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ang! lt's the no1se you get from an explos1on. 
which is a phenomenon you get from a sudden 
release of energy. And. nearly two years after the 

debut of P53, that's just what th1s month's cover game 1S. 
In the course of those two years, Sony has struggled to 

send out a compelling message about 1ts new console Its 
vision, repeated over and over, IS 'this isn't just the new 
P52 ·. But that's produced two problems. The f1rst IS that a 
new PS2 is exadly what the bulk of Sony's enormous 
customer base wants. And the second IS that, so far. there's 
been next to no evidence w1th wh1ch to support the claim. 
In private it may have been a different matter, but in public 
the emphasis on projects like Gran Tunsmo HO or even the 
excellent MotorStorm (reviewed on p74) has done nothing 
to explain Sony's vehement assertions that this machine IS a 
revolution n wa1tmg. 

And then, bang! The Media Molecule game - st1ll 
unt1tled at the t1me of go1ng to press- comes along. 
How about tnaP At a t1me when there's so much concern 
about gam ng be1ng dnven by conservat1ve sequels. here's 
a pro ec< mat doesn t JUSt not have a number after 1ts 
name, -. ooesn t even have a name, desp te be ng days 
away fror:1r.s GDC debut. And, as you' I see on p56, 
m s a"'arcr c prOJect embod1es 10 one f oppy body and 
rv.'O ot.:::of' e1es everyth1ng Sony has fa1led to convey 1n 
~ o•ess ·e eases that P53 can change the nature of 
gam ng, that 'p aymg· doesn: necessanly mean what we 
:11 ;:: : ooes. tnat 1t's vvorth se ng everyone a hard drive 
ana • u on T'e access. that the barr ers between gaming 
aoo o:he• "1ed a are wear ng away. and that the company's 
s ng e g•eatest strength 1S n ts range of software, and 10 

ts v. gness to pe'SOna ly bacK nsky, avant-garde prOJeCts. 
None o: w" en. o' course. exp a1ns JUSt what that floppy 
booy s gong to get up to And w1th good reason: 
for tne ' rst :me n gam ng h story, that really IS 

enve 1 up to you 
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Launch attacks 
lt's bullets over broadband as the console wars 
get underway, but who's really scoring the hits? 

or those who'd forgotten what a games 
industry cockfight was, or who were out of 
the loop when Sega, speaking of the 

SNES, declared that 'the others just don't stack up', 
the last few months have seen more than their 
share of post-launch tension. The spat between 
Sony and Nintendo, a highlight of which has been 
SCEA spokesman Dave Karraker's remark: "Wii 
could be considered an impulse buy," has put paid 
to suggestions that the consoles could peacefully 
co-exist on the shelves. 

This has been the most scrutinised launch 
period in gaming history, and there are 
few commentators who've not slipped 

the word 'rivals' into their coverage 

A glance at the figures doesn't suggest a battle 
that Sony would want to highlight: sales of Wii 
have been trouncing those of PlayStation 3 since 
before Christmas. the ratio standing at almost 2.1 
(919,643 to 457,558) at the end of December 1n 
Japan. with US figures for January followmg SUit. 

But neither company has a great deal of cho1ce. 
This has been the most scrutinised launch period m 
gammg history, if not necessari ly the most f1ercely 
fought, and there are few commentators who've 
passed on the opportunity to slip the word 'nvals' 
into their coverage. 

Top: a debut atop the Japanese all-format charts promised great 
things of Virtua Fighter 5, which then sank out of the top 20 in 
the space of a fortnight. Above: Kif/zone 2 still remains Sony's 
likeliest future hit, not that the series' reputation suggests it 

But while the thirst for cheap scandal has 
played its part, there are also genuine concerns 
over the honesty of the two campaigns and even 
the vahd1ty of the numbers traditionally taken as 
gospe1 truth. Retail momtor NPD, for example, only 
accounts for approximately 60 per cent of stores in 
the US. f,nng debate over apparent discrepancies 
between the numbers of consoles shipped to reta il 

The impact of MotorStorm's arrival was dampened somewhat by its staggered release and multiple versions. but it remains the jewel in 
PS3's crown. Sony has touted several thirdparty exclusives for the coming months. though few have kept that status for particularly long 
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Sony's Japanese debuts 

2 3 4 5 6 7 8 9 10 11 12 13 14 15 
Weeks on release 

The current sales generation 

XBOXJ&O 

JAPAN 
AMERICAS 
OTHERS 

0 2 3 4 5 6 7 8 9 10 
Units sold (millions) 

Top: the d1fference be~en sales of PS2 and PS3 aren't so usy to 
uplain in Japan, where Sony's latest machine received a hefty pri<t 
cut before it was even launched. The apparent levelling 011t of iu 
sales curve. however, will be the company's larger long· term concem 

(usually the suggestion of the platform holders) 
and the numbers sold on to the consumer. Analysts 
were quiCk to pounce on two partiCular ftgures: 
N•ntendo's boast of 2 m1llion umts shipped pnor 
to the end of 2006, and NPD's report of only 
1.1 milhon un1ts sold. Wth the machme still 
expenenc•ng Widespread stock shortages, the 
quest1on was 1mmed ately one of 'where are tl"e 
mtss•ng Wus?' wh1ch cyn1cs then interpreted as 
'who's tell,ng the truth?' 

Asked for comment, a Nintendo spokesman 
insisted. "We're always very clear on our shipp1ng 
and sales f1gures. and we did ship 3.1 9 mtllion W 1S 

globally. We '"'ually said 4 million back at E3, 
wh,ch was admittedly slightly higher, but we only 
announce our actual shipping figures when the 
un ts arnve n the r destination markets - we try to 
oe as transparent as possible. So when those 
quest ons arose, while the untts had left the factory 
m Japan, they hadn't arnved at the markets That 
accounts for the 800,000." 

In an apparent case of severe foot-in-mouth 
disease, meanwhile, SCEA president Jack Tretton 
chose to answer h1s company's critics. which 
included h•s oppos1te number at Nintendo, Regg e 
Fils-A,me, by address•ng the evident stock surp us 
of the PS3 And th1s, Incredibly, is how he chose 
to do 1t 

" If you can f1nd a PS3 anywhere in Nortn 
Amenca that s been on shelves for more than ·rve 
m1nutes. • he to d US publication EGM, grve 
you 1,200 bucks for it. I can get any reta b!J)er 
on the phone Wtth you and get them to \enfy 
that there's not a Single retail location n Amenca 

where there's a PlayStation 3 on the shelf for sale. 
They've all been sold in a matter of minutes." Told 
by the mterviewer that out of 18 stores phoned, 
half had anything up to 20 mach1nes in stock, 
Tretton qu1ckly changed tack. "If only nine of 
the 18 stores you contacted had supphes, that 
seems to be a clear indiCatton that sales conunue 
to be outstanding.· 

GIVen that popular 1nventory tracker ttrackr.com 
was then report1ng a plentrful supply of PS3s on US 
shelves. wrth consumers quick to provide anecdotal 
support, Tretton's remarks were Instantly recerved 
as either msular corporate na'ivety at its worst or a 
bare-faced he. and were embarassing in either 
case. W1th further incongruity emerging in the 
company's Blu·ray f,gures- 1f both NPD's figures 
for Blu-ray d se sa es and Sony's for Blu-r ay player 
adoptiOn are to be bel eved. then only one in four 
player OW"~ers rave actua ly bought movies - the 
real status o' Sony's consumer electrontcs diVIsion. 
wh eh accounts for two th~tds of tts revenue 
over a 1 has seldom 'elt so uncertarn. 

All it takes 1s the one great game, of course, to 
turn that sttuation around. But for both P$3 and 
Wu there are conspicuous gaps in both the long­
and short-term portfolios. For Nintendo, that 
quest1on of novelty value wtll be hangrng over Wii 
until Mario Galaxy, Metro1d Prime 3: Corruption or 
another unannounced title can assert 1ts credent•als 
as a 'proper' videogame. And novelty titles aside, 
the post-launch charts 1n al reg,ons make for 

Mario Ga/azy and Metroid Prime J: Corruption are big hopes for Wii's 
traditional gaming audience. the latter described by Reggle Fils·Aime 
as a game to cNsh any lingering doubU as to the Wii Remote's FPS 
control capabilities. Mario, however, has yet to see a release date 



The three top·selling Wii ~mes around the wortd The l~end Of 
lelda: Twilight Prince<<, Wll Play and Wii Spotts. Wii ~made the 
podium on the strength of iu Japanese sales a1ont. m. US ~trsion 
delayed for over two months. Throughout Febrwry howeve~ it 
topped the charts both in the US ~t~d the Ul(. comtng second in Japan 

sobenng reading. In Japan, the m d·february penod 
saw JUSt two Wii games- preo ruoly Wi1 Sports 
and Wi Play - linger 1n the too te'l a~ oos tons 
e1ght and ntne. Next was War o\1\a•e Smooth 
Moves down at 36, beneath a ra't of DS and PS2 
titles. and PS3's Virtua Ftghrer 5, whiCh already 
languished at 25 just a fortn•ght after re ease. For 
the same period in the UK. ll'eanwh e. wh eh had 
st•ll to see the release of PS3. Exc:e Tr.x!<was ~e 
most popular Wi t•tle at 21 . 

