and multi player modes. 
How that will mesh with the 
relatively sedate pace of the 
adventure genre remains to be 
seen, but the bootleg success 
various SCUM M titles have found 
on the OS means that at least the 
odd mix of platforms may prove 
more successful than expected. 

"I believe that the on ly way a gamer 
will form a relationship with their 

favourite artist is if they happen 
to know who that artist is" 

is, and saying that our brand 1sn't what's 1mportant 
- we're go.ng to brand !he developers. I bel eve 
that the on1y way a gamer wdl form a relat1onsh1p 
with the1r favoume a rust s 'tney happen to <now 
who that art1st 1s Who made the great game they 
loved, and who made the sh t game they hated? 
Right now. the 1dea tllat you re ump1ng all that 
into some publ sh ng 1abel 'S ndKulous. lt's so 
hard for the consumer to even tell1n that logo 
soup on the back of a package who actually 
made this game. Gamecock 1s a way to make 
sure that we never take ourselves too senously. 
We'll be the ones in the f1ne pnnt on the 
back of the box." 

Ambitious, potentially to a fault, 
Fury aims to take the FPS and 
RPG genres and mash them all 
together inside an MMO 
framework. Offering both solo 
and group play, there's ample 
indication that the team behind 
this blending of acronyms, who 
have worked on titles such as 
Ultima Online, Star Wars Galaxies 
and Need For Speed Underground 
between them, have ideas to 
match their all-encompassing 
design. Featuring a new character 
system which allows players to 
switch classes between battles, 
adding strategy to the fast-paced 
skirmishes, another neat idea is 
allowing the game's separate 
servers, known as realms, to 
compete against each other in 
instanced war zones. 

Two years ago it was a public employee insurance 
agency. now it's schools which are trying to lure 
the fattest children in America on to DDR. West 
Virginia, whkh has the USA's highest rate of 

childhood obesity. is to put a DDR machine in 
every public school in the state, in the 

hope of luring its pupils Into dancing 
the pounds away. But although the 

insurance company has already set 
the precedent. it seems the obesity 
epidemic is overtaking even the 
hyperactive demands of DDR. The 
original study found that some 
students lost around tOibs 

through playing the game. but the 
new data suggests that regular 

DDRing is only managing to prevent 
any further weight gain. rather than 

having a slimming effect. Perhaps the 
authorities should consider the Wii Sports 

diet instead. since that's already credited with 
wiping away 91bs in just six weeks (http:// 
wiinintendo.net/2007/01 115/wii-sports· 
experiment-results). 
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Sweden Nos announced plans to open an embassy 
and information centre in the online wortd S«ond 
Ufe- the first country to do so. 

Although not strictly a diplomatic mission to 
improve trade or fend off a Sweden/ Second Life 
war - the idea comes from an informational body 
called the Swedish Institute - it has the full backing 
of the Swedish foreign ministry. 

The embassy, called the House Of Sweden and 
based on the Swedish Embassy building in 
Washington, will not issue passports or visas but 
will provide details on obtaining these documents 
in the real world, as well as information for 
tourists hoping to visit the country. 

"lt will have answers to questions on all 
aspects of Sweden, • Olle Wastberg, general 
director of the Swedish Institute, said. •second Ufe 
allows us to inform people about Sweden and 
broaden the opportunity for contact with Sweden 
easily and cheaply.· 

18 

. INTERVIEW I 

Positive vibes 
Metronome's designer Bjorn Sunesson, 
pictured In the throes of last year's E3 

Its city of dreams has still to become a publishing 
reality, but Tarsier Studio keeps on building 

_21 he C1ty Of Metronome is one of those 
projects that have the more attentrve 
garners frothrng at the mouth whrle 

publishers scratch thelf heads. Since 1ts debut at E3 
2005 presented an ent~rely new MO for the act1on 
adventure - you record sounds and use them as 

tools and weapons - rts creator, Sweden's Tarsrer 
Studro, has fallen sr ent am dst the persrstent 
murmur of 1ts new-fou110 fans As CTO 

Andreas Johnsson and des grer Bjorn 
Sunesson revea • hor.ever, t~me na:>n t 
stopped n th s en<hra ng world 

good publ•sher deals So wh1le ref1nrng some of 01 
1nternal concepts (includrng Metronome) we've 
done a bunch of outsourc1ng work and smaller 
projects, both for big name franch1ses and small 
casual games. We've h~red some excellent people 
and made some very important contacts. 

Since day one we've had a really good 
communrcat1on w1th SCEE. lt's very refresh1ng to 
see that they're seriously try1ng to bring gam1ng 
·forward' with thas new generat1on and rt's been 
encourag ng how they've been treaung us like an1 
stud o, look•ng at our qualrt1es 1nstead of havrng 

that old 'must-have-track­

"Metronome has been a high-risk project: a 
new team, pieces of unproven gameplay 

and a setting that doesn't fit into the 
marketing people's pre-defined frames" 

record' Judgement. 

So why has Metronome still 
not been signed? 
BS: From the start, Metronome 

What's happened in the world of Tarsier over 
the last two years? 
AJ: A "'' ~vr .ta'iers, we srar.eo o.,. as a team­
hence Team Tarster- m •ne Ga,...,ePor. ncubator 
but ear y n 2006 we • na 1 crea•ea oor own 
rndependert stud>O V.e ve Sirugg eo a lot to 
get 1nto the ndustry and oreak mat a:ch-22 
being new but lack1J19 j:le track record to s•gn 

has been a h1gh-ris'< project: a 
new team, pieces of unproven gameplay, a setting 
tnat doesn't f1t rnto the market1ng people's pre­
defmed frames, etc. it all adds up. Also, there wen 
a couple of stupid early desrgn decas1ons on our 
part regarding our rntended aud1ences. But overall 
don't think it had much rmpact, and we've gone a 
long way since then. 
AJ: Right now Metronome needs a proper 'vert1ca 



According to its a eator, Metronomo 
has and always will be a consol~ 
orientod projoct. lts sound rocordmg 
mochanic is said to have stemmod 
from conversations about interactiVe 
audio and analogue control sticks 

slice' of the game to represent a I the updated 
destgns The problem 1s that nght now 1t"s not 
somethmg we can afford to work on wnh a full 
team, full t1me. Otherw•se 1t wou d a ready have 
been done. For a b1gger player than us, however, 
-someone who's not at the bottom of the games 
1ndustry food chain the costs would be very 
small. Gtven the overwhe m ngly post ve response 
from garners and the press e-verywhere, th1s 
should be, if not a sol1d 1nvestment, then at least 
a very sound gamble 

In earlier int erviews you were unable to 
summarise the game in a single sentence. Was 
t his a problem when pitching to publishers? 
BS: lntttally With Metronome ..... e , e•e f"'re or less 
working w1th two dtfferent 'one sentence' vers1ons: 
one internal without any commeroal, Hollywood 
punch to help the dev team feel the essence of the 
game and one for 1n1ttal publish ng and marketing 
contacts. When talk1ng to garners I fee that the 
typ1cal one-sentence summar es ca'1 be a bit 

Tarsier's vision for Metronome seems so complete you'd think the 
game. its s~uel and the inevitable ~rt book existod already. As 
Sunesson txplains: "The wholt MtUIHiomt universe was set up 
as rho place to allow as cool a gamt tJCperience as possib~ 
without breaking internal logic or having stupid plot devices 

demeaning. 'Hello look at me look at me swosh 
bang' The players who are nterested m a game 
like Metronome are clever e'lOugn to not be fooled 
by that stuff any more 

The online press seems determined to name a 
platform for Metronome, usually PS3. Does 
this make life difficult? 
BS: lt makes me fee' a - ... baa wnen someone 
says they went out and bought tnrs or that console 
to play Metronome t may a so have rnduced some 
publisher confusion, but m the end that ·s actua ly 
turned into more and better cortacts for us 
AJ: I still haven't f1gured OtJt how the hel tile 
game ended up on on ne store ~ ngs wr.h 
expected release-date and 'a eo oo:w.-an and a 
it's been pretty crazy, but a rn a I t11 n.; 1t shovvs 
how there's a crav1ng among gafT'ers for a game 
that doesn't just fit •n to a de' ned 'ormula 

lt's hard to look at, or even name-check 
Metronome without thinking of Dark City and 
The City Of Lost Children. Would you rather 
t hese comparisons weren't made? 
BS: As long as it's berng compared to good stu" ts 
all cool; The City Of Lost Children rs a goddamn 
rnasterp ece in my op1n1on Of course compansons 
come w1th all kinds of baggage, aao 119 ex1ema 
stuff that's nothing at all like Metronome But 
there's JUSt so much of the city that's yet to be 
revealed that people can only work w1th what 
they've seen so far. 

Finally, do you have a message for those 
Metronome fans who worry that the game 
might never be released, or instead be 
released in a bastardised form? 
BS: ''m pretty sure that once we get a game out 
there that takes place 1n the oty of Metronome. 
1t s go1ng to be all ktnds of awesome, no matter 
what form at takes. So, err ... just hang •n there, 
ok? W1thout all the support and interest shown 
for Metronome we'd very likely have given up a 
long t1me ago. As long as we know there are still 
Metronome fans out there, we know that we are 
dorng sonnethrng rrght and will keep work1ng ...,. 
to make •t happen. ~ 

lt was launched as a home for independent 
coding and original ide• s. but Microsoft's XNA 
Game Studio Express development tool h•s 
produced the Xbox 360's first lndie emul•tor: Lone 
Coder's XNA SharpNES. 

A port of SharpNES for Windows by 
Jonathan Turner, the 360 version is 1n i ts 

very earliest days and currently runs 
at 60 to 70 per cent speed w ithout 

sound or save states. 
Meanwhile, over on 

Sourceforge.net, a Space 
Invaders arcade emulation 
project called DotRetro 
announced that its upcoming 
version 0.3 would also tackle 

NES games in .NET and XNA for 
running on the 360. 

Neither of these can be used on 
the 360 without an XNA Creator's 

Club membership, and are currently not 
particularly user-friendly, but show what 

XNA can do in the hands of determined coders. 
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Cosplayers may be the public face of the WOW fan- encouraged 
by an offer of special treatment when it came to collector's 
editions- but they came in all shapes and sizes to the launch, 
with families. schoolboys and teams of Chinese gamers all there 
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Burning love 
World Of WarCraft's expansion breaks PC sales 
records and humbles console launches; millions rejoice 

_j f there were any doubt that Bhzzard's 
fantasy MMO World Of WarCraft had 
changed the face of gam1ng 1n the last two 

years, that doubt was la1d to rest on Tuesday 
January 16, with the launch of 1ts first expansion 
pack, The Burning Crusade According to Blizzard's 
esttmates, Burnmg Crusade sold 2 4 million copies 
worldWide in tts f•rst 211 hours Th1s makes the 
expans1on the fastest-se I ng PC game of all time 1n 

North Amenca and Europe (though not, it must be 
noted. m the football-mad UK, where 1t comes 
second to Champ•onsh•p Manager 04). To put 
those f1rst-day ftgures m perspect1ve, last year's 
fastest-selhng game on any format -Microsoft and 

Burning Crusade is the fastest-selling PC 
game of all time in North America and Europe 

(except in the football-mad UK, where it 
comes second to Championship Manager 04) 

Eptc's 360 shooter, Gears Of War took ten weeks 
to reach the three r- •on mark 

Those 2 4 m tOn are JUSt the advance party of 
B tZZard s crusade, too. Days earlier. the developer 
had announced that WOW had surpassed an 
astomsh ng e gt:t mtllion act1ve players worldwide 
Of these, two M tOn are m North America and 
1.5 milhon tn Europe, suggesting that the majorrty 
of western players' hunger for new content was 
such that they weren't prepared to wait a week. 
However, another 3.5 million are in Ch1na, Vlrhere 
alo119 w th Korea. the expans1on has yet to launch. 

In our tntervtew with h1m last month, Vallfe·s 
Gabe Newell half-Joked that ·f Bhzzard declared 

WOW a platform in its own right, it would be 
cons1dered far more successful than Xbox 360 or 
PS3 Anecdotal evidence from Crusade's m•dntght 
launch tn London. at HMV tn Oxford Street, proved 
htm nght. Though it gathered late, the throng ran 
comfortably 1nto four figures, queues covered every 
avatlable tnch of the store's vast ground floor and 
stretched around the block outside. Attendance 
was thought to be constderably higher than for the 
store's W1i launch event in December. and certainly 
eclipsed the Xbox 360's launch JUSt down the street 
at Game in late 2005. HMV considered t to be ·ts 

biggest entertainment launch ever, bigger than any 
musiC or film release. 



Arguably, the real launch crowds for The Burning Crusade weren't at 
HMV in London (top) or any of the other midnight store launches 
around the world. Hundreds gathered on WOWs multitude of servers 
(right) to witness the opening of tM Dark Portal to the new continent 
of Outland, even though few of !Mm could actually step through it 

There was less razzmatazz than you would 
expect (and get) at a midnight release of the latest 
console hardware: no lightshows, no celebrity 
appearances, just a couple of Blizzard staff doing 
a s•gn•ng, a gaggle of booth babes (modestly 
covered up in WOWT-sh•rts) and some s•deshow 
demonstrations of the licensed trading card 
game. Some fans added to the sense of occasion 
by turning up in costume, 1n true BlizzCon style. 
or proudly brandishing gamespeak in-jokes written 
on placards. 

The homespun, hobbytst-convention feel of 
fandom reclaiming the streets was appropriate 
for a game whose success IS built on community. 

Bliuard VP lttik Ben Bassat was williiJ9 to sign copies and discuss 
the future. The company will rNke ~nother MMO. but wants to 
explore other aspects of online gaming first. and he dropped 
Mavy hints that StarCrah would be the next franchise renewed 

it a so matched well with the Increasing sense 
that the PC plays host to gaming's silent maJOnty, 
a vast userbase that loiters JUSt outside the glare 
of the conso e manufacturers' marketmg spot •ghts 
As we I as ousr ng mass1vely multiplayer gam ng to 
a oew prom nence WOWs tremendous success 1s 
gMng those payers a standard to rally around 

And ral y they d1d, even those who once 
despa•red of B •zzard's game "This is the b1ggest 
concentratiOn of nerds I've ever seen in one room, • 
sa•d one customer. Ne1l from London. "it's good 
stuff, 1t's empowenng.• Ne1l was attend•ng Wlth h s 
fnend and erstwhile EverQuest gUild master Ntkola•. 
a Dane, both are MMO veterans of some v1ntage 
who had ongmally eschewed WOW for EverQuest 
2. W1th the launch of Burnmg Crusade, they were 
finally ready to embrace Bhzzard·s populansat•on of 
the•r beloved genre You th•nk, oh what a load of 
cartoony shtt, tt's rea y g•mped and then you 
kind of think, well why the hell not, it's a game. I 
don't really want to be spending seven hours 
getting my corpse back any more. I've got to go 
to work tomorrow.· 

"it certa1nly has the casual crovvd behind 1t," 
agreed N1kolai, ·and I should get over t because 
that's what you need. E1ght m1llion. I mean, that's 
more people than live in Denmark," he added, 
shaking his head 

Nell and Nikolai were the exceptions, though. 
The ma,onty of people tn the queue were seasoned 
WOW players, but had never touched an MMO 

before 1t Few would def1ne themselves as console 
garners for anything more than "blowmg off steam" . 
Kenny, from South Afnca, had arnved from offlme 
gam1ng voa WarCraft Ill, wh1le Mark, an Amencan, was 
a Counter-Strike and Quake player who, hke so many 
others. felltnto Azeroth by aCCident: "Someone gave 
me th•s WOW account and I was like, hmm, ok, 
whatever. I've been playing 1t for two years now." 

Many seemed quite surpnsed to find themselves at a 
midmght launch. "I've been lookmg forward to it to a 
degree, • prevaricated Klfk from Idaho; he was mostly 
there, he sa1d, to get ahead of the pack on upgrad ng 
his account. feanng that Blizzard's servers would fall 
over the next day. 

it's no surprise that WOWs constituency is primarily 
men 1n their 20s and 30s, there were plenty of tired 
express•ons and crumpled bus•ness sUits on show But 
there were also s zeable contingents of cool young 
urbamtes, of women and the m1ddle-aged; none of 
them exactly new demograph1cs to gaming, but many 
new to the peculiar spectacle of a midnight launch, and 
to this level of comm•tment to their pastime. 

When they got home, 1nstalled the expans1on, 
fought the•r way through the account upgrade and 
f1nally logged on, they would fmd a world even 
more welcommg, more dramatic, more generously 
rewarding than it had been before. Their exc•tement 
was JUStified, and so is Blizzard's phenomenal success. 
The only Quest•on rema•ns, if World Of WarCraft is 
tndeed a platform to 1tself, who can poss1bly 
provide 1ts nval? 
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" My honest opinion is that it's pretty m uch 
a disaster. They keep saying that t hey have 
a free service. Well, if they don't have 
anything, of course it 's free. And you 
know what: what's free about S600?" 
M crosoft's Chns Satchel! doesn't let de<:orum stand "' 
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the way of ""nom as he cnuques PS3"s onl1~ seMCe 

Tyra: " He left you to go play t he game 
whi le you were in labour? That ... Or 
Garry ... That ... " 
Or Garry: " I think that's pretty intense. 
How do you ... " 
Tyra: • That's the biggest t hing in the 
w orld. Somebody having your, your 
woman having your baby and leaving 
for a v ideogame, t hat's very intense 
to me." 
Th1ngs get. well. 1ntense 1n a Tyra Bao!<S ... .JOOU\ 
the penis o' World Of WarCraft addJC\JO· 

"Wii could be considered an impulse 
buy more t han anyt h ing else." 
Sony spokesman Dave Karraker aims for d1sm1SS .1! 
but htts somethrng rather closer to despa1r1ng 

" Deeply f lawed but necessary to the 
festival's survival." 
Slamdaoce d •ector Peter Baxter descnbfs h s 
de<:l5100 to pu Super Columbme Mass«r• RPG 
from the e..ent'S Gamema~er competttton. 
following pressure from f1nancial backers 

"Future archaeolo gists wi ll be ab le 
to identify a 'Vist a Upgrade layer' 
when they go through o ur 
landf ill sites." 
Stan Berry. Green Party female pnnc1pa speaker, 
sha~es an e<:Oiog1cal ftst at those 1unk1ng the1r 
old mach1nes for the sal<e of a new OS. Here's 
hop10g no one shows her CfY$iS 

"A ll of those b unk g ames sit on 
our shelves. If w e d o end up 
selling them, w e lose more 
m oney, due to t he lack of p rice 
protection. They w on't let us 
return the bombs. So if we buy 
a bad t it le, w e are stuck on an 
indust ry-induced money 
losing ride through the land 
o f price d rops. Of course, if 
the videogame industry 
produced quality games, we 
wouldn't have this issue." 
An open letter from on ne reta1ler DVD 
Emplfe expla1n1ng why t s dropp1"9 out 
of sell ng Vldeogames 

Love and rockets 
If you thought Geometry Wars rather than PGR3 was Bizarre 
Creation's lasting contribution to 360, prepare for f ireworks 

oom Boom Rocket has more to live up to 
than most casu a I games. Not only IS 1t the 
follow up to Bizarre Creations' landmark 

Geometry Wars, it"s also EA's first foray m to Xbox 
Lrve Arcade. A firework-detonating rhythm mustC 
game, 1t's destined to be seen as the sptntual 
successor to PS2 launch title Fantaviston, but as 
Ben Ward, Bizarre's community and web lead 
(above} revealed, the team has its own •deas 

What kind of team have you got working on 
Boom Boom Rocket? 
We have seven core members, with others across 
the company helping out. The maJOrity of the team 

gameplay, there are many differences between 
XBLA and a full reta il title. The audience IS 

completely different People are expecting 
someth1ng which they can start up and almost 
mstantly be having fun This IS a concept wh1ch 
runs enttrely through the game, from the splash 
screens, to the Ul, to the game itself and then to 
the end of round summary screens. Speed and fun 
are paramount. 

With the success of Geometry Wars, it must 
have been tempting to go straight for the 
sequel - why have you opted to make 
something new instead? 

There's a lot of risk in making 

"We were approached by EA, and it sounded 
a great idea so we jumped on it. Having a 

new lP with a really fun gameplay idea 
behind it is w hat Live Arcade is all about" 

another Geometry Wars game. 
The f1rst XBLA version was so 
delicately balanced that even 
adding a single new bad guy 
could drast ically change the 

ts actually made up of our shared-tech audio team. 
Some of them have prior expenence in graph•cs 
coding. but we've also brought in two dedicated 
graph1cal coders to g1ve thtngs a b1t of extra punch. 
One of these guys is Stephen Cakebread, the 
author of Geometry Wars. so you can tell we're 
taking Boom Boom Rocket very seriously indeed. 

How is your approach different to that of 
developing a game l ike PGRJ? 
Having smaller concepts means that the coders and 
artists we use are more rounded in their skill·set. In 
a large game team we are forced to have very 
specialist roles; user interface coder for example. 
On XBLA there usually ISn't room for such 
specialisation - everybody pitches 1n. In terms of 

game. We're perfectly happy to 
take our t1me and get any sequel absolutely spot 
on, rush1ng GW3 isn't an option for us. 

Could you tell us a little about EA's 
involvement, seeing as this is its f i rst XBLA 
game? Is th is an area it has big plans for7 
We were approached by EA w1th the concept, and 
1t sounded a great idea so we jumped on •t Having 
a new lP with a really fun gameplay idea behmd 1t 
is what Live Arcade 1s all about in my opinion. We 
f leshed out the des1gn here at Bizarre, but our 
designers have been working very closely with EA's 
Pogo Studio to ensure that the game is consistent 
w•th thetr initial v1sion. EA have more Live Arcade 
trtles in development, but Boom Boom Rocket will 
be the1r first foray onto the platform. We're really 



happy that Bizarre can be a part of that, and we 
thmk we' re delivenng a game wh1ch a lot of people 
will be surprised w•th 

What was behind the decision to use a 
classical soundtrack7 
lt isn't straight classical. lt's actually been remixed 
by lan Livingstone, so that rt m rrors some of 
today's contemporary music but With a 
recognisable beat Class1cal musiC was picked for a 
couple of reasons. The first is that 1t's fairly neutral 
m 1ts appeal: you don't alienate anybody with your 
soundtrack. The second reason 1s that players tend 
to understand the beats and choruses of classiCal 
music easier than some modern pop. Classical stuff 
tends to have a set structure, a set beat, and is 
eas1er to choreograph music to. 

There's been a drought of top quality XBLA 
titles recently- are there common pitfalls for 
people making arcade titles? 
Well our stance •s very much.one of ·quality over 
quant1ty'. We're not the kind of company to 
throw out a m1lhon games per year We'd much 

In addition to the 
singleplayer game, 
same-screen multiplayer 
battles will be offered, 
with the music increasing 
in tempo~ tJme a track 
is cleared and repeated 

rather take our t1me and put out one or two 
quality games every year or two. That's what 
people have come to expect from Bizarre 
Creat•ons. and ~~~;e're st1ckmg tort wrth our 
XBLA t1tles 

Does it annoy you that some people make 
the equation that because XBLA titles and 
casual games are smaller, they must therefore 
be easier to make? 
Well they're not necessarrly 'easier' to make, but 
certainly in terms of organrsing a huge team and 
work1ng to a tight schedule rt's easier to put 
together and Live Arcade t.tle. With Geometry 
Wars we had one ded1cated programmer. In terms 
of sheer manpower, Boom Boom is an order of 
magnrtude above that Is this an indication of 
future Live Arcade titles? At this stage, who can 
teiP In comparison, we have a core team of more 
than 45 workmg on The Club at the moment, 
with literally hundreds of shared tech and 
outsourcers working externally. So XBLA strll 
has qurte a way to go before it equals a full ......, 
retailntle ~ 

Boom Boom Rodctr plaYffS will be asked to tngger !Mir firewortts in time to the music while 
tJa•elling through the atyscape, with good timing rewarded by a more spectacular display 
of uplosions. The qwstion of whether or not the soundtrack will contain the 'ooohs' and 
aa.uahs' of a typiul firework display rema1ned unanswered at the time of going to press 

WEBSITE OF THE MONTH 

There are a fair few game fans who have fallen prey 
to the lure of the easy haiku- indeed, Edge's forum 
has hosted its share over the years. But the Game 
Poets Society shows a bit more dedication to the 
cause, crafting earnest sonnets and indulgent free 
form paeans to Metroid, Jet Set Radio and Diablo. A 
cut above the half-hearted work of forum amateurs­
although unlikely to be troubling professionals any 
time soon - these poets have a decent sense of form 
and a very likeable slyness In their approach. From 
the archness of The Best Videogame Poem Ever 
Written to the knowing flair of the Counter-Strike­
inspired W11s7 1410n3 d1d C411 upOn 7hy 41d, there 
are some gems here. and a credible promise of more. 

Si~ 

Game Poets Society 

www.gamepoetssociety.com 
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Show-time showdown Another unexpected scheduling change has been the 
announcement of an extra business day for the Tokyo {jame 
Show, possibly inspired by the overpopulation of its show floors 
during last year's coouumer event. Unlike the Leipzig GC (above), 
TGS doesn't section its venue into business and public areas 

E for All means trouble for some 
as expo season takes shape 
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ome etght months after the demtse of E3, 
the changes bemg wrought on the expo 
conttnue to cause instability tn the games 

industry calendar, this month causing the 
cancellation of the Gen Con So Cal show, a 
companion to the four-day Gen Con convent1on in 
lndianapolls Though the quantity of vldeogame­
related content at the event, wh1ch pnmanly 
tncorporates tabletop gammg and pen-and-paper 
RPGs, had st11l to be announced at the t•me of 

An ausp1ctous move to the LA Convention 
Center for Gen Con So Cal (the plan be1ng to 
attract he1ghtened •nterest from the videogame 
sector) seems to have backf~red, with the recently 
unveiled E For All eyeing the same venue for the 
per~od October 18 to 20 Gen Con 2007, however, 
remams schedu ed 'or August 16 to 19. 

organtsed tournaments Alongs1de local 
government agenoes, support for the plans has 
also come from western companies including 
Microsoft, 1 Otacle and Nok1a. 

Fmally, the operators of web comic Penny 
Arcade issued a trad1t1onally self-assured statement 
to announce 2007's PAX~ 'The fastest-growing 
and largest gamer festrval1n North America.' Up 

the cancellat•on, blame was attributed to reduced 
support from key exhibitors and competttton 

lookmg east, the orgamsers of the increasingly 
popular letpztg Games ConventiOn announced a 
partnershtp w•th the Conference and Exhibition 
Management Services group in Singapore to create 
Games Conventton As1a, to roughly mher1t GC's 
schedule of bus1ness and consumer days - the 
latter also 1ncorporatmg competitions and 

to 200,000 square feet of floorspace is bemg 
antiCipated at the Washtngton State Trade and 
Convention Center, the event running from 
August 24 to 26. The onltne behemoth's 
'conservative' expectations for attendance from other shows 1n the southern Cal1fornia 

area - including E3 replacement E For All 

Bigger files, more games: 
finally things get moving 

Cheaper chips could make 
consoles cheap as chips 

Don't let Relic's wobbles 
turn a new trend into a sin 

Greedy, ugly and destined 
to waste everyone's time 

Bundling reaches new highs 
- and lows- with PS3 

Sales up 41 per cent? The 
Sneak must be stopped 

SEX IN VIDEO GAMES 
Academic and designer Brenda Brathwaite reveals 
the threats and opportunities of mature games 

Considering it's a fundamental urge, the lack of sexual motivation (let 
alone action), in games has long been considered an example of their 
immaturity. Ironically though, the assumed kiddie nature of the audience, 
plus the difficulty of employing interactivity in a sophisticated manner, 
seem to be the reasons why. But combine the two outside the boundaries 
of the regulatory framework, as in the case of Hot Coffee, and you can 
see how explosive, and expensive, getting it wrong can be. No wonder 
most developers steer well clear. Sex might sell in theory but with the US 
retailers refusing to stock adults-only content. it's not an option for 
mainstream publishers who rely on sales. 

The book doesn't get too prescriptive over the whys and wherefores 
of the situation. Instead, it takes more of an encyclopedic approach ­
covering the history of games such as Custer's Revenge and Leisure Suit 
Larry through to more recent experiments such as Singles. There's also 
plenty of legislative detail concerning Hot Coffee, various standards 
bodies and the increasingly tough US attitude arising over game ratings, 
as well a technical exposition on obscenity laws. it's a shame there's not 
more discussion about the growing libidinousness found in online games 
such as Second Life, as well as more niche products such as Sociolotron 
and Red Light Center, let alone the design processes in Playboy: The 
Mansion, for which Brathwaite was the designer. 

now stand at 30,000 

AGAINST THE DAY 
Cult author Pynchon twists a fin de siecle 
backdrop into a meandering ensemble piece 

If nothing else, the sheer bulk of Against The Oay warns the uncommitted 
reader. Al most 1,100 pages long, Thomas Pynchon's sixth proper novel is 
also his most disconcerting. The wild disconnects that characterised 
Gravity's Rainbow or the contemporary political polemic of Vineland are 
replaced by the more gentle step-by-step progressions of dozens of 
characters who are picking their way through the scientific and social 
upheavals of the late 19th century, while all the time World War I looms. 

Of course. our vision throughout is also obscured by the interplay of 
layers of magical realism, perverse metaphysics and Victorian spiritualism, 
despite the fact that Pynchon builds his stories around historical events. 
The Chicago World's Fair, Nikola Tesla's experiments. the rise of American 
monopolists, the Tunguska Event in Siberia and machinations in the 
Balkans feature in some form, while the characters themselves fall in and 
out of love, lust, plant dynamite, fly airships, take drugs. discuss vectors 
and quaterions, and seek revenge on their father's killers, one of whom 
has married their sister. There's always plenty going on as the action slips 
between characters and continents, but there's so little grit or angle, 
Against The Day feels surprisingly lightweight. And despite the enjoyable 
nature of Pynchon's style of writing and his enormous erudition, there are 
too few instances when even the committed reader feels interested in 
what's going on. Shorter and more intense would have been better. 
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The Crossing 
FORMAT: PC PUBLISHER: VALVE 

'Crossplayer' is the name of the gametype in Arkane's FPS. both 
heroes and villains in its story mode available for player control. 
HLZ artist Viktor Antonov provides the anarchic Parisian backdrop 

Silent Hunter 4: Wolves Of The Pacific 
FORMAT: K PUBLISHER: UBISOFT 

Hardcore becomes Hollywood in Ubisoft Romania's sequel to the 
meticulous SHJ, optional arcade settings and streamlined crew 
management bringing a greater sense of fluidity to its seas 

Nanostray 2 
FORMAT: OS PUBLISHER: TBA 

Out with the touchscreen weapon changing of the original and in 
with a basic high score dtsplay and info box. Shin' en has been 
listening to the fans, it seems. keeping the action pure and simple 

New games, and updates on games already on the radar 

Driver '76 
FORMAT: PSP PUBLISHER· UBISOFT 

Sumo and Reflections' conversion of Parallel Lines outruns Atari's 
debtors and crashes Into Ubisoft's stable. No era jumps this 
time. just 27 new missions to keep those '70s streets unclean 

QuickSpot 

Bandai Namco's OS foray moves from block party (thiS month's 
Trion Cu/H) to a simple game of spot the difference Boss battles 
and a Brain Activity scoring system are the conspocuous details 

Medal Of Honor Vanguard 
FOR-T PS2 W PUBLISHER; EA 

As Airborne makes its next·gen push, another last-gen exclusive 
brings up the rear. Unlike Burnout Dominator, hovnver, VMII)uard 
ts also headed to Wii, a wobbly game of point and s.hootexpected 

Hour Of Victory 
FORMAT: 360 PUBLISHER: M IOW AV 

Tenuously descrilHd as 'a new WWII experience for Xbox 360,' 
Midway's UE3·powered FPS promises objectives suited to more 
than just routine infantry assault. Suspension of disbelief, perha 

White Gold 
FORMAT: K PUBLISHER: TBA 

The latest postcards from Bo1ling Poin(s sequel make an ideal 
what-happens-next competiiJon. Can the car negotiate the bladt 
of grass without a flying jaguar knocking it into outer space? 