PS3 is sim1larly short on announced th1rdparty 
exclus1ves - a worry cons1der ng M. crosoft's 
w l•ngness to spend b g on t t es such as Sp n:er 
Cell· ConvtctJon - but by far the tJ gger ssue 'or 
Sony IS a turnaround n prof tab ~'or t~e mach ne 
Itself . Perhaps the ftrst ev dence of a streamhn1ng 
move to d rect y a«ea consumers was the 
announce""e"t m ~eoruory o' •educed backwards 
comoot ty s~ooon -or upcom g : ¥ropean 
mach nes w-.. ceo>Ca:ed harCMare suooon 

S'lllaoped for a cost-eutt ng 

Of a global install base of 5.2 million 
Wiis, how many are owned by 

people who expect little more than 
Wii Sports 2 or similar? 

software solut.on, 
the 1n t a number of PS2 games 
payabe on 
Euro PS3s w be substant a ly 
lower than 'or 

How many AAA genre titles Nintendo, With 1ts 
enigmatic casual marketing strategy, actually needs 
should become clearer when •ts next wave of oarty 
games arrives. Of a global instal base of 5 2 m I on 
Wtis, how many are owned by people who exoect 
little more than Wti Sports 2 or sim1lar? W1th 
rumours circulating of trouble in the company's 
Independent Developer Programme due to devkit 
shortages, how likely is a substantial alternative 
that sn't a lacklustre port? At present, the most 
likely source seems to be EA, even if titles such as 
SSX Blur and My Stms are still products of pre­
existing lP and technology. At last month's DICE 
summ1t. F1ls-Aime attributed two thirds of Wii's 
worldwide software sales to third party support, 
though for players of Far Cr; Vengeance, Tony 
Hawk's Downht/1 Jam and Marvel Ulttmare At/lance 
that m ght not be so uplifting. 

the US mooes 
But while the announcement drew flak from a 

vocal m1nority, it's a shrewd gambn given the 
0\-erall c rcumstances. SCEE pres dent DaVJd Reeves 
p ayed down the •rnportance o' backwards 
compat b I ty for garners. pred rubly choos ng to 
re1nforce the company's focus on current 
generatiOn titles and assunng those affected that 
downloadable f1rmware updates, much hke those 
of PSP and Xbox 360, will cont1nue to extend 
support to an mcreas1ng range of PS2 t•tles. How 
greatly th1s will affect any susta1nable recovery for 
PS3's fortunes, however, has yet to be seen. 

In a sense, one of the toughest opponents Sony 
has to face over the next few months is itself, the 
sales of PS3 caus1ng no immediate alarm when 
compared to those of Xbox 360's launch. but 
runnmg substanttally lower than those of PS2 
Wh1le the stock shortage 1ssues associated with Blu-

SART~ 

The absence of either MororSrorm or a title with mass Japanese appeal allowed Sony's 
Re<lilance: Fall Of Man to dalm the title of most successful PS3 launch title. The success 
of Fight Nigh!: Round J, however, which celebrated iu first birthday last month on 360, 
says much about the appeal of PS3's first wa~e of exclll1ivts. Activision's Call Of Oury J 
was another top seller, and considerably more current given iu November release date 

ray laser production go some way to explaining 
that gap, which stands at almost 1.5 millton units 
after 16 weeks on sale 10 Japan, sustained growth 
in the m1d-term is far from guaranteed. Sales 
figures m the US compare more favourably, the gap 
after three months merely 300,000. But PS2 
performance crucially held steady for the 
subsequent months, lead1ng to a second Chnstmas 
rush that saw sales jump by almost 300 per cent. 
Does PS3 have the games and momentum to ....., 
do the same? Again, only time will tell. ~ 
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The Wil Remote: if international media sources are 
to be believed. Nintendo's new controller may be 
U.. most lethal device man has created since 
the H·bomb. Injury lawyers will be 
delighted to know that the team 
from USMechatronlcs have been 
doing their best to make the 
Remote even deadlier. by using 
it to control a KR16 industrial 
robot. An Impressive 
technlal achievement. shaky 
video footage reveals what 
looks disturbingly like 
sandbags propped around 
the base of the machinery. 
which suggests that the 
Wllbot could be fatal even 
without the optional sword or 
tennis racquet attachn.nt. 
Whether it makes it to 1 tribunal or 
not. the results seem likely to prove 
the adage that a Wilbot may wobble, but 
If it falls over it will presumably kill you. 

If tM ESA's outgoing prHi<Mnt Doug towenstein intended his spee<h at the summit to go 
with • bang. he managed i~ with an impassioned defen<e of developen' artistic freedom 
and his association's role in ensuring that this US constitutional right is nott,.mpled on 
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Devs head to Vegas 
for a roll of the DICE 
Top designers, developers and business leaders get together 
to discuss the state of the industry, its trends and the future 

he Green Valley Ranch Resort, minutes 
away from the Las Vegas strip, saw the 
seventh annual DICE (Design Innovate 

Commun•cate Enterta1n) summ•t take place from 
February 6 to 9. But 1t wasn't all poker and 
stnppers. there was senous videogam1ng discussion 
to be had as well. 

A very different show from the Game 
Developer's Conference that follows in March, 
DICE attracts the upper echelons of both bus•ness 
and creauve people to d scuss things 1n a relaxed 
sett1ng Because fewer than 600 people attend 
each year, there's a strong feeling of camaradene -
and while attendees teed off with a morning golf 
tournament. the content didn't begin unt1l the 
even•ng keynote 

G1ving the summit's opening address. was 
president of Sony Pictures Digital, Yair Landau. He 
observed that games haven't quite reached the 
po.nt of fully telling stones. but noted that people 
work1ng 1n one med•um will be able to extend mto 
another as their skills will easily translate. 

The next morning began with an emotional 
speech by outgoing pres1dent of the Electronic 
Software Association Doug Lowenstein. His final 
address to the industry he served for 12 years 
began w•th a retrospective look back. and ended 
w1th some thoughts for the future. He recalled 
expenences on Capital Hill during the first United 
States Senate hearing on videogame violence, a 
catalys1ng event that led to the rise of an industry 
trade association. In '994, he founded the 
lnteraC11Ve D•gital Software AssociatiOn and in 2003 
the assoc1at10n was renamed as the ESA. 

Lowenste1n also spoke about the E3 trade show, 
whtch he claimed help put the industry on the map, 
saytng that without a central event, the industry 
would never have drawn mass media. He also spoke 
of the tmportance of f•rst Amendment nghts and the 
Amencan ratmgs board (calling the ESRB the 
1ndustry's sh1eld), as well as the fight aga1nst p1racy. 

"There is nothing more important than 
defend1ng the first amendment," he said. "lt 1s a 



f1ght worth fight1ng, it's a fight I'm proud to f1ght, 
and we need to keep fighting. But 1n my v1ew there 
has been nothing more important that the ESA has 
done than putt1ng its money and resources out 
there to defend your artistic freedom. And 
sometimes that's not easy. Plenty of thmgs are 
put out that are art, that don't necessanly ennob e 
the culture, but they're protected. We made a 
decis1on at the ESA that we're going to defend 
constitutional freedoms no matter what. And 
I thmk we've done that. and we'll continue to 
do that." 