Crazy Taxi: Fare Wars 

Everything but the sun and sea appears to have taken a texture 
hit in this ponable joyride Arcade and Oreamcast maps from Ill< 
first two games feature. but will the snappy lramerate follow? 

tt's a sign of a !Nturing genre - In this case the physics toy -
when the differentiation between different examples of it 
be<ome more and more finely drawn. Where last year's darting 
To-r Of Goo (www.experimentalgameplay.com) was a 
breath of experimental fresh air, this refinement - you take 
struts away, rather than adding them - has the air of a new 
gaming form finding its feet. albeit lt with trademark 

Sand Sand, and the enduringly unsettling War Of The Hell, 
Stick Remover sets the simple challenge of maintaining the 
structural integrity of a tower as you delete one spar at a 
time. The physics are rewarding - entertainingly unpredictable 
while remaining entirely plausible - but the basics are also 
well judged. tt's up to you to call a halt to each level. manually 
progressing to the next when you feel you've done as much as 
you dare. lt's a neat mechanic. handing you total control of wobbles, lists, crumples and collapses. 

Made by the creator of the enduringly captivating Sand the risk/reward balance, and ensuring repeated returns. 



The Future is Live 
Famitsu's Koji Aizawa on how Japan has embraced playing online 

T he arrival of the new 
generation of home 
videogame consoles 

in Japan has meant the real 
start of the on l ine gaming 
experience for most garners. 

The Xbox Lve sellltCe 
Introduced w1th the f1rst Xbox 
rapidly became a huge success, 
mainly because 1t was well 
des1gned and had appealing 
features. MICrosoft's v1sion did 
a lot for the onhne gaming m 

Japan. and even pushed companies like Konami 1nto adding online 
play support to their games, such as Wmning Eleven. And online 
gam•ng IS today expanding even further Microsoft's live Anywhere 
and Zune w•ll come to Japan (even If the mus•c player's release date 
has not been made off1oal yet) and in comb•nat1on With W•ndows Vista 
I think there •s much to be excited about. Well, Zune does not come 
Wltn a web browser. but most of the broadband users have a PC so ,t 
1s not such a b1g problem-after all. 

There was a great deal of excitement around the PS3 at its launch, 
but d1sappointmg sales and the weakness of 1ts game line-up mean that 
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the platform appears to be struggling for now Its 
supposedly b1g online aspect wasn't very clear unt I 
it came onto the market After E3 and TGS, 1t was as 
if the PS3 onhne serv1ces would be the same as Xbox 
360's - but th1s may be only the way 1t appears 
There are of course Similar features, like fnends IIS!S 
or tne ability to play against other garners 

and the PS3. There are also few popular games 
wh eh are free, like Mainicht Jssyo. Th1s is based on 
tne very popular Dokodemo Jssyo senes, and peop• 
mteraa with the extreme y cute characters of the 
game on a daily bas1s. lt IS even poss1ble to des•gn 
the room of the hero and personalise 1t to the use 
taste. New items are made available for a very low 

The Xbox Live service introduced with the first Xbox rapidly became a huge 
success, and Microsoft's vision did a lot for the onUne gaming in Japan - even 
pushing companies Uke Konomi into adding online ploy support to their games 

One maJor difference between the two systems 
is that Microsoft is m full control of L1ve, and onhne 
support for t1tles has not been Withdrawn. The PS3 
online architecture sees publishers tak•ng charge of 
onhne play, and so 1t 1s possible that serviCes for 
some titles could be Withdrawn 1f the PS3 onhne 
arena does not prove popular. 

lt IS also true that the PS3 offers a lot of vanety 1n 
terms of 1ts downloadable content: HD video that's 
not necessarily all v1deogame related, demos, etc. 
Downloadable games are also available for the PSP 

price so people can continue to improve the1r 
intenor design and have fun w1th their character. 
The interface is not perfect and there 1s still plenty c 
room for Improvement, but the potential looks very 
prom1s1ng for the future. In that sense, we are 
awaiting the coming updates With Interest 

And what about the Wu? lt IS not puttmg 
forward any breakthrough technologies, but •nstea• 
IS us1ng the current tech to deliver an entirely new 
gam1ng experience. That IS very hke N1ntendo. On 
top of the Virtual Console which g1ves access to a 



Nintendo and Sony have both relied on oneness to ease new.:ome~ into the online 
experien<e in Japan. The Wii's Mii software (above) is highly expressive. and Sony is 
relying on an interactive version of its old, and much·loved. cat masco~ TOto (far leh) 

The big three's on line services - the Wil weather channel UopL the 
PS3 store (middle) and Xbox Live (bottom) - each rtpr~t a YtiJ 
different philosophy. Nintendo aims for simplicity of use. Sony ID< 
freedom of function and Microsoft for stamlessntss of servKt 

large library of older games and the Mii characters. 
the Wii is very carefully des1gned so elders and kids 
won't need any computers to communicate or send 
e-mails to friends or relat1ves. lt is really us1ng today's 
technologies for unprecedented simplicity, 
accessibility and fun, and 1ts tnternet browser IS also 
very accessible. The Wii 1S today not just about 1ts 
controller but the very un1que online experience 1t 
provides as well. 

Talking about onhne services. 1t's time for a 
shameless plug: my parent company Enterbratn tS 
also entenng the arena. Ef,go IS a social network 
seMCe for the PC {http://efigo.Jpl). The name IS an 
amalgam of Enterbra1n, Famitsu, internet and game 
- and it is basically similar to MySpace or the 
Japanese Mixi. But we want ours to be a very useful 
tool for online garners as well. Of course 1t is 
excluSIVely des1gned for the Japanese market, 
meaning 1t is all in Japanese, but already lots of 
game creators and people from the industry have 
signed up. lt shows how quickly the online 
landscape is chang1ng here, now that the 
new hardware has arnved. 

'•. .. . ... .. , ,.. ... ~ 



The future of electronic entertainment 

Coke and t w inkies 
Edge's most wanted Gaming's unhealthy future diet 

White Knight Story 

The arrival of a translat~ Rogue 
Galaxy (see next issue for the full ave Perry, interviewed on about peer oponoons. the sense 
review), serves only to reognote 0 p68, raises an interesting of guilt. the concern over such our enthusiasm for Level S's epic 
role-playing PS3 blodlbuster proposition. What if in- cosmetocs- shows the complexity 
PS3. SCEI game advertising, rather than of the relationship between people 

relying on billboards and loading and v1rtualotems, and how 
Shadowrun screens, let its sponsors reach into rudimentary our understanding 

your playing experience? What if of that relationshtp still is. 
one day, as you scoured World Of In the same problem which 
WarCraffs auction houses, clicking underptns the hostile reaction to 
time and demoralised time again the new trend of 360 Marketplace 
on that epic sword you can't purchases (new content, cheat 
afford, a notice popped up. 'Hi codes, etc- see p8). We respond 
there. Noticed that you're keen on with an insttnctive morality, but 
that sword, but that you don't have just why is it more meaningful to 
the money for it. Good news! Coca- upgrade a handful of stats by 

A taster of multi player at X06 Cola would like to buy it for you as killing ten-dozen identical 
confirmed Shadowrun has enough 
new ideas to shrug off its low-key a gift. How about it?' monsters, just to sell their hides for 
E3 debut. More a case of Death Now, there's no suggestion that virtual cash and buy a picture of a 
Anywhere than Live Anywhere Blizzard (or indeed Coca-Cola) sword, than it is to let Coke do it 
36011'(. MICROSOFT GAMf STUDIOS 

would ever consider such a th ing, for you? Is doing the Coke deal 
nor that Perry would consider better or worse than buying the 
Azeroth a particularly suitable item via the services of a gold 
home for a such a sponsorship deal, farmer? Just what should the 
but the idea remains, as does the relationship be between time-rich 
burning question it provokes: players and cash-rich players, or 
would you say yes? between purists and enthusiasts? 

The most common response - What's clear is that we're still 
thanks to an office straw-poll- is only at the beginning of a process 
a barrage of questions about that has that peculiar prickl iness 
whether or not the sword would only found where money and time 

lt's still hard to believe that it's be branded (it wouldn't) or if other intersect so exactly. And, perhaps 

really real - or at least on its way players would be able to tell (they sooner than we th ink, we're all 
to being really real - but a OS wouldn't). followed by a shame- going to need to have our answer 
version is an impossibly tempting faced yes. The complexity of that ready for whether or not we'll~ prospect. Let there be Lite, indeed 
OSIPC. EA emotional response - the worries let Coke twink us. 
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PC 

34 Blacksite: Area 51 
360, PC, PS3 

36 God Of War 2 
PS2 

38 Def Jam: Icon 
360, PS3 

39 Burnout Dominator 
PS2, PSP 

40 Ghost Recon 
Advanced Warfighter 2 
360, PC, PS3 

41 Virtua Fighter 5 
360, PS3 

42 Bubble Bobble Double Shot 
os 

42 New Zealand Story 
Revolution 
os 

43 War Rock 
PC 

43 Sim City OS 
os 

44 Valhalla Knights 
PSP 

44 Coded Arms Contagion 
PSP 

45 Gundam Musou 
PS3 

45 Aion 
PC 
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FORMAT; PC 
PUBLISHER BANDAI NAMCOIELECTRONIC ARTS/HANBITSOFT 

DEVELOPER: FLAGSHIP STUDIOS 
ORIGIN: US 

RELEASE: SUMMER 2007 
PREVIOUSLY IN: E150, E164 

The game will take you from Bloomsbury and 
Covent Gar~n to Piccadilly, and then heads east 
towards Monument St Paul's cathedral and the 
Tower of London. Future expansio"' and content 
updates w1ll continue to explore the capital and 
will perhaps go beyond it into rural England, 
while new cities will be reserved for full sequels 
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Hellgate: London 
Some think it's a shooter, some think it's an MMO, but does 
Flagship even know what its spiritual successor to Diablo is yet? 

erceptlon can be a mmef1eld. 
P Flagship's ptch for Hellgate· London 

looked so simple and IrreSIStible on 
paper a randomised adion-RPG crossed with 
a firstperson shooter, featunng a near-future 
demon1c mvasion of London, from the 
makers of the smash hit 01ablo (Flagship was 
formed by the founders of Blizzard North). 
W1th almost every conceivable PC gam1ng 
button pushed, a publishing deal w1th Bandai 
Namco quickly materialised; distnbut1on and 
marketing deals with Eledronic Arts and 
HanbitSoft, for west and east resped1vely, 
soon followed; and the search for licensmg 
and franchis,ng opportunities got underway 
Global domination seemed assured 

But, complams commumty manager lvan 
Kresimir Sulic, "it's kind of hard for us to 
present Hellgate because it may look 1ke a 
shooter at f1rst, 1t has some of the flash of a 
shooter, but then when you really look at 1t 
you're hke: 'the lighting's not as good as 
FEAR, the environments aren't as articulated 
as Doom, the action's not as good as Far 
Cry'. You never hear people talking about 
how the quest mechanics are on a par w1th 
Neverwinter, how it looks better than 

Hellgate's online mult1player solidified, a 
wave of panicked alarm swept across the 
gaming community, rumouring that the 
game had lurched from one (perceived) end 
of the spectrum to the other and become a 
full-fledged MMO. In truth, 1t was never 

Hellgate has taken only baby steps from the Diablo 
template towards the MMO world. lt remains a dungeon­
crawl with randomly generated monsters and locations 

another act1on RPG, 'boy, isn't it cons1derate 
that you can move the camera around, unlike 
Titan Quest or Diab/o. "' 

And now Flagship finds itself f1ght1ng 
confused perceptions on another, almost 
d1ametncally opposed front. As plans for 

going to be either a persistent online world 
or a visually cutting-edge offhne act1on 
game, and it never will be. But, with 
development three-and-a-half years old and 
release a supposed six months away, the 
exad form it will take rema1ns a little vague. 

Hellgate has taken only baby steps from 
the Diab/o template towards the MMO 
world. lt remains a dungeon-crawl w1th 
randomly generated monsters, locat•ons and 
loot, biased towards 'ast, broad-brushstroke 
action. The entire 40-hour campaign will be 
playable either solo or in multiplayer. on line 
or offline. With its combination of private, 
instanced adventuring and player-populated 
'towns' (actually Tube stations) that ad as 
lobbies and quest hubs, it has edged into the 
same territory as Guild Wars But. crucially, all 
content will scale to the level of the player 
and the size of the party, and all charader 
classes are basiCally offensive, meaning that 
the focus on soc•al groupmg and party 
dynamics that put ArenaNet's game just the 
other side of the MMO hne IS largely absent. 

What has muddled people's perceptions 
most - and won't be cleared up just yet - is 



the yet-to-be-fmahsed f nanctal model that 
Flagship and its publlshtng partners will 
adopt. "The biggest thtng we want to do 
over Diabfo is create ongotng content," says 
SuiiC "To that end >Ne have to fmd some way 
to JUStify that [fmanc a tyl There's got to be 
etther real money transactions. something to 
do with auct1ons, there's got to be micro­
purchases or mmt-expanstons, or some type 
of fee it's not that we haven't announced 1t, 
it's that we litera ly haven't decided.· The 
only th1ngs that are def1n1te 's that the 
strateg1es will be d fferent m d1fferent 
markets. and that there w1l defin itely be 
some form of free mult1player option out of 
the box The overal plan 1s to turn He/fgate 
mto an mexhaust1b e mooey-p1t for flagship, 
and an mexhaust be content-pit for fans. 
easmg the frustrat1ons of 01abto for both 
sides. The Hellgate un1verse wtll also be 
bolstered with comiCs, novels, f1gurines and 
collectibles, perhaps even an1me. 

Still, for such v1tal strategiC th1nkmg to be 
muddy so shortly before release IS worrymg, 
and ·t's one of several cruCial areas where the 
game's Identity seems 1n cns1s. Control1s 
currently WASD and mouse, but some at 
flagship are still advocating an option to 
return to Diablo's click-only interface The 
headline f1rstperson v1ewpomt 1s currently 
undermined by a compulsory th1rdperson 
camera for melee combat because the 
f1rstperson melee animations are "total shit" 
(bear m mind one of the three factions. the 
Templars, is strongly melee-focused). Many 
will choose to play in th1rdperson anyway, 
the better to adm1re Heffgate's extraordinary 
steampunk armour des1gns, and 

comprehens1ve opt•ons for custom1s1ng 
characters' looks; no bad th1ng, but a 
differentia tor lost 

Sulic also confesses We haven't f1gured 
out exactly what we're gong to do w1th our 
classes· - al that's known for sure 1s that 
they w1ll be subdtvis1ons of three character 
factions that broadly equate to melee 
warrior, ranged attacker and spellcaster, 
and almost all will be able to command 
pets or summons. Nonetheless, a true 
sense of the sk1ll speciahsat1on opt1ons 
remains a gap1ng hole m the He/fgate 
propositiOn for RPG fans. 

Hands-on, Helfgate is frantic and moreish: 
"We want to go for that Serious Sam-like 
gameplay," says Sulic- and 1t's easy to see 
that such a fast-paced, ha1r-tngger RPG, With 
such an unusual setting and such deep 

The engme is sa1d to scale across a huge rangt, from 
super low-end for ·rural Chtna or wherever• to 1 bells· 
And-whistles DX10 version with HDR lightin9- dynamic 
shadOW!. motion blur. depth of field and parallax mapping 

custom1sation. w1ll dtst1ngu1Sh itself eas1ly m 
the on line fray. Whether it will translate as 
well as Flagship hopes to low-end systems 
and massmarket tastes IS another matter it 
seems likely that the gloomy, Goth1c v1suals 
w1ll turn to depressmgly drab post­
apocalyptic brown on lesser PC s, and th1s 
could deal it a cntical blow in the broaden1ng 
market for online RPGs. lt's also questiOnable 
whether a random1sed game, w1th so little 
scope for scnpting and set-p1ece, Will slake 
the thirst for epic drama and spectacle 
1nsp1red by the setting 

With Blizzard droppmg the StarCraft 
name more often than Dtab/o's these days, it 
looks like Heffgate· London has a clear run in 
a neglected sub-genre. But before 1\s success 
can be assured, Flagship has a lot :o ...., 
do, and even more to deode. ~ 

Custornisation options for the armour and 
100 Mapon types are extensive. Weapons 
will alter visually as well as in their properties 
when you attach a scope or extra magazine; 
although the same isn' t true of armour, you 
will be able to harmonise your wardrobe 
across the 100 different colour schemes 

landmarks -like the early appearance of 
Covent Garden market here- appear in 
so·G!IIed 'semi·randomised' environments 
to ensure that their context is appropnate 

Sulic defines Hellgitte's 
three chariKter fiKtions in a 
brilliant fusillade of nouns. 
"The righteous religious 
zealot fanatic Templar 
Knight. he's your classic 
warrior fighter paladin 
barbarian character, the 
melee tank. Then we h•ve 
the Hunter, which is the 
militaristic alien colonial 
marine predator crack 
squad unit or Sam Fisher­
like character, he's all about 
big guns and a lot of 
swearwords. And then we 
have the caballist - your 
summoner demonologist 
transformer mutant freak 
kind of character, a 
spellcaster basically. • Most 
classes of all three factions 
will be able to control 
subordinate AI units: the 
Templar Knights have tlhe 
most powerful, squires; the 
Caballists' summons have 
the greatest scope for skill 
improvement; while 
Hunters' robotic drones can 
be equipped from your own 
inventory. The number of 
pets will keep party sizes 
down to five to ten. 
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FORMAT 360, PC, PS3 
PUBLISHER: MIDWAY 

DEVELOPER: MIDWAY STUDIOS AUSTIN 
ORIGIN: US 

RELEASE: SUMM ER 
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BlackSite: Area 51 
The latest entrant to Midway's scorching hot 
summer: a 8 -movie sequel wit h A-grade ideas 

B 
ig on secrecy, not so much on 
surprise, Midway's Area 51 did have 
one genuine twist in its tale: 1t 

wasn't nearly as bad as it should have been. 
Billed as 'the only action-packed firstperson 
shooter set in the US government's most 
secret and secure military facility,' its saving 
graces were tough to advertise: consistently 
high production values, genuine senses of 
camaraderie and threat, and trust in the 
timeless appeal of fi repower over substance. 
8/ackSite, a major league sequel no less 
obvious in setup, is just as deceptive when it 
comes to outlook and technical ambition. 

"I was really struggling with finding some 

interesting angles." admits creative director 
Harvey Smith. "I kept thinking about the 
older sci-f i tropes, thinking that none of it 
was particula rty relevant. Aliens hidden 
among us sprang from fears of communists 
hidden in US society during the '50s. That 
seems like it would be relevant today, due 
to our fears of terrorism, but it's not: the 
modern concept of the terrorist is anchored 
in a particular, recognisable type of person 
or a specific culture. So we had to revisit 
some of the basic elements while also trying 
to stay true to Area 51." 

Again, the vei l of secrecy hangs thiCk 
around 8/ackSite's story, though the gist 
appears to be that while the first game made 
an unholy mess of its alien/human hybrid 
experiments, obliterating its venue in the 
process, the sequel 's cleaning up. Fi rst stop: 
the surrounding province of Rachel, Nevada, 
a deserted dustbowl where man-made hell 
has literally broken loose. In design terms, 
The Reborn seems anything but an alien 
infestation, splicing into its DNA the usual 
suspects of Aliens and Starship Troopers. But 
while Smith's happy to admit that 8/ackSite 
will apply its pol ish in broad strokes - audio, 
framerate, interface and art direction are all 
mentioned - his Austin studio, home to 
several fragments of the shattered Looking 
Glass, is suitably keen to make progress in 
areas that screenshots don't illustrate. 

Despite an 'ethnically diverse' human 
cast, 8/ackSite's bald space marine 
credentials seem impeccable. Vocally, 
on the other hand, the absence of Area 
S 1 star David Duchovny should at least 
ensure a degree of tonal diversity 

"You've got to pick a few areas to go 
deep,· notes Smith. "And you've got to 
come up w1th a fiction that you love - that 
actually 1nsp1res your passions as a game 
des1gner. I want to make 8/ackSite a solid 
shooter, but we're also driving towards 
mterest1ng new gameplay angles: new 
enemy behaviours and other mechanics 
that make the environment dynamic and 
tactiCally interestmg." 

Assuming that both silver screen and past 
shooters 1nspire 8/ackSite's events as they do 
its looks, there'll be plenty of familiarity to 
support 1ts innovations. Expect a variety of 
both open and cluttered urban battles 
furn1shed w1th toybox physics objects and 
debns courtesy of Stranglehold's Massive D 
technology, later descending into the close 
quarters of the Reborn nest and potentially 
the wreckage of Area 51 itself. This, insists 
Smith, is a thinking person's bug hunt, . 
tapping into today's fresh cl imate of fear and 
paranoia from political, social and military 
angles. You have to be sceptical: in a squad­
based, co-op enabled shooter, after all, 
where do you find t ime for topical debate? 

"Of course, the dialogue relates to that 
subject and those themes. But the 
fundamental setup is also related, involving 
where the enemies come from and what the 
conflict centres around. I've worked with 
game designer Ricardo Bare for years, since 
Deus Ex. He and I are collaborating with 
Susan O'Connor [whose recent credits 



nclude Gears Of War and 810Shock1 on 
8/ackSite's story. • 

Another of Area 5 l's un: Kely d sclosures 
was a remmder that ~ear- some;h ng 
beyond mere jump scares and gore- 1s a rare 
FPS commodity. By expos1ng the anx et es of 
otherwise funct1onal characters. 11 bu t the 
sense that. for all its familianty, someth ng 
was wrong with its situatiOn, enwonment. 
and ultimately its hero. Takmg the 1dea 
beyond mere subtitled dialogue and 
transitional cutscenes, 8/ackSrte wants th1s to 
play a crucial role 1n both 1ts storyllne and 
action. Morale, we're told, will stongly affect 
your effectiveness as squad commander. w1th 
nvisible att0butes such as shot accuracy and 
reaction time dependent on 1t, potentrally 

"We've tried to set up a system where the player can just 
ignore the squad, for the most part. We want it to be as 
easy to use as a pistol. lt's fun to play with - fast paced" 

complicating the one-touch command 
system. Given these fluctuatmg vanables, 
where does Aust1n draw its hne between AI 
autonomy and player direct1on? 

"If I had a dollar for each t1me we've 
wrestled w1th that I could fund my own 
games," says Sm1th. "We've tned to set up 
a system where the player can just ignore 
the squad, for the most part. Autonomy 
and fluidity, based on smart AI, was an 
mportant point. We want the squad to be 

as easy to use as a p stol. and we've worked 
out some genera'-purpose rules that work 
unless the player overndes it's fun to play 
with - fast paced.· 

Whatever remams hidden 1n 8/ackSite's 
files, the most pertinent details - 1ts 
ambitions - are already clear. L1ke 
Stranglehold, it wants to uphold the pnme 
virtues of the gun game in spite of 1ts 
modern ideals. No secret agenda, 
then, just a d1fficult one. 

"Oh my God! We've been 
talking about it for years 
and years," declares Smith 
of Black5n.'s co-op mode, 
which intertStingly divides 
responsibilities between 
squad command and 
another undisclosed ability. 
"The 'co-op dungeon party' 
idea was around long 
before it actually happened. 
At Origin. before my friend 
Starr Long started what 
became Ultima Onllne. we 
used to joke about two 
spin-oHs: Multima and 
Adultima- you can make 
yow own guesses about the 
natura of each. On almost 
~ project rve worlled 
on. _.,.talked .ut co­
op; it's obviously -'fling 
with the potential to make 
a game more fun, but it'S 
weird how much attention 
it's getting right now. We're 
definitely including two 
player co-op modes for 
BlackSite. but not because 
it's a buzz word." 

The stockpile of fallen masonry and signage 
bring.s Half·Life Z to mind, the news of vehicle 
combat sections Gears Of War. BlackS i re has a 
few tricks up its sleeve, and it'll need them to 
shake off such glaringly obvious comparisons 
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FORMAT: PS2 
PUBLISHER: SCEA 

DEVELOPER: IN·HOUSE (SANTA MONICA) 
ORIGIN: US 

RELEASE: MARCH {US), TBC (UK) 

Given the mythology, and the proximity of 
the two games, it should be no surprise to 
see familiar enemies returning with an 
injection of sequel steroids - the.>Minotaur 
and Cerberus, for example, along with 
Medusa's corpulent sister and Cyclops 
enemies that can be mounted by smaller foes 
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God Of War 2 
A promising deuce for Zeus' enfant terrible, affirming the wisdom 
of bringing Sony's own Gaias of war back to PS2's masses 

If there's one addition that can irk, it's the soundbites Kratos 
spouts when unleashing certain magical attacks. You'd eJQ)ect 
all manner of growls and roars from such an immense bad·ass 
as Kratos, but hammy put·downs feel a shade too teenage 

ake no mistake: God Of Wars 
M success didn't lie in reinventing the 

action game, but in rejuvenating its 
very heart. A minimal-nonsense attitude, 
widescreen snarl and a brewery of 
testosterone saw it jabbing its claim straight 
into the origin of a genre that's often too 
content to oscillate between combo 
obsession and switchblade t imings, and sci-fi 
militarism both slick and sludgy. A cross 
between Greek mythology and Jurassic Park, 
it allowed its visitors to get closer to fami liar 

ancient beasts than ever before - and then 
touch them, albeit with a chain-blade to the 
eye - only ever dilly-dallying with some sticky 
environmental puzzles. There's no need for 
evolution in such a feral specimen, just 
momentum, and God Of War 2 seems to 
have it, even to the point of beginning 
almost at the point where we saw Kratos. 
the most hormonal and jilted of Mount 
Olympus' tenants, last. 

Once more forsaken by the gods - who 
are angered by his relentless destruction 

much like Jack Carver at the outset of Far Cl) 
Instincts: Predator, Kratos' skill-set is already 
somewhat bulging. Most notable are his 
special attacks, dazzlingly furious chain-blade 
combos performed by pressing L 1 in 
conjunction with any attack button, once 
again leaving no doubt as to where the 
game's action affections lie: in sheer 
spectacle, rather than subtlety, the combo 
count spiralling out by the dozen with each 
button press. But even in this opening stage, 
that old weariness regarding environmental 

The past year has seen the PS2's headstone marked 
with all manner of fresh glories before it settles down 
to a senility of licensed dregs aimed at younger gamers 

above and beyond his job description -
Kratos joins his army in the final stages of the 
toppling of Rhodes. Zapped back down to 
mortal size and stripped of much of his 
power by the magic of goddess and former 
ally Athena, the battle for Rhodes simply 
becomes a backdrop for a typically 
blockbuster clash between Kratos and the 
city's Colossus, jolted into being by Athena's 
power (see 'Shatter of the Colossus'). And so 
begins Kratos' defiant expedit ion to change 
his miserable fate in an opening stage that 
bears all the hallmarks expected in the wake 
of the original. 

But, even in his diminished state, and 

manipulation - context commands, button 
mashing and block-booting - also rears its 
head somewhat, showing how heavily the 
studio still has faith in such minigame 
procedures but also cautioning that GOW2 
will have to work harder to make the player 
feel the same. And those crucial moments of 
calm haven't strayed, framing some epic and 
panoramic views during moments of relative 
downtime as Kratos travels toward and 
through the kind of locations that many 
games fear to tread outside of cutscenes. 

Whatever takes place, it's very much 
determined to restate the original's visual 
strength and firstparty punch via a world 



featunng some of the most conv1nongly soltd 
and least clinical of prerendered, auto­
camera worlds. Aerial battles w1th gnffons 
starring amputated wings as casualties, the 
appearance of the classic Golden Fleece and 
other ab1d1ng relics; f1ghttng the barbanan 
k1ng that slew him as a warmoogenng 
human; an attitude and eng1ne energetiC 
enough to turn gods into game ObJects; 
perhaps its mission statement was never to 
make the player say 'to hell w1th the P53 
vers1on, • but GOW 2 - prospectiVe annoying 
puzzles allowing - seems more than capable 
of flogg1ng an 1ncreased gallop out of the old 
warhorse. The past year has seen the P52's 
headstone marked w1th all manner of fresh 
glones, ItS last rites offered by t1tles like 
Okamt and FFX/1 before ·t settles down to a 
senility of licensed dregs a1med at younger 
garners, but GOW 2 potentially represents 
yet another final chance for it to push its 
watermarks just that little bit higher. 

lt doesn't feel like progress1on, however 
Desp1te the battle arena mode (where 
custom clumps of enemies can be battled) 
and the opportunity for Kratos to go flying, 
1t feels fixed on-track to rek1nd le the glam 
·n· gore that made the original stand out 
regardless of the lack of any true originality 
about Its workings. it's exadly what's 
expe<ted from a sequel, but given the 
bullnecked clout of 1ts bollocks. that's .......,. 
exactly what is wanted. ~ 

God Of War proved Its 
reluctance to pussyfoot 
from its outset, featuring an 
opening stage that barely 
caught enough breath to 
gasp out tutorial prompts as 
Kratos battled a hydra 
across the deck of a ship. 
GOWl revisits that template 
of tumlng a training stage 
Into 1 bomllastic. muhi­
segment boss fight. with 
Kl'iltOS under attack from 
the Colossus of Rhodes, its 
arms Mid shimmering eyes 
tracking him across the city. 
The first fac&-e~ff proper 
ends with Kratos firing a 
ballista at the monstrous 
statue before, of course, 
loading himself into it and 
shooting his way into some 
intimate QTE GBH. Later, he 
jams its anns into giant 
mechanical wheels, using 
the opportunity to le01ve the 
Colossus with facial st01rs 
and leaving players in no 
doubt of tllactly where the 
game Intends to tilke them. 