But the best materia was saved for last as 
Lowenstein listed hts pet peeves His f1rst satvo \'<as 
directed towards the chorus of tndustry mstders 
who expect th1s mdustry to grow and prosper, but 
are not willing to put the time and effort into 
helping it do so. The people with the most at stake, 
he noted, are apparently too lazy. He closed wtth a 
broadstde at the gam1ng press, explaining that it 
needs a higher level of matunty, and a need to take 
uself senously: "The game industry press has the 
abthty to push thts tndustry to greater he1ghts and 
greater success.· 

When the day was done, it was t1me for the 
Interactive Achievement Awards, held on the Las 
Vegas strip at the Hard Rock Casmo. The awards, 

Epic's Cliffy 8 was ceteb<attng taking 
eight awards at the AIA.S awards, 
including 0\rtstanding achievement in art 
direction for Gears" destroyed beauty' 

wtuch a e voted on by the Academy of lnterac..ve 
Arts and Soences 9,000 members, are he a yearly 
Ill con ullG on With the DICE Summtt 

A l iet me Ach•evement Award was presented 
to iormer Ntntendo of Amenca execut•ves M noru 
Arakawa and Howard Uncoln, for stgn' can: 
contnbuuons Ill gu d ng :he ndustry :o :he 
pro ent pos.<JOn · holds ·ooay Pres;;n· ng 
the aw :don stoge was :.arry Probst. cha.rman 
of E ectrOI'UC Mr.:s ·Ne· so long ago • he sa d, 

The f • reo· ·~e ndustry wasn t certa n. • A her 
the crash o' tne games market tn Amenca, 
Aralr.awa and Lmco n 1ntroduced the NES, the 
Ga e Boy, the N64 and eventually the GameCube. 

ART~ 

I am not alone in the world: Will Wright introduced key members of the 
Spore team o n stage, as each demonst rate d particular elements of their 
anticipated game. "My role as lead designer is really more traffic cop than 
anything else, • conceded Wright, who says his realisation of the project's 
sheer scale led him to delegate. As a classic Wright t ouch, ea ch member 
of the team has a nickname d escribing th eir role . The crack designers are 
reputed to hate the nicknames, b ut the detailed de monstration only 
proves the y're in the right roles. Wright jokingly describes the game, 
"You CMl basically have an interstellar war between the Care-Bears and 
the Klingons. • Above, from left to right: Alex Hutch inson is known as t he 
Cowboy; Jenna Chal mers as the Mastermind; Ocean Quigle y as the 
Scientist; Chaim Gingold as the Toymaker; and Will Wrlght the Traffic Cop. 

l owenstein's first salvo was directed towards 
the industry insiders who expect this industry 

to grow and prosper, but are not willing to put 
the time and effort into helping it do so 

·And let's not forget Vtrtual Boy," Probst said, 
drawtng cheers 'rom the crowds 

" The 1mpac. o' the work done by Mlnoru 
Arakawa and Howa'd l nco n can sttll be felt 
today, · satd Joseon 0 n, pres•dent of AlAS 
(the Academy of lnteraatve Arts and Sciences). 
"The creatton of the licensed publtshmg model, 
quality approval for thtrd-party games and 
peripherals, and the fostenng of innovative sales 
and marketing programs, played a s•gnrficant part 
of N ntendo's success then, and are at the 
foundatton of the consumer nteracttve 
entertatnment bustness. • 

When asked tf he'd played the Wit yet, 
Arakawa's face ht up "Yes, .. he sa1d. "I have 

Gas Powered Games' Chris Taytor madt a highly personal speech 
looking back over his 19-year career in videogames, from initial 
inspiration in a games shop to making Suprtmt Commander 
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The summit's ~osurely first day 11o9- ..m • ,a~~- • a. a.o S«a ggolf dolb. sponsored appropriately enough by Eloctronic Arts. who prov1ded 'power-up' bonus games along the way. Although Tiger 
Woods didn't ~h rt. a .-.be< of~ indas1ry golfws ~,.. induding M1aosoh's Kim Shane. Louis Castle (Command And Conquerj, Don Oaglow (Ntvtrwinter Nights), and Ted Price (Ratchet & Clank) 

Another of last month's unexpected departures 
saw Greg Canessa. the man who pioneered 
MKrosoft's XboJ< Live Arcade, quit both the servke 
and the company to join usual game developer 
PopCap as vke president of videogame platforms. 
If the move came as a surprise, however, the 
cM5tination did not: Canessa's relat ionship with 
PopCap saw the distribution of six of its games via 
XBLA Mi<rosoft Casual Games group manager 
Bryan TNSsel replaces him at Redmond. The 
announcement came shortly before that of 
Microsoft's latest bog-name recruitment. with ex-EA 
executive Don Mannck JOining the company's PC 
and Xbox game divisions in •an advisory role." 
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one 10 my home and one 1n my office. and I am 
playmg almost every day." Before the W1i came 
along, he admitted, he had almost given up 
playmg videogames. "Because it's very 
complicated. But W1i makes me back to play 
again. lt's very easy to do." 

But the rest of the night overwhelmmgly 
belonged to Gears Of War, which took a huge 
eight awards out of ten nominations, mcluding 

The night overwhelmingly belonged to Gears 
Of War, which took a huge eight awards out 
of ten nominations, including console game 

of the year and overall game of the year 

console game of the year and overall game of the 
year, 1n which it was up agamst Oblivion. Twilight 
Princess. Wii Sports and Guitar Hero 11. 

Epic president Michael Capps appeared 
absolutely stunned: "These are our peers. When 
game developers. game designers say we'~done 
well. havmg our peers say it's the best game of 
the year? That's insane." And for designer Cliff 
BJesz,nski, rt never gets old. After countless 
acceptances on the stage, he tJid the audience, 

- - - --- - - - -- -- -- --

"I realised I forgot to thank my mom. so thank 
you, Mom.· 

The morning after, Gas Powered Games' Chris 
Taylor gave an insplfational talk to a strll bleary 
aud1ence. In a stylistic combination of stand-up 
comic and new-age motivational speaker. Taylor 
deliliered 1nsights from hrs 19 years developmg 
games. He told the story of breakrng down m tears 
dunng a meeting rn December, when Taytor was 
telling a colleague how he felt about thrs business. 
"I broke down. Because this busrness is that 
challenging. And it can do that do you," Taylor said, 
adding that he is normally equrpped for such thrrlgs 

Taylor started the process of changing how he 
worked and lived, putt1ng h1s family and health 
first. lnrtially ashamed because he was afra1d the 
publishers might object, but soon learned that 
people at publishers have fam111es. too. "Th1s IS the 
secret that's getting out: we're growing uo." In the 
process. he happened across a level of 
sophrsticatron he hadn't anticipated. "Creative 
people don't stop creating once they leave the 
off1ce. They keep solving problems when they 
go home." 

Taylor exhorted the audience: "Let's get back to 
the love for the art. Let's love our customers. let's 



love our fam111es, let's love ourselves • If you don't 
1ove the thing you're making, he cautioned, 
nobody else will. 

On the third day, Harmonix Music Systems' CEO 
told the story of Guitar Hero's runaway success, 
and how most people think they're living the 
dream. Alex R1gopulos started by showing a slide of 
the company's profits over the last 12 years, which 
were mostly negatiVe until 2006. But along the 
way, there were moments of smal VICtory. "I feel 
like we've been living this dream for 12 years 
now," he said. 

And in the last five minutes of his speech. 
Rigopulos captured all of the spint and power of 
game development. We're in control of these 
games that we' re crafting, he said, but in real life 
there's also always a next level. "There's a kmd of 
never-end1ng cycle of pursuit. Lasting fulf,lment - it 
never comes from any one success or one 
achievement, but rather from th1s ongoing sense of 
forward motion," Rigopulos stated. He spoke of 
feeling the familiar anxiousness and urgency, self­
doubt and stress, and everyth1ng else that has 
always been prevalent during the company's history. 

Rigopulos th1nks n's key to constantly recognise 
that th1s il)l flows from someth1ng profoundly 
pos1t1ve, namely is the very great degree to which 
developers genuinely care about the games that 

One of lhe key tlemeots of DICE's SIN!Ier silt. and relaxed 
setting. rs the IW'tWO<tillg OfiPOrt...,lleS 1t presents. As is so often 
the ea~ ot ~.....m. !hest tend to be os much about 
ha111ng 1 good - aad goon.ng to -t lifHoclg heroes as !hey 
are about bendiog a~ business ~te·s ur about a 
prOj«<. Of~ prtdling.,..... grOUIIIHnaking ~ •• 

they· re crea· g - e cone uded "There are 'ew 
bless1ngs n -'e mat are qu1te so great as to be ab e 
to spend 011e s oays labounng creat1vely in the 
serv1ce of sorr-etl1 og that one genUinely loves. And 
thiS, I th nk s the dream that all game creators are 
livmg all me · me • 

W•th tne clOse o· the conference, anendees 
scattered to ·ne ·our Winds In the lobby, one 
attendee o"ereo a o ece of adviCe that both served 
as a warn1ng a no an mpetus "Don't let the ......, 
suits get m the way of your love for games " ~ 

EVtf"IOnt wllo attended the summit was invited to the Texas hold 'em poker tournament: a ~Meting. networlung and fleecing opportunity 
with a S200 buy in. With prizes for the top ten players. the overall winner wasn't a game publisher or developer, but a DICE staff member 

Newsweek's resident gamer N'Gai Croal took the stage with Sony's 
president of Worldwide Studios Phi I Harrison to ask the tough questions. 
An interview in which Valve's Gabe Newell had called the PS3 launch a 
total disaster was brought up. Harrison responded by asking, "By what 
measure is the launch of PS3 unsuccessful? We had people lined up in 
stores in three continents.• Citing the fact that more PS3s have been 
shipped to Asia and North America than during the launch of either 
previous consoles. Harrison pondered the sheer negativity, adding that 
the European launch is on track with units currently en route from China. 
Moving on to lighter topics, Harrison also took the opportunity to show 
off his latest title, Super Rub-A-Dub. a new downloadable PS3 game that 
uses the Sixaxis controller (see p30). 