Along with the return of Kratos' signature 
weapon, a barbarian hammer will also be 
available, taken from a resurrected king who 
killed him as a mortal. The Blade of Olympus 
could well reprise the butchery of Artemls' 
sword, and a trident is also mooted to appear 
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FORMAT: 360, PS3 
PUBLISHER: EA 

DEVELOPER: IN· HOUSE (EA CHICAGO) 
ORIGIN: US 

RELEASE: TBC 

lt's rare that high-profile 
prwlew code emerges in 
such u rty form. and even 
rarer that EA should give 
mapzlnes frwdom to pull 
SCIHMhots fnlm lt. The 
wve to shoMMe the 11ug 
In which every charact..­
develops gray haw was as 
strong as lt sounds. But. 
enthuses EA Chicago head 
Kudo Tsunoda: "Much has 
been Improved since the 
preview build. First of all, 
the entire Build A Label 
mode Is not complete with 
all Its record label mechanics 
and unlocbbles. We've also 
aclcled Individual fighting 
styles and ratings to eKh of 
t114t fighters: each now has a 
unique style that's tuned to 
the liNts of their music. If 
-'»occy throws you on a 
hazard and tries to use DJ 
Controls to add a beat. you 
also haft the ability to 
scratch faster than your 
opponent to lncruse your 
recovery speed .• 

The sketch an is try of Aki's Create mode has 
been replaced with one of EA's usual house 
style, packed with sliders and crisp textures 
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Def Jam: Icon 
A battle for territ ory becomes a fight for identit y 
as EA's most bizarre f ight game changes track 

f there's a battle underway 1n Def 
I Jam. Icon, tt's 1deas rather than egos 

that are at stake. Developed by a 
Chtcago stud1o lauded for mapptng ht·res 
flesh on to F1ght Night's awkwardly animated 
bones, Icon is anything but the game fans 
w1ll be expecttng. In 1ts present form, whteh 
we're told IS 60 per cent complete, there's 
ltttle to suggest that Al<i Corp's frequently 
splend1d predecessors have left any kind of a 
legacy. There's no pantomime exuberance to 

the game's (absurd) ad1on, and no readiness 
to embrace rap's comic potential or genu1ne, 
oft-forgotten personality. The doors of self­
deprecation have slammed shut. making this 
as 1naccess1ble to R&B outsiders as you'd 
always feared the series could be. 

In theory, though, /con's st1ll fresh and 
excittng enough to allow slivers of hope. 
Ch1cago's insight, which in Fight Night's case 
was enough to nigh-on monopolise all 
thought of v1deogame boxing, has stretched 
as far as to make this a h1p-hop brawler 
about rhythm, 1f not expression When you 
perform moves is key; what those moves are 
IS not, each ftght becoming more a contest 
of back1ng tracks than m1xed marttal art 
techniques. Each fighter, be it Ludacns, Ice T 
or another vaudeville v1llatn, has the1r own 
licensed anthem to take mto battle, the beats 
of which can power up a well-t1med stri ke. 
Scratching (a mid-a ir gesture that can also 
swap an opponent's track w1th yours) sets off 
environmental hazards that can 1gntte, punt 
or otherwise upset anyone stood nearby. 

lt's a d1fficult change of tack to convey 1n 
a genre notonously averse to change, and 
Ch1cago has yet to attempt the feat ttself 
There's no tutonal n Icon as yet, bu1ld notes 
even stresstng that mechantcs rema1n stnctly 

Each of the ltvols features several environmental hazards. 
tht rooltop's induding a helicopter with an apparently 
blind pilot and a handy pool of periodiUIIIy electrified water 

Icon is HUO·Iess by default, 
much likt FN:RJ, but there's 
also the option to switch it 
on, revealing a single energy 
bar that says much of the 
game's dynamic. There's litth 
ceremony to either victory o 
defeat in the current build 

The Build A Label story mode is a po·facod affair, kicking 
off with a driv~by shooting before turning back time to 
explain how this rather routine sconario Ulme to pass 

work-in-progress. As interesting as the 
game's direction IS, it's also quite conceivable 
that it's got everything backwards. A 
synaesthesic brawler 1n wh1ch the music 
adopts the rhythm of the fight (rather than 
vice-versa, as 1t IS here) sounds like a great 
idea, but sadly tt's hard to 1mag1ne a licensed 
juggernaut such as kon haVIng the luxury to 
try 1t out. This is shaping up to be as close to 
EA Trax The Videogame as you can get, and 
it'd be interestmg to know wh1ch agencies 
are pull ing which of its strings. 

Moreover, it doesn't even look as spritely 
as its beat-matching conceit suggests. 
Despite environments- garage, rooftop, TV 
studio, nightclub- that literally jump to the 
rhythm by every means poss1ble (and often 
impossible), Icon IS currently a sterile venue 
for some rather lethargiC combat. Bleached, 
banal and still to be opt1m1sed, it's tough to 
connect with, even 1f you do buy 1nto its 
story of ghetto-hewn thugs w1th vaporous 
virtues, groping for the bloated teat of ....., 
America's record industry. ~ 



• 

• • 

Burnout: Dominator 
To the inevitable delight of series traditionalists, an 
unexpect ed fork in the road splits battle racing in two 

li 
he cross-platform superstars of EA's 
portfolio can thank Sony for their 
new-found ident1ty crises. With the 

company essent1ally hold1ng two current-gen 
home platforms in PS2 and PS3, the pract1ce 
of multiformat development has a gulf of 
technology to overcome, and little excuse to 
do things the good old-fashioned lazy way. 

For Burnout, th1s means two sequels to 
last year's Burnout Revenge, one headed 
straight for uncharted free-roam1ng territory. 
the other - th1s game - enjoy,ng a wind,ng 
tour of senes history Dommatots looks 
m1ght suggest a mere refit, but 1n truth it's a 
much bolder venture than e1ther Legends' 

greatest hits anthology or the pile-up of 
d1fferent mechamcs you'd otherwiSe expect. 

By throwing out many recent changes. 
notably traffic checking and Crash mode. 
Dominator is catering to a distinct clique 
of Burnout fans thrown off by the series· 
controversial twists and turns. 

Opposing racers can still be taken out on 
any of the game's new circuits, which flash 
through otherw1se familiar urban corndors, 
beneath glittering forest canopies, along 
breezy waters,de boulevards and 1nto the 
Jumbled guts of industrial facilities. But of the 
Burnout and the Takedown, it's the former 
that seems to dominate here. 

Ending 1ts post-Pomt Of Impact hiatus, 
the Burnout gauge once again def,nes the 
expenence as 1t ex1sts on P$2. As you wash 
back and forth across 1ts roads in endless. 
S1desw1p1ng dnfts, the c'lallenge reverts to 
being one of mettle rather than rage, 
Dommator reinstating the role of traffic 
cars as obstacles to be feared. Only by 
draining your entire Burnout gauge with 
pedal down, eyes locked to the horizon 
and nose begging to bleed, can you score 
the multiplier bonus that fills it straight 
back up again. Everything, some will say, is 
as it should be. 

In another Dominator departure, a largely fresh lin~up of 
muscle cars. sports coupes and modified civilian vehicles 
can be unlocked by completing spedfK race objectives-
filling a drift quota within a set time period, for example 

HYPE~ 
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That other fly in the cross·platform ointment, the PSP. is 
also in lone fO< DomJnator actoon. Rest assured, though, 
that the game os saling down to its hand held version 
rather than up frO<n 11 Ad·hoc play accommodates up to 
SIX players. while online leaderboards apply to all events 

Pos~ bly to enforce th1s trad,tional rac1ng 
tenet upon those unfam11iar with pre-EA 
Burnout, a new mode - Maniac - imposes a 

t1me lim1t upon proceed1ngs that can only be 
1ncreased through reckless play. Fans of 
MotorStorm Will also recogmse the new 
S1gnature Shortcuts feature, by whiCh the 
usual blind alleys and dirt tracks must first 
be unlocked using a well-a1med takeoown. 

Critenon certainly has a knack for turmng 
the blasphemous into the brilliant, but only a 
true mamac would suggest that its open 
world Burnout (see 'Blowout') couldn't 
poss1bly go off course. Dominator, at .., 
least, should make a great safety car. ~ 

Attempts to pinball traffic will meet a sticky 
end in Dominator, the authority of slow· 
moving vehicles over the racing line bringing 
the series back to its pr~EA roots. Road rage 
takedown events. however. still feature 

FORMAT: PS2. PSP 
PUBLISHER: EA 
DEVELOPER: EA GUILDFORD (CRITERION) 
ORIGIN: UK 
RELEASE: MARCH 

5unt to MqUlnt a subtitle 
with mont tMnage kidc 
than • _,. 'S'. BuriiOIIC's 
otMr sequel, whidiiNds 
on PSJ but heeds also to 
360, is still an unknown 
qu1111tlty. Its wortc1 appears 
sterile next to Domlnatoi'J. 
but that could simply be a 
CIIM of post-produdlon 
effects still to be appiMd. 
Seamless and dlvene, Its 
map encompasses all of the 
traditional envlronmenu. 
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FORMAT: 160, PC, PSl 
PUBLISHER UBISOFT 

DEVELOPER IN-HOUSE (PARISI~ED STORM) 
ORIGIN FRANCE/USA 

RE.EASE SPRING 

TM popularity of GIIAWs 
multiplayer appMrs to have 
triggered something of a 
rethink for the sequel's 
slngleplayer. which now 
seems to have the emphasis 
on individual action that 
used to be the hallmark of 
R.Jnbow Six. The same 
seems true of GRAW Z's 
multiplayer, which looks 
faster and more brutal 
than some of the more 
methodical Ghost R«on 
veterans may be exPfKting. 
The new medic~~ m~ 
-n prove to be an 
essential addition. 

Controlling the MULE can be done either in 
third~r10n. where you can direct it like an 
eager gun-dog. or in full·screen fir1tperson, 
as is the case with the top-down aerial drone 
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Althougll the dose-up 
animations can still be a 
little clunky, the full-body 
repertoire of dives. rolls and 
lunges feel as desperate and 
dynamic as you would hope 

Ghost Recon Advanced Warfighter 2 
The future has never f elt so close, as 
Ubisoft fast-forwards its seque' machine 

V 
es. • s ess than a year smce the 
arr ;; a• Clancy s advanced 
v..ar. g~:.:rs- b essed m the 

mean: me et t 1101 be •orgonen, w th a 
brace of ra·~.:r ~ expe<:ted BAFTAs. W1th a 
rapacity once reserved for Pnnce Of Persta 
fans. 1t seems tha~ UbtSOt~ has turned 1ts 
attention to th~ who warmed to the first 
GRAWs glow o· Mexican h2at-hazes and 
therma night-s gr.:s So has 12 months 
bought us the f rst rt:a second-generatton 
360 t1tle? 

At first sight, not an enormous amount 
has changed. Th1s ISn't so much a case of a 
game betraying 1ts parentage as a case of 

m staken 1dent1ty. All the strengths of the 
senes' fast-paced, team-focused dynamics. 
noned 011er three games (and their 
exoanSIOns) are n place, as IS the luxunous 
Vlsua style of the f1rst Advanced Warfighrer 
But not hav1 •g to worry about a major 
eng1ne or game mechanic overhaul has left 
the teams clear to focus on ref1nements. 

Some of the Improvements are those that 
you'd hope for from any sequel respawn 
po•ms are much closer together, for example, 
takmg the pa•n out of untimely deaths, and 
AI has evolved for both your squad-mates 
and opponents, meanmg the new willingness 
of each to thmk for themselves and use cover 
satJs~ "'gly cancel each other out Then there 
are the head 1ne new features, destined for 
the back of the box, like the ab1l ty to gain 
full top-down v1ews of the battlefield via the 
controllable drone. and the introduction of 
a med1c class 

But perhdps more s•gn1f1cant are the 
slippener elements. Both mus1c and ambient 
sound are stnkmgly well-produced: the 

The picture-in·pkture hook of the earliest GRAWvideos 
r~•ns a hallmark. both for the striking live-action 
footage used for the cutscenes. and in the new ability 
to zoom full-sueen to any team mates' perspective 

former dynam1cally underscoring the heat of 
battle, the latter creat•ng a soundtrack of its 
own through the creakmg of your armour 
and muted echoes of btrdsong Pacing also 
seems much 1mproved, as GRAWs appetite 
for explos1ve set-p1eces ts threaded more 
stead1ly through the action. The result, aided 
by the enhanced v1sual destgn, is a real sense 
of the cmemat1C, as battles evolve JUSt within 
be• evable boundanes- mortars, hehcopters, 
crashes and ambushes fleshing out the basic 
pattern of duck, shoot, advance. The danger 
with a yearly cycle IS the risk of a tired, 
rushed botch-Job. But the prom1se. as GRAW 
2 seems to stand a good chance of showtng, 
IS that tt can be JUSt ong enough to ~ 
hone the good •nto the excellent ~ 

The visual refinements over the original GRAW are subtle 
but significant, adding greatly to the sense of atmosphere 
with a shifting heat-haze and oir laden with fine desert dust 



Virtua Fighter 5 
Less exclusive than it was before, Sega's fight 
club opens early for bouts of domestic violence 

ven before 1t threw tne suggestiOn E of PlayStat1on exclusrv ty back 10 
Sony's 'ace VF5 had an unusually 

aggressive stance Here, for perhaps the f1rst 
ume since the early days ot Street Frghter 11, 
one fighting game had :he chance to 
become the flght1ng game, the next Iron f1St 
Tournament still httle more than a tease, 
ltagaki's g1rls fast becom1ng more dead than 
alive. For the senes more hardcore than those 
who'd think to call themselves hardcore, 
there'd never been a less dangerous t1me 
to go popular. 

Yet VFS's home vers1on, com1ng f1rst to 
P53 and later to 360, has sense. lt 
appreciates that the largest aud1ence 11 could 
hope for would still be JUSt a drop 1n the 
ocean. and that by chasing a floating 
audience of casual button-mashers 1t'd lose 
more than it would gain. Based on the 
Revision B.board of the blossom1ng arcade 
version, its differences ex1st purely outs1de of 
the game's tightly-balanced bouts. Sidestep 
attacks, newcomers Eileen and El Blaze, and 

other charaaer-specrfK tweakS (most notably 
the transformation of recent entrant Brad 
Burns 1nto an even l'lore convmong bad-ass), 
remam the b1ggest strides it's made since VF4 
Fmal Tuned. 

Soundly brtten by the IC card bug, VF5 
has developed an intimidating array of 
custom1satron options since its last preview, 
a near-f1nal build confirming that prestige 
has become a strong in-game economy. 
Quest Mode, fundamentally identical to 
the v1rtual arcade tour of Evolution, holds 
a considerable reserve of trophy items to 
decorate a player's HUD, available through 
Item Battles or as purchases from the in­
game shop. Likewise, the four base outfits 
of each character can be decorated with 
costume items, again intended as a reflect1on 
of skill 

The characters themselves, now totalling 
17, are predictably almost identical to the1r 
arcade counterparts. Whatever temptations 
there must have been to tweak the shaders 
beh1nd their sometimes rubbery, somet1mes 

The pressing need to ensure arcade perle<tion. at least in 
terms of framerate. has given the PS3 game spea in line 
with its source. The visuals stay at 720p, with realtime 
lighting and shadow effects. together with passing clouds. 
lending the game's stages an added sense of movement 

Confidence remains high that El Blaze. the newcomer 
proficient in gravity-defying lucha Libre wrestling, will 
settle effonfessly into the VF roster. like monkey-style 
kung·fu expen Eileen, he fills a colourful fighting niche 

waxen sk•n have been suspended for the 
sake of authent•c•ty A w1se move considenng 
how, 1n sp•te of 1ts modern foibles, VF5 is strll 
far and away the most attract•ve f1ghtmg 
game ever made W1th backdrops and 
character models f1nally worthy of 1ts 
an1mato0n, 1t's wastong none of the 
opportunoty pre1110usly descnbed. 

In a IT\0\ie sure to draw flak from those 
unacqua nted With 1ts concrete framerate, 
however, neother PS3 nor 360 vers1ons will 
feature onhne competitiOn In this build, at 
least, there as VFTV, but as AM2 conf1rmed 
back 1n E 162 1ts focus IS exh1b1toon rather 
than dorect connectov1ty lt has match replays 
and online readerboards, but VFTV 1s a fa1rly 
standard portal yet to live up to 1ts name. 
You can take th1s refusal to even approach 
onhne multrplayer unt1l it's Immaculately 
eff1oent as proof of VF's integrity. Given 
the log1strcs of network content1on and 
exist1ng rnfrastructure, that policy almost 
guarantees VF's offline exclusivity for ...., 
the foreseeable future. ~ 

Frame-by·frame analyses are available to 
make those split-second input windows 
easier to identify, the game's HUD defiantly 
retaining its arcade stick prompts. The Dojo's 
grittier than VF4 Evds training clinic. though 
its faceless sparring partner does return 

FORMAT: no, PS) 
PUBUSHER. SEGA 
OEVELOPER.IN·HOUSE (AM2) 
OOIGIN JAPAN 
RElEASE· OUT NOW (PS1) (US. JAPAN), 
MARCH (UK) SEPTEMBER (360) 
PREV10USLY IN E162 

o-rs of VF4 and its 
companion an:ade sticks 
may want to hold off on 
trade-ins for VFS, the latest 
impression of Its revised 
Dojo mode suggesting 
several missing features. 
Characters could no longer 
be set to repeat spedfi< 
moves over and o,.r, 
malting expli<it scenario 
training difficult outside of 
competitive play. lt's an 
inconceivable omission, at 
odds with the oth-ls. 
encyclopaedic nature of 
Vf5's training system and, 
fingers crossed, more than 
likely to be addressed prior 
to its arrival at retail. Also. 
with achievements in the 
familiar Command Mode 
now gaining prestige 
points, it'd be a mis.rly 
break from VPs otherwise 
generous demeanour. 
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FORMAT: OS 
PUBLISHER: RISING STAR 

DEVELO>ER: MARVELLOUS INTfRACTIVE 
ORIGIN JAPAN 

RELEASE: Ql 2007 

Multiplayer is easily the biggest draw in 
Bubbk Bobble Double Shot - allowing for 
three-way co-operative play.lt's here that 
the colour dynamic really comH into ots 
own. with players havong to co-ordonate 
their attacks for some enemies. while 
taking on sole responsobolity for others 

FORMAT: OS 
PUBLISHE~: RISING STAR 

DEVELOPER: MARVELLOUS INTERACTIVE 
ORIGIN JAPAN 

RELEASE: Ql 2007 

One of the biggest additions is the ability 
to fire your arrow upward- it's so useful 
that it makes most power-ups redundant 
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Bubble Bobble Double Shot 
Once bitten, twice shy - can Rising Star's second 
attempt put right what once went sadly wrong? 

8 
ub and Bob had never looked angry 
- but they had good reason to. 
We've seen some horrendous box 

art •n our t•me, but Revolution's really was 
qUite someth•ng Doubly unfortunate then, 
that th1s duboous quality extended beyond 
the packag•ng to an •11-adv•sed rework1ng of 
a much loved classiC. There wasn't, you could 
say, a dry eye m the house 

So a chance for R1smg Star to redeem 
itself with thiS, and the outlook is promismg. 
While on the rece1vmg end of another 
overhaul, art and aud•o •s 1n keeping w1th 
the orig•nal's sp1nt- at least m so far as 1t's 
happy, the mus1c famll•ar and the samples 
recognisable -while. merc•fully, the scroll•ng 
levels so cnpphng to Revolutton have been 
abandoned 1n favour of each stage equalling 
the v1ew1ng area 

The b1ggest change th•s ume sa subtle 
one -•n the form of a new 'charader' a red 
dinosaur, Bubu, to a<company green and 
blue, woth each capab e o! belch•ng lol<e­
coloured bubbles Wh le the central dynam•cs 
of the game rema n unchanged (kol all by 
bubbling and burst ng some enem1es 

New Zealand Story Revolution 
The classic tale of Kiwi meets Walrus, retold - if only to 
reaffirm its place as the yellowest videogame in t he world 

I 
t's fair to say that New Zealand Story 
was never the most tightly designed 
of platformers - with enemies 

swarming in barely tethered chaos, and 
ledges placed w1th a scattergu n approach to 
form. This update of the 1988 classiC is very 
much in keeping with that - bringing with it 
a pleasant air of familiarity, even if levels are 
structured differently. The bas1c objective 
rema1ns the same - to rescue the Kiwis 
1mpnsoned by the Walrus, first by seekmg 

Some doorways are hidden, and can only be exposed by 
playing spot the diHerence across two screens showing 
the same bit of action. Tap the anomaly to open the door 

out a key h•dden 1n the stage before fmdmg 
the cage that ends the level Much like 
Bubble Bobble Double Shot. there have been 
a number of small changes made. Some ­
like power-ups that seem to g1ve you little (if 
any) advantage -are forgettable, while 
others, partiCularly when 1t comes to using 
the DS hardware, prove at the very least 
amusing or surpnsmg •n some small way­
whether 1ts open1ng a door mid-level by 
rotatmg a hand e, or touchscreen balancing 
as T1ki attempts to naV1gate a tightrope 

These are a I changes and addouons 
that do I ttle to alter the feel of the ong•nal 
- for better or tor vvorse Many of the 
ong1nal's fa I ngs are present, for example. 
Success, more often than not. st•l comes 
'rom nd•ng your luck and charg1ng through 
levels, as cautoon m the face of endlessly 
respawnmg enem1es IS too try1ng of your 
patoence L kew1se, hav1ng kept the same 
vosual style and background themes, 1t's often 
all too d1ff1cult to spot danger unt1l it has 
mev1tably killed you. Authentic? Perhaps, 
but how much fun that is exactly is 
open to debate. 
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While the colour mechanic is welcome, there's the danger 
that Rising Star may have overcomplicated matters. Somt 
enemies require you to mix bubbles to c•pture them, 
and as things get frantic clumsy, deaths are inevitable 

(indicated by a coloured star) can only be 
killed by belch•ng the matchong colour 
bubble- somethmg made poss1ble by cycling 
between each colour d•nosaur usmg the 
shoulder buttons 

Change for change's sake perhaps, but 1t 
adds another oayer to events, witn a little 
more forethought or pamcked readoon 
necessary as the d 'f1culty increases. Whether 
it will hold your attent1on through 1 00 ~ 
levels, however, •s another th•ng. ~ 

The OS's pair of screens are put to particularly good 
use during boss fights. In the one pictured above, Tiki 
must allow himself to be swallowed by a whale, giving 
him access to the beast's heart on the bottom screen 



War Rock 
From stop and pop to Pay and Spray: meet 
the new MMOFPS aiming to woo the west 

B 
eh,nd the noisy revolut•on 1n new 
ways to play, a quieter but perhaps 
more far-reaching remvention seems 

to be taking place m the form of new ways 
to pay Many games are now steppmg away 
'rom the 'discount the razors and make 
rnoney on the blades' mode., 1n favour of a 
ousiness plan that could best be summed up 
as 'g1ve away the razors and the blades, and 
make money on the shaving cream'. 

War Rock is one such title: an MMOFPS 

Currently in open beta, a figure for the games Kt~ 
player base is hard to pin down, although a ~rus.l of 
the online forums suggest it is building comfortably 

Sim City OS 

from South Korea, 1t makes its money 
through V1rtual Asset Purchase. Free to play, 
subscribers can then choose to buy in-game 
commod1t1es such as better weapons and 
veh1cles, or even upgrade their membership 
for features I ke vo1ce chat. 

its a pr cmg structure that has served 
breakthrough games like Wizet's MapleStory 
we I. But, as the Seaga -flavoured t1tle 
suggests, western audiences may fmd the 
bulk of War Rock's novelty lim1ted to the 
busmess strategy. The game's modes, ranging 
from bomb d1sposal races to elaborate 
Ban efeld-style conflicts, seem competent •f 
un mag natiVe, wh1lst tl'e RPG elements, such 
as eve ng up, may be undermmed by the 
paf!Tlent system whiCh allows players to 
purchase ab1ht1es as we I as earn them. 

As a concess1on to the west, War Rock 
wt I also be available in a boxed retail vers1on, 
ne ud ng sweeteners such as an exclus1ve 
\\eapon and m-game currency. it rema ns to 
ne seen how the western market wtll take to 
a game that, wh1le lookmg to the future m 
;erms of pnc1ng, seems f1rmly rooted n ...., 
rhe post when 1t comes to gameplay ~ 

Japanese cities prepare for a fresh wave of UFOs and giant 
monsters as another PC favourite gets a OS makeover 

S 
im City has always seemed l1ke a 
good f1t for the DS. And wh1le PDA 
and Palm entries may have been the 

first to mcorporate touch control, EA's new 
version seems likely to break entirely fresh 
ground by a1ming the title squarely at Japan. 

lt's not every day that EA chooses Fam1tsu 
as the meqns of announCing a new game, 
but S1m (lty OS, a loose convers1on of S1m 
City 3000, IS a fresh indicator that the largest 
third party publisher in the world is takmg 
note of Japan's love for Nintendo's handheld. 
Equally; as part of the same strategy that 1s 
seeing The S1ms transformed from a PC­
shaped shce of sitcom Amencana to a super­
deformed doll's house for the Wu, the results 
seem to be fmely Judged to wtn over a 
notonously piCky eastern aud1ence. 

it's also clear that the developers have 
taken pa ns to make the game fit. With the 
3D city diSplayed on the top screen, the 
touchscreen allows the player to lay down 
zones, manage electriaty supply and v1ew 
reports lt also plays host to the game's 
adv1ser, a manga-lite version of Will Wnght. 

Unsurpnsmgly, the game has been 

skewed towards shorter play1ng umes. and 
although the freeform City builder rema1ns, 
the core of S1m C1ty OS seems to be the 
m1ss1on mode a sePes of challenges rang1ng 
from tratf1c 1ams to UFO attacks 

Desp te success n the west. the ser es 
has nl!ller rea ly CdPtured the Japanese 
imag1nat1oo PemaPS EA's new-found sawy 
for transla1101 comb 'led w1th the star power 
of the DS w1ll change all that. If not, 1t's still a 
safe bet that S1m C1ty OS will at least rema1n 
as compelling, surpnsing, and 
infunating as ever. 
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fORMAl PC 
PUBliSHER K2 NETWORK INC. 
DEVELOPER DREAM EXECUTION 
ORIGI~ SOUTH KOREA 
RELEASE: FEBRUARY 22 

The capping of graphics performance, brought 
in to make the game accessible to players 
with older machines. has resulted in a muddy· 
textured wa~ with stilted vehide animation 

fORMAT DS 
PUBLISHER EA 
DEVELOPER IN·HDUSE 
ORIGIN US 
RELEASE FEBRUARY {JAPAN) 

' ijtJ<:-:;, < ~ ft, "'[I., ' ------ -1 Wifi play is incorporated via Sister City mode. 
where landmarks and s~i.ll buildings can be 
sent to other players as gifts. Sim City has 
always been a study in <ontrasts: urban 
development micromanagement on one hand, 
playground for rampaging apes on the other 
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FORMAT: PSP 
PUBLISHER. RISING STAR 

DEVELOPER: K2 
ORIGIN: JAPAN 

RELEASE: MARCH 23 

The real time combat makes for a 
refreshing, if no longer particularly 
surprising change, even if the simple 
tactic of circle-strafing is sometimes 
enough to avoid being hit entirely 

Valhalla Knights 
Does K2's roleplayer contain enough character 
- and charact ers - t o get itsel f noticed? 

L 
ike many RPGs, Valhalla Knights is a 
game built on cliches. it sports many 
of the expected tropes of the genre, 

from the ratio of exploration to dungeon­
crawling to the hero that wakes up with 
amnesia. Nevertheless, despite its immediate 
and overwhelming familiarity - even visually, 
while clean and qu1etly impressive, it could 
be any one of a number of fantasy 
roleplayers - developer K2 has ensured there 
is at least some mdividuality m amongst the 
expected trappings. 

For starters, the combat isn't strictly turn­
based, opting for a realt1me system. When in 
combat, the R shoulder tngger locks-on to an 
enemy, and attacks from here on in are a 
simple matter of hitting the face buttons. 
The context of the face buttons - melee 
attacks, ranged weaponry; magic and so on -
IS changed by the 0-pad, and party members 
(up to six) can be SWitched between in order 
to ut11ise special abilities and set commands. 

Nothing radical there, then - certamly not 
for veterans of the Tales senes - but the 
system works well and 1S still 'resh enough to 
seem des1rable. Elsewhere. your characters 

Your party can have up to six members, and management 
of the group is essential for later encounters. Specialising 
in multiple professions allows for admirably diverse skills 

don't remain trapped in their initial role­
sub-jobs can be taken, allowing for an 
adm1rable mix of skills and professions (so a 
typical f1ghter has the chance to employ 
modest magic, for instance). Also notable is 
the level of customisation, above and beyona 
the arena of professions, along with both ad­
hoc co-op and adversarial multiplayer modes. 

Wh1le hard ly a reinvention of the 
handheld RPG, then, Valha/la Knights does at 
1east contain some modest signs of unique 
character. Whether that is enough to let it 
stand out from the crowd is another ~ 
thing entirely. ~ 

Coded Arms Contagion 
A move away f rom random generation sets a 
predictable path for Konami's collect-em-up 

A 
game that moved pnmarily m orcles, 
Coded Arms denved modest appeal 
from applying different tools to the 

same tasks - the essence of the item harvest 
genre. With Creat's Russian studio handling 
development of its sequel (KCEJ wrestling 
with PS3's underwhelming Coded Arms 
Assault) this return to military VR training 
programme AIDA s going round again. 

Being designed rather than generated 
should bring change to the levels. but the 
sense of familiarity in Contagion is great 

Cut from Konam 's usual cyberpunl< cloth 
- all nght angles, neon and ll'etal plate -
Contag1on has managed as ght departure 
from the f1rst game's aesthetic. Its maze of 
in tenors is no longer randomly generated, 
and at least tnes to resemble a factory 
environment, with gangways, pillars and 
walkways credibly arranged. 

Despite a greater emphasis on cutscene­
driven narrative, which to some degree will 
cross the events of Assault, progression in 
Coded Arms remains defmed by its hardware 
tree more than its plotline. like Namco's 
Bounty Hounds, enemies are just tough 
enough to make an incremental weapons 
upgrade seem attractive, happy to dodge 
and lunge while you jump, strafe and ponder 
which new gun will quicken the process 
most. Coded Arms moved quite admirably 
once the PSP's face buttons (again taking on 
either move or look duties) had broken in 
your thumb, and Konami seems to have 
settled on that as the best idea of a bad 
bunch. Given the state of its big brother at 
TGS, Contagion's desire to play it safe ~ 
seems wise. ~ 

Having drawn some rather lazy comparisons with 
GoldenEye for simply having the same one-stick control 
handicap, Coded Arms has its sights set on becoming the 
premier PSP deathmatch game. A greater emphasis on 
ad·hoc wifi team play is Contagion's notable change, 
though increased profile customisation is assured 



Gundam Musou 
Rage against t he machines, as Gundam 
crosses swords w it h Dynasty Warriors 

I 
t's a sign of the strength of the core 
Dynasty Wamor:s mechanic that you 
can change almost everythmg about 

the game only to find that you've actually 
changed nothing at all. Yet Koe•'s willmgness 
to shed the senes' traditional historical 
coatJng •s a s•gn that the developer, at east, 
has concerns regarding the lastmg appea 
of mass•ve body counts and anc em batt es 
rem1xed as a carmval of cartwhee ng 
corpses In this reloading of the franch•se. 
however, it has found in Gundam a nch 
backstory and an elaborate sense of h story 
that allows it to spray the screen w <h me~a 

while st•l providing a perfect f t 'or rhe 
exist1ng structure. 

So, even though 11 sees bulky mechs 
taking the place of anCient solders. Gundam 
Musou IS st1ll business as usual, and <sa 
bustness that's cons•derably more Musou 
than Gundam. That may prove to be 

something of a problem, though, as the 
robot series' best stones are oftefl 
surprisingly sparsely populated, and the 
fanat•cal Gundam fan base may eh I a~ such 
a broaden•ng of 'ocus 

A ion 

In fact, using the same eng•ne developed 
for the PS3's 8/adestorm, Gundam Musou 
features so much of the fam•ltar Dynasty 
Wamors gameplay and style that even the 
occas•onal battlefield shift into outer space 
doesn't feel like much of an innovat•on. Yet, 
while 1ts reliance on the existing formulae 
may mean Gundam Mu sou comes across as 
nothmg more than a lavish mod, •t's clear 
that the PS3 has found a potent lure 'or the 
Japanese market. When it reaches the west, 
however, where many may f1nd the mmut1ae 
of mechs as baffling as the m1nut1ae of 
Japanese h•story, it's unlikely to be ......, 
anyth1ng other than niChe in appeal. ~ 

MM Os take t o the skies as NCSoft g1ves garners 
the power to craft more than just the•r character 

W 
tth Guild Wars, South Korea-bas€>d 
NCSoft has proved that tts mode 01 

waiving subscnptiOns but charg ng 
for individual campaigns •s a v•ab e way :o 
make money. Its latest tttle, Aton, at 'm 
appears :o be a b•ander beast than ts 

previous output, but beneath the 
conventional themes of order and chaos tne 
game has several interesting 1deas at work 

With all the references to light. dark and portals. it's perhaps 
good that so much of Aiotfs narrative is leh to the player The 
reality of the situation must be daunting. no matter how 
much secret stage-management is planned behind the scenes 

F rstly, there's the new PvPvE system, built 
to QtJ et•y manage the evolving conflict 
be:ween the game's two playable races, and 
a Ul rd NPC fac\lon. While it's not yet clear 
exac-Jy 'low t wtll work. an entire race of 
bo3 s st I nsky when seeking to establish a 
corr.~un :y around a new tttle 

: ~ does click, however, the ensu1ng 
pot t cs should make for an •nteresting story. 

fOqMAT: PS3 
PUBLISHER: BNG 
DEVELOPER: KOEI (OMEGA FORCE) 
ORIGIN: JAPAN 
RELEASE: SPRING 

And story's where another of the b g odeas 
emerges: A1on's narratove vv evolve 
accord1ng to the act1ons of 1ts players, w1th 
every subscnber able to affect the journey 
unfoldtng on the1r server Ceding such 
Influence to the commun :y sa potenuat 
rec•pe for av sh d saster, or - even vvorse ­
boredom, out tt s an mdiCator that the 
relat1ve fa1lure of Auto Assault hasn't dulled 
NCSoft's desire to •nnovate. 

The ftnal•dea s by far the simplest in 
appeal A1on 1s the MMO that wdllet you fly 
NCSoft •s prom1song that soanng amongst 
the clouds wil ta•e up as much of your t1me 
as battling, and the enwonments seem 
designed w1th a~rspace 1n mind. 

Whether the developer has the means to 
make glod1ng as full !long as gnnding, and 
even f 'tS player-dnven narratrve ends w1th a 
wh1mper rather than a bang, Aion •s more 
interestmg than its prettiness suggests. 
Although so many deta•ls remain unclear, 
1t's good to see a company that can take 
the most workmanlike elements of the 
MMO genre and try to mount them 
among the stars 

Intriguingly, Gundam was Koei's second 
choice of licence after initially 
approaching lucasArts in order to adapt 
the Star Wars franchise. While it's not 
hard to see battlefields of the same size 
gracing Tatooine or Endor, Dyn.ssty 
Warriors' cavalier approach to game 
physics may have been harder to swallow 

Another surprise is that Aion's visuals 
are a product of a licensed Crytek 
engine. Put to work on castles and 
forests instead of beaches and lagoons. 
the results are predictably attractive, 
even if the design is fairly traditional 

45 







' 

• 

·'• 

1 J 

. , 
• 

· ~ r 

.I . . .. 
... ~ 

. , • ( • .. 
Sega Rally games; you can chuck a car 
around a gravel track and feel completely in 
control of what you're doing. Fundamentally, it's 
about the physics." " 

Unsurprising words, perhaps, from a man 
who during his time at Codemasters managed 
production of the first four Colin McRae Rally 
games, perhaps the ultimate expression of the 
purist. ·one man and his motor' approach. And 
though his current project - the arcade classic 
Sega Rally reborn for 360, PS3 and PC - is a 
good deal less serious, the philosophy still sticks. 

~ The original Sega Rally Championship's face-off 
between Toyota Celica and Lancia Delta was one 
of videogaming's iconic duels, in which the car 
was very much the star . 

But there's a contradiction here, because if 
Sega Rally(which will be known as Sega Rally 
Revo in the US) has a lead character, it's the 
track. Not the static course design, you 
understand. nor its setting, although the one 

'"In Sega Rally games you can 
chuck a car sideways and 
feel 'CO~pletely in control" 

so 

tropical environment shown so far has plenty of 
nostalgic Sega sparkle in its waterfalls, palm 
trees and crystal skies. it's the actual road itself : 
a changeable, capricious surface that, over the 
course of one lap, will shift from hard-packed 
dirt to shallow, sticky mud, from water pools to 
deep, wet bogs. And over the course of three 
laps its character will change even more 
dramatically. Racing Studio has concentrated 

'-{nost of its technological effort on surface 
deformation, and the cars' tyres carve deep 
grooves in the mud that persist the whole 
length of the race. l ap-to-lap, this increases 

• • 

both challenge and opportunity, as the road 
becomes treacherously bumpy, but your 
opponents' tyre-tracks allow you to bite down 
to a drier surface with more grip, in the 
rallycross equivalent of slipstreaming. 

"Off-road is about a changing track 
environment." says Wilday. "If they race the 
same stage twice it's different the second time. 
it's one of the attractions over tarmac, where to 
an extent two laps are exactly the same. 

"We've been talking about it for a long time, 
it's been in our heads for a number of console 
iterations and re~y this is the first time we've 
!lad an opportunity te try and get it working. it 
was the gameplay possibilities that really excited 
my-about it. The third lap of that race is trickier 
than the first. because the car's babbling around 
all over the place, it's a bit more skittish. I think 
that's cool your third lap, you're leading, it's a 
trickier lap. You've got to concentrate." 

it looks extremely convincing in our 
demonstration; although a game of this sort 
can't begin to be assessed without sampling the 
handling hands-on, we're prepared to believe 
that it will feel convincing too, and provide Sega 
Rally with a compelling, subtle dynamic in both 

I ~ 
~ " ~ . 

competitive racing and time-tria l. But, lush looks 
aside, the track surface deformation is currently 
the only marquee feature in a what seems to be 
stripped-down, back-to-basics arcade racer. 

Sega Rally will offer six-car races in eight 
environments, starring current WRC cars (both 
two- and four-wheel-drives), classics and bonus 
vehicles. The singleplayer championship will 
locus purely on racing against AI, and is, by 
w·lday's own admission, "primarily our 
mechan1sm for unlocking new tracks and cars .. . 
but at ts heart this is a multiplayer racing game. 
The onhne modes are where this is going to be 
really special." There will be more variation in 
mu1t1ptayer race modes, he suggests. 

In terms of car setup, Wilday's team rejected 
the 1dea that Sega Rally should involve any kind 
of tunmg or performance upgrades, but three 
s1mple variants of each car are on offer: road, 
rally and all-terrain. Essentially these translate as 
low and fast for hard-packed surfaces, a gravel 
and light mud all-rounder and a slower, heavier, 
car with big suspension for coping with really 
rough ground. Each track is being carefully 
balanced with a mixture of surfaces so it doesn't 



necessanly favour one variant over another, 
eaving your chorce down to personal preference 
and driving style. " I don't think we're ever gorng 
to do a pure tarmac stage for that reason, 
confirms Wrlday. "We're gorng to desrgn a I of 
our courses wrth the prem•se that 1 you· re good 
rn the vanant that you've got, you car ,., n • 

like the surface deformatron 1t sa solid, 
s mple mechanic that marnes the caoac ":{ o: 
current hardware for phys•ca rea S!'!" w :n 
unfussy, seat-of-the-pants 1mmed acy. B"' as 
much as Sega Racmg Stud•o wtll be app auoed 
by purists for stickmg to Sega Rally's roots 10 

arcade multrplayer, rt leaves the game ar a 
disadvantage in what wrll be a b•ner muo­
slingrng match between the new gererat on 01 

off-road racers. lt has ne•ther the d zzyu'lg 
breadth and physrcal deta I of D RI. Colin Mc11ae 
Off-Road, nor the hrgr-rmpaa. oe ge·en~ 

drama of MororStorm, and •t wtll arn"e on 
shelves much •ater than e•ther, 1n Wln~er o: t s 
year. lt also looks posrtrvely old-fash10nec next to 
the structural and design rngenu•ty of more 
distant peers like Test Dnve Unllmrted. rn a ~hrs. 

Racing Studio may have made ~mart and ia :hful 
choices, but are they chorces Sega can sell? ·-' 

• 



That many fans 
can't be wrong 
The original Sega Rally 
Championship is "the most 
suttessful artade game that S~a 
has ever developed, from a sa es 
perspective." states Wilday. No 
mean feat, considering the 
pedigree of its stablemates; but . 
the best compliment you can pay lt 
is that, 12 years o~, Sega Rally cabs 
are still out there In arcades ~11 
over the world, and still makmg 
money. ·we really did have tr~uble 
getting a machine for the.s~u.diO. 
We spoke to the arcade diVI~IOn 
and they had to go out on Sit~ a.nd 
find one. When they brought lt m, 
they said you should check th.e 
tash-box figures - it could quite 
easily have taken £500,000. ~ 
single machine.· How come lt was 
so successful? "lt's just a JOY to 

1 play, and even if you lose you fe~'t 
like you could have won, you do 
feel cheated. I think it's just a really 
well-balanced game." 

"There is a level of expectation, you're 
right," concedes W1lday. "Content and features 
becomes self-perpetuating, and the next ti tle 
has to be bigger and better " But he thinks the 
public mood 1s actually sw1ng1ng back towards 
the 1nstant gratJflcatlon of Sega's heyday. "From 
the research we·ve done, from the consumers 
we've spoken to. people are not playmg games 
for the same periOds of t1me as they used to, 
and they're play1ng games differently from how 
they used to. The expectatiOn IS different now, 
the games that they are go1ng to play and enjoy 
are go1ng to be more access1ble and have faster 
turnarounds. it's about competing and racing 
and haVlng fun and play1ng onllne with your 
friends That seems to be what the current crop 
of gamers are after and what they want I th1nk 
the market's changmg, and our hope is that, as 
opposed to lookmg retro, th1s 1S actually gomg 
to h1t wha~ the market wants now.· 



What the market wants now ts somethtng 
Sega Racmg Studio is very acttvely concerned 
wtth. The new outftt, currently 50-strong, was 
offtctally born tn April of last year from the some, 
post-Sammy-merger dnve to expand m western 
markets tha t led to the acqu•stt•ons of Spons 
Interactive (Football Manager'} and The CreatNe 
Assembly (Total War). "I think it was an 
acknowledgement that m order to appeal :o 
the western markets, games needed to be 
developed here,· says Wilday The dtffereoce 
bemg, of course, that hts ts an all-new stud o, 
and one that provides the mtssing link to Jap.1n 
and to Sega's rich heritage. 

and Climax. The dec•sion to base 1t 1n Bma1n­
the home of Project Gotham, Burnout, Colm 

McRae, MotoGP- was more of a no-bra ner 
·The UK racing t•tles really are, 1n my op mon, 
:he best 1n the world. So there's a lot o= ta " t 
he•e a lot of really good expenence re u n 
general's got a lot of motorsport herttage · fOU 
look at 1t it's obviously something that's m th1s 
country's blood " 

The hard part has been, and Will be. ;o 
~ea t c1t petrol-head outlook and the 
ae;errr ned dnve to make games n the v.es. 
:or the west, w1th Sega 's aesthetiC, values and 
mte 'ectl al property in a way that makes sen-;e 
"Do you I now. 1t's been really d1ff1cult, aaua ly. • 
V. ikiay coocedes "';'sa lot easter to ma<e a 

much ttme mak1ng 1t look nexl·gen 
Sega game as we d1d making tt look real. 
it's someth1ng that we d1dn't qu1te antiCipate 
at the t me At the same ttme, •t's been a 
far.;as-.,c cha enge 

As to what chal enges are next. W11day says 
h s stud1o·s remtt 1s exactly as broad as 1ts name 
and refuses to rule anything out, from tak1ng 
OutRun out of AM2's hands ( never say never"), 
to deve optng a hardcore stm ("I absolutely 
wou en t dtscount ot "). or updat1ng Daytona 
(" ;s neld tn a lot of fondness by myself and a 
lot of people m the studto, so . we'll see"). 
"We're def1nttely plannmg on developmg more 
than one game out of the stud1o at any one 
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Why found a new studto rather than acqu re 
one of the UK's many ractng spectalists' • m 
sure they were looking," he says, "but it was an 
opportunity to do somethtng new. We're put ng 
talent from a whole load of studtos, " he says, 
mention1ng Rare, Rockstar North, Codemasters 

rea • next-gen game than tt tS to make a 
>cy sed next-gen game, tf that makes sense 

• :ne,· he adds. and the studio 1s already 
concep;,ng tts second game- an all-new. 
or g na t, tie "it's very dtfferent, • he says. • • 

We had our technology look1ng very realist c 
rea y qu ckly, and we've spent probably as 

"I'm look1ng forward to talking to you 
about 1t because tt's a bit speoal " 

Current and re<ent WRC ca11 spotted in-game so far are the Subaru lmpreza, Citrotn Xsara, Mitsubishi Evo, Pltugeot 206, Ford Focus and Skoda Fabia. Wilday also show. 
• us a dtmo of the original Sega Rally's Toyota Celica and Lancia Delta touring the track, and we'd bet good money on them appearing as unlockables in the final game 
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C:ODEC MOMENT 
METAL GEAR SOLID 

"PUT YOUR CONTROLLER 
ON THE FLOOR" 

A minor test of stamina next to MGS1's 
unending denouement, the demoses of 
Metal Gear Re)(. Gray Fox and LJquod 
Snake at least tied up one set of loose 
ends without creating another - a good 
sign for those expected closure from 
MGS4. As ever, the whole would be 
greater than the sum of its parts, in this 
case a comprehensive gauntlet of action 
movie tropes, including a precariously 
positioned fistfight. a damsel in distress, 
a ticking bomb, a selfless sacrifice at the 
11th hour and an 1'11-tell-you-before·l· 
kill-you speech. 

lt's easy to read Snake's premature aging as a reference 
to the weariness Kojima often expresses over the tasks 
of ma~ging his studio and dealing with the pressure of 
ex.pKtatlon from the series' millions of vociferous fans 

Loqu d aoms to turn the whole world into 
a sold er's utop a, Outer Heaven. 

The connotat ons of th1s plot are 
considerable, but len consoder the gameplay 
omphcatJOnS f rst The rogod framework of 
onfoltratoOn o' enemy bases. taken as read in 
most stea :.h games, has been abandoned. 
The soldoers Sna e encounters wol be netther 

rigueur, and as in Snake Eater 1t w1ll often 
be necessary to hide in plaon v1ew, though 
less laborious thanks to Snake's Octocamo 
suit (see 'Gadgets of the Patriots') As of 
to symbolise the move away from formal 
stealth, KOJima Productoons has scrapped 
Snake's trademark wall-hugg1ng stance on 
favour of a more realistiC, less snl:ed use 
of cover. 

Although the scope for Guns Of The 
Patriots to present somethtng of a departure 
in play style is considerable, thematically •t 
woll very much re1nforce the previou~ games 
Despite featuring violence, fet1shisong 
weaponry and trading on a sort of neo­
mtlitaristtc cool, Metal Gear has always had 
a strong and sober anti-war message 
KoJima's deep distrust of conflict has been 
present since the very beginning, and indeed 
was inherent in the forst MSX game's 
conception in 1987. 

That game's creation of the stealth genre 
was in part down to a reactoon against 
destructton beong the only way to surmount 
any obstacle in the videogames of the time 
KoJtma was somply tired of all the shootong, 
and wanted players to try hiding 1nstead lt, 
too, featured the concept of a mercenary· 
run nat on called Outer Heaven amassing 
devastatJng power •n order to kock back 
agaonst the politocal forces that routinely 
manopulate and betray soldiers; a monster of 

Metal Gear has always had a strong and sober 
anti-war message. Kojima's deep distrust of 
conflict has been present since the beginning 

necessanly fro end nor foe to begon wtth, and 
ot wil be up to the player to read and 
mantpulate the battlefield to achieve his 
ObJect•ve Snake w1ll be able to befriend 
some parttes and antagonise others as you 
see f1t. There will be considerably greater 
tact1cal flex1bolity for example, enemies' 
emot1onal state will have a bearing on thetr 
alertness and wtlhngness to hunt Snake 

11 w1ll be possible to simply scare 
the environment itself wtll be 

too, offerong less 
-.. ... ~1""n Will be de 



COOEC OMENT 
METAL GEAR S OLID 

" AN UNDYING SHADOW, 
IN A WORLD OF LIGHTS" 

The boss battle gets the first of many 
extreme makeovers, Koj ima literally 
putting his name to the surreal 
showdown between Solid Snake and 
Psycho Mantis. lt establ ished MGS' 
unlikely penchant for supernatural 
twisu, together w ith iu creator's 
explorative approach to videogame 
hardware. Teasing you with secrets 
gleaned from your memory card and 
turning your joypad - and companion 
Meryl - against you, Mant is proved that 
i f there w as one t h ing better than a 
powerful foe, it was a resourceful one. 

the world's own making. In that rnstance, 
the mercenary rn charge turned out to be B•g 
Boss, Solid Snake's commander and genetiC 
father (and the star- under the codename 
Naked Snake- of prequel adventures Snake 
Eater and Portable Ops). Rammrng home the 
cyclical futility of war, he betrays Snake, JUst 
as hrs commanders betrayed h•m 

Thrs theme has recurred " almost every 
game since. from Snake's former comrades, 
the FOXHOUND unrt, gomg renegade and 
holding the world to ransom •n Metal Gear 
Solid, to the rebel FOX unrt's utopran 
ambrtions 30 years earlier n Portable Ops. 
And the shadow of nuclear parano•a has 
loomed large over them a too, m the form 

of the titular Metal Gear itself, invanably the 
secret weapon that Snake must track down 
and destroy Of course, this kind of 
apocalyptiC MacGuffm has been omn present 
in Japanese culture ever srnce the atom· 
bombmg of Hiroshrma and Nagasala at the 
end of World War 11. But •t's seldom been 
damned so e)(plicitly; Kojima's nuclear 
nightmare is a giant b•peda mech, a 
drstressingly human wa <rng weapon ltrs 
not so drfferent from the games cloned 
and genetrcally mod f ea sola ers, who 
whether heroes or vd a ns - and mcludrng 
Snake hrmself- are always automatons to 
some degree, seldom rn complete control 
of therr own actrons. 

it's not yet known whether there's a 
nuclear Metal Gear lurk ng m wa1t at the end 
of Guns Of The Patnots • would be 
surpris•ng rf there wasn t, ot..-, roan e)((en! 
there doesn't need to oe :na~ s to the 
promrnent presence of the GEKKOU a sma , 

Snake's new Octocamo suit is an obvious extension of 
his previous camouflage outfits. lt's alwa~ a challenge 
to make invisibility suits that look cool while still looking 
invisible - perhaps the thinking behind th" hint of thong 

mass-produced. b•omechaniCal mech 
des•gned for urban warfare that wrll be one 
of Snake's marn opponents rn the game. 
These agile and strong war machmes are a 
powerfully uncomfortable mix of organ•c 
'egs and angular, robotic turrets, and they've 
been given frrghtening animal characterrstlcs, 
bellowrng hke enraged bulls. They're a more 
personal and omnrpresent enemy than a 
Metal Gear, in keeprng with the game's 
presentation of war as an everyday routine, 
not a loommg threat; their violence rsn't 
apocatyptrc, but physrca and graphrc 
KoJ ma·s Cold War preoccupations are, rt 
seems, giVIng way to more contemporary 
pol t.ca concerns 

Wl1erever rts plot wrl lead, as rt stands, 
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CODEC MOMENT 
METAL GEAR SOLID 2: 

SONS OF LIBERTY 
" METAL GEAR HAS ROOM FOR O NE" 

Announcing the rise of Revolver Ocelot 
(now under the influence of Liquid 
Snake's grafted forearm) from incidental 
loose cannon to show-su~aling 
antagonist, the theft of Metal Gear Ray 
was a startling display of early PS2 
power, Koj ima already showing mastery 
of his latest moviemaking toolset. More 
than spectacle. the sequence ushered in 
a new era of motion-<aptured 
expression and virtual cinematography­
talents to be thoroughly tested as the 
game moved to the unremarkable (on 
the surface. at least) Big Shell. 

Guns Of The Patnots' scenano forms the 
senes' most complete and outspoken paofist 
manifesto yet. Its vision of war IS self­
perpetuating and free of 1deology, an end 
unto itself, and absolutely po1ntless. Most 
Importantly, it will put Snake in the middle of 
that war, the better to Illustrate 1ts point. But 
Metal Gear games don't JUSt stand out for 
havmg a political angle and an unfashionably 
worthy peacenik message. The VICIOUS mcles 
they deal with are personal, too 

As if to underm ne the fut1l1ty of confl1ct 
further, in Metal Gear you're often not just 
fighting your own s1de, but actually fighting 
yourself. When Metal Gear Soltd revealed 
that Sohd Snake had been cloned from B1g 
Boss, it retroactively recast the two MSX 
games as an Oedipal tragedy .n whoch Snake 
had fought and killed not jUSt h•s mentor, 
but h1s father and m•rror 1mage MGS' own 
antagoniSt was LIQUid Snak.e, another clone 



of B1g Boss and therefore Solid's genet c twm 
brother. Just as B1g Boss had done. he 
betrayed Snake, by pos1ng as h s ·ormer 
coach Master Miller and tnckmg h m n:o 
adwating Metal Gear 

The ex•stence of a third clone. Solidus 
Snake. came to light 1n Sons Of LtOertf. and 
aga•n he was the villain of the poece, UlSO'ar 
as these games have vollams. As 1f the echoes 
weren't strong enough, he had been a 
father-figure to Raiden- the surpnse 
protagon 1st of most of that game. and so 
Solidus' eventual opponent, providmg the 
senes w1th a second metaphorical patnc•de 
And h1s accelerated ageing process meant 
that he resembled B1g Boss, much as Snake 
does in Guns Of The Patriots. 

Snake Eater and Portable Ops re1nforced 
the message that you eventually become 
what you hate by casting original bad guy 
Big Boss as an almost 1dentical hero to Solid 
Snake, living almost identical adventures. 
Now MGS4 resurrects Liquid Snake by 
havmg his personality completely overtake 
the body of henchman Revolver Ocelot, 

who, 1t t ranspired 1n Sons Of L1berry, had 
had Liquid's right arm surg1ca 1y ar..achea 
Another game, another vers on of :1. mse ' 
for Solid Snake to destroy 

But perhaps, •n Gurs O' - r-e Parwzs. 
Solid's worst enemy wt: oe "C> ac:ual se f 
Th1s s1de of the game IS necessa• ly st I 

Snake Eater and Portable Ops 
reinforced the message that you 
eventua lly become what you ha 

shrouded m m~ery. as Ko !IDa's games INith 
tdenttty tend to orOVIae ~ s bt9gest plot 
:.VJsts (One recent tra er rased quest ens by 
bre'y showmg a young-ookmg Snake­
.mother clone perhapsJ Or ad sgUJseJ) But 
•t s c ear tna: Snake W1 ' gr.~ a constant 
bat~ e aga nst h s decaJ~ng ooay. need1ng 
regu ar but ~ I une> o a nee •n ectJons and 
frequently na>'lng to use oassflie manoeuvres 
- 1nc ud ng ac:ua o a> ng dead - to avo1d 
d1rect con' tct Ins cou d orovode an 

The war· zone setting IIM!ans that combat will be more dirt<1 
and head-<>n. lt's not yet clear if Kojima will take advantage 
of the Sixaxis' motion-sensitive controls to emphasise this 

CDDEC MOMENT 
METAL GEAR SOLID 2 : 

SONS OF LIBERTY 
.. TURN OFF YOUR GAME 
CONSOLE RIGHT NOW!" 

No longer content to just toy with input 
devices, Kojima would sabotage every 
aspect of the man/machine interface as 
MGS2 entered its final act. Codec 
conversations succumbed to distortions 
of both audio and reality. the identity 
and motives of your supervising Colonel 
changing more improbably with his 
every word. With a phoney 'Fission 
Mailed' screen, intrusive flashbacks to 
MSX Metal Gear and video feeds 
hijacked by nonsensical FMV, it was a 
reminder not just of information 
design's importance. but of its potential. 



C: OD C MOMErtT 
METAL GEAR SOLID 3 : 

SNAKE EATER 
• rHE FEEDING RAMP IS POLISHED 

TO A MIRROR SHEEN ... u 

A better curveball than Raiden could 
ever throw, the dumping of Naked 
Snake into all but lames Bond's tux 
(beat the game for that one) marked 
a post-MGSZ rediscovery of ICOJima's 
creative liberties, and moreover his 
desire to simply enjoy himself. As if the 
wandering POV opportun1t1es created 
by Eva's chest didn't set the agenda, the 
latest of Snake's Patrick Bateman-style 
eulogies - in MGS the Alaskan Caribou 
w ere the subject, here a lovingly-crafted 
pistol- pressed Snake Eater's tongue 
firmly against its cheek. 

The Metal Gear games have always been about the cost 
of playing soldiers. but the new game seems particularly 
sensitive to the fact that those embroiled in wars often 
have more in common than their opposing sides suggest 

exaggerated verSIOn of Snake Eater's 
exhaustJOn mechaniC, 1n whteh Snake 
wea ened gradua ly over t1me 1f he did not 
ea! Above a :.h s IS the om1nous spectre of 
~hat SUlOda mage irom the E3 tra1ler, and 
wrth : ~ sugges:.on of the ult.mate self­
destructJon, .ne mphcat1on that 1t's the only 
way the c rde can be broken. 

lt's no coincidence that Metal Gear 
came to prominence w1th the f1rst Sol1d on 
the PlayStation, and that Sony has held 1t 
close to its bosom ever s1nce. Sony sought 
to redefine the 1mage of gam1ng, and 
KoJima·s ambit1on was to redef1ne 1ts scope 
The game he produced was absolutely 
emblematic of everyth1ng the PlayStatlon 
marketing promtsed: soph1sbcated, emot1ve, 
cool, cinematJC, story-dnven, self-aware. lt 
d1dn't matter whether or not the ma)Onty 
of players engaged wnh its more senous 
themes on any meaningfu level. but tt 
mattered very much that they were \ here, 
givmg val1dation to the entertainment form, 
lend1ng it we1ght and a very different flavour 

it's for th1s reason that players put up 
with the btggest side-effect of KOJima's 
narrative ambition: the intermtnable 
cutscenes ne<essary to churn through the 
exposttion of his labyrinthine conspiracies. 
and to provide the dramatic high points his 
suspenseful, non-confrontational gameplay 
couldn't. They inevttably put the game at a 
distance, but for a little whtle that's what 
we all wanted anyway- not because we 
were ashamed to play. but because we 
wanted a little perspe<tive and breath1ng 
space, the better to s1t back and dnnk tn 
thts bra•e new world. 

Here was a game that was absolutely 
unafra d w do what other media d1d, and 
never mind whether tt d1d it well or badly (m 

As operatic and implausible as it is, Metal 
Gear's plotting carries a potent message 
about human nature's struggle with itself 

As operat1c and Implausible as it is, this 
s1de to Metal Gear's plotting carries a blunt 
but potent message about human nature's 
constant, unavo1dable struggle with 1tself, 
and parallels extremely neatly the stories' 
polit1cal d1mensions. whilst equally avoidmg 
any good-versus-evil polarisation. But as 
much as they can tell us about the game's 
create( these rather gloomy, intellectualised 

can't explain the series' popularity 
Or can they? 



C EC MOMENT 
METAL GEAR SOLID 3 : 

SNAKE EATER 
• rHE ULTIMATE FORM OF 

EXPRESSION• 

A timely example of Kojima firing on 
absolutely every cylinder, the sheer 
immediacy of visual drama in Naked 
Snake's discovery, capture and torture 
offset any qualms about MGS' swollen 
dialogue. A brutal clash of personalities 
surrounded an increasingly bloodied 
hero, Snake becoming one of the first 
since Leisure Suit Larry to wet his own 
pants on-screen. Motosada Mori's 
reliable influence over the series' close 
quarters combat took the fisticuffs to 
another level, while Ocelot's Russian 
roulette juggling act is arguable its 
finest single moment. 

terms of dtalogue, acttng, plottmg and 
dtrection. Metal Gear often veers from 
brilliant to excructatingly gauche tn a 
heartbeat). Here was also a game that was 
unafratd of negattve space -of non­
nteractton, quret, mot1onlessness The 
stealth genre may have become a c ic/1e 
s1nce, but at the t1me (certatnly m 1987, and 
s-.tll to an extent tn 19981 tt was a re~ersal of 
the constant barrage of tnput arld output 
that charactertsed vtdeogames' f rst age 
That, for an artform gotng through a 
tumultuous adolescence, was Vtta. 

And finally, here was a game that­
contrary to appearances. and the common 
misconceptton that tt actually wanted to be 
a movie -was unafratd to be a gall'e So 
unafratd that tt would actua ty step outstde 
tself and potnt the fact out to you. Th1s tS 
another of KOJtma·s ref extVe feedbac.; loops, 
and though it has much tn common wHn the 
darker poltttcal and personal themes, tt fands 

it's conformed that Otacon won' t appear himself in the 
game, but he'll be represented via his playful mech. it's a 
typical Kojima approach which ties together gameplay, 
character development, and an opportunity for slapstick 

tts expresston very dtfferently - tn knowing 
humour Ever stnce Btg Boss told Soltd Snake 
to gtve up and turn off the MSX, Metal Gear 
games have broken the fourth wall and 
addressed the player directly. Metal Gear 
Soltd famously asked you to loo': for a clue 
on a CD case, meanmg the game box ttself, 
and had Psycho Mantts use hts telektnests 
(read: rumble) to make the control er move 
of its own accord. lncreas•ngly- espectalty •n 
the spectal edittons of the second and thtrd 
eptsodes, Substance and Subs•stence, and 10 

Snake Eater ttself- the gafTles conta n 
plentiful JOkes at thetr own expense. 
particularly concerntng tl'e comr011ers.al 
adopt1on of Ra1den as leao character n Sons 
Of Liberty. And KOJima 1S surpns.ng!y happy 
to •et Snake r11x, to comediC e.;ea. \Vtth 

much more trad1t1onal v1deogame peers the 
apes from Ape Escape in Snake Eater, or an 
all-star N1ntendo hne-up in the fonhcom1ng 
Super Smash Bras Brawl. 