WEBSITE OF THE MONTH 

Although their in-game use may still be fairly limited, 
Nintendo's Miis remain, for the time being, the best 
reason to turn on the Wii everyday. Mii fansites are 
already cropping up all over the Internet. like a very 
endearing strain of measles. and Showmii is one of 
the best yet at capturing the uncomplicated, quirky 
charm of Nintendo's own interface. Essentially 
nothmg more than a submissions-based gallery of 
celebrity Miis, the site's appeal lies in the fact that. 
like hip-hop lyrics, even when the entries aren't 
good, they're still hilarious. Our award for technical 
excellence goes to the Spike Lee and Chuck Norris 
efforts, which are both almost uncanny. The award 
for the most entertaining failure, however, is for Han 
Solo, who looks more like Barry Scott from the Cillit 
Bang adverts. 

StlowMii 

www.showmii.com 
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Newswire 

EA sw<_~ps heads 
In what's being described by marltet analysts as 
a timely succession, current EA chairman La IT)' 
Probst announced this month his surprise intention 
to step down from the role. His replacement, 
somewhat remarkably, is the very man he took 
over from in April 2004, former EA president 
John Rkcitiello. 

Having departed originally to create the 
private equity firm Elevation Partners, which 
recently lost out to Britain's SCi in its bid to 
acquire Eidos. Riccitiello rejoins following the 
announcement of re<ord EA earnings over the 
Christmas quarter of S1.281 billion (£650 million). 
Elevation's first investment created the Bioware/ 
Pandemic partnership, though whether this has 
any connection to EA's recent decision to publish 
the super-developer's Mercenaries 2: World In 
Flames is unknown. Probst, meanwhile, will 
continue at EA in the role of executive chairman of 
the board of directors. 
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. INTERVIEW I Ybarra's credits include the original 
Madden NFL. The Bard's Tale and MULE 

Universal traveller 
Where do you go after Apple , EA and 
The Matrix Online? To the stars, of course 

_9 heyenne Mountain Entertainment is made 
up of a group of professionals assembled 
for one purpose: to create a Stargate 

v1deogame where others have fa iled. Product 
development VP. EA eo-founder and Matrix Online 
produce• Joe Ybarra leads us through the door. 

How well do you think EA has stuck to its 
mandates of building quality brands and 
supporting independent artists? 

ad cne most success Wlth branding. support1ng 
"'!dependent art1sts is a more complex subJect. 

the way the game should look that lim1ted our 
pa ette Basically, they didn't want us to use any 
blue and very little red, what we ended up Wlth 
was a green, desolate landscape that is hard to 
look at for 200 hours. The combat system was 
repet:t1ve and everyone 1n the Matnx was 
essent1ally human. The game needed more 
options m gameplay styles and enemy types 
to be more successful 

What rewards and responsibilities does a role 
have to offer to catch your eye? Is it safe to 

suggest that your position at 

"We're failing when it comes to mechanics. We 
keep rehashing the same old fantasy roleplaying 

ideas. And our definition of what constitutes a 
persistent world is getting a little mushy" 

Cheyenne Mountain met 
these criteria? 
When I was offered this job. 
Cheyenne Mounta1n 
Entertainment was build1ng a 

There are t1mes when it's 1n the bus1ness· interest to 
work with third parties and t1mes when 1t's best to 
do all the work in-house. There are also t1mes 
when the best course of act1on 1s to acqwe 
developers. Part of what has made EA so successful 
IS recognismg when workmg w1th mdependents 
makes sense 

Why did The Matrix On/ine fail? 
The core reason 1s that 1t wasn't as fun as 1t needed 
to be The Wachowsk1 brothers had a vis1on about 

Cheyenne Mountain's pedigree should 
ensure a smoother ride for St.argatt 
Worlds than met JoWood's ill-fated 
SG I proje<t. developed by 1'\>r<eption 

bus1ness and an MMO from 
scratch That's a very attractive combmation. CME 
also has top-notch management and a great 
investment team that make it easier for me to do 
my JOb wel - the kmd of team you really want to 
be a part of. 

An obvious question: why Stargate? 
First of al , 1t's got this great structure for the 
exploratiOn of new worlds and that's an element of 
MMORPGs that hasn't been developed as much as 
it could be. Stargate literally opens up the universe 



How many of Stargate's 17 million television Vlt'We<s wdl be <educt<! 
by the prospect of an MMO is for S~rgatt -lds to cfisco.er. dlough 
intuitive combat, bot support and taH of n.vel should help rts c.ouse 

to the players They take ca•e o' tile proo em o• 
dramatic compress1on m MMORPGs because 
players don't have to slog across country to get to 
thetr goal. There's also the cha enge of creat,ng a 
combat system that recreates the squad-based 
combat seen 1n the show Concepts hke 
manoeuvre, cover and suppression have to be 
incorporated to properly ref ect t 

lt seems far too early in the genre's life to 
suggest t hat World Of WarCraft is the 
pinnacle of the MMO. What comes next, 
and where do you see things going in the 
distant future? 
When the idea of virtual reality was 1nvented. 1t 
was hardware-based it was all about 1mplants and 
goggles, but nobody was talking about the 
content. MMOs will be the content I th1nk we're 
mov1ng towards holodeck technology like we saw 
in Star Trek: The Next Generation. There's a long 
way to go before that can happen. Just th1nk about 
the software and AI that has to exist that can 
model JUst one of the penod pteces the holodeck 
could generate. I think that's where the industry IS 

movmg over the extremely long term. 

Is there a deficiency of fresh thinking in the 
MMO space? 
If you look at things like Finland's Habbo Hotel and 
Korea's Kart Rider, there are some truly ongtnal 
ideas out there. The real problem is convtnc1 ng 
someone to fund them. 

But we're failing when-1t comes to mechanics. 
We keep rehashing the same old fantasy 
roleplaying deas And our def,mtion of what 

constttutes a persistent world is getting a little 
mushy. Is online poker a persistent world MMO? 
it keeps track of my money and my slcil level. The 
barrier to entry is practically zero. We've got to be 
willing to loo< at other genres and gameplay styles 
if we ever hope to be a mainstream product. 

Do you think that it 's real istic to suggest that 
games such as Stargate Worlds can cross over 
to the likes of Xbox 360? Or are there too 
many constraints? 
Absolutely. rt's realistic. There's noth1ng complicated 
about th1s. Console players w1ll play games for 
hours like PC gamers. I'm not sure the attention 
span issue hasn't been overblown, but do believe 
that console gamers aren't as tolerant of dead time 
1n a game wnen compared to PC gamers. 

Consoles force developers to build ins1de a set 
of constraints. Consoles have lim1ted memory and 
hardware. There's a deftnrte hard edge to a 
console. Developing for the PC feels unlimited in 
companson. Consoles are unforg,ving, but that's 
not necessarily a bad thing. lt forces us to 
thtnk more economically. 

The idea behind the 360Friendspot ~ is 
endearingly simple: the secret to a lasting 
friendship may be no more complex than figuring 
out whether you've both played Blazing Angels 
or not. The site worlcs by taking your gamertag 

and comparing its details to a database to 
suggest possible matches. it's a nice 

.. 

concept. and if the 360 userbase 
wasn't in the thrall of a strange 

migratory groupthink making 
them flock from one hit to the 
next, the results might prove 
useful. Regardless of the fact 
that the match-up software 
often chums out some rather 
odd results, it's nice to see the 

community catering for those 
who find the 100.penon limit of 

the Friends List daunting rather 
than restrictive. 