Just like Snake, war and human nature, 
Hideo Kojima has Metal Gear be 1n confltct 
with and feed off itself - a profoundly 
serious-manded game series that cannot take 
1tself at all seriously. This time 1ts a 

product1ve and happy contrad1Ct1on rather 
than a destrJctlve one, though, as th1s 
balance has been central to an on usual ser,es 
keep1ng 1ts charm and Vttahty for 20 years, 
ten o' them 1n the bnghtest of spotltghts. 
There·s every sign that MGS4 w1ll uphold the 
tradtlton, while expandtng the possibilities. 
But there's JUSt one worry. Metal Gear got 
where 1t is by takmg a stand and keeping 
some d1stance, but f1nds 1tself at loggerheads 
w1th the fashion for seamless 1mmers1on and 
subJective storytelhng. Is the old warner's 
t1me up? Kojima, who swears th1s Will be h1s 
own last sttnt at Metal Gear, th1nks 1t m1ght 

"it's hard to kill a hero," he adm1ts. ·But 
to be honest I'd like to. Next year w1ll be h1s 
20th anmversary. I want to reveal all h1s 
secrets. I want to close the saga I don't 
know what the people who replace me w1ll 
do- maybe they'll feel the need to go back 
to Solid Snake, maybe open a new chapter. 
As far as I'm concerned, MGS4 Will 
deliver everything ''ve wanted to • 



(fl Just to prove that 
Snake's never alone in 
facing new challenges, 
his creator discusses 

(fl 
the trials of growing 
old and powerful in 
the house of Kojima 

0 
[!J or a man forever answenng 

questions about h1s games and 
h1mself, the founding of a new 

stud10 can't have made life any eas1er. 
What, you might ask. does the name 
Kojima Product1ons mean for the autonomy 

m 
of those who work there. What does its 
ins•gnia, shared by early Metal Gear's FOX 
organisation, mean for its portfolio? During 
a visit to its Roppongi Hills headquarters, 
we did our bit to fill out Hideo Kojima's 
tire less schedule. 

You've long expressed a desire to have 
your own studio, developing games 
you always wanted to make. Has the 
reality of Kojima Productions changed 
your mind? 
A game needs a producer, and a producer 
needs knowledge of management When 
develop a game now, I not only have to 
pr«luce tt but manage the company as .... e I; 

m 
1t stops you ustng all your ttme 'n a creat ve 
w•y I'm 43 years old now and I don t have 
the same v1tahty as when I was younger, so 
1n those moments when I can worlr.,l'd like 
totspend as much t1me as posstble creating 
I've yet to find anyone, however, who can 
take that management JOb from me. 

I should stress that I didn't necessarily 
want to make a new company so much 
as work hke a freelancer I don't d1slike 
Konam1 at all. 

So why create Kojima Productions? 
Well, prev1ously my team or department 
was 1ncluded w1thin the Konami group's 
game software diVISIOn. But th1s company 
doesn't have to be just about Vldeogames: 
1t also makes toys, foods, magaztnes. music, 
v1deos and content for onhne and mobile 
phones t's g1ven us possibdtttes we d1dn t 
have before 

And regarding those games you 'always 
wanted to make,' how big is that 
stockpile of ideas? 
I have many but I find 11 qwte difftCuh to 
express them 1n words - they're qwte 
dtfftcult to expla1n. When posstble, I asstgn 
them to someone I have full conf1dence in 
and then work wtth them as producer. 
Sadly, because I have to spht my t1me 

~ 
between both management and production 
role~ now, I can't work on all the ideas I 
have and they do jUSt accumulate in my 
m1nd. 
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Can we take Kabutore (see p65) and 
Boktai as examples that made it? 
it's t rue for Boktai, but Kabutore was 
Okamura's idea. He submitted it during our 
hour-long morning meeting and I found it 
so interesting that we decided to go with it 
So I'm working as producer and supporting 
its development. 

Do you see yourself as a father figure 7 
I'd rather think of myself as a friend, but 
yes, I could indeed be seen as a father. I 
can't stop myself f rom wanting be at the 
place where the games are being developed, 
and though there are around 550 people to 
look after I still need to be w ith them If you 
get cut off f rom that for just half a year then 
it's very d ifficult to get back, and when you 
become a manager there's a strong chance 
of it happening. I want to avoid that. To me, 
I'm at the very same level as anyone else at 
Kojima Productions: I eat the same food, 
though I have a longer neck when 1t comes 
to looking around and finding visions. 

But with so many projects in 
development at the studio, doesn't this 
create a desire to control them all? 
I need to see how each project is doing, 
though if I get too involved then I do feel a 
need to see them through to the end. So 1 

try to set myself limits: for one project I' 11 just 
check the design, for another I'll produce, 
and so on. If it's a personal project - like 
MGS - then I develop it myself to 
completion. But if someone tells me about 
an interesting idea I'll draw a line so they can 
develop it f reely, as they imagined it 

In a Hidechan [see 'Talk Hideo' below] 
discussion with Grasshopper's Suda 51 
you expressed an interest in making a 
text-based game. Do you still want to? 
I'd really like to but I know it w ouldn't sell. 
You just can't do that today. 

Are you finding much time at the 
moment for playing games? 
Not much. I start them but rarely finish 

"There ore just too many zombie games right 
now. Should 1 decide that the timing's right, 

then I'll take some time to prepare one" 

them; I often ask other people to play them 
for me try to set myself milestone titles like 
Gears Of War but my free time often sees 
my •n transit, so during that time I listen to 
musK or read a book. 

Being a big Dawn Of The 
Dead fan, you must 

have taken an interest 
in Capcom's game 
Dead Rising. 

it's a great game. I 
played it dunng TGS but, 

again, didn't make 1t to the 
end of the demo. 

Have you considered making a zombie 
game yourself? 
At least one. But the zomb•e •dea I have is a 
bot dr"erent. l'w less Interested in the idea of 
the rv ng oead than the faa you can turn 

people just by biting them - that would be a 
great game system I I know that such a game 
has already been released but I'd like to offer 
a truly on line version. Imagine a large town 
where half the inhabitants are zombies. 
Users would subscribe, get inside the town 
and get b1tten. At that stage they become 
undead and can't control their character-
all they can do is modify the camera angles. 
They'd see their character attacking humans 
and have to pay just to w atch! The only way 
they could end it is by opening another 
account, hunt ing themselves down an9 
killing themselves. Of course, the problem 
is that your second character can get bitten 
as w el l. 

That's quite an on line business model 
you have there. 
Indeed! If you can't get yourself killed then 
you can call a friend for help. 'Please kill my 
zombie - it's roaming at that address.' When 
the zombies outnumber the humans the 
game will end. 

Seriously, though .. . 
To be honest, there are just too many zombie 
games right now. Should I decide that the 
t iming's right, then I'll take some time to 
prepare one. Very seriously. 
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What about entirely fresh ideas? You've 
spoken positively of the OS and Wii in 
previous interviews- are they the 
beginning of a new creative era? 
DS and W1i are presenting new challenges 'n 
terms of ideas, but they're still featunng 

technolog1es grounded in previous 
generations They have umque 

features that allow us to do 
someth1ng different, but I'd 

have enJoyed them more 1f 
they'd come with more 

power, h1gher resolut1on 
graphics, and better1capacity 

for realtime physics. 

Several of PS3's promises 
have yet to be fulfilled, 

though. Few of its 
games have managed 

to achieve either 60fps 
or 1080p resolution. Does 

it really matter? 
I don't really care about 1t to that 

degree. I don't think that so-called 'full HD' 
has any meanmg in the game experience. 
What matters most for me is how to recreate 
a human smi.e or laugh. 

So how is the PS3? 
I'm not develop,ng on PS3 because 1t's the 
best p ece of hardware. That's not my 
approach. You could fmd a s1milar level of 
power on PC and I think the Xbox 360 could 
de •er a s1m1 ar V1sual result I am very 
Interested 1n tne 1dea of next-generation 
conso es. about what they can deliver 1n 
terms o' expeflence You could 1mag1ne a 
Metal Gear where you can mteract w1th 
everytnmg, ultimately destroy everything, 
and go anywhere you like. But the game 
des1gn has to ntervene and impose some 
order. If games become totally free then 
anybody can make them. 

You can, for example, offer the possib1hty 
of targeting an enemy from a second floor 
window or from a great distance. But you 
need to evaluate the meanmg of that within 
the experience, and also the 1mpact 1t'll have 
on system requirements. You need to find 
the balance between the graphics, the level 
of 'reedom and the s1ze of the environment. 
So, tn a way. power doesn't necessanly 
change the equation as the elements w1th1n 
1t stay the same. 

lt's had a slow start, though. Do you 
worry about the state the PS3 market 
will be in when MGS4 arrives? 
''m not that worried, to be honest - 1t'l1 
recover in time. Perhaps Final Fantasy will 
be the key to accelerating 1ts growth. Wh11e 
the Wii is very interesting mach1ne. people of 
my age want to enJOY themselves at their 
own pace. So as with books, mov1es and 
radio, they want games to offer this very 
relaxed experience. That need IS st1ll there 
and, in a way. Metal Gear wants to 
answer it. 



ramming stealth, action, role­
playing, spaghetti westerns and 
vampirism on to a series of GBA 

carts, the Boktai games are as explorative 
and challenging as thei r reputation - for 
bemg 'the other Kojima production' ­
mplies. In one famous instance, the solar 
sensor peripheral which dictates how and 
when they're played barred Scandinavians 
from playing them at all. Producer Kensuke 
Yoshitomi explains how, w ith the imminent 
LUnar Knights on DS, the series is wisely 
addressing that issue and putting the sun 
oack in players' hands. 

So what happened to Boktai's solar 
sensor support? 
We had various comments on the game but 
one really made us reth ink our strategy. 
People f rom northern countries were telling 
us 'today- again - we've had no sunlight so 
we can't clear the boss · Mr Koj ima said that 
had to change. While we were designing the 
third version for GBA we were thinking 
about how to make so that people anywhere 
could enjoy it, even using that sensor. Then 
we heard that Nintendo had a new portable: 
'Guys, it appears it's called the Nitre and it 
comes with two screens.' In no t ime we had 
a mail f rom Mr Kojima saying: 'The sun 
goes on the upper one!' That's how the 
concept changed. 

The transformation of GBA into GBA SP 
swapped the position of the cartridge 
slot from top to bottom. Did this harm 
the Boktai games? 
To be honest, when the SP was announced 

w e were very anxious, especially since Our 
sensor would have a very different 
orientation. But we got our SP, gave it a 
try and it appeared to be okay. None of 
the players complained. 

For many outside of Japan, Kojima 
Productions is M etal Gear. Do you worry 
that the Kojima association might d istort 
expectations of what Lunar Knights has 
in store? 
I don't thmk so. see the Kojima Productions 
label as a brand, and also a seal of quality 
wh1ch meai'\S that Hideo Kojima has 
checked and approved its level of qual ity 
and content it's a positive thing. During 

development. I w as presenting demos of the 
game on a regular basis and receiving 

comments and corrections. r 
Bo<tal, also, is like a kid version of M~tal 

Gear. t's about stealth: you need to hide 
from vamo res. We're turning the game rom 
an acuon RPG into something very action­
orented. so sunlight sensor aside, our 
ObJecuve vas to deliver a Metal Gear 
expe• ence We're not so different ...., 
from the other teams working here. ~ 
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pronounced gammg double-takes, 
Kojima Productions· Kabutore 1s a 
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stock market trading - and tra1n1ng - game 
with roles for neither mov e references nor 
stompy robots. For Noriaki Okamura, the 
producer formerly respons1b e for Meral 

Gears Acid 2 and Portab e Ops, 1t's no less of 
a departure. 

Kabutore seems somewhat out of 
phase with Kojima Productions' 
traditional image. 
Well, they say that Okamura at Kojima 
Productions is the specialist for the unusual 
stuff1! Seriously, though, I really didn't think 

Kabttore could be done here. A couple of 
years ago I developed an mterest 1n stocks. lt 
was a time when Japan had a fever for 1t: 

the Tokyo s~ck exchange was performing 
well and yo~could buy tons of books about 
it, which I d)il. I realised there was a potential 
there for games. While I wanted to make it 
out of interest rather than a desire to 
edu~ate, I did want it to be serious in a way 
that ;meant people could get something from 
it. 1ft terms of quality and the way we create 
games at Koj ima Productions. it actually fits 
perfectly in the picture. 

Is there a lot of communication 
between the d ifferent teams at 

J 

<;QU'1 \fATE~ ~ 

Kojima Productions, or do they 
work separately? 
Each morning we have an hour-long 
meeting, the d irectors and producers gather 
together with Mr Kojima in the middle. 
During that time we discuss progress and 
problems while also submitting new projects 
and ideas. So at this t ime there's a lot of 
communication between the teams. Of 
course, there are times when we speak to 
one another during working time as w ell. 

Do you ever feel that someone is 
looking over your shoulder at work? 
We're given lots of f reedom. Mr Kojima isn't 
one to w alk around giving orders, though on 
very critical issues, starting w ith the design 
phase, he likes to check that the project is in 
line with the studio's high standards. He'll 
advise and give his opinion on key 
elements f rom thereon in. 
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ive years on from the sale of h1s 
studio, Shiny, to Atari (which has since 
sold 1t on to Foundat1on 9), Dave 

Perry •s sett1ng out to challenge every aspect 
c" the games industry status quo, from game 
oes~gn (all h1s new projects are free-to-play 
MMOs: three unannounced, the RPG 2Moons 
and the rhythm action Dance! Online), to the 
career path of developers (w1th his new Pop 
ldol-insp1red Top Secret competition), to the 
planning and fund1ng of development itself 
With h1s companies Game Consultants, Game 
Investor and Game Industry Map). So JUSt how 
Wll h1s brave new gam1ng world look? 

You've said it was a trip to the far east 
which changed your career plans. What 
was it that you found there? 
t's fascinating because there's so much to 
earn in that market. Over there all tne games 
are free. They don't even use advertiSing. they 
use 1n-game 1tem sales. So then you start to 
learn about the psycho ogy of 1tem sales. how 
does that work, what's that all abou:? They're 
Masters at th•s now, the psychology of buying 
v1rtual items. I'm do1ng a game nght now 
where you can get marned Say you've met a 
g1rl and you get on really ""e11 and you dec•de, 
JUSt for fun, to get marned m :he game, do 
you buy her the cheap nng, or do you buy her 
;he mce nng, or do you buy her the b•g fancy 
d1amond ring? And the psychology there 1S 
nterest1ng, because people have to actually sit 
there and th1nk about 11. And you say; 'Hold 
on, it's JUSt a graphiC, it's JUSt three texture 
maps, and 1t costs us noth,ng to make these 
three texture maps' but, y <now, they have 
o,fferent pnces because mat's appropnate. 
And that's what they do 1n As a Pley've really 
understood how to keep the cost o· the game 
free, and that's what llo~e aoou: ttus stuff. I 
don't need $20 million to sh1p the game, and 
we can experiment w1th the most crazy, 
1nsane •deas, and 1t's perfectly OK 

What's more important for reaching out 
to new markets? A new f inancial model 
or new styles of gaming? 
The th1ng here, and I'll be super dear about 
this, is it's all about the commumty When I 
started making games, it was your game, and 
you made everything, but now the whole 
team makes the game and not you, and 
you're JUSt steering a big ship and hopmg that 
you end up at least close to the ISland you 
wanted to head for. But now rt's gone even 
farther. I th1nk we're basically beyond the 
team. These days, we're into takrng care of 
the community. They are incredibly 1ntellrgent 
people. You've heard of the hive mmd 
concept? You have all these people with 1deas 
coming together, that's actually very powerful. 
And that's the th1nkrng beh•nd the top secret 
proJect vve're about to annouOEe You know 
the TV show Pop Idol' The 1dea that you can 
go from be1ng someore who wants to be m 

the musrc 1ndustry to probably the number 
one album the next morning? I've been 
thrnk•ng about that for the vrdeogame 
bus•ness, and so have many other people, the 
idea of lett•ng the community develop a game 
themselves You've heard of the term 'user 
created content" That mearrs: 'Hey, we'lllet 
them change the avatars'. Nope, this rs hke 
'We'll make the game together'. No one ever 
does it because it's very expens1ve and rt's very 
nsky and hard work to manage and wrangle 
the thousands of conversatrons that 1t would 
generate, but I've dec•ded to do 11 And the 
pnze IS gomg to be for the person I thmk 
helps me the most. 

I'm go•ng to offer them someth1ng that 
nobody's ever offered rn th•s 1ndustry I'm 
going to give a team - a fully-funded, 
guaranteed publishing contract for an MMO, 
and I'm going to be the execut.ve producer 
for them. Bas•cally, that means I'm not gomg 
to say 'go do •t' and men aoa!ldon them, I m 
gorng to help them, make sure they sh p, ana 
get all the resources they'l need But :.'ley'll 
be the director of the t • e, earn roya : es on 
the title, they'll bas•cally have gone from zero 
to full director from the~r bedroom. tt s JUSt a 
new way of th1nk•ng abOu; domg user-created 
content, but there's no !lClOk I can buy to help 
me plan thrs owt- we "ave w \YOrK 1t out as 
we go along lt's gong ~o "a~~ a: bnds of 
teethrng problems and a th:: rest of t. there s 
go•ng to be thousands of p1eces of ar.wor'K 
subm1tted, and thousands o· muSIC ··acks and 
everything else But heres wha<'s rea ly cool 
about it -the game·s gong to be ·•ee, whKh 
means that everybody gets<!> do\vnload :. 
and show rt to the • ·nen ::s and play n 
together, and say ' - ey, c"eck thiS out. Id d 
th•s'. And that's pre~1 c::c!- t's not l::e you 
have to actually buy tte game to show 1t to 
somebody. The other thtng IS we re go ng ~o 
give a credit for everybody wno actoa y 
manages to get somethmg n, so •r-.ey ge< an 
MMO credit for the•r resume That ws act;.ra 
help a lot of students. 

How far on are you in making this work? 
We're pretty far on - the f rst game vve re 
go1ng to do, I'm going to te I them where 
we're gorng to go with the game, so bas1cally 
we have a direction to head off m But from 
that po1nt forward, the level desrgn and a the 
mechanrcs and the pie< -ups and a I the art 
and concept art and audio arra samples and 
everything Will be up to the commwntty Tha< s 
go1ng to be really Interesting. 

Do you think that the user always 
knows best? 
No, I th1nK there's a need for a director. There 
has to be somebody to make the fmal call1f 
you get a whole ton of ideas 1n. But do they 
have good rdeas' Is the game go1ng to suck 1f 
you use the•r •deas? There's no way - •t's 
insane. I'll g ve you an example For the 



dancing game, I'm the director. and they said: 
·could you send us the clothes you'd like 
them to wear 'n the game," and I'm Sitting 
there th1nkong: 'The clothes? You need like, 
500, don't you?' and I'm thinl<1ng: 'Where do 
I gel that from? How do I do that? I th1nk I've 
got good taste, but ·t's my taste, It's not 
anybody else's taste, so how am I going to do 
that?' 5o then we basiCally say 'Hold on a sec, 
why don't we JUSt ask the garners?' Number 

one, it makes my job a little easier. and 
number two, we get 1t right first t1me I could 
get 1t wrong f1rst t1me- I could get it very 
wrong f1rst time. For me th1s is very 
interesting, because I've been stuck in a 

world for a long t1me. where you 
h.we any connect1on, really. to the 

:iriT-"m..: lt's only at the focus test that you 
lb $!!If htlb anyone, but overall you JUSt 

don't have that connect1on to consumers. So, 
it's a whole different relationship, you know. 

Your other project, Game Invest ors, seems 
designed to create a w hole different 
relationship between developers and 
their funding. How did that come about? 
I saw some very frustrated developers some 
tnple-A talent, 1'm talking the top guys '" the 
busmess - the top ten des1gners 10 the 

busmess, and those at that level, getting 
frustrated w1th the publisher model, because 
today when you go to a publisher. the 
publishers will ask for a lot They' 11 basically 
say that they want to own the property that 
you're going to make, and own the source 
code that you'll write Some of them are 
actually ballsy enough to say that they'll take a 
p1ece of your company Many of them aslc: for 
the rights on the next game that you make 
And so. they basica 'iy ask for whateYer they 
like, and to be honest f they're the only 
game 10 town, people Just Sign it's like record 
deals. People want to be a recording artrst so 
bad they'll Sign arry peece of paper, and later 

they aaualty find whit they sign«!. 
•.UiN!!n~~rmy·conll!lfl•xnllhen you then 

l'i~~=~~~ publ sher, ~ 'What do you 
because 

lheysay ;We can't 
for your company, then.' 

l!lilla .......... ,ike: 'What? Are you senous? I've 
been INOrking my ass oH for you: and they're: 
'Well. there's nova ue here.' So you've got 

tables and cha1rs. So that's where the big 
money 1s m the development world - trymg to 
fmd a way to keep your JP. So I basiCally saw 
an opportunity for investors not just to heip, 
but to actually change the paradigm of 
ownership on the tnoustry. it's exactly what 
pubhshers don't want, but it's exactly what 
developers need. That gives them more value, 
more money, and then I can tru!>t ttoe 
developers to be more creative over t1me than 
the publishers, because the developers Will 
spend the1r money based on nslc:s they believe 
1n. Anyway, the point is, investors, their mam 
goal is to help your company raise 1ts value 
and the way to do that is to keep the lP In­
house, so they'll fund you to hold onto your 
lP, so if you can sell for $1 50 miiiion. they'll 
get the1r share. There's no company in the 
world that offers this service - there's no book 
I can follow, no template I can follow, so I'm 
just starting a company from scratch. it 's 
called Game Investors, 1t's going to launch just 
around GDC, maybe JUSt after, and 1t's about 
on the complex1ty level of eBay. But the 1dea 
w1th eBay is that you make the sale and you· re 
done, whereas w1th Game Investors you have 
the bidding, but when the sale's done then 
you go into contracts and milestones and 
tracking the m1lestones And the bog bog 
bonus With Game Investors. the thing that's 
going to change the paradtgm 1s that 1f an 
Investor wants to use our company we 1ns st 
that there's money paid 10 advance. lt Sits 10 

the account until the m1lestooe is complete, 
and the second the m lestone ts complete tt 
goes through to the developer. You just need 
to have a conversation With three or four 
develooers about th1s. and you' I see the value 
of 1t Nobody has the power to make that 
happen, but we W1 have that power because 
of the protects we'll attract. 5o say you have a 
game project and need a million dollars, then 



you regrster and one investor says• 'I'll grve 
you $500,000'. Then you only need $500,000 
more. You can decide, as the developer, how 
many investors you're willrng to work IIV1th. 
You might say: 'Look., I don't want to work 
w.th more than one. so that $500,000 guy 
can go away· Alternatively you might say 
three is acceptable. Three •s very normalrn 
the industry. The point rs that when the other 
investors see that somebody's already put 
$500,000 down, they're go111g to go: 
'Awesome'. On the other hand, 1f they're a 
little concerned. 1f they're saying: 'I like tnrs 
but I'm not sure·. they can clrck a button and 
it sends a team of game design experts into 
that company - they can get on a plane and 
fly there and meet them, and do an rnternal 
review, JUSt for that rnvestor And they come 
back and give them a report - rt's a pnvate 
report, rt's not shared wtth the rest of the 
community, and that grves the 1nvestor the 
confrdence to pull the trigger or not 

The potnt IS that we'll actua y raise the 
value from some of the developers, we 'll also 
grve them template cont rac..s so they can see 
what IS a good contract We dol" t want 
anybody gett ng 1:. ed I don't want the 
tnvestors commg 1n and k ng a developer, 
or tile deve oper tal:: ng advantage of the 
uwestor, a:'ld then the n•estor never comes 

back That's not going to happen e1ther. .so 
we're goong to be very careful about the 
busoness side of things. to make sure 'that the 
relat:onshrp stays rock solid wtth everybody 
We understand the developer's needs, but we 
also understand the <nvestors'. 

Going back to in-game advertising, do 
you think there's always a solution, or are 
some projects just unsuited to it7 
No. 1 thrnk there· 11 be multiple solut,ons I ran 
a poll on th•s exact questron because I was 
mterested to see what the users thought, and 
97 per cent agreed with me, so I'm absolutely 
as confident as heck on it now; which IS that 
advertising is acceptable to the western 
audrences as long as they get somethrng In 
return. To sell them a game for 60 bucks and 
then have advertising everywhere and spyware 
built in, it's just absolutely slapping them •n 
the face. Whereas if you say to them, what I 
do m our 2Moons game is that the advenising 
can be turned off. This IS an ioea that's radrcal 
- you can JUSt turn 1! off. If you really have an 
1ssue with .t, just turn t off You can turn off 
our revenue stream, but that'S JUSt fme With 
us. because we do no< want t!Jat guy gomg 
on the boards !Jam ng us I war.t them go ng 
on the boards sa"J1ng 'ThiS IS tho? coolest 
corrcany 10 the world I hat<! adven1smg and 

they do not make me watch it.' On the other 
hand, If somebocy :urns rt on - why would 
they turn 1t on 7 The poll that we did was· ,f 
you could turn the advertising off. who would 
turn ~~ ofP And guess what the stats were? lt 
was 1 00 per cent. That was like: 'Oh dear: So 
all those games that are doong t right now are 
just ramming 1t down people's throats. And 
secondly, 1t's not good for the advertisers to 
know tnat they're ramm1ng tris stuff down 
the throat of people who don't want it So 
then we ran a poll: 1f you had a button on 
your remote control to turn the adverts off on 
your televrsion, would you press the button? 
The answer was: 'Of course. I hate advert;sing 
on telev•sion'. So then the question is. 1f you 
had another button to turn it back on, but 
from this pomt forward all your pay-per-v1ew 
movtes are free, would you turn it back on? 
That's when I got my 97 per cent response 
it's like: 'Absolutely'. The most valuable thing 
to a player 1n an MMORPG is experience, so 
1f I was to double your experience pomts while 
advertising IS turned on. how many would 
turn 1t on? And they say 97 per cent, and 
the •eason 1s the exchange 1S worth •t to 
them. They're gett1ng something that really 
matters But ,f I said I'll g r~~e you a parr of 
green trousers to wear •• t would probably 
Sit at one per cent- the guy that liked 
green trousers 

Let me give you another example. thts ,s 
someth1ng else that I'm gorng to be workrng 
on. lt's the concept of 'just 1n tlme' 
advert1s1ng. There's still no adverts on the 
screen, but I' m sitting rn the cem store look1ng 
at tne sword, going· 'That sword rocks'. But 
tt's ten bucks - m not gorng to spend ten 
bucks of'\ ·t Then you play tne game for 
another 'llOnth and come back and go: 'God, 
I WISh I had that sword, and there's no way to 
get ·t' But what 1f the game then popped up 
a little box that saod 'Coca-Cola's JUst offered 
to buy the sword for you. Will you accept? Yes 
or r o1' And that's the ent1re advert over. Your 
exchange w1th Coca-Cola is the most positive 
exchange you've ever had with them other 
than gettmg free Coke in the mail, right? 
You're I ke: 'What? I'm getting'' for free?!' 
You can say no, but 1 d:dn't even need to 



bother with the poll fOI' that one. lt's a poSitive 
exchange between the advertiser and the 
consumer, and we can work oot a rate with 
Coca-Cola to buy these mag•c swords at a 
ridiculously low cost, because thtlY're VIrtual 
1tems We can have a wonderful•mpact on 
consumers. Th1s •s the kmd of th10g 1 want to 
fead the advert1smg people to start to thm~ 
outs1de the box of 'we're try1ng to turn games 
into magazme, and JUSt StiCk adverts all over 
the place' That's JUSt the wrong d1rect1on. 
That's like me saytng 'Oh, my load1ng screen's 
only ten seconds, but I'm go1ng to make 1t 
three m•nutes because I'll make a lot more 
money that way'. That's Just r1d1culous. 

What is the biggest misconception the 
industry has about itself? 
Two things. I thml< the aud1ence IS potentially 

much larger thatl we'fe aware. TheJn~t 
community for example gets "*'Y ~ 
When 1t hears that WOW has~~ 
players. But then you look..-~t~ 
Which IS a free lide, - ~ 
too. But boCh lllfY ~ 
audiena!s. getS it to the 

that 1 

~·.~-llltetlyfn!e, but it's 
~\-~iii!WR:JW'-It's 

btt 
some people, CDI!lldlii!lillllll~ 
th1nk d<fferently from ctillilllii!:lhe 
veterans, who do some 
With some superb combo. I'm IIXlikll'l~ifl!lt 
game that 1sn't niChe. but pulls in 
million people- when somebody gets 
thmk everybody's perception of what the 
games business is about will change. Forever. 



It'll be hke: 'Oh my God, this industry IS crazy· 
But the question I would ask, is do you th1nk 
anyone w1·1 ever find that game? 

If they do, it won't be a game anymore ... 
I agree w1th you there, very perceptive. I think 
it will be an interactive entertainment. but I 
think it'll take mterface designers, artists -I 
think 1t w1ll be one of our teams that pulls 1t 
off, but 1t won't be a game. I agree w1th that. 
It'll have some game or fun elements, or 
maybe learnmg from games to keep you 
sticking around, but I believe strongly that 
somebody w1l work it out 

But 1magine you take th1s to the next level 
and m to game worlds, and you t1e up details 
with those people, and you bring all of that 
content mto the gameworld too, so you're 
able to experience it v1rtually anywhere on the 
planet - you don't have to get m your car and 
drive to the theatre, you can get your best 
fnends you hang out 1/1/ith onhne, wander 
down the road and walk m to Wembley 
Stad1um- the VIrtual vers1on - and watch 
whatever concert. lames Blun:·s on over here, 
but 1n Berlin nght now, Cher IS pay ng You 
want to walk over to the Bertm stad um and 
watch the hve feed? That's gomg to be 

expenences that I can't have today, and 1t's 
go1ng to be those sort of things- ,f you knew 
that to go to these concerts was go1ng to be 
free, that you just had to log into th1s game­
those are the kind of things where the 20 
million numbers are going to show up. If 
you're an artist, you can go and have a virtual 
gallery and have hundreds and thousands of 
people come to it. You can change your 
pictures any time you like, and sell them. The 
crossover between the virtual worlds and 
phys,cal.,..urld vvill happen where there'll be 
plenty of places 1n a game where you can 
purchase a real1tem. We're expenmentmg 
1/1/ith that dea m one of my games. Is th1s all 
gonna happen? I can't see 1t not happen. 
Bnnging more valuable content mto virtual 
spaces? I can't see it not happening. Trust me 
there are people working on this right now -
nothing as big as I'm talking about, but there 
are all the steps we're going to need to work 
out to get us to making things hke that, but I 
think that would be interesting. I wuuld check 
1t out We already have the technology to do 
most of •t 

Do you think we' re going to end up 
stunting the human desire for exploration 
by creating such compelling facsimiles? 
This IS a b1g question too. I just wrote an 

art•cle 1n Busmess Week that sa1d· 'You are 
go1ng to ach1eve a pomt pretty soon where 
you walk into a room and you're not go1ng 
to be sure if someone's watch1ng the 
Superbowl or playing the Superbowl it won't 
be that obvious.' It'll look pretty damn good. 
With the right voices of the commentators, 
and the l1ght1ng and the shadows, and sweat 
on people and physiCs on the ball and 
everything else. At some point we're gonna 
get there. But the po•nt that's very very 
relevant gomg forward, IS how many of those 
games do you want after that? You know, I've 
exper enced tnat now, 1t was cool, 1t was 
bn l1ant, 1t was Madden 20 15 Whatever the 
year 1s 1t doesn't matter· we've now 
expenenced •t Do I now want Madden 2016? 
But then 1 po1nt out that we're going to get 
very t1red of 1t very quickly, and then we're 
gomg to go into what I cons1der a rad1cal 
change of lrfe, we're going to go into the 
fantasy world where - we' re already there to 
a cer.a n extent- but we're gomg to have 
peoole make rew sports that don't eXJst, but 
are ~ue sports. So they'll come up w1th a new 
b<lsebc , that 1s team-played from around the 
world, tnat IS really fun to watch because 1t's 
d.:;s.gned that way- maybe there's aud1ence 

partJC pauon in some way - they're gomg to 
come up w1th new sports and new th ngs I 
love ~e Harry Potter books Simply because 
the autnor came up w1th QUiddr.ch I read 
~ha~ oook and thought: 'My God, th s •s 
exactly what I'm talking about' Someone's 
not JUSt talking about th1s Slly sport. they're 
actoa ly trying to make rules for 1t and :urn 1t 
nto a real sport. And tha~ can be rea sed m 

a world, and out of !hose 99 per cent VVID fail, 
but somebody VVII come up With a sport :hat 
peoole Wll f nd rea ly : un And those peop e 
are g01.'19 1:0 become the future Will Wr ghts, 
the ones t~a: can ta ~ us somewhere we've 
never thOt,;ght abou: go.ng before, but on 
the other hand that are ab e to keep the 
industry thrMng 

I don't thmk that future IS a negative one, 
but you're go1ng to have to have an incredible 
level of creativity Imagination, because -
you know how all the D1sney songs are 
about imaginatiOn'- and I go to Dtsneyland 
now and thmk: 'You·re not ktdd1ng' In the 
future, the value of imag,nat1on IS gomg to 
be so much, because rt's not about copy1ng, 
1t's about having a real1mag,nat10n, and 
still trying to understand what motivates 
people and what they find fun. And that's 
when us old seadogs will f1nally be laid ~ 
torest. ~ 



Edge's most played 

Guitar Hero 11 

The real test of your favounte 
game? lt's the one you un~ 
first when you move house Even 
if it does require dearing • large 
rocking-out area among the boxes 
I'Sl, ACTMSIOH 

Rhythm Tengoku 

If for nothing else - the idiocy, the 
invention, the dance it makes you 
do as you play - then simply for 
the fact that it makes you look 
forward to boss levels again 
GIA. NIHTtNOO 

World Of WorCroft 

The real game, of course, was 
watching the resolve of lapsed 
player after lapsed player crumble 
in the face of tales of new loot 
and the wonders of Outland 
MACII'C. VlvtNOI 

String theorv 
Knitting up the ravelled sleeve of play 

e thmk of games as being 
made of pixels, mostly - a 
perpetually evolving mosaic 

of light. But games ·"e Crackdown 
reveal another truth: they re rea .f 
made of string. 

Not to suggest for a moment 
that Crackdown is a ropey title-
on the contrary, it's a Tonka truck 
of a game, robust and appealing. 
But it serves as a very neat 
statement of the problem t hat 
modern games face. lt's a game 
that offers unrivalled freedom -
no levels, no missions, no 
unnecessary constraints- but 
which, in doing that, pulls the 
other end of the string out of the 
player's reach Because, as that 
freedom is extended, the inevitable 
consequence s that the player has 
to stretch themselves, reaching out 
for the inspiration, the creativity 
and the challenge that in a more 
structured game would be 
provided for them. 

But it's not just the old tension 
between freedom and structure 
which reveals the strings that hold 
games together. Supreme 
Commander's immense battles give 
you more scale and detail than ever 
before, but cause you to pull back 
to a point where you're playing on 
an icon-heavy map screen which 

could have been generated a 
decade ago. Hotel Dusk is that 
great raraty, a game which delivers 
characters and a plot that qualify 
as properly engag,ng, and then 
finds t hat the1r appeal undermines 
the 1nterest the integrated puzzle 
aspects can exert The Sims Life 
Stories tries to tug EA's most 
popular game a little further 
towards the matnstream - a 
terrifying prospect - but in the 
process risks pulling it out of 
dedicated garners' hands. 

lt's perhaps a controversial 
theory, just like string theory in 
the real world, and perhaps a 
slightly pessimistic one - suggesting 
as it does that as games try to do 
more they'll find themselves more 
hobbled than ever before. But, 
just like string theory, perhaps 
we're getting to a point where 
technology is finally becoming 
sophisticated enough to let us see 
the threads that underpin 
everything we know. And that may 
tell us more about the real 
potential of the medium than ever 
before. After all, could there be 
anywhere better for games to 
belong than a universe with 11 
dimensions where nothing can be 
proved wrong and everything ~ 
is made out of half-pipes? ~ 
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Kaitou Wario The Seven 
os 

Spectrobes 
os 

Formula One 
Championship Edition 
PSl 

ArmA: Armed Assault 
PC 

The Sims Life Stories 
PC 

MACH: Modified 
Air Combat Heroes 
PSP 

Trion Cube 
os 

Ghost Rider 
PS2 

Rocky Balboa 
PSP 

Battlestations: Midway 
360, PC 
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Melee combat consists of just one all· 
purpose roundhouse ki<k that becomes 
powerful enough to punt vehicles as well 
as kill with one strike, its one· button 
simplicity allowing it to blend in well 

Given their minlmallifespan, excessive 
numbers and firepower, the question of 
enemy smarts is one that needn' t ever be 
asked, although they' re capable o'swiftly 
shooting out tyres and flinging junk as you 
drive past. Getting involved in incidental 
skirmishes will often escalate into bedlam 

76 

rackdown isn't where most you'd 
imagine free-roaming gaming going 
next. No- it's where you'd want 

free-roaming gaming to have come from. Its 
belief in play for play's sake is rare. and will 
be as dissuasive for some as attractive for 
others; anyone wanting a direct extension of 
GTA will walk away disappointed. Despite 
San Andreas integrating many, many ideas 
tnto its world, its roots always felt in danger 
of coming free. somewhat shaky around the 
trunk, Crackdown is very nearly all trunk, one 
made of grantte and with roots that, even 
under the most strenuous of improvisational 
mtsch ef, hardly ever come loose. 

You play a law-enforcing Agent, a 
budding superhuman, in Pacific City, a world 
powered by a superheroic game engine. And 
- to reiterate for completeness - your goal tS 
to defeat 21 gang bosses, seven in each of 
the three tnterconnected districts, each 
dtstnct overseen by a kingpin that can be 
weakened by takmg out their generals. Just 
how you do thts, and m what order, is your 
dectston, as ts the manner in which you beef 
up your Agent through ftve maJor skill sets 
-gunplay, explosives, melee, agility and 
driving -which upgrade tn accordance wtth 
your actions. 

As sandpit games go, Crackdown feels 
like it has masses of sand but few toys; and 
so tt'S your imagination and willingness to 
engage that are key to drawing out 
everythtng it has to offer, rather than just 
be•ng shepherded by mini-map icons or a 
checkhst of tasks in order to fatten an 

Xbox Live co-op Is as o~ and uncondtllonal as anything else 
in Crackdown, two players dropptng uno the same world to 
conspire as they wish Just how ...U rfll hold up on release, 
though. is something that's typoUUy difficult to predict 

emptre. Your Agent's abi t es are tmmense: 
bUild ag lrty by colle<ting tile green orbs 
scattered around the game world (VtStble 
from hundreds of feet away and temptmg 
you 1nto many a hJ9h-nse dtversron as you 
sk p from spt!e to outcrop), and the ground 
covered by your leaps eventually soars out 
further than the draw d stance of many a 
GTA clone Weapon lock-on has greater 
tnfluence sttll, attach ng to enemies (but not 

target. Since tt also tracks ObJects that can be 
detonated or prcked up as well as vehtcles 
(which, more successfully. offer the•r own 
localised targeung, tnclud•ng tyres and fuel 
tank) gun~ights can seem awkward to prck 
your way through With finesse, but then it's 
often not needed. Crackdown's engtne 
supports havoc, evidenced by the escalattng 
explosions your Agent is capable of wreaking 
m great numbers as gang members pour m 

~ lt's your imagination and wiLUngness to engage that 
~ ore key to drawing out what's on offer, rather 

than just being shepherded by mini-mop icons 

civilians) on dtstant roof tops or far below in 
the streets, offenng body-part selection wtth 
the nght sttck. Consequently, there's no 
ability to hot-swap between targets without 
drawing a fresh bead, whtch makes ftghts 
feel sttcky to beg•n wtth, but means you can 
rely on your retrcule attachtng to the nearest 

from all directions, whether you're simply 
mopping up arbitrary street thugs or 
punching through the walls of henchmen 
surrounding a crime lord. 

And defeating these bosses, seamlessly 
present in the world unttl you take each 
down, rarely involves a concetted, pre­
scripted showdown, the shootouts 
themselves defined more by the layout of 
their hideouts rather than the target hits 
themselves. Each ts a flUid set-piece open 
to whichever assault you choose, and the 
complexity of some of the h•deouts - nfe 
with back doors, underground passages and, 
if you're smart enough, the odd cheeky 
window - usually only becomes clear after 
you've defeated the boss and explored their 
stronghold. Which is where Ttme Tnal mode 
comes in, placing you back at the front door 
of a respawned crime lord, allowmg you to 
shave their execution down from several 
minutes to something much slimmer. a 



The few character customisation options -with change 
offered every t ime you re-enter Pacific City - reinforce how 
much faith Real Time Worlds has in the appeal being down to 
what your Agent can do, not what you can do to Y"'A' Agent 

gratifying slice of replay that, once aga1n 
manages to showboat the flexibility of your 
role within the game world. 

Take a clinical measuring tape to 
Crackdown's girth. as people so often 
attempt to do with RPGs- JUSt how many 
hours of gameplay are there? - and the 
situation ·16 just too elastic to provide an 
answer. You could spend just six hours 
'finishtng' your Agent's quest, or twice that 
wh1le conscientiously nurturing your skills­
both those of your Agent, and your own 
ab1l1ty to exploit them -or more still, if you 
get sucked into setting a new airtime record 
for juggling explosive barrels. And again, 
once you find the giant metal bowling ball 
that can be npped from the monument n 
front of the observatory Or a rubber duck sat 
next to a penthouse JacuZZI that can be flung 
nd1culous d1stances. And it's here that some 
of Crackdown's Achievements come into 
play, finally unlocking some of the system's 
worth by outlining goals based on skilful 
expenmentat1on or h1gh-scor~ endeavour, 
alongs1de more typ1ca1 completion aspects 
There's s1mply no crude maths-crunch to 

expla1n just how much you get 01.0: of 
Crackdown. apart from one equat on that 
endures in a manner that Sa nn Row could 
ne~ er hope to match: what you put 1n 1S 
wna~ you get out 

C •ackdown's des gn sn ' bu le <Proof. The 
acl( o' a quiCk restart for race eo; en~ IS an 
avers ght. and there are very occas10na ly 
p1eces of scenery that your bra1n has been 
tra ined to •h nk your Agem can d ng onto, 
but that offer no gr p; a so, • e body-oart 
lock-on ava lable du ng 're~19h~ ·ee s of 
little use for non-sn oers. gNen ~e crazed 
pace and 1ntens1ty o: combat But, compared 
to so many free-roammg games to date, 1t so 
rarely stumbles it's the very skeleton of the 
genre. those bones strengthened to the pomt 
where they alone can stand as a game, 
rather than serving as hangers for threadbare 
tdeas to be dangled from: Hollywood­
wannabe casts and cutscenes. and 
exhaustingly trivial sub-quests. it's a danngly 
lean but qu1te fantastic actiOn toy, a game 
that mary won't be expect1ng but one that's 
successfully ratsed the bar for those that 
follow in its notous wake. [8] 

' 

Outside view 

Perhaps its very nature meant it 
couldn't be helped, but the 
driving aspect of Crackdown 
feels to be its most peripheral. 
In so many ways, your Agent is 
already such a capable vehicle ­
a sprinting, gun-toting cross 
between juggernaut and seven­
league pogo stick. Vehicles can 
be used to barge into a 
stronghold or stunt your way 
into a complex, but it's easy to 
forget the option exists when 
your Agent's other four skills can 
be so sleekly accessed when on 
foot, and avoiding innocent 
casualties while behind the 
wheel can be tiresome. lt's f ar 
from lazy - Agency vehicles 
make for splendid toys. giving 
you the power to flip oncoming 
traffic out of the way, crush 
them in your path or perform 
versatile aerobatics - but it feels 
like the domain of those who 
want to exploit Crackdown's 
details down to the last. in 
taking the time to rig up ramps 
for the most daring jumps. o r 
compete for leaderboard kudos 
in race events. 

Crackdown's glare and thick-lined style won't be to all tastes, but it's hard to deny how inviting Pacific 
City is. best appreciated by scaling the Agency Tower and rubbernecking it all in one sweep of the camera 

77 



Some weapons are so devastating they're visible on 
the zoomed out view. Some things really aren't 
meant for reduction into iconic representation 
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_j 
f there's one trend particularly 
challeng1ng to v1deogaming brand 
equity this year, 1t's the nse of the 

sp1ritual sequel. As once-popular brands 
s1t fallow in publishers' trophy cabinets, 
des1gners are realismg that all they really 
own are names and characters, not the 
1deas, mechaniCS and themes that are 
harder to t1e down. it's always happened, 
but rarely have examples been as widely 
hyped as th1s year's crop. While the merits 
of 81oshock, IrratiOnal's remix of System 
Shock 2, have yet to be ascertained, Supreme 
Commander shows that Total Annih1lat1on 
rema ns one of the most smgular strategy 
games of a time, no matter what name 1s 
wrmen on the box. 

The f1rst convincing challenger to 
Command & Conquer's RTS throne, Total 
Annihilation brought technical innovations 
(po ygonal un1ts, weapons following physical 
laws rather than vague rules) and a cold, 
hard atmosphere (lt made genocide 
practJCally palatable). A decade later, its 
mechaniCS make up the core of Supreme 
Commander. Resource types are kept to a 
bare minimum of energy and mass, the 

The various COflStrU<tor units' visual effects are a sample 
motif for each of the thrH sides. T~ UEF (pictured) 
favour ditect bright beams Conversely. the Cybran have 
miniature droids that O<bot rapidly. performing the taslt 

former manufactunng the latter, and at the 
head of each of the game's three sides is a 
self-sufficient commander, capable of single­
handedly manufacturing infrastructure and 
sta111ng off enem1es' tank rush attempts. 

Supreme Commander's evolution, 
hov..e•er, 1S one of scale Where TA always 
leant towards the ep1c, th1s game's unrt cap 
of 500 ach eves rt rn earnest. More than 
anythmg else, rt makes for a far fresher game 

The abiUty to fight from a comer rather than 
succumb to a map-dominating foe means that 
even in the end-game, battles are worth fighting 

than a ten-year-old des1gn should allow. The 
RTS srmply went m completely the opposite 
direction to the future Total Annihilation 
posited, followmg Blizzard towards highly 
detailed indrv1duals rather than faceless 
masses. In contrast, scale leads to Supreme 
Commander's most unrque feature. A twrrl of 
the mouse wheel pulls the camera back to 
reveal the entire battlefreld, polygonal troops 
becoming simplifred into icons. The game 
can be played entirely from this high level. 
and it proves indispensable for many aspects 
of play. The irony: despite it berng one of the 
most demand1ng games currently available 
on the PC, for a good proportion of your 
t1me you'll be watchrng simple geometric 
shapes move across distant terrain. 

While most of its modern peers boast 



'1mited capture points to encourage 
deliberate expans1on. Supreme Commanaer 
lets you abstractly relinquish control of 'he 
map 1n favour of massiVe energy prodoctiOn 
(then conversion mto mass) and determmed 
rows of defences The ability to f1ght from a 
corner rather than succumb immed1ately to 
a map-dom1nating foe means that even m 
the end-game, battles are worth f1ght1ng 
With unit types balanced so that an unm1xed 
force can be easily wiped out, all it takes 's 
one error from the oppositiOn to be back m 
the game, lateral thinkmg and astute unit 
combinations ensuring devastating strikes. 

And there's plenty of space - both 
physical and conceptual - for these tactical 
openmgs to occur. The only things grander 
than the clashing armies are the battlefields 
themselves, the largest skirmish arena being 
over 80km across. Starting in a limited area. 
each of the three s1des' campaign m1ss1ons 
open up gradually as opportunities arise. A 
single m1ssion can take a couple of hours. 
especially when learning the intricacies of the 
game. Since there's so much space to cover, 
for once ·t's actually possible to manoeuvre 
forces through gaps 1n the enemy line, 
bypassing trouble and striking at soft targets 
The computer opponent excels at this, 
prob1ng your lines for weak spots and 
ruthlessly explOiting them. ,.. 

But wh1le the lack of any signif1cant 
unit chat adds to the ambience of chilly, 
mechanical death, everything but the nuclear 

explos1ons that end a commander's life pale 
next to the likes of Company Of Heroes. 
Also, while the h1gher eve A s int1m1datmg 
in the best possible way, mdividual units have 
a foolish tendency to target opponents 
behind cover and take direct shots- strange 
considenng how little cover there ·s Really, a 
battlefield in Supreme Commander IS little 
more than an expanse for the exchange of 
h1gh-power projectiles. 

What w1ll most lim1t 1ts aud1ence, 
however, are the demands it makes of the 
gamer. Just because m1cromanagement is 
v1rtually absent doesn't mean its pace isn't 

utterly re ent'ess As much as the PC strains 
at the computa110nal needs, human bra1ns 
will struggle w•th how much concentra110n 
is required. Most of the game 1S spent mere 
mouse-clicks from d saster. and t hurts. 
You'll often f1nd yourself a couple of hours 
into a m1ssion and - no matter how much 
you're enjoying 1t - simply lacking the 
strength of will for the final push. In genre 
terms, Supreme Commander is the polar 
opposite of lazy Sunday-afternoon strategy: 
the anti-Civilization. With a name as apt as 
the mf1n1te slaughter of Total AnnthilatJOn, 
it really IS a supreme commander's Job. [8] 

Death of the supreme commander leads 
to an instant nuclear explosion that will 
engulf any nearby opponent. lt can be 
switched automatically for some carefully 
timed mutually assured destruction 

While most modern RTSes have abandoned 
naval comba~ Supreme Commander stays 
true to its inspiration with an array of 
destroyers. submarines and battleships 

Dystopia 

A game of such wide-ranging 
slaughter requires a suitably 
apocalyptic setting. Set at the 
end of a 1,000-year war between 
three equally abhorrent sides, it 
manages an agreeably operatic 
Intensity. it's not the most 
feasible of futures, but rendered 
in such detail and approached 
with such seriousness it's easy to 
lose yourself in. From alien­
artefact worshippers to the 
dregs of cyborg post-humanity 
to the slightly-fascistic remains 
of common-or-garden humanity, 
their genocidal impulses are 
cruelly compelling. 
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By the book 

Hotel Dusk pic.ks up where 
Another Code left off in more 
ways than one. not least the 
desire to utilise the OS as an 
in-game object. Not content to 
make players hold the hand held 
like a book. Hotel Dusk makes 
them use it like one too, 
providing blank pages on which 
clues may be noted down. Sadly, 
one of the most interesting ideas 
turns out to be the most 
d isappointing: things sour 
somewhat when the game start.s 
to suggest exactly what you 
should be writing down, and 
then reminding you of any$ing 
you may have forgotten anyway. 
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sa novel, Hotel Dusk would be a 
page-turner Its story, while 
rambling, cliched and over-reliant 

on cheap enigma, is oddly compelling - and 
the characters are distmctive and often 
charmtng. As a game, in fact, Hotel Dusk 
rematns somethtng of a page-turner- and 
theretn hes the problem. 

In followtng up 2005's Another Code. 
Cmg has crafted an experience that is simtlar 
in structure, but dtfferent tn emphasis. 
Desptte the punchy notr • the resulttng game 
IS even more slow-burning tnan its older 

One of the more interesting uses of Nintendo's 
touchscreen is when in··game characters use it to 
hand you objects. it's a welcome detail in a title that 
can otherwise leave players feeling like they have 
been left on the sidelines for long stretches of time 

Hotel DusKs '70s ~ttong is ~st expressed through its 
soundtrock Tht brilliantly horrible muzak adds a fresh 
layor of sleut to tht gnmy st"ing. Htro Kylt Hyde, while 
QIYtn plenty of tough talk. inovitably fails to make the 
...,. ornpact os day·droamy Ashley from Another Code 

sister- and tt's certatnly more crowded. Light 
years removed from the sunny emptiness of 
Blood Edward Island, Hotel Dusk has a full 
reg ister of guests to interrogate, and the 
accent lies not with the puzzles, but the 
interaction. 

And it's the sheer mass of interaction that 
transforms Hotel Dusk m to something of a 
trudge. Phoentx Wnght may have shown that 
games can mmt combat from dtalogue, but 
here the conversattons seem more like being 
stuck in a slow-movtng traffic Jam. lt may be 
funct1onal, but it's hard not to be worn down 
by 1nteract1on which rel1es so heav1ly on 
nothing more than clicking on the arrow that 
w1l bnng the next l1ne of text into view. 

Whtle the guests often have interesttng 
thmgs to say, Hotel Dusk lacks any real 
synergy between puzzle and plot. Rang1ng 
from the clever to the arbitrary, the 
challenges make good use of the OS's 
features, but often have little to do w1th the 
unfoldmg story. At ttmes, the puzzles look 
hke mere padd1ng, and playmg can feel hke 
settling down to read a book only to have 1t 
snatched away at five-minute intervals by 
someone who wants you to make them 
waffles or do the laundry. Furthermore, the 

While irs the scribbly character designs that take centre 
stage, Hotel Oust's watercolour backdrops are often 
brilliantly realised. The manner in which they blur as they 
approach the edges of tho screens is just one indicator of 
the attention lavished on the game by its developers 

rigid narrative means that events move at 
the game's own d1ctatonal pace. You may 
already have grasped the solution to a 
puzzle, but Hotel Dusk won't let you put 
your thoughts into pract1ce until it has 
decided the time 1s nght. 

Despite these 1rntattons, the plot proves 
strong enough to keep even the most 
disappointed player clicking through the 
dialogue trees, and ,n the fmal chapters the 
endless conversations fmally g·ve way to 
something more engag1ng. Equa ly, the 
game's presentat•on 1s a triumph throughout 
Much has been made of the A·Ha-mfluenced 
visuals, but 1t's far from a superic1a1 piece of 
des1gn: Hotel Dusk's characters, although 
sketchy, emerge as real people, and the 
1m1ted an1mations give proceedings a 
genume emottonal impact 

lt seems almost crue to begrudge a t1tle 
that consistently displays such ambit1on, but 
while Cing's destre to innovate •s admirable, 
the results keep you at arm's length 
Meandering rather than contemplative. 
there's no doubting that Hotel Dusk is 
packed full of laudable ideas, but the 
consequence is that there's often no room 
left for the player. 16: 



t's all about scale. While his arch-rival 
Mario was content to h1de at the 
bottom of the screen, dwarfed by 

his environment, Wario has traditionally 
dominated it a b1g fat greedy spnte 
determined to rob the world of every last 
penny. But in his latest adventure, the 
garlic-munching misanthrope has been 
shrunk down to a more manageable s•ze, 
to disastrous effect This t1me out, Wano 
has zapped h1mself into h1s tele111s•on to 
steal the quick-change costume wand owned 
by the thie111ng Master of O•sgu1se, a 
character in h•s favour te show On :he 
surface, w1th 1ts ab•uty-granung costumes 
and side-scrolling gamep ay, Ka :oo War10 
The Seven may appear to be a d •ect 
successor to the Wanoland t ties, but rt 
really owes far more to the Me:rotd senes, 
progress1on is made by constant~ 
backtrackmg through the mterconneced 
rooms (shown on the top screen map as 
you gain new key items and powe~ The 
level design lacks Metro1cfs elegance 
however, and you'll often spend large 
chunks of time trudging around 1n an 
aimless funk. 

There are eight vaneties of outfit 
(including pirate, Godzilla and Or Wario) each 
with unique uses. Activated by using the 
stylus to draw various glyphs onto Wano's 
body, changing costume can be a f,ddly 
affair, anq it's quite easy m the heat of a boss 

Minigame a<tivities include colouring things in, sliding 
blocks, squishing bugs, moving through mazes. uacing 
outlines. conn~ing the dots and even~uiding poos 
into toilets. While they get harder as the game goes 
on, they never actually change in any significant way ­
something whkh leads to a deeply repetitive experience 

TM control system is unusually ambidextrous in that you 
can use either the face buttons or the 0-pad for all your 
movement needs. with your other hand relegated to stylus 
and toU<hscreen duties. 1t frequently gets you into troubl~ 
and it's all too easy to jump unintentionally when running 

battle to d1e as a result of accidentally 
selectmg 1nappropnate attire. 

New SUits are found by opening green 
chests on each leve Open ng a chest of any 
colour actNates a Wa'IOWare-styfe m,n,game. 
although these e- or.s pa em amo' on and 
creatMty ne>tt ;o ;.:1e ong na s Nm only are 
the m mgames ou I, there are only e ght 
d f<eren; var e~es. and although they get 
progressr.ely ha·der you'll tire of them 
long be' ore you get to the end of the 
second eH•' 

A Waoo game should be about cackling 
at clict--~ and recei nmg the rules. But the 
OS e ements ·ee iorced. and there's very little 
m the game ;na; cou dn't be done just as 
well (and probaoly to greater effect) using a 
more trad ~ona cortrol scheme. Occasionally 
flashes of I:Wlsted br ance emerge (at one 
pomt you force a boss w ndulge 1n 
coprophag'a - a deeply unpleasant f"st for 
videogammg but largely developers Suzak 
(notorious for the•r temb e F-Zero games) shy 
away from go1ng for the Jugu ar. There's a 
desperate lack of innovatJon on d1splay here; 
nondescript levels based around 1ce caves, 
pyramids and inevitable Mayan temples. The 
boring locations exacerbate the sneaking 
feeling that the levels, which can eas1ly take 
an hour or longer to finish, are s1mply too 
large. it's all about scale, and Wano, one of 
the few N ntendo characters with, well, a 
character, should never be left to flop 
around like a small f ish in a big pond. [4) 

Costumes can be upgraded once unlocked; so while at 
first the OrWario suit is only able to see through walls, a 
spring-loaded boxing glove is later added to its arsenal 

The different coloured chests provide 
different rewards. Green chests offer new 
outfits or upgraded abilities. purple chests 
offer items like keys or flamingos. and red 
chests offer cold, hard diamonds. Not that 
there's anything to spend them on, mind 

Riddles of the Sphinx 

Surprisingly for a platformer, 
Kaitou Wario The Seven is not 
very import-friendly for non­
Japanese speakers. Aside from 
the reams of text explaining the 
plot, certain sections demand 
that you understand what is 
being said. In the third level, for 
example, you face off against a 
Sphinx who poses three random 
questions. You reply by drawing 
hiragana characters on the 
screen, but even looking up the 
answers is little help - you have 
to know the order to draw the 
strokes in too. Frustratingly, 
getting even one question 
wrong results in instant death. 
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Feed 'n' breed 

While monsters naturally level up 
after battle, some tactical depth 
is added by the possibility of 
shaping their fighting credentials 
by placing them in an incubator 
and feeding them lumps of the 
attribute-boosting minerals that 
are occasionally excavated along 
with fossils. Place two Spectrobes 
in an incubator together and they 
will bond, giving them a slight 
stat boost if they are combined 
again in future battles. Your own 
stats are also influenced by 
Spectrobes not actively fighting 
but placed on the 'substitution 
bench', the idea being that 
Spectrobes close to battle can 
lend their particular powers to 
their more involved comrades. 

pectrobes sees Buena Vista Games 
moving from the safety of the 
Disney-licensed shallows into the 

deep end of new franchise creation. lt's not 
completely going it alone; in Jupiter Corp it 
has a fme buoyancy aid, inflated on the puff 
of PICross and the GBA's Kingdom Hearts, 
and by choos1ng Pokemon as a template it 
reta1ns a firm gnp of the poolside. 

it's easy to see the pocket monster 
influence 1n the three-t1ered evolution of 
Spearobes' elementa -themed creatures. 
but what's surpnsmg IS how much more it 
emp1oys the OS than Pokemon's own 
Diamond/Pearl DS outing Whereas monsters 
in Pokemon are still falling for the same old 
button-press ball-lobbing act that was 
enslav1ng them 1n games over ten years ago. 
Spectrobes are a wiser breed, adopting a 
fossilised form that demands touchscreen 
and m1c manipulation to break. 

Snuffle out a dig site with a child 
Spectrobe and excavation begins. The 
touchscreen represents layers of rock strata 
to be dashed away with a vicious poke 
before da1nt1er tapping is used to drill around 
the foss1L Dnll for too long on the fossi l or 
smear earth-dissolving chemicals onto the 
monster-1n-wa1trng and it will shatter, 

I just destroyed a huge leader 
Kraw 1. I think it was causing the 
problem with Ziba's moons. 
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For a game that's a launch point for a cartoon series the 
story is seriously lacking. Alarms begin to ring when the 
enemy are introduced as the distinctly non·scary Krawl 
{with that hard K sound indicating just how evil they are) 

makmg for a somet1mes tense experience as 
damage accrues on a particularly sought 
after creat/Jre The mrc 1S JUSt as thoroughly 
employed In an only 1n1trally hilarious 
fash1on, 'oss 15 v. 11 only awake when 
subm1tted to vorces at a certain volume. 
Talkrng IS Pfoblemat1c as sound dips between 
words can cause too great a drop in volume 
The only choice often ava1lable is to scream 
or utter an obscene throaty groan. Hardly the 
first no1se the promptly scarred-for-life 
Spectrobe should awaken to. 