•ves. I'm so disappointed knowing exactly 
what the Wii can do - and I still think 
nobody knows it better than we - no pun 
intended [laughs]. They all have finally 
figured out, five years into the hardware's 
life cycle, how to do at least basic shaders 
and a rim light, but that's what 
everybody does. I still don't see enough 
post effects, although you would have 
insane fill-rates with Wii. I was digging 
out Rebel Strike the other day and we 
had some people who were visiting ask: 
'Why isn't anybody else doing this on 
Wii?' And I am at a loss. I really am." 
Faaoc s·s Juhan Eggebrecl1t ta ks to IGN corn aOOU1 
·soppy' W11 developrceot 
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"I did get into it with one of my 
eel lies. He got pissed because I sleep 
naked and I said: "it's not my fault it 
gives you a boner." He jumped up in 
my face, but I backed down." 
Conv1cted Xbox modder Jason Jones descflbes life 1n a 
Federal halfway house to La1st.com 

"Rather than concentrate on PS2 
backwards compatibility, in the 
future, company resources will be 
increasingly focused on developing 
new games and entertainment 
features exclusively for PS3, truly 
taking advantage of this exciting 
technology. • 
SC EE - 1e": :la a ="" ·~ oeo..on :o 
remove 1 <·aware PS2 compa: b •ty from the 
European PS3 

"Since the day I saw lwata-san 
pull the Nunchuck controller out 
a few years ago at TGS, I've 
always realised that was the 
right thing for Nintendo to 
have to do for what they 
needed to do to be successful 
in this next generation. And it 
was always going to be a 
chal lenge for us. So, we have 
p lans. This does not come as a 
surprise. Our strategy has 
been laid out for us years in 
advance, and you're going to 
see some of that this next 
hol iday and beyond." 
Is Peter Moo re really hinting at a 
Mocrosoft mohon·sensrtrve contiQiler n a 
Game lnfocmer nte!Vlew? 

Witcher craft 
lt s a long way from page to PC screen, but does being 
a Polish independent make the journey easier or harder? 

he Witcher, f,rst featured in E 155, is an 
amb1t1ous PC RPG based on the adventures 
of the albino mutant Geralt by the popular 

Polish low fantasy author, Andrzej Sapkowski. We 
VISited the Warsaw OffiCes of developer CD Projekt 
for a hands-on w•th the all-Polish production (see 
page 32) and a chance to discuss the challenges of 
novel-to-game adaptation w1th lead designer 
Michal Madej. 

Is there a healthy development community 
in Poland? Do you communicate with the 
other teams? 
For us, every success other Polish developers have 
•s qu1te good, because it builds the reality that 
Poland has spec1ahsts that can make good games. 
For example we are very happy w1th Pamktller 
[developed by Warsaw's People Can Fly] being so 
successful. And also we try to support each other 
somehow because nobody else IS training 
spec1ahsts in Poland, and we know that we have 
to tra1n them by ourselves. As we are so few 
companies we try to co-operate in many things. 
There's no reason to have a competition. 

With The Witcher, did you purposefully 

choose to work with something taken from 
Polish culture? 
Everywhere Sapkowski is published, he's popular, 
not JUSt in Poland. it's a basic misunderstanding 
that a Polish writer w•ll wnte something that's 
completely Polish literature. Actually he wntes 
someth1ng that's very International. I even think 
lots of h1s ideas are even more appealing for 
English·speaking people, because he's often 
abus•ng the myth of K•ng Arthur. Most people in 
Poland don't understand names like F1sher Kmg. 

lt's unusual for a studio to have the freedom 
you've had, funding the game yourselves -
has that changed how it's turned out? 
For sure A Polish wnter said: "You always have to 
listen to what people say, but you don't have to do 
what they want." it's the same with us. We're 
always listening to what publishers, journalists and 
fans are saying about our game. but then we do it 
our way. If we listened to everyone else we 
wouldn't have our chansmatic hero, because they 
were saying people would want to play a male, 
female, elf, dwarf ... But then there are a lot of 
th1ngs that are changed after heanng some very 
true, sometimes painful, opinons. I thmk 
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Playing outdoors 
ARGs have even the OS beat when it comes to gaming outside 
of the living room - but you'll need to bring your own shovel 

erplex City is that rarity in a puzzle game ­
one that ends with the w inner alone in the 
woods with a spade. A blend of interadive 

fiction playing out across websites, TV and puzzle 
cards, Mind Candy's title isn't the first alternate 
real ity game (ARG), but one of the longest-running 
and most popular. And its winner, Andy Darley, 
seems likely to become a minor internet celebrity. 

Readers of Darley's website (andthenhesaid. 
corn/cube) will be fami liar with his quest to locate 

Perhaps the core struggle the ARG genre 
faces is not a lack of interest, but a need to 

balance bigger audiences with an experience 
that still feels intimate and special 

the game's buried treasure, the Receda cube, which 
was finally unearthed in Wakerley Great Wood, 
Northamptonshire, in early February. Although the 
£100,000 reward is helping Darley to buy a house, 
it wasn't his primary reason for playing: "I found 
the immersive and interactive aspects exciting. lt 
has so many strands - the treasure hunt, the ARG 
storyline, the puzzle cards, the online community. If 
one got frustrating, another was always fresh." 

Darley's discovery marked the successful climax 
to the game's first season, and it's given the Perplex 
City team a number of things to work on in the 
future. The biggest change is that, in step w1th the 
world of videogames, Perplex City is going 
episodic. "This is really important," explained 
Adrian Hon, Mind Candy's director of play. "it's 
just too difficult to get into ARGs at the moment: 
unless you start playing right at the beginning, 1t's 
impossible to catch up. So instead of having one 
long, continuous story, we're going to have 
episodes lasting from two weeks to two months. • 

Most ARGs so far have been determinedly n1che 
in appeal, and their origins as advertising tie-ins 
(two of the most popular, The Beast and I love 
Bees, promoted the movie AI and Halo 2 
respectively) limits the size and diversity of the 
player base. Hon puts Perplex City's relatively high 

The Receda Cube, unearthed by Darley (above, with Hon) in early February. In the final days of the game the general location of the 
cube was well known and many players converged on the site. lt was Darley's interest in archeology that gave him the edge, however 

Perplex City involves a complex tale of intergalactic theft. Part of 
the appeal of ARGs is the manner in which participants unravel 
the story as they follow clues through different media, often 
changing the course of the narrative through their own actions 

profile down to the cards rather than the prize 
money. "I think ARGs with a physical presence can 
often fare much better than those that are solely 
on line. The fad that we sell the cards in a lot of 
places gets us a more mainstream audience." 

Season Two of Perplex City starts in April, but 
the place of ARGs in the gaming landscape remains 
undecided. "The future is going to see them 
become much more accessible, and explore more 
revenue models," argues Hon. "They place story 
first, and like the Wii, they offer an innovative new 
mode of interadion, where you use the tools and 
devices that you already use everyday, like Google, 
Hotmail and Skype." Perhaps the core struggle the 
genre faces is not a lack of interest, but a need to 
balance bigger audiences with an experience that 
still feels intimate and special. Niche by nature, 
ARGs will have to hide the crowds and continue to 
present secret worlds to be explored, if they' re to 
keep the player from turning into just 
another virtual tourist. 



Before joining CO Projelct. Madej worked 
on an •extremely amateur• game <alled 
Rabid Oogs ("kind of Jagged Alliance but 
for adults") which sold very well in 
Poland due to its broad, satirical humour 

independence is not when you can do wna:ever 
you want, but when you can choose w~o you want 
to hear. Develop1ng a garne Wli.'lOU: npt;: '·om 
others IS just stuptd. 

lt is quite unusual to see an RPG with a single 
lead character. 
I don't think character chotce 10 a ro e-p a)'lng 
game IS essential. Character development s :nore 
essential. In most games, you JUSt make yo~.:• 
character before the game startS l"er. du ng ;re 
game it doesn't have much effect wl'lat you 
choose. We've JUSt shifted those chOICes ··om 

How did Sapkowski react to the game? 
At first he was Qu•te re uctant, not very •nterested 
lt was because there was a mov•e made m Poland 
which was terrible crap lt's QUtte d :ftcu•t to explatn 
-generally there was corrupt•on and money­
laundenng behind the film lt was ndiculous, the 
movie cost a lot of money and 1t looked terrible. 
After that Sapkowski tried to cut off all 
adaptations. But now. after seemg the game a few 
t1mes, he likes it and 1t's become a regular thing, 
we have more and more co-operat•on with him. 

You don't often see book adaptations. 
No, I thtnk the best one was 

"I'm personally very proud of the 
ending, I think it's one of t he most 

interesting final struggles of any 
game, really something original" 

Betrayal At Krondor [a 1993 
Sierra RPG based on Raymond E 
Feist's novel) a very old game 
wh•ch had completely the same 
story Mostly adaptations are 

before tfie game to dunng the game. He has his 
htstory, his appearance, his chansma. but you can 
do even more things with the character than when 
you've chosen one. I can count on my fingers the 
options for a warrior in D&D, for example. 