Hav1ng rnnovated with 1ts take on 
catching-em-all, Spectrobes' battle engrne IS 
more d1sappomt1ng. Time spent raising your 
monsters seems wasted as clumsy collis1on 
detect1on refuses to let them plant a hit and 
you find yourself growing reliant on easy­
button-combo special moves simply to avo1d 
battling With the slipperiness of movement 1n 
close combat 

Most prob emat1c, however. is that unlike 
Pokemon, With tts lively, charismat1c stars. 
Spearobes presents you With a ctvtlisatton of 
creatures tn desperate need of the Lazarus 
touch Instead of the irres1sttble vitalrty of a 
cheeky Ptckachu you're asked to be exmed 
by a dead ptle of dust When life IS ftnally 
shouted tnto the Spectrobes. you're met 
wtth further gnmness as the game staunchly 
res1sts p1nchtng therr cheeks and coorng. 
tnstead castrng a cold scientific veil of stats 
and techno-babble over what are rn effect 
cutesy ch1ldren's toys 1n the makmg. lt 
seems Buena V1sta has gone from making 
lacklustre t1tles out of much-loved franchtses 
to makmg a reasonable game from the 
coldest of franchiSes. [5) 

In their child state Spectrobes have no purpose but to <Kt 
as lnlffling pig-esque fossil detecton. Tapping begins a 
scan. but due to the tiny diameter of the search area 
covering the game's large open areas takes a tedious 
ntmber of repeat scans. New tools can be purchased 
to speed up fossil recovery- the sonic tool lets you 
shout rocks away, solvent dissolves debris and the 
Giga tool claims to offer automated fossil excavation 

While 30 models certainly show up Pokemon, monster 
design is cluttered, with swirling body patterns making it 
hard to see where one bit begins and another bit ends 



o business does hollow prom1ses 
with quite such pomp as Formula 
One, so Studio Liverpool's cho1ce of 

subtitle - Championship Editton seems 
h1ghly f1t11ng. What other ed1t1on could there 
be' lt's the Formula One Champ1onsh p. In 
th1s way, they've managed to say even ess 
of substance than ~~ they'd JUSt ea ed 1t 
Formula One 06, which would tself have 
been dull How very F 1. 

it's no better 1nside the box The ns1ng 
tide of options. the authentiC splashes and 
waves of gorgeous reflect1on effects cannot 
diSgUise the simple fad the cars are awful to 
dnve, w1th an entrre hand ng model built 
around dreanly numb understeer Worse, the 
steering IS woefully and syste"!laucally 
m precise, as if the player 1S on a sled w1th 
rubber rerns. Your actions do not translate 
directly to movement; you steer. you wait for 
the dnver to catch up. And when he does, 
the car lurches Inwards; the moment at 
wh1ch 1t does th1s rema1ns for you to guess, 
as there are no aud1o or v sua clues And 
despite the van-full-of-lead feel on turn 1n, 
the cars are all nd1culously twnchy 1n a 
stra1ght line, making them hard to place. 
Subtle alterations are near imposs1ble 
Accuracy IS near impossible 

Oddly, EA took this approach to Fl 
control for years, which only made Stud o 
lrverpool's bnlhant early Formula One t1tles 
stand out even more. Qu1te why they've now 
adopted such a dismal approach themselves 
is a mystery, though it may be hnked to 
attempts to recreate traction control. For all 

Doubt~ world champion Alonso (above), or overrated 
teammate fiskMIIa? With a sport that values advertising 
space even over visible numbers and taSitr recognition. 
perhaps an equally confusing digital replica is inevitable 

Making Formula OM r~alistic means tM ganM inevitably 
suffers - the source material is •~pensively feeble. But 
while liberties are taken in the name of entertainment ­
there's overtaking- the base driving is badly misjudged 

the simulated 850 horsepower and 35 
lateral G transm1tted through them, the rear 
tyres never budge a millimeter 1n any 
direct1on unless you put one on the grass 
Tract1on control doesn t do rh s - not only IS 
slip eng1neered 1n (to act1 eve t 1e much­
talked about 'balance,' the re atiOOsh p of 
front and rear drift), but no amount of TC 
can save an overdnven car from shd1ng or 
spinnrng. Putttng Formula One Champtonshtp 
Edttion's rear-ends effect1vety land 
unreahst1cally) 'on rails' could account for the 
steenng's strange ugliness. 

The only way to glean pleasure from 1t 1s 
to bury yourself 1n strategy, wh1Ch IS at least 
authentiC P1t-stops which demand t1med 
button presses are welcome, and screen 

overlays convey a huge amount of 
informatiOn regard1ng the state of your car, 
tyres and fuel Genenc rad1o messages about 
how well you're drMng are ess compelling 
and. ~requently, on nte,.,uona '/funny. g1ven 
whats happemng 

St I, 1t looks lovely Those famt11ar 
on board angles d1splay wonderful realt1me 
refled1ons and truly huggable tyre textures 
your HDlV w1lllove. Replays require just a 
light squ1nt to pass for real, espec1ally m 
spectator mode, where not much happens. 
But as far as e1ther an authentiC simulatiOn 
or a fun re-1mag1ntng goes. 1t's l•ke some 
strange negat1ve of the emperor's new 
clothes; the pretty wrapping 1s there but 
the body IS not. [4] 

Car models are excellent. the game benefiting 
from increasingly tightly· wrapped, sculpted 
cars. The 'Viking' Mclaren is a visual highlight 

Painfully employed 

Championship Edition offers 
both a straight world 
championship and a career. The 
latter centres around testing for 
the lower teams. meeting targets 
and moving up through the 
ranks, and it's surprisingly 
challenging even taking the 
control issues out of the 
equation - not least because 
pounding round tracks alone 
takes even more patience. lt's 
perhaps inevitable. given the 
flux within F1 at the moment. 
that some things here should 
already be out of date - the 
invisibly dull MF1 team is now 
the rather more interesting. and 
more orange, Spyker, for 
instance - but otherwise 
qualifying formats, teams and 
drivers are accurate for the first 
half of 2006. 
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Operation Flashpoinrs community 
has morphed and squeezed the 
original game with legions of 
co·op missions. add·ons and 
'realism packs', to total 
conversions that pit giant robots 
against each other. They're 
helped by the built-in editor: few 
create new terrain for their 
modifications but simply adapt 
the island to their own purposes. 
That philosophy continues with 
AA: creating a simple skirmish 
mission is as easy as dropping a 
few platoons of soldiers on to a 
map and leaping right in. 

for the h.lrckore. already initiated into AA's 
simulation, the real thrill will come from 
online co-op missions. The game allows for 
any number of playe11 and AI opponents. 
limited only by the host's bandwidth 

eath IS everywhere. lt's on the 
streets, where peering around the 
wrong wall at the wrong moment 

leads to a volley of machine-gun fire, snaps 
of bullets interrupting the bark of stray dogs. 
lt's in the bush you ignored for a second too 
long, allowing a sniper to squeeze off one 
shot. end1ng your game in an instant. And 
et's in the t1me 11 takes to ratse your rifle 
when you come face to face with an enemy 
soldier As the clumsy an1mation and zoom 
comes to bear. he's already fired. Death is 
everywhere, but then so 1s the quick -save. 

But then, s1mulations hke this often come 
with real-world baggage. Driving a racing car 
1s hard. As is f lymg a plane. And, it turns out. 
so is be1ng a sold1er Armed Assaulrs fault 
isn't that the game des•gn IS broken - m fact 
1ts SimulatiOn of warfare •s often strik1ng and 
always engagtng Chargmg 1nto battle, 
see1ng helicopters overhead, heanng the 
crack of bullets breaking the sound barner, 
watch ng men flop to the ground when hit 
by an unseen aggressor IS always heart­
stopping and always entertaining. Its 
problem is what the missions ask of you: 
they are s1mply too tough. Trained soldiers 
would and should mutiny when asked to 
carry out the tasks AA routinely asks of you. 

Armed Assault is patently, ridiculously 
unfair- not just at times, but all the time. 
In one m1ssion, you're given three bazookas 
and a smgle satchel charge to blunt the 
advance of an army - take out five tanks, 

and kill the soldters that guard them Then, 
as retnforcements arnve to quell your one· 
man upns ng use tre confusl0f1 to Infiltra te 
a camp and stea some documents. lt's too 
hard- next to 1mposs ole- and you will die 
repeatedly trymg to fimsh n lt's the th1rd 
missoon. Thos was occas10na ly true of the 
game's predecessor - Operat1on Flashpoinr­
but nowhere near to thos extent. For the 
now-comb1ned commuMy of Armed Assault 
and Operatton Flashoomt. this is their dream 
game: a harder, technically stronger version. 
A game they can play and adapt to their own 
purposes- be ot co-op missions or weekend· 
long mult1player sk~rmishes. But those 
lookmg for a more casual relationship with 
play will be routonety broken by the game's 
near absurd drffoculty. 

Nonetheless. there is real potential here. 
even of t's often obscured. The technology 
behond the game is a schizophrenic beast: 
the engone occasionally planting you inside a 
badly textured bush, with a single pixella ted 
leaf filling your screen; motion capture and 
AI sometimes combining in hysterical glitches 
as sold1ers get stuck in a loop of ducking for 
cover. But at other times, you'll look out over 
a valley, the draw distance stretching out 
forever. and watch a column of trucks pass 
over your m1nes. lt takes a second or so for 
the sound from the explosoon to hit, wh1Ch 
feels I ke a bug. but isn't: it's sompty the ttme 
1t takes for the sound to reach you. And ot's 
that level of detail that w111 draw - and sate -
AA's masochistic market. [5] 

The vehides of AA are the best way to experience its 
enormous draw dist.ln<e and scale. You can buzz your 
own troops from a heli<opter or ;embush enemies with 
a powerful rapid finng nose-mounted madline gun 

Woodland patrols become a disorientating nightmare 
that see you watching every shadow and gazing into 
bushes for hidd~n enemies. forest firefights leave you 
bewildered and lost - and usually face down, stone dead 



he St.ms was famously inspired 
by '50s sitcoms, but Life 
Stones 1S rather more closely 

modelled on Dawson's Creek. Giving 
you control of f•rst Rlley and then 
Vince (one's a g1rl, the second a boy, 
'or those not up-to-speed on newly 
gender-neutral nam1ng convent•onsl, 
Ltfe Stones extends The Stms l's •dea 
of memorable life moments by bolting 
them into a teen drama plothne, full of 
minor infidelities, jealous ne1ghbours 
and old flames. The reasonmg beh,nd 
th1s shift is to make the game more 
ma•nstream, g•v•ng newcomers to the 
senes characters to play w•th from the 
off, and more convent•ona reasons to 
care abo.Jt the•r avatars' adventures. 

lt's a sound •dea. even 1f there are 
barely er'lough bones m The Sims to 
make 1t stiCk- characters are little 
more than a name and a JOb title - but 
there's st1ll a sense of real vindication 
m asking that pushy blonde with her 
eyes on your boyfnend to leave and 
then flou ncmg off to bed But of 
course, that greater normality in the 
story presentation comes back to b1te 
whenever typ•cally b•zarre Stms 

Although the slory mode puu you in the shoes 
of a spe<ific.;named character, fairly extensive 
customisation options are available from the off 

The Sims has always had a sexual undercurrent, 
but it rises to the surface in life Stories, even if 
the rather syrupy chasteness sweetens the smut 

moments anse, as they do - all too 
often in the bathroom. 

But the greater success •n retooling 
th•s game for the Wlder world is 
perhaps more •n 1ts mechamcs than ts 
preseotat on. Its much-vaunted 'laptop 
mode' (wh1ch amounts to little more 
than a suspend function), windowed 
opt1on and humble m•n•mum specs 
may come at the cost of low-•mpact 
visuals. but dramat•cally enhance •ts 
overall market And wha: that market 
w1ll f1nd IS a stream neo, soea-uo and 
cut-down vers on o' ~ne S ~ Z Wrth 
your hand t gh-)y held and your c~ds 

and sk•ll bars quickly re g tl;o:c·.-'s 
little here to cha enge or ~~e·est a 
graduate of the prl'VIOUS games - no· 
even free-pli!y mode, wtl eh d -cnes 
the stones m Clvour o# the ' ."CCC: on a 
create-a-S• m mode. ou· keeos r~e 
'lite' approach to the gameo ay The 
net result IS a product that can t be 
faulted on its access b -;'1 bu ~ has ess 
subtlety than ever w1th wn eh to h de 
the Inherently, and sorre~es 
unrelent.ngly, rrechan•ca orocess that 
canng for your s•ms represem:s (S) 

Arena combat offers more weaponry and more 
potential for multiplayer. although doglighting is 
constrained by scr""n size and the 1mpreose radar 

s the f1rst combmat•on of 
aviat•on and arcade to make 
t to the PSP. MACH has 

plentiful antecedents and no nvals, a 
state of affa1rs that goes some way to 
expla1n1ng a game that un1tes a senes 
of successful •deas yet does little to 
apply ts own stamp 

The backbone •s sol d enough, 
como n ng unashamed arcade racmg 
w.·n arena oart es, and wtl1 e both cCin 
be p ayeo on a map-by-map bas•s the 
rea' meat JS m the f•xed challenges that 
da•sy-cha n both forms together 
Racmg gradually expands to •nclude 
co•n collectmg, checkpo•nt chas•ng 
and the occas1onal weapons upgrade, 
and v1ctory bnngs cash wh•ch can be 
spent on new decals for your craft. the 
planes themselves are unlocked by 
successfu m ss on complet on 

Ana yet the who e •s ess than the 
sum of 1ts parts, wh e t shard to f1nd 
any g ar ng taut, t sa cunously fat 
ei<l)er ence that doesn t s~ r the soul 
The courses become fa m ar too 
qu•ckly, and the few that are genumely 
exotlng appear too rare y Most 
collisions merely scrub speed and 
boost accumulates automat•cally, 

making close racmg a common but 
humdrum bus1ness. and there's little 
incentive to hold a perfect rac1ng hne. 

Most crit•cal ly, there's no real sense 
of speed: while there's a sat1sfymg 
flu1dity to combining a fast turn with 
a barrel roll to dodge an 1ncoming 
m1ssile. it's an expenence largely 
untouched by adrenaline The closest 
you get •s the m• Id pan•c 1n arena 
battle when the camera suddenly veers 
off to track the m•ss1le you've JUSt fired 
- a regular occurrence 10 a me ee that 
~eels disorgamsed rather than fast­
paced, although there's potent•al for 
elaborate mul!lplayer battles 

While there are occas1onal sparks 
from th1ngs like laser weapons, or 
games of tag m the arena combat. too 
much time is spent racing the same 
courses at the same speed. w1th only a 
very gradual•ncrease 1n AI awareness 
to d1fferent•ate each step up through 
the ranks lt's by no means a JOyless 
exper;ence, and were 1t to face 
comoet1t•on then t m•ght well manage 
to retain superionty for reasons other 
then exclus•vity- but 1t could eas1ly be 
eclipsed by a less polished but more 
personable nval. [5) 

Weaponry has more than a hint 
of Mario Kart, but the ease of 
dodging missiles means it's 
easier to hold on to the lead 
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Story mode is joined by arude levels ~nd tndless options. plus mulllp~. Unlockabte sounds and skins 
(the latter feels plusantly horMmade whole the forme< favours goats and dods) round out the padcage 

non Cube IS remarkably breezy 
for a game that seems forced 
to hve forever 1n the shadows 

of two other titles F1rstly, there's the 
developer's earlier game Mr Driller, a 
title whose 1nfluence can be seen in 
Trion Cube's oddball characters and 
ice-cream palette. Then, of course, 
there's the greater shadow that all 
falling block puzzle games have to live 
under: Tetris, a title that set the 
expectations for an ent1re genre. 

While its attempts to d1stance itself 
from Tetris occasionally seem arbitrary 
(three blocks rather than four; 
group ng in cubes rather than lines}, 
Trion Cube does have some of its 
own ideas tucked away too. Rather 
than varying the speed of the falling 
blocks, the game a ters the 
configurations of them, focusong on 

The storyline revolves around a captured 
princess. as usual, and a penguin-shaped 
spacecraft- which is less common.'l'he narrative 
is given the whole of the OS's top screen to play 
out, but is hardly essential to the game itself 
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spatia awareness over twitch skills. 
Tnon Cube also chooses to set 1tself 
apart by ots emphasis on cha1ntng: ot's 
not diff1cult to clear blocks - on fact, 
1t's often harder to keep them lyong 
around - but the real gameplay 
revolves arou'ld growing a cha1n 
until1t f1lls the entire screen. 

The v1sual style may be charm­
by-numbers, and there's no real 
attempt to use the OS's dual screens 
or stylus, but there's a solid enough 
puzzle game at the centre of Trion 
Cube. While the mechanic is simple, 
it's relatively pleasing, and throws up 
some mild variations along the way. 
The main problem is that, while 
instantly gratifying, the ease with 
wh1ch Tnon Cube allows you to 
proceed means that longevity is 
sacnf1ced for immediacy - a cruoal 
error for a genre that can't fall back 
on promoses of greater spectacle just 
around the corner. Things do 
eventually become slightly more 
challeng1ng, but you'll have to dig 
your way through to the later levels 
to fond that out. 

So, while 1t will make you feel ike 
a master fairly quickly, Trion Cube has 
passed the point at which its 
accessob11ity becomes slightly 
ingratiating. Without the challenge 
and cruelty that can make a classic, 
the results here are likable, confident, 
and nowhere near essential. (5] 

tVen the medoocre, muddled 
and mangled Superman 
Rerurns, stock in superhero 

games has returned to something of a 
low poont. Over the last few years. it's 
arguable that few games have 
matched the h1gh point establ ished by 
Act1v1sion's Spider-Man 2, a game that 
na1led the sensibilities and powers of 
the character and, importantly, his 
env1ronment. Ghost Rider is ultimately 
no challenger to Sp•dey's crown, but 
what's surpnsing IS just how solidly 
entertaining it is. 

Perhaps that's unfair; but with the 
upcoming mov1e of the comic looking 
underwhelming, and g1ven the fact 
that the character is one of Marvel's 
most absurd, Ghost R1dercertainly has 
a lot to prove And ongonality is not its 
strong poont, the game is highly 
dertVattve. cheerfully appropriating 
the mechanocs and focus of Devil 
May Cry and God Of War to dehver 
s m larly non-stop combat and combo­
based actton 

Cruc1ally, however, 1t all works ­
and works well Defeated enemies' 
souls are accrued and then spent on a 
wealth of combat upgrades (along 
woth a generous helpmg of other 
extras), wh1ch allow for more involved 
and varied attacks and, therefore, 
combos While 1t IS easy, in the early 
stages at least, s1mply to wade through 
the game with little rhyme or reason 
to your combat approach, some 
enemies (such as the shielded demons} 
require mastery of the f1ghtmg system 
in order to be bested it's a fam1har 
system. and highly repetot1ve 1n the 
long term, but nonetheless VJscerally 

Ghost Rider's Hellbike adds a little variety and 
is pleasingly robust, control-wise; the visceral 
thrill of sliding under low·hanging girders is 
surprisingly more ish, and the Road Rash· style 
combat is solidly executed. As with the rest of 
the game, however, the novelty soon wears off 

satisfying, helped no end by some 
enterta1nong v1suals and the infernal 
nature of our hero h1mself (h1s charged 
Penance Stare attack rarely loses 1ts 
entertaonongly over-the-top lustre) 

The thordperson combat alternates 
between Hellbik.e-based dnvong 
sectJons, notable ch1efly for throwing 
Road Rash-esque combat onto the mox. 
Neverthe ess, the b1ke's vanous ab1ht1es 
such as si d1ng under low-hangmg 

obstac es 1n a shower of sparks), 
coupled VVJth the solod handlong, make 
these sect1ons as compelling as the 
regular combat. Depth, such as 1t IS, IS 

prov1ded by specifiC souls that allow 
Ghost Rider to both enter previously 
inaccessible areas and upgrade the 
abilities of his motorcycle. 

While the appeal of Ghost R1der 
palls in the long term (the game is 
simply too samey, unless your thirst 
for f1ghting overrides your need for 
variety and pacing) it's a strong and 
well -considered title. even if is it one 
that is shamelessly imitat1ve of other, 
better games. [6] 

Damage an enemy enough and they'll be stunned 
- signified by floating i<ons. Get in range and 
press the requisite button to finish them off. 
While hardly original Ghost Ride(s fight system 
is well constructed and definitely entertaining 



An expressive bank of punches aro bound to the face buttons. then modified with the shoulder buttons. 
Several different eras of Balboa himself can be taken to the ring, but there's little to separate them 

f go1ng the distance aga nSi 
F1ght Nighr takes a good 
game plan and plenty of 

heart, then Rocky Balboa goes ha ' rhe 
distance. A kinetic, inconsequentJa· 
knockabout, it wins po1nts for notJC ng 
that in th1s handheld arena, whe-e me 
tack of twin sticks reduces Tota Puncn 
Control to partial punch control, EAs 
champ is vulnerable. When the t1me 
comes for it to really go to work, 
however, it goes to sleep 1nstead, 
wast1ng opportunit•es and sacnf1ong 
potenttal w1th incomplete modes aM 
shaky mechanics 

Contrary to prior suggest1on, 1t 
features no story mode to remind 
players why they should care about 
·ts vaguely defined stars. There's a 
H1stoncal Fights mode which bookends 
exhibitiOn games Wlth f1lm clips and 
shortcuts to the main menu, but 
without senses of either continuity or 
progress. it's no substitute. W1th their 
lesser opponents, stria (but variable) 
t1me limits and obvious ObJedrves, 
'Fast Lane' bouts at least recognise the 
need for a noncommittal play option, 
but their backdrops of ghetto streets 

and gyms are suspoe100s Was there 
aaua ry a Siory here once. ebbmg and 
floWing betv.ee"l ma n and mcidental 
events? Was t d smantled to ensure 
the game synced Wlth Hollywood's 
market.ng schedule' lt'd be nice to 
th l"k so - ;.nar Ba boa IS something 
other than a moderate hcence half· 
heartedly sqt;eezed 

1: cou o be worse, certainly: the 
game's set-up jabs, hammer blows and 
predatory Pov.ermoods ensure second. 
m rd, ana oozens of further w1nds to 
keep' gh;.s v ra and unprediaable. But 
w th Ire m o'Herent1ate ftghters 
beyond base eves of aggression, 
symmetncal faces and notions of 
charaaers tney re meant to represent, 
1t doesn t ta~e IOrg for Bafboa to flag, 
or mdeed ~udge to an unceremon1ous 
end G.ver'l tne number of losses 
susta1ned due toots dreadful 
knockdown mm1game- a simple 
balanc1ng aa that's murder to gauge 
over ten hurr ed seconds - there's li~tle 
tmpetus to make •t e~.en that 'ar. A 
f1tt ng sense of carpe d em, perhaps, 
could have made Balboa a more 
hopeful contender (S] 

Multiplayer is limittd to ad-hoc only. 
The lobby is sparse. but at least there's 
an absence of lag as well as features 

hat this made 1t to the shelves 
at all marks the end of a battle 
more complex than any of 

those 1t contams. Fought under the 
banners of first SC1 and then Eidos, 
approaching but never reaching fronts 
mclud1ng the Xbox and Gizmondo, 
bombarded by disputes between 
pubhsher and developer and then eft 
abandoned •n the rearguard by new 
alhes such as war a and Agent 47, t has 
been marked by an unpred1aability 
sadly lack1ng 1n the prospea of 
another tnp to World War 11. 

And )e: ts t•me 1n the trenches has 
been k noer tnan mtght be expeded, 
ta( ng an '1tlmtdaung conceit -
s•mu taneousty controlling sea, air, and 
sub-aquatiC forces in the battles of the 
Paciftc l.heatre - and successfully 
mapp ng 1t onto a controller that 
d dn't ex1st when 1t f1rst enlisted. A tap 
on the D-pad flicks from Hellcat tailfm 
to earner deck to periscope, with 
capable AI grabbmg the controls as 
they're released, and a challenge that 
could easily have overwhelmed 
becomes a rap1d cycle of heroic attack 
and counter-attack that transcends the 
ach1ngly over-fam1har settmg. 

Unsurprisingly, this accessibility 
comes at the expense of in-depth 
taa1cal planning. Th1s IS most obvious 
m the earlier, lesser-staffed missions: 
wh1le units are f1nite. ammumtion is 
not- and with larger un1ts capable of 

The AI will steer until you touch the sticks, and 
does a fine job of it: riding along as a passivt 
hitch-hiker prOYH to be a far more efficient 
education in the finer points of div~bombing 
than the remarkably interminable tutorials 

regenerating armour the results can be 
a long and ted1ous battle of attntion. 
Later sort•es are more elaborate and 
present a more rigorous challenge of 
deploy1ng and arm1ng the forces at 
your command. at its peak. it's an 
experience that comes close to that 
too-rare joy of a Battlefield match 
unsullied by half-w1tted troops or 
1mbeo1C commanders, you alone 
deciding whether sh1p or squadron is 
leading the charge and watching every 
d•ve-bomb fmd its target 

But it's not qu1te slick enough to 
pull it off. Skipping through the 
hotseats starts to feel more like plate· 
spinning than military planning, and 
too often the already-lengthy battles 
are prolonged by ill -t imed AI slip-ups. 
it's no console flagship, either- its epic 
gestation showmg through in passable 
but below-par v1suals with an 
occas1ona gleam that serves only to 
show up the comparatively crude 
surroundings- a roughness mlfrored 
and then exceeded by a superf1cial and 
superfluous storyline. 

it's sure to be a more compelling 
experience onhne. albeit one that 
relies heav1ly on the honour of your 
opponents, and its rough-edged charm 
is compulsive: it treads the rarely­
broken ground between arcade and 
RTS well enough to suggest future 
battles may be sw1fter and more 
decisively won (S1 
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TIME EXTEND 
~MAT. GAMECUBE 
?UBUSHER: NINTENOO 

OSUNSHINE 



Mario has alwayt usf'd 
power-ups. but never as 
standard; and on thcxe rare 
occ.asions when ha has 
company (Ycxhl in Super 
Mario World springs to 
mind), tt'S ~ mute as he Is. 
Not so In Sunshine. FlUDD, 
the back-mounted water 
Gannon that also allowed 
Mano to hover. dash and 
sh001 Into the air, b also an 
irksonwly talkative guide. 
In fact. the water c.annon 
lead to _,. of the game's 
most Inspired rough-and· 
tumble, and the Turbo and 
Rockft noz.tles are class c 
power-ups. but the as­
nand.Jrd hover nozzle 
remains a dffply 
contentious dtiUtion of pure 
Maroo. Mat10. above all 
other platform stars. rl!alfy 
shouldn't need help 
jumping: it's almofl 
(though definitely not 
quite) as bad as giving him 
a doubi&-Jiomp. 
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~e»tmt' ~ 

of conh ... on anu 
di~rntment oll\\r 
Sc.tper M&r;o Sun.slll'lw 
w.ts the rvtum ot Yo'hi, 
whictl ought to hn11 bHn 
m. cauw of ma» 

i (~lions among r.l.trio 
' f.n> so sortly w.s M 

m sst'd In U. In fact. 
Mario's cute~ h 
tmm.ntly im~nted 
butiM'f'fu y u~ 
&nOtMr !lgn (alongside 
l b fllthft limited SIU 

wto.n compafed to~ 
and tM IN ~work blue 
<om hunt) U..t comen 
~to bean In 

~~ Yosh'S. 
huge fluttfling bounds 
are an e!lhilaf&tmg Wil)' 
to get around IM level$. 
and hi< tofftnt of s;ut 
an e.xc.llent ex~on 
of h s tr~._ bod I)• 
fun<t10n1, but tMnt isn't 
r>Nrly ~" to cl<' 
With him. 
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THE MAKING OF ... 
SPY VS SPY 
From comic strip to Commodore - if only all 
licence transitions were as inspired as this 

FORMAT: C64 PUBUSHER: FIRST STAR SOFTWARE DMlOI'tR MIKE RIEOEL ORIGIN USA RELEASE DATE: 1984 

had passed. But of course, that 
never happened." 

Following a few games for the 
VIC-20, Riedel, at just 19, landed a 
job at Atari. · 1 got to port 
Robotron, my favourite game, to 
a computer add-on for the Atari 
2600. Clearly, things couldn't get 
any better than this.· They didn't. 
The add-on was cancelled, the 
game canned and Atari's New York 
office closed. Riedel was back as a 
freelance developer, which was 
when the offer to make Spy Vs 
Spy came along. 





aged. •ultimately, you look back at 
any game more than a few years 
old and they look pretty bad by 
today's standards, but what really 
matters is the core game 
mechanics. Good gameplay doesn't 
get old." 

Following the game's release, 
Riedel wrote the ports for the 
Apple 11 and the Atari, as well 
as creating Spy Vs Spy 11: The 

Island Caper, which contained 
several traps and ideas left out 
of the original. 

More licensed games followed, 
featuring characters from Sesame 
Street, Warner Brothers, Disney, 
Hanna-Barbera and "so many more 
I can't remember. • And a decade 
later, Riedel was to find notoriety 
as the designer of the Postal series. 
"The urge to do something 
original was too strong to ignore, 
and Postal was the result. lt was 
really just Robotron-style gameplay 
with a twisted storyline. We 
thought it was fun, but we got an 
awful lot of bad publicity and a lot 
of retailers refused to carry it, 
despite the fact that they car.(ied 
plenty of other games that were 
far more violent and bloody." 

The comic's straight liMS and simple designs 
made a transition to the screen relatively easy 

time pressure and are often 
farmed out to second-tier 
development teams. Even if the 
developers are fans of the licence, 
they aren't given enough time or 
money to do it justice. In the end, 
nobody is happy with the results, 
but a lot of publishers just keep 
repeating the cycle, driven by 
hopes of making a fast buck. When 
publishers and licensers insist on a 
quality product and give 
developers the time and budget 
they need, the end result can be as 
good as any non-licensed game." 

So, perhaps ironically for a 
game that featured such frantic 

•. action, it's time that allowed Riedel 
'"~ to create something memorable 
j~ from his licence. Not development 

w. ..... ...:.lt;!~~f.;;!!~c;:;;i;;:J~~~~;:'I o-· time, necessarily, but thtnking 

Riedel dropped out of the 
games industry after Postal 2, but 
admits that he's recently been 
tempted to return. The reason? 
Xbox Live Arcade. "Microsoft are 
saying all the right things about 
trying to attract new blood and 
innovative games. Hopefully it will 
turn out that way, although there's 
clearly the danger of it becoming 
nothing more than a place for big 
publishers to dump lazy ports of 
all their old properties. I like a 
classic game as much as the next 
player, but Live Arcade could really 
be something cool if they manage 
it properly." 

And as for the elusive 
ingredient that made Spy Vs Spy 
successful where so many other 
licenses have failed, Riedel has his 
own theory that goes beyond 
programming skill or a simple love 
of the material: "Publishers like 
licences because they hope to 
leverage the existing fan base and 
marketing. The idea is that 
everyone who loved The Matrix 
will want to buy the videogame. 
Unfortunately, licensed games are 
often rushed out under extreme 

.. .(' time. the time needed to sound 
•& out the source material for the 

core 1dea tself, and then see 
where that might take h1m. 

And the real prize for R1edel, 
even better than the pleasure of 
seeing a game played 20 years 
after its creation, was something 
more personal: a chance to meet 
his heroes. "Two of the most 
memorable moments from that 
time were having dinner with a 
bunch of the writers and artists 
from Mad Magaztne and then 
later meeting Antonio Prohias 
himself at the game's launch 
party lt was kind of surreal 
meeting all these people whose 
names I'd been seeing in the 
magazine since I was eight years 
old. You don't really think of 
them as real people, and suddenly 
you're sitting there having ....., 
dinner with them. • ~ 

Upon finding the exit to the airport, the 
victorious spy gets to jet off into the sky (and 
out of the TV screen). A variety of grades are 
available at the end of the game. but the real 
reward is seeing your opponent exploding 

like the cartoon strip, the traps in 
Spy Vs Spy (obeying the turn-based 
structure of Laurel and Hardy fights) 
worked something like jokes: you'd 
set them up. and then your 
unsuspecting enemy would trigger 
the punchline. all of which was 
visible on the splitscreen playing 
field. it's distressing for historians of 
in-game humour that few recent 
titles have managed to top the 
hilarity caused by seeing your 
enemy propelled through five 
separate rooms by a giant spring: 
hard to arrange, but well worth 
the effort. 