You've added your own new story to the 
Witcher universe, taking place after the books. 
Are you happy with it? 
The storyline. actually, was kind of compromised. 
We knew we had to tell the first story that would 
be easy to understand for people who don' t know 
Geralt and h1s world. But I'm personally very proud 
of the ending, I think it's one of the most 
nterestmg final stn .. ggles of any game, really 
something ongmal. We wor~ed tt out before the 
start. lt's good when you're mak ng a game 
· no ng that the end is good. 

just marketmg Visuals were a 
g·ea: prob em for us, n the book 1t's very simple. 
'Gera :was wa ktng down the street.' In the game 
you have to make the street. butldings, streets 
crosstng the street. the town you' re in, people on 
the street. an :na s, weather . One sentence in a 
book sa month's work for us. But now fans are 
exctted WlUl The W rcl'er's looks. We've actually 
created somem ng that Wll be tne reference for 
other adaptatJons of tne world 

There's a lot of romance and sex in The 
Witcher, which is quite rare in games. 
Yes, but it's also qUtte rare 1n typ1cal fantasy. 
Name me a single b1t of erotiCISm 1n Tolkein. Also. 
there can be a misunderstanding, the game and 
the world are not about sexuality or eroticism -
1t's JUst like our world •n wh1ch those th1ngs 
ex1st and people are not afraid to speak about 1t. 

SART~ 

CO Projekt is clearly hoping to be able to develop a sequel to The Witcher, the ending 
of the first game will apparently provide more questions than lt does answers, and 
the enigmatic Geralt's quest to discover his identity will "not be resolved this time· 

For many people, sex is a drMng force in the1r 
lives, ask any girl how to have influence on 
men, 1t's the simplest way. lt works the same 
way in The Witcher's world, people are talking 
about sex, it's a major motivation for many people, 
it's JUSt natural. 

You've had to add things to Sapkowski's 
world in order to make it work as a game; 
were there any of those additions that you' re 
worried about? 
The biggest work was w1th the combat system and 
character description. In the books, the character is 
st1ll a secret, his powers are still a mystery. Even m 
the ftfth book he does thmgs you never imagined 
he could because they weren't described. In our 
game, we have to describe everything, so we 
destroy this mystery behtnd the Witchers. 
We demythologise them. 
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Building a 
digital nation 

last year's winners, clockwise from top: 
l og2n's Flux, Rule of Thumb's Gal-Ex: 
Spatial Delivery, Phaigo Interactive's 
Spaceport and Artisan's Metalheads. all 
are showcased at daretobedigital.com 

The UK's premier design contest becomes 
a wholly British- and Irish - affair 

he Dare To Be Digital competition turns eight this year with a 
number of changes, the most significant being its expansion 
from a single-venue event to one with a presence in England, 

February drew over 100 visitors, though only ten 
places are on offer. The location of Dare's English 
event, meanwhile, has yet to be decided. 

Renowned for providing an effective gateway 
into the videogames industry, Dare To Be Digital 
provides specialist help and support, together with 
weekly training sessions for its contestants. 
Winners of the 2006 event included Artisan's 
Metalheads, which received the Most Commercial 
Potential award, log2n's Flux, recognised for 
having the greatest innovation and creativity, and 
Rule Of Thumb's Gal-ex: Spatial Delivery, for best 
use of technology. A £2,000 prize was 

Ireland and Scotland Previously hosted exclusively by Abertay 
Univers1ty in Dundee, the home of the initiative, the festival now 
hopes to almost double its number of entrants to between 60 and 80. 

August 12-14 will see an entirely new addition: 

As before, the core event will be the ten-week design competition 
in which teams of developers must design and build a fully functioning 
prototype game. Four teams from Scotland will be selected this year, 
but for the first t ime the event will run parallel to another held at 
Queen's University, Belfast. A launch event at Dublin's Digital Hub in 

Dare ProtoPiay. An exhibition showcasing this year's 
entrants and scheduled to run immediately prior to 
the closing Awards Ceremony in Dundee, it also 
runs parallel with the Edinburgh Interactive cultural 
festival. ProtoPiay promises public hands-on time 
with the competing games, together with an 
opportunity to vote on the eventual winner. awarded to each. 
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More scandalously pretty 
reversible game covers 

High-res game art and A 1 
paper together at last 

BEFORE THEY ARE HANGED 
The second book in Abercrombie's battle-hardened 
fantasy series opens up the action 

Those of a certain age and persuasion often find themselves drawn to the 
middle of a trilogy - think Empire Strikes Back. This syndrome is certainly 
embodied in Before They Are Hanged, the centre section of Joe 
Abercrombie's The First Law series: now the introductions are over, the 
real action can begin. The main fighting thrust comes in the unlikely, 
limping shape of Union inquisitor Glokta. Sent unwillingly to oversee the 
defence of coastal city Dagoska, he finds treachery within, while outside 
the crumbling walls the fearsome Gurkish hordes arrive. The situation 
doesn't seem to be much improved when he tortures and beheads the 
enemy's emissary, but thanks to his sharp implements, the information he 
gains is sufficient to start unravelling the situation. 

Meanwhile, a world away, the underlying strand of the entire The 
First Law series is dragged onwards as a motley band of adventurers­
ageing warrior Ninefingers, grumpy w izard Bayaz and haughty aristocrat 
Jezal dan Luthar among them - picks its way through the dead 
wastelands at the end of the earth in the search for an ancient artifact 
that could right thousands of years of necromancy. And, providing a 
somewhat less significant plotline, Captain West sits in frozen fields, 
trying to control the dandy fancies of his erstwhile commander, Crown 
Prince Ladisla. lt's all rip-roaring stuff of course, but with a modicum of 
depth too. No doubt there's plenty more to come. 

THE SOMNAMBULIST 
A pulp version of Victorian London and the grotesque 
power of poetry combine in Barnes' sparky debut 

lt's not the fault of lain Sinclair and Peter Ackroyd that their twisting of 
fact and fiction into convoluted psychogeographies for London's dark 
lanes, gutters and madhouses have stirred up such devoted f ollowers. 
Now it seems that almost every young literary buck is out to take such 
templates and rewrite Victorian penny dreadfuls for our ultra-knowing 
contemporary palette. Actually, Jonathan Barnes' first novel isn't a bad 
stab at the genre. Conjuror, detective and all-round Sherlock Holmes-type 
Edward Moon, together with his unspeaking companion, The 
Somnambulist. find themselves down on their uppers when their failing 
theatre is burnt down. Thankfully though, evil deeds are afoot in 
limehouse and the East End, so it's not long before the pair are recruited 
by the authorities to uncover a plot taking in a fake spiritualist, bearded 
ladies, the misguided nature of poetry obsessives, and the incarnation of 
the great city itself. There's even a rather bewildering return to the sort of 
crossed authorial trickery thought to have died out in the mid-1990s. 

So it's a measure of Barnes' success that everything flows in a generally 
coherent manner. There are certainly lots of genuine historical signposts 
bashed into the ground to entice further background research for those 
inclined. And even if, overall, the story ends up a bit overcooked - the 
denouement feels both spectacular and anticlimactic - there's enough 
going on to ensure an honest measure of enjoyment as the pages turn. 
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Manhunt 2 
FORMAT: ~2. PSP, W PUBUSHER: TA<E-1WO 

The gutter press can look forward to some more exploitation. this 
time courtesy of Rockstar's new London studio Toronto take on 
the Wii version, where the gesture control should be interesting 

Half-Life 2: Orange/Black Box Editions 
FORMAT: 360. PC ~l PUBUSHER EA 

Rumour becomes fact as EA confirms a title- and further delay­
for the complete Half-Life 2 package. Hopefully Episode 2, Portals 
and Team Fortress now all have time to prepare for the autumn 

Enemy Territory: Quake Wars 

Hopefully Z·AXls an get over X-Men: The Official Game and make 
this a war worth fighting on PS3. Wolfenstein: Tides Of War studio 
Nerve handles till~ on 160, which may just prove the safer bet 

New games, and updates on games already on the radar 

Mercenaries 2: World In Flames 
FORMAT: 360. PC, PS2. PS3 PUBLISHER: EA 

The publisher mystery is finally blown to atoms. along w•th the 
tenuous suggestion that Pandemk would k~ this PSJ exclusive. 
All four platform versions can expect a simultaneous rele~Se 

Hell boy 
FORMAT: 360. PSP, PS3 PUBUSHER: KONAMJ 

Guillermo Del Toro_, prao:lised -~ penoul quality control 
for this COCIIC ~ Oltlodl ~-more faithful 
to that soma lhln ID.-_,~ IIICIV1e adaptation 

Super Paper Mario 

Mario jumps from his initial platform as it disappears into the 
abyss. What influence the Wil Remote will have on the ambitious 
20 versus lD design is unknown, but don't expect a revolution 

Uncharted: Drake's Fortune 
FORMAT: PS3 PUBUSHER: SCEE 

Another secret identity is disclosed as Naughty Dog's JUngle op 
becomes more than just an E3 video. The hope now is that the 
unusually fluid animation proves to be more than just an E3 fib 

Grim Grimoire 
FORMAT: PS2 PUBUSHER. NIPPON ICH 

Published by Nippon lchi but developed by Vanillaware. it's an 
SRPG with a less than .....a! perspective- it's a side-suoller. 
Summoned ueatures and formation attacks are the order of play 

Wing Commander Arena 
FORMAT: 360 I'IJBUSHER. EA 

Boutique XSLA developer Gala Industries joins EA in-house for 
this unexpected return. Early footage shows 30 visuals but rigid 
20 action- hardly encouraging for fans of Origin's series 

If you took tiM! katan• swipes of WarioWare 11Nisted, and 
blended them with the endlessly oncoming .,emies of House 
Of The Oead, tiM! result would be something like FooiYoo - a 
breezy scribble 'em up tainted by a sense of Impending doom. 
But it's the elegant presentation and hypnotic soundtr~k that 
make it more than the sum of its (borrowed) parts. 

sensei's soup. The mouse controls are precise and responsive 
(although the recommended method of play is through the 
Wii's Opera browser. for obvious reasons), and the pared· 
down design is a masterclass in evocative simplicity. 

While the me<hanics never create any real scope for 
complexity, the rate at which the enemies pile up makes for a 
visceral action game. In a pre-Warlo universe, FooiYoo would 
have been an innovative marvel. Now it's simply beautifully 
presented, engaging, and full of strange humour. 

Although entirely In Japanese, the simple sword-slashing 
mouse action means there's little scope for confusion, whether 
you're cutting down demons or slicing up vegetables for your 
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Following the mov ies 
Brick Bordo asks: con the Japanese cinema industry be o model for games? 

T hese days, home­
grown movies are 
very popular in 

Japan, at least so it is said. I 
don't understand that very 
well myself. lt wasn't until 
1975 that movies from 
overseas became popular in 
Japan, and then up until 1985 
there was some rivalry 
between the two but the 
Japanese movie industry just 
kept being beaten in terms 

of market share year after year. In 2002 it reached rock bottom, 
representing less than 20 per cent of the market. Japanese 
people were saying: "Japanese movies? Who watches them?" 
But that changed in 2004 with the movie industry gaining back 
popularity to a point when, in 2006, it became number one 
again, 21 years after it lost this position. 

There are various reasons behind the demise of the Japanese movie 
industry. The films were often too dark, their content was not very 'cool' 
and they were very technically limited. But that does not mean that in 
amongst all this a few movies were not different. There were some that 
met with some success. 

Compared to other countries, Japan is a very expensive place, 
especially when it comes to culture. But the cost of making a movie 
can be far lower than the b~a~dget required overseas, especially in the 
US. A ¥1 billion budget (£4.3 million) is considered a huge project in 
Japan, so when it gets to ¥2 billion then it is seen as something highly 
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exceptional. But most Japanese movie budgets 
range from ¥100 million (£430,000) up to a few 
billion yen. Kurosawa Al<ira's Ran, a period movie 
that depicts the fall of a warlord with echoes of King 
Lear about 1t, def1ed the Japanese movie industry's 
history by go•ng through the roof in terms of 
budget, using no less than ¥2.4 billion (£10.3 
million). In comparison, James Cameron's movie at 

a breakthrough, as Japanese movies finally tipped 
the balance of numbers against the foreign 
competrtron with 417 released as opposed to 404 
from overseas. 

In a way, you could say that there is no other 
country that is so unwilling to protect its own 
culture. Japan should invest more in its movie 
industry, and not just the small amount of money it 

Many in Japan think that anime and mango, along with games, are proud and 
important artforms that represent Japan on the world stage and bring a lot to 
the economy. Yet despite that, the country is not helping those industries much 

the time, a little thing called The Terminator, cost 
around ¥1.7 billion (£7.3 million). This was 20 years 
ago, but in Japan this has not changed much since, 
in contrast to the skyrocketing budgets seen in 
Hollywood movies. 

And there is another key reason why, for many 
years, Japanese movies were taking a back seat in 
the domestic market. There are just too many 
foreign movies being released in Japan. You can't 
imagine the wide range of movies being shown 
here from many countries, starting with Hollywood 
and England, France and Italy, but also Poland, the 
Czech Republic, Hong Kong, South Korea, China, 
South Africa. You name it. Of course, that does 
not mean they are all great movies, and they range 
from pure entertainment to pure art. But 2006 saw 

is given today. Other countries in the area are 
spending far more, and have even set up rules such 
as those in South Korea where foreign movies can 
only represent ten per cent of the market. 

Of course the media are focusing on this new 
trend of the Japanese movie industry rising against 
its overseas competition. But the coverage is not all 
positive and critics can still be heard: "This movie is 
technically nothing better than a TV series," or: 
"This movie's success is due to the popularity of the 
TV series it's based on," or even: "This movie isn't 
successful because it's good, but because it has had 
a huge amount of money spent on it." Then there's: 
"Only a very small percentage of the movies are 
actually making money. The great majority do not," 
and: "Just because Japanese movies happen to be 



The influx of overseas movies into Japan has certainly had an effect 
on the home-grown fi lm industry, but will a resurgence in both the 
making and popularity of Japanese films see more of them making 
their way to the west, even if in the form of remakes such as The Ring7 

successful now, so many are made and they are too 
IOW quality." Some people think that, while the 
Japanese movie industry has managed to rega1n 1ts 
momentum, there are too many bad films be1ng 
made, and there is a h1gh probability that th1s 
resurgence won't last 1ong. 

And all this has started to sound like someth1ng 
I heard m another rndustry. lt sounds like we are 
not talking about mov1es, but games! Th1s 1s very 
s1milar to th1ngs I heard about the PlayStatton and 
PS2, espeoally at the end of those platforms' lives 
1'm pretty sure that the same th1ngs cou d be heard 
back at the time of the recovery after the Vldeogame 
crash of 1983. 

Many in Japan th1nk that anime and manga, 
along with games, are proud and important 
artforms that represent Japan on the world stage 
and bring a lot to the economy. Yet despite saying 
th1ngs like that, the country is not helping those 
industries much. Japan seems to be unable or 
unwilling to help its 1mportant assets. 

Should the Japanese moVIe industry be able to 
Keep its dominant position domestically, th1s cou d 
be a model for the future of the Japanese games 
1ndustry. I believe people in the games industry 
should start th1nk1ng about that. 

Hav1ng sa1d that, th1s year H1 Japan, Spider-Man 
3 and Pirates of the Caribbean 3 will still be ~ 
huge h1ts desp1te being from overseas ~ 

t he 
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Edge's most wanted 

Silent Hunter 4: 
Wolves Of The Pacific 

Hopefully these last minute delays 
will mean a lack of early patches 
and a seaworthy vessel. Ambitious 
visuals are all well and good, but 
Dark Messiah highlighted the risks 
PC. UBISO" 

Soul Cradle 

The news that Nippon lchi are 
doing anything at all is enough to 
excite loyal fans. The news that it's 
'doing' Advance Wars is enough to 
send them into a full·blown swoon 
~2. IIIPYON KH 

SimCityOS 

The enemy of all things productive 
has blighted Japan's workforce 
already, and if the rumours are to 
be believed it's heading this way 
like a city-gobbling flying saucer 
OS fA 

The future of electronic entertainment 

Play beyond 
On PC, who's to say where the gaming ends? 

C 
rysis wants you to believe 
that anything is possible, 
which is why it's giving you 

not just a sophisticated sandbox 
world but also, in its nanosuit, a 
sophisticated set of spades. And it 
doesn't end there. 

Here's another possibility: that 
the game will actually prove a 
tremendous letdown. The chances 
seem remote, but maybe its action 
won't evolve as it's supposed to, 
and for all its physics permutations 
and airborne combat there'll be 
little that justifies Crytek's years of 
design. Maybe it really will feel like 
Far Cry meets Aliens meets Top Gun 
and that combustible cocktail of 
ingredients simply won't ignite. 

But here's the more interesting 
possibility: maybe there's a large 
proportion of its audience that 
doesn't give a damn whether it's 
one thing or the other, because 
what it's really looking forward to 
is another part of the package, 
CryEngine 2. 