Perceived as the blackest of the arts 
that go into making a game, design 
talks are often the most interesting 
at GDC. For example, where el.se 
would you come across this? 'Every 
game is at some level an exploration 
of systems and rules. Modern games 
often leverage and reward our 
innate exploratory urges to motivate 
play based around exploration and 
discovery in spatial dimensions. This 
presentation examines the human 
compulsion to explore and the role 
of exploration in games, and 
investigates tools designers can use 
to allow players meaningful 
opportunities for self-exploration 
and discovery within their games.' 
And that's the task ahead for 

Splinter Cell: Chaos Theory 
creative director, Clint Hocking. 

Another Ubisoft contribution 
comes from Nicole Dolensky and 
Steven Masters, who will be talking 
about apphed patterning in the 
artificial intelligence of Rainbow 
Six Vegas. This deals with the 
transparency of decision making in 
the game, which had to be ramped 
right back. The talk will cover the 
techniques used to discover 
problems during play testing and 
how they were overcome. 

An interesting take on redesign 
will be provided by lnis' Keiichi Yano, 
who's taking on the subject of 
morphing Japanese OS title Osul 
Tatakael Ouendan into Elite Beat 
Agents. The behind-the-scenes view 
promises to explain how the 
transition from male cheerleaders 
to secret agents was made. 



Programming track 
The steepest learning curve at GDC is 
always the programming talks, which 
often quickly revert into hardcore coding 
techniques. almost before the 
introduction is over. Amongst those 
pushing the envelope this year will be 
Crytek's lvo-Jurgen Herzeg who's talking 
about the data-driven skeletal parametric 
animation system used in Crysls. Other 
juicy options appear to be Neall 
Verheyde and Simon Hatch from Radical 
Entertainment, who will be talking about 
a collaborative approach to shader 
development, while Pseudo Interactive's 
David Wu will be leading a round-table 
on physics. Perhaps more interesting to 
a general audience, however, will be 
Square Enix's Taku Murata. who will be 
providing a post-mortem on the 

programming required in Edge's game 
of 2006, Final Fantasy XII. 

Thanks to the success of Steam and Xbox 
Live. digital distribution of games is the 
most lucrative option for developers at 
present. Hence pioneers such as 
Bioware's Ray Muzyka and Valve's Jason 
Holtman will be discussing how their 
early experiments have panned out, with 
particularly emphasis on how their 
business and revenue-sharing models 
differ. Taking a slightly different theme. 
albeit within the same commercial 
environment will be the anticipated 
return of Warren Spector to GDC. 
Together with Microsoft's David Edery, 
firaxis' Soren Johnson and Obsidian's 
Chris Avellone. Spector will be discussing 
how PC games need to evolve 1n a world 
in which they're being squeezed by 

console games on one side and 
MMOGs on the other. 



0 ne of my most-played games recently 
has been Doom on Xbox Live Arcade. 
I've really enjoyed romping through 

the familiar old levels again meeting lots of 
awfully n.ice pink bulls and Barons of Hell -
nice horns, terrible attitude. Playing an FPS with 
a joypad is much more relaxing when you only 
have 10 aim on one axis. It's a pity they couldn't 
have implemented one of the higher resolution 
Doom upgrades like ]Doom and ZDoom, which 
would have surely looked excellent on my big 
plasma - XBLA Doom is just your stock Doom 
just like it was on the PC back in 1993. But it's 
one of those games where you don't really give 
too much of a to~~ about the graphics after the 
first few minutes because it just feels so nice 
to play. 

Anyway, back in the saddle now, gaming time 
rcleg.1ted to weekends apart from the odd go on 
the DS down the pub. I'm getting to quite a nice 

what it should do with Live; there·~ the skeleton 
of a proper game in there now, and in the nen 
few weeks my job is to flesh it out with the 
levels that will actually comprise the game. 

This means designing new enemies and 
implementing their behaviours, then gradually 
adding them to the levels as the player 
progresses. There don't have 10 be hundreds -
it 's enough that there are sufficient of them 
to introduce new ones every few levels, and 
then have their behaviour flexible enough that 
they can be made more challenging as the 
difficulty curve increases. And there's no need 
for bosses, since there won't be any bosses in 
the game. I'm not a great fan of the style of game 
design that states that you have to punctuate 
progress through a game with bos~e~. even 
though in a lot of g.unes it seems to have 
become canon. I'd rather have my difficulty 
curve ~mooth rather than spilt). You will 

I'm not a great fan of the style of game des gn that states that 
you have to punctuate progress through a game w1th bosses 

stage in Space Giraffe, after a recent union with 
Giles' code. I've been concentrating on installing 
necessary gameplay stuff into the extended 
Neon engine upon which SG runs, while he's 
been dealing with all the stuff necessary to 
communicate with Xbox Live (which, even for 
a fairly simple game like ours which just wants 
to chuck up an online hi-score table or two is 
st ill pretty gnarly). This has all been merged 
into one codebase now, and I can start a game, 
play through some levels, lose my lives and get 
to the game over screen whereupon my score 
will go up on the Live scoreboard and I can check 
my score against my mates or the rest of the 
world; and I can register Achievements along the 
way. The engine is pretty much complete, it does 

certainly encounter levels that have a 
particularly hi8h difficulty every now and again, 
but they ";11 be entire levels rather than boss 
encounter,, and rather than bring you to a 
screeching halt as boss levels sometime~ can, 
they may instead just cost you a few more live~ 
to get through if you'n• not skilful enough yet. 
My levels don "t restart when you lose a life, so 
even on a tough level, you' ll still be able to 
progress if you"ve still got lives le ft. 

In fact I shall have the opposite of boss levels, 
in the form of Bonus Rounds, where you'll be 
able to play a chilled, floaty transition level 
where you can't actually lose a life but where if 
you perform well you'll be able to pick up enra 
lives and points - I found that the alternation 

between out-and-out shootiness and chilled 
floatiness worked well in Tempest 2000, w I'll 
be looking for the same kind of feel again, albeit 
without simply replicating what was iniT2000. 
I've yet to design the bonus round for SG - I 
figure that'll get done after I populate the levels 
of the main game. 

I really like that SG will never just stop you 
in your tracks. 'T'oo often with boss-based 
designs you'll get to some boss far into the 
game and end up getting frustrated. No game 
should ever make you replay the same little 
bit from the same starting point over and over 
and over again. Sure, in SG some levels will 
challenge you and drain your resources if you 
have yet to work out the best technique for a 
level, but you'll never get that feeling of being 
stuck which can drain the enthusiasm out of a 
gamer. Even beginners will be able to progress 
without ever coming to a complete halt on any 
one stage, and as players get better they'll pick 
up more lives on levels they already know well, 
and learn better techniques on levels that they 
find difficult, and progress a little farther each 
time without ever hitting the frustration wall 
to which boss-based designs can be prone. And 
instead of little peaks of frustration and 
shouting at the telly, you'll have little troughs 
of relaxation and chill, and an opportunity to 
restore your resources for the neX1 part of the 
climb up the levels. 

That's the plan, anyway; now all I have to 
do is implement and balance it so that it fee ls 
just right. And in its way that can be more 
challenging in itself than building the nuts 
and bolts of the game engine. It's the kind of 
thing that can't be taught or learnt from a 
book; it's all down to feel, and instinct, and 
lots and lots of cups of tea. 

I'd better go and put the kettle on, then. 

J•ff Minrer is rh• founder of UK code shop Llamaso(t, whose 
most rece-nt proJect \l.'as Xbox )6o's onboord audio vfsuaU~r 



I n January this year. a homebrcw RPG was 
entered for the games competition in the 
annual Slamdance film and media festival. 

Within a Wl.'ek, the festival's president, Peter 
Baxter, had banned the title from the 
competition. The game was Super Columbine 
Massacre Role-Playing Game, in which the player 
plans and carries out an attack on the school. 

In cinema, with the rise of special effects, 
shock is now often mistaken for real drama - a 
criticism sonx- level led at Clcphant, Gus Van 
Sant's cinematic treatment of Columbine. Is the 
same thing happening in videogames? 

On the Columbine game message boards, 
ovinion:. differ. To one anonymous poster, t he 
game is 'the sickest fucking thing I have ever 
heard ... l mean, don't get me wrong, I'm all for 
viok•nce ... just not in this way ... This is a game 
about real people who were killed, doesn't 
anyone here care?' 

global power are unacceptable. This seems like 
something worth challenging." 

In November la~t year, in Emsdetten, 
northern Germany, 18-year-old Seba~tian Bosse 
took a gun and homemade bombs into hi~ old 
school and started firing. He wounded 11 
civilians and 16 policemen, then he killed 
himself. He play(•d Counter-Strike, a fact that 
the German mini,ter of the interior Gunther 
Becksten latched on to. l-it' has proposed 
amendments to German law which, if passed, 
would mean those who created, distributed or 
even played violent !!.'~me content with 'cruel or 
othenvise inhwnane acts of vio lence against 
humans or hunJanlike creatures' would face jail. 

Let's face it: we don't enter into videogame' 
to deal with our problems. We want a break 
from ourselves, a moment of levity. Violence in 
games liberate~ u.' from the real consequences 
of our own violent UfF.<'' - takes us, as one 

There's an argument that videogames make us less repressed by 
giving us an outlet for violent impulses that society cannot condone 

'Thh is a game about real people. you say," 
writes Oanny Ledo nne, the g;tme's creator in 
reply. "You're ri!(ht, but ~o are .. : followed by a 
list of !13mes ba~ed on real-world wars. 

"1 think what this game has shown, more and 
more, is that it's not a matter of the non-fiction 
~ubj<'<:t matter but how our culture has come to 
vieiV that subject matter," Ledonne says. "The 
controversy SCMRPC generat<'S that the 
aforementioned titles do not have everything to 
do with societal conventions regarding 
acceptable narratives - in films, videogames, 
etc. In other words: games about organised 
military strikes against opposing global powers 
are acceptable; games about organised civilian 
strikes again'>t other citizens inside the same 

London 1-'lffie shop ll'<-d to advertise, 'Beyond 
Therapy: Some studies haw ~hown that 
children .,. ith computt-rs at home perform 
slightly le~s .,. ell at '>Chool - and other studies 
have shown that constant usl' of email can dull 
our thinking as much as smoking weed. But 
there's an argument. too, that videogames make 
uJ. less rt•prl'ssed by giving us an outle t for basic 
violent impulsl's that ~ociety cannot condone. 
In early 2006, J:dinbursh police began a scheme 
to combat antisocial behaviour: they hosted 
weekly game contests bcrw(•en trouble-makers 
and police (the polict•tt·nd<.'d to win at the 
driving games. the kids at football). Since the 
scheme beg.an. the number of youth-related 
crimes in the area ha:. Call en by ha I f. 

The point is not that g;tme violence causes 
real-world violence. In both the US and the UK, 
in the period during which videogames were 
born and thrived, violent crime has steldily 
declined. The point is that games have become 
a front in a new moral war. 

In 1997, nvo reporters at Fox's WTVT news 
station discovered farmers using a hormone, 
banned in Europe, to increase milk production. 
The farmers were reporting health problems in 
the cattle, but Monsanto, which makes the 
hormone, pressured the TV channel not to run 
the story. Fox asked the reporters tu alter the 
story: they refused, and were fired. The pair 
sued - and lost on appeal. The court ruled there 
is no law requiring the media to tell the truth. 

How long will this age of lies, in media and 
government, last? Eventually, as the financier 
George Soros has pointed out, reality will 
intervene. When asked why Bush's approval 
ratings were declining, Soro~ replied: "Reality. 
This administration believe~ it can manipulate 
the truth, but reality eventually manifes~ itself. 
That is what happened. Katrina was reality. Iraq 
is reality. People can't be deceived indefinitely." 
After the period when countries abided by the 
Geneva Conventions, what now seems like a 
brief time-out after \>\fWII, we are entering a 
global age of might makes riglJt. Everything now 
will be a struggle for position. That's why the 
Chinese government recently announced they 
were appointing a committee to examine on line 
games for 'anti-national sentiment: 

Murder and war are serious, and serious 
things arc what we want to leave behind when 
we play. The encroachmen t of moral police into 
our gaming lives shouldn't stop us enjoying 
the brief levity offered by videogames; but it 
s hould help remind us of our responsibilities 
to the world we leave behind when we play. 

Tim Guest's book about virtual ~wlds. St·cund Li•••·•· will bt 
published by Hurchinson in April. \ "isir him at timsuest.ntt 



A 
!most everyone goes to the cinema, 
watches TV, listens to music and reads 
books, but not everyone plays 

videog.1mes. It's the one area of mass 
entertainment which refuses to drag its lurid, 
chattering flanks before fresh demographic 
groups - and by crikey does that ever frustrate 
the strident dons of the games industry. 

To date, the rulers of Gamington have 
sought to garner interest from previously 
disinterested parties by making the sorts of 
games that their marketing wunderkinds tell 
them said parties will like. Unfortunately, said 
parties have remained stubbornly disinterested, 
preferring instead to continue inhaling their 
entertainment fix through a rolled-up copy of 
Heat maga7ine. llowever many ponies, pink 
fluffy things and non-violent gameplay 
t'lt'mt'nts they contain, games seem unable to 
explode onto ]oe Ordinary's to-do list. 

My other half, for example, simply doesn't 
see the point of games. I often have to force her 
at knifepoint to play them. She views them akin 
to a painful chore, much as I baulk at the 
thought of filling out my VAT return, or 
performing dental surgery upon myself. 

Making the Wli powerful enough- but no 
more - is an incredibly brave move on 
Nintendo's part, the gaming equivalent of 
Britain suddenly announcing the unilateral 
dismantling of its nuclear arsenal. There's no 
guarantee that its enemies won't blow it off the 
face of the gaming map, but there's no question 
that its audaciou;, going-against-the-grain 
antics have got it more noticed than GameCube 
ever was. Indeed, for me, Christmas zoo6 will 
forever be remembered as the Christmas where 
my parents went head to head on Wii bowling 
(and the Christma~ when I ate a spoonful of 
ants - but that's an entirely different story). 

Maybe it's about time we accept that some spread-eagled corners 
of society just don't like videogames, and maybe never will 

Perhaps where the industry's puppetmasters 
have been going wrong is that it is videogaming 
as a concept which girls and fogies hate; not the 
types of games themselves. Maybe they find 
~omcthing inhe rently off-putting about sitting 
down with a controller in hand, and intersecting 
with virtual world> for hours on end. Maybe it's 
about time we accept that some spread -eagled 
corners of society just don't like videogames, 
and maybe never will. 

AftN all, where games differ from films, 
books and mu~ic is that games are not like 
other forms of entertainment. Games are not a 
pa~sive experience. For the mo~t part you have 
to actually do something to play them - more 
than remaining sprawled in a chair, anyway. 

Ultin1ately. the problem "'"ith targeting the 
mainstream b that to ~et the mainstream 
playing game, you're reaJly tryin!: to invoke a 
cultural shift. It\ not !:Oin!: to happen 
overnight, in the same way that introducing 24-

hour licensing laws is not !:Oin~ to in1mediately 
change the way the British glUf. their booze. 

Teaching your grandmother to ~uck virtual 
eggs at a family gathering - or play Guitar Hero 
2, anyway - is very different to getting your 
grandmother to buy a Wii, and waste her 
retirement playing TU'i/ight Princess. 

I realised something recently, and that thing 
was that ordinary people - the people who 
don't read Edge - are son of put off by what 
magazines and games fans define as 'good 

graphics: Wnat we view as the big games would 
be dwarfed by the sales of the biggest music 
COs. I appreciate that Gears Of War ha~ sold a 
couple of million copies, but if it were the 
biggest album of the year it should be ~oelling a 
couple of hundred million copies. 

There's a massive subculture of music too 
complex and layered to appeal to the majority, 
and I fear that, in a weird way, most -if not all 
- games fall into this category. Games, as a 
whole, are too complex for the majority of 
people. Or, at least, they look too complex. 

Ifl were to show my sisters or parents -
none of whom you'd describe as garners - Gears 
Of War they'd shrug their shoulders. Yet expose 
them to Wii Sports, and they're snared. Waggle a 
DS and Tetris w1der their gaping noses, and 
they'll probably give it a go. Show them Vice 
City Stories and they'll go back to flicking 
crumbs out of their stretch marks. 

I don't think Sony and \1icrosoft are 
misguided in chasing the graphics dragon -
because there are those of us out there who are 
graphics tans (and with the current pricing 
policies it's clearly enough of us to be profitable) 
- but they're never going to lure a mainstr!'am 
audience when they're using the likes of 
Resistance: Fall Of Man and Gears Of War to 
showcase their consoles. 

In all honesty, I genuinely believe that 
Microsoft is better off using Geometry Wars: 
Rerro Evolved, or Gauntlet, to sell its machine. At 
the same time, I'm not convinced that doing so 
would be enough to make the shift. The Wii 
may make in-roads to the mainstream, but I 
think we're still a couple of generations away 
from the day when everyone plays g.1mcs. 

By which point we'll all be paddling around 
in t hree metres of melted polar ice, but that's 
beside the point. 

Mr Biffo to- foundod Digiriser, Channt/4 '$ Ttlmxr- bo<Nf 
videogames section, and nou· a:rirts main I)• for tt.>l~·ision 
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Choice cuts from 
Edge Online's 
discussion forum 

l'opic: Which !(am~ arc 
w~ scndirtl! to " gaiax) 
{dr far further away? 
Tf man sent a capsule into 
space with the hope of it 
finding other life, filling it 
with information about the 
human race, m usic, f ilms etc, 
what game would you put in 
there? Personally I'd go with 
Geometry Wars because it's 
lush and it's probably easy to 
play whh whatever nasty 
excuse for a pair (>f hands they 
have. They probably haven't 
got a 360 to play it on though. 

•1p t l' ,lliCI 

Wii Sports. Because games 
should be for women, old 
people and aliens too. 

Oj,{\'111UJ1f' t 

Destr<ly All Humans? 
Alum') 

Space Invaders: iconic and 
perfect for showing how we 
deal with aliens. They'll 
leave us alone. 
rn ~nc'd1 (')t ,'~ 

T suppose ET is out of 
the question? 
J3U!1 

126 

I 
I like to think that I'm a pretty 
sensitive guy: I'm fairly able to 

see most sides of a story, and 
empathise with whomever a situation 
is concerning. Through that, I'm able to 
come to an understanding and find a 
middle ground. It's because of that, 
however, that it troubles me when I say 
I cannot empathise with Carl ]ohnson. 

Sure, I guess he can have some good 
intentions: he wants to get his brother 
out of jail; right his hometown from the 
way it has been sent by the evil corrupt 
police force and get nasty drug dealing 

scale genocide of around 1,ooo people 
in the past week. Like in The Godfather: 
my character just abused and extorted a 
truckload of independent businesses 
while killing a small country's worth of 
rival mafia families, and now I'm 
supposed to care about his love interest 
with his friend's sister? I'm sorry, but I 
think there are bigger concerns at hand 
like, say, the death penalty. 

I enjoyed GTA III and Vice City. In 
retrospect, Rockstar had it right those 
times: it can be fun to be the bad guy. 
In GTA, you played a mute mercenary 

''Would you really like to invite CJ over for a couple 
of beers? I'd be afraid he'd shoot me, take my 
money then use my apartment to save his game" 

off the streets. I'm sure that , under 
different circumstances, I could feel 
sympathy for his plight and want to 
support him in his endeavours. But as I 
played through Grand Theft Auto: San 
Andreas, I realised that this supposedly 
good person I was playing as was a 
murderous psychopath. 

All right: gang wars and drive-bys? 
He was pressured into it, and it is, 
supposedly, a way of life. Once in a 
while, I can give him that. But killing a 
dozen people, stealing cars and evading 
the police just to get a rhyme book for 
a talentless next -door neighbour 
wannabe rapper? Manipulating an 
admittedly unbalanced woman with 
promises of greed and murder, and then 
dumping her? Or any of the other 
senseless violence this guy has 
committed? I just don't think 1 can 
get behind t hat. 

And that's the problem that I've run 
into with GTA: SA and, more recently, 
The Godfather: The Game. You can' t 
make a sympathetic character out of 
someone who just committed a small-

climbing his way up the criminal ladder. 
In VC, you played a sleazeball Tony 
!\1ontana imitator in his quest to 
control a Florida resort town through 
drug dealing, violence and other 
objectionable acts. But not once in 
those games was I ever asked to care, 
sympathize with, or even like the 
people I was playing. 'rhat's why I can' t 
feel for Car! Johnson. 

I mean seriously, would you really 
like to invite a guy like CJ over for a 
couple of beers and some good times? 
I'd be afraid he'd shoot me, take my 
money and then use my apartment as a 
safe house for saving his game. 
Lewis Hiigel 

Creating good game characters is hard 
enough without having to deal with the 
millstone of them being a mass 
murderer. Winning this month's DS 
Lite, by comparison, is easy. 

When does a person officially 
become a gamer? Is there a period 

of enlightenment followed by a binge-

-
Win a OS Lite 

for the best letter 

eating session whereby one obtains a 
geeky persona? Do you need at least 
1o,ooo Achievement points on Xbox 
Live? Or is it simply a matter of buying 
your first game and playing it to death? 

It recently occurred to me that not 
only have Nintendo attempted to bring 
gaming fully into mainstream society, 
but they are actually succeeding in that 
regard. Millions of Wiis have been 
snatched off the shelves in the past few 
months. This means that millions of 
people around the world who would 
never normally buy a games console 
have just done exactly that and bought 
a games console which might eventually 
rival the iPod in terms of popularity. 

But is this a good thing? Are all the 
people who are hitching a ride on the 
great gaming train usurpers? Are we, 
the gamers of old, going to feel out of 
place in this new world? The PS2 
brought gaming closer to the masses, 
but now it looks like the Wii is set to 
bring gaming into the centre of our 
culture - and away from us gamers. 
Once, we had something that seemed 
like it was special. Hell, it made us 
seem superior. Games for everyone? As 
if. Only now can we see how short­
sighted we were. Today, gaming is for 
everyone and anyone. Not just for those 
who see it for what it is: the purest 
form of entertainment. 



So what is to become of us 
humble hardcore fans? Are we going 
to be welcomed into the fold as 
interesting people who know a great 
deal about something which everyone 
now enjoys? Or are we old fashioned 
garners going to be left behind to 
dwindle in a World Of WarCraft­
infested den, whilst the rest of society 
moves on to a new gaming world full of 
motion sensitive wonders? 

We must either ascend or become 
extinct . And once we have made that 
choice, we will know what it means to 
be a gamer. 
DanBrown 

Officially? We tend to define garners as 
pt•ople who play games. 

\A/ho am I? I am the greatest 
gaming machine ever invented. I 

am never late to market, never outsold 
and never exclusive. I have games of 
every genre and play style from the 

Sam Wilderspin relishes how well Oddworld: 
Stranger's Wrath story matches its gameplay 

onyx hi-fi black units smaller than a 
loaf of bread. I am all -inclusive. I 
connect my players to the worldwide 
gaming network that has been running 
and growing for 20 years and has a 
billion other players of all races and 
nations. Through me, every bit of 
information you could want to know, 
and quite a lot of information you 
wouldn't, is at youi fingertips. I always 
reward creativity and I love indie 
designers, home-brewers and small 
studio developers. I enable a collective 

11 Are we any happier now than we were 20 
years ago when you first inserted a cassette and, 
11 minutes later, Dizzy appeared before you" 

simplest of puzzles to major epics to 
rival the output of Hollywood. I cater 
to all demographics, all markets and all 
nations. Sure, I am a little more 
expensive at first, but upgrading me to 
the latest and greatest internals will 

cost less than a Play Station 3. I can take 
every single peripheral you can dream 
of, all through a truly universal 
connection standard. T can display 
graphics to make the so called 'next-gen' 
consoles look positively 8bit. I also 
come in all shapes and sizes, from giant, 
neon-lit, water-cooled and over­
clocked elite gaming stations to smooth 

Lewis Hiigel despairs of ever being able to 
empathise with GTA: San Andreas' violent star 

gaming voice of opinion and debate 
made up of individuals disseminating 
gaming news through a million gaming 
websites and podcasts, all of "·hich can 
all be stored on my massh·e hard drh·es 
or synced wirelessly to portable devices. 
I outsell every other gaming platform 
because I am so flexible you can even 
work out your taxes while pla}ing 
Minesweeper. And yet, for all my powers 
I am often described as humble. I 
humble? I whose mouse clicks can 
shake the very foundations of this 
world! I am t he greatest gaming 
machine ever invented! T am a PC. 
Jarnes Bell 

Funny how there's no grinuner thought 
than a gaming machine that can do 
your tax, and no happier thought than 
being able to postpone your taxes with 
a spot of gaming. 

The madness has to end. I'm 26 
years old and already I feel behind 

the times. The gleaming Adonis that is 
gaming continues to sprint boldly 

Topic: Gamln~t claim to fame 
A band I was in a few years ago 
had a song on the soundtrack 
t o one of the Tony Hawk's Pro 
Skater games ... and some 
game about model planes that 
ended up getting cancelled. 
Anyone else got a gaming 
related claim to fame? 
Blueprint 

T was taught at college by a guy 
who applied for a job at Core. 
He didn't get the job. What? 
~~- r) 

Matthew Smith (Manic Miner) 
played Halo at my house! 
And on a much lesser note, I 
appeared in a photo within 
the very pages of Edge, very 
hungover playing in a 
Timesplitters 2 tournament 
against David Doak (T kicked 
his ass btw). 
\astikRoot 

My mum used to work with the 
wife of the bloke who did the 
sound effects in the Bitmap 
Brothers. He got me signed 
poster when 1 was about 14. 

b ' 

I wrote Knockout for the 
ZX Spectrum, published by 
Alligator Software. Got paid 
£1500 for it when I was 15 
and still at school. 

Dmg 

T almost got into a fight in a 
bar in Glasgow with a guy who 
did the some of the graphics 
on G"D\J because T told him 
that his game was ' for neds' 
and that he was destroying the 
childhoods of thousands of 
innocent ldddies . 

My girlfriend's ex-boyfriend's 
brother used to play for Cove 
Rangers and thus featured in 
many a Champ Manager game. 

U we're going down that route, 
I know Ronnie Wallwork's 
auntie, and Ronnie has been in 
several Champ Manager games, 
and has also been in FIFA. 

D;m 1.' 

Darren Mackie, Aberdeen's 
prolific g<>al scorer, punched 
me in the face when I was 17. 

I also used t o work with his 
cousin Martin and my mum 
kn<)ws his mum. Daz Mackie 
has been in FIFA too. I win on 
account of physical contact. 
Se •ts\1 ah ' 

IN6)X~ 

onwards, wearing a smile that projects 
perfection, and I watch it head for the 
horizon while collapsing onto a 
roadside verge, a scarlet-faced, 
wheezing wreck. 

l've tried to keep pace, but the 
moment J was left bloodied and bruised 
at the wrong end of an opponent's 
Wiimote while attempting to play 
tennis, I knew it was all over. 

Yes, forsaking wires means you are 
39 times less likely to trip and fall 
through a coffee table. Yes, t he overall 
experience is becoming utterly 
immersive and, yes, Wii is a funny 
word (and Xbox still sounds dirty) but 
things have gone too far. 

Are we any happier now than we 
were ~o years ago when you first 
inserted a cassette and, 11 minutes later, 
Dizzy appeared before you in all his 
glory? Absolutely not. 

And so, I shall return to the old 
ways; dust off my Spectrum 1 ~sK and 
100-game with-purchase compendium 
(of which only 23 worked, and 14 of 
those crashed half-way through but 
Fishing was hitching - 'hit space bar 
now; 'you have fallen over and lost 14 

hooks; nooooo), and fall in love once 
again with the heady days of Matthew 
Smith and the Oliver Twins, discordant 
loading noises and missing keys. Bliss. 
Richard Birch 

Ten hours, 15 hours, 40 hours, 
lOO+ hours. The length of a game 

in such terms is relatively meaningless, 
yet there is often a cry for the 
completion of a game to log more hours. 
Then there is the issue of the story. 
How does th is tie into a game's length? 

The traditional, selectable mission 
structure can encourage 
experimentation and play within games 
such as Halo, but the story takes a 
backseat to the player's actions. The 
latest and largest Zelda, on the other 
hand, forces a linear path of 
progression for the player, and t his 
creates a feeling of adventure, 
advancement and scale, but in 
something so long, the story is, again, 
pushed aside. 

Developers need to understand that 
these structures are key to creating a 
successful 'story' in a videogame. In 
Halo, the player's memories are of 
events: the first ride in the Warthog, 

) 
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the time a marine screamed something 
funny. Similarly, in Zelda the player's 
best memories are of places and 
puzzles: the forest temple, the secret to 
defeating that boss. Players should feel 
satisfied at the end of a game, whatever 
the actual length, but if the game is 
simply cut off with a little cutscene, 
this can't happen. In Halo, the end is 
marked by a departure from the 
standard play to the adrenaline rush of 
a straight race to the end producing a 
sense of overall accomplishment. The 
change marks the end of the game as 
well as the story. With Zelda, areas are 
finished with bosses to much the same 
effect. lt is the changes in play that are 
signs of progression in stories told 
through events and achievements. 

Stranger's Wrath is one of a few 
games to have shown a realisation of 
putting a s tory, something the games 
industry seems so desperate to use, 
into the feel and play of the game itself. 
Halfway t hrough, the player is 
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Topic: Who owns an Edge 
T-~hirt and do you wear 
it often in t>ublic? 
The new ones are pretty shit, 
the ones before were hardcore 
gaming tees, and before t hat 
you had cryptic messages that 
only fellow Edge readers would 
understand. Does anyone own 
any just described? 
kookido 

I wore one in public once-, 
but I was beaten up by Lord 
oft he Rings fans. 

I have the exceedingly cool 
controller buttons beige one, 
but am usually forced to wear 
it beneath other more 
concealing garments in the 
style of a BA employee's 
religious jewellery. 
Padster 

subjected tO a complete shock as their 
persona changes form, but it isn't a 
simple visual change. Having just spent 
time racking up new weapons and 
upgrades, the player goes back to 
having nothing as a poorly 
proportioned, young and more innocent 
looking character. 1'he player is in 
control of this almost goofy looking 
character and so feels emotion for 
him being an outcast and for the 
Grubs that become friends. As the 
awakened Steef, the player is then 
presented with learning a whole new 
set of weapons and you arc quite 
literally finding your feet again. Just 
as your story picks up a purpose, 
your arsenal mirrors this in becoming 
more offensive. This relationship 
between experience and story makes 
the game one of my personal favourites, 
a wonderfully tight-knit and 
cohesive experience. 

If the videogame industry wishes to 
be considered art, or to tell involving 

stories, there needs to be an 
understanding of the 'stories' that are 
told by playing a game, and the stories 
players create before there is arly 
attempt at emotive dialogue or 
extensive back-stories. Perhaps we find 
this hard because, with so much new 
hardware and blind forward-facing 
vision, we can't pick up our copy of 
Stranger's Wrath and relive its 
experience every once in a while, like 
a good book. 
Sam Wilderspin 

One of the side-effects of gaming's 
obsession with film is how often it 's 
forgotten t hat stories are about more 
than dialogue and plot twists. 

Send us email (edge@futurenet.co.uk), 
but be sure to use 'In box' as the subject 
line. Or send a letter to this address: 
lnbox. Edge, Future Publishing, 
30 Monmouth Street, 
Bath BA1 2BW 
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