In E172's look at PC gaming, a 
question arose as to what the word 
'gaming' actually means. What is a 
game? And, more to the point, 
what isn't? Is gambling on the 
traffic lights as you drive to work 
not a game? Are relationships not 
a game? Or politics? 

likewise, who really has the 
right to say what is and isn't going 
to be part of Crysis? Is the risk/ 
reward of overclocking hardware, 
for example, any less thrilling or 
valid than landing a dangerous 
jump or surviving a bout of run­
and-gun? Is holding out for that 
new PC, building up the parts and 
unleashing the result not just an 
instance of good old fashioned 
stockpile and release? 

When you delve into the 
back end of the Doom 3 Engine or 
Oblivion's GameBryo and eek out 
additional detail or frames per 
second, is that not the same thrill 
as seeking out unlockable extras 
within those games themselves? 
Ask a PC enthusiast, and they'll 
probably tell you it's a better one. 

Amusingly, this hobby of game 
tweaking has brought many an 
unlikely, even lacklustre game 
success and long life. Just look at 
the communities that have built 
recently around NFS: Most Wanted, 
Call Of Juarez and, of all things, 
Boiling Point. Being flexible and 
open in your game technology 
might not just be programmer's 
etiquette; maybe it's a type of 
game design as well. 

Who knows, maybe we'll ........, 
be playing Firefox next. ~ 

30 PlayStation Network games 
~3 

32 The Witch er 
PC 

33 Dark Sector 
360, PS3 

34 Vanguard: Saga Of Heroes 
PC 

36 

36 

38 

38 

39 

39 

Crush 
~p 

Professor layton And 
The Mysterious Village 
os 

The Darkness 
360. ~3 

Mercury Meltdown 
Revolution 
w 

The Elder Scrolls IV: 
Shivering Isles 
360, PC 

Jade Empire: Special Edition 
PC 
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Blast Factors basic play can be a little pedestrian, 
but even boss encounters (above) and the use of 
a pad-flick to unleash a tidal wave which topples 
armoured enemies over (right) don't quite seem 
to be enough to expand the game's horizons 

Super Rub·A·Dub looks idyllic, but can be grindingly 
frustrating, in a way familiar to players of any of its 
siblings. it makes you wonder what a down load 
game with the PSI dinosaur would have been like 
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FORMAT: PSl 
PUBLISHER: VARIOUS 

DEVELOPER: VARIOUS 
ORIGIN: VARIOUS 

RELEASE: MARCH 2l ONWARDS 

PlayStation Network games 
The first generation of games arrive for PS3's down load service. So 
is it a virt ual console, a virtual arcade, or a virtual something else? 

orming a sizable component of PS3's 
f solid launch line-up (see p9 for a full 

list) the download games seem 
calculated to prove that P53 can do retro, 
can do populist, can do art-house and can 
out-do live Arcade. But do these games, 
which Sony has now confirmed will sell for 
between £1 .99 and £6.99, deliver' 

For many, their first purchase may well be 
Jenova Chen's Flow. Long expected to be the 
initial jewel in PSN's crown, it's certainly the 
most polished and confident of the games so 
far available. Drifting from one layer of water 
to another, in search of plankton, in flight 
from predators and in time to a responsive 
soundtrack of impossibly relaxing ambient 
effects, it's a beautifully realised and 
genuinely unique experience. But what's 
unexpected for a game as fresh-thinking as 
this is how many existing games it calls to 
mind when it lands on a console in front of 
your sofa. There's a hint of Super Monkey 
Ball in the glimpses you get of the next level 
floating beyond the current one. There's a 
little Katamari kick to be had from 
assimilating the flow's inhabitants just by 
brushing against them. And, for GameCube 

freeware PC debut, or the efficacy of the 
Sixaxis tilt controls, but there is perhaps a 
question mark over how often players will 
return to its waters once its role as a 
showcase curiosity is exhausted. 

But if PS3 can be experimental and arty, it 

lt may be that, freed from the expectations of the 
'Arcade' tag that the 360 wears with such pride, Sony 
will be able to produce a much more rounded menu 

curio hunters, there's a recollection of the 
cubist Animal Leader in the sudden 
viciousness with which you can rip the 
glowing life-orbs out of competing creatures' 
spines. There's no disputing the mesmeric 
beauty that's been apparent since the game's 

can also be ruthlessly populist Go' Sudoku, 
made by Kuju, is a neon-outlined take on the 
ubiquitous fad. While not everyone - and 
perhaps especially not everyone most drawn 
to the peculiarly stultifying time-filler - will 
take to the visuals, there's nothing to object 
to mechanically. With hundreds of puzzles, 
time attack and competitive modes, and as 
smooth an input compromise as you could 
hope to wring out of a joypad, it's a sol id 
start to a series which will also include Go! 
Puzzle, and could easily grow to be a genre 
all of its own. 

Next as a candidate for fami ly fun comes 
Super Rub-A-Dub, the game evolution of the 
infamous duck demo. Now a tilting-tray 
challenge, in the manner of Super Monkey 
Ball, it asks you to float your duck around 
the level, freeing the ducklings from their 
bubbles and leading them to the exit. Pitfalls 
come in the form of sharks, who chase your 
offspring, whirlpools that trap them in place 
and precarious ledges over which they can 
plunge Controlled entirely through the 
Sixaxis tilt controller, the sensitivity of the 
device is made clear. But, despite some 



1ngenu1ty in level des1gn, Rub-A-Duo ooesn t 
Immediately seem able to offer the "ee c· 
other tilt pretenders like Mercury Me tdown 
or Koronnpa. There's no real sense o" the 
flu1d dynamics of the water, and <ne controls 
can feel a little light and 1nsecure ra;.ner tlla 
msp1nng confidence. And. wh e ~e "orm 
factor of the Sixax1s makes 1t a conv ne ng 
penpheral for driving veh1cles or takmg the 
rems of dragons, 1t 1sn't so convincing as a 
tool for these more abstract tasks. 

For more dedicated garners comes 
Lemmmgs, a big brother to Team 17's PSP 
update of the class1c. As ever, there's 1tt1e •o 
d1sgu1se your craving for a mouse, but the 
simplified control scheme IS laudably 
straightforward, and the level settings are 
chansmabc - proVJng that HO can do just as 

much }muce :o 20 as 30 There can t be 
many people left - certa1nly not people 
loo~ 119 to be f11st in line for a PS3 -who are 
ye• ·o make up the11 minds as to whether me 
o ena o' fightn1ng reactions and tactiCa 
~'l.l :1g IS the1r cup of tea. l.t's not yet c'ear 
JUS~ how robust the level des1gn quality •S 

O'.e·a 1- some early examples are dull, some 
too dependent on repeated restarts, but 
ort:ers are devious and disarming 

WhiCh leaves. as poster boy for the 
ga~ers game. Sony Santa Mon1ca's Blast 
•aGor Thanks to Mutant Storm and 
Geometry Wars the twm-stiCk shooter - a 
geNe once so close to obsolescence - has 
become the game no down load service 
seems complete w1thout. Sadly, however -
and thanks agam to those two games - rt's 

The cartoon aesthetics of the PSP version of L~mmings 
translate very happily to the PS3's full HO screen, giving a 
creamy solidity to a game whi<h historocally had always 
sailed as dose to 'garish' as it had to dementedly cute 

probably the one genre PSN should have 
avo1ded Blast Factors conce1t- that you're 
cleansmg cells of germs and viruses - IS neat 
enough but the enemy and level des1gn 
doesn • have the VIrtUOSO cunn rtg of Mutant 
Storm, and the ght-stor'11 v1sua·s cant hold 
a cand e to the f ery fla1r of Geometry Wars. 
Add to that the fact that 1t's a game type 
wh1ch is merciless 1n 1ts exposure of the 
shortcomings of the Sixaxis' sticks, and it 
becomes a proposition that does more to 
h1ghlight the strengths of Live Arcade than 
the strengths of PSN. Despite elaborat1ons 
like faintly Gradius-msp red boss battles, and 
the abil ity to send a shockwave through 
enem1es with a shake of the controller, the 
overall 1mpress1on 1s still hghtv..e ght 

One of the revolut1ons of the 360 was 
the fee ng that you could. 1n all senousness, 
s1mply buy the hardware and go home and 
have someth1ng to play. Now, for the Euro 
launch, P53 can say the same. Where Sony's 
serv1ce needs to mark itself out is in the 
breadth of software 1t can provide lt may be 
that. freed from the expectations of the 
'Arcade' tag that the 360 wears with such 
pnde, it's able to produce a much more 
rounded menu than Microsoft's more 
controlled approach has seen. And it seems 
already apparent that, freed from the size 
constra1nts that Live Arcade games have only 
JUSt escaped from (these pre-release PSN 
games weigh 1n at around 100-250 MB), 
there's scope for elaborate projects as well as 
more wide-rangmg ones. The power of PS3 
IS taking a long t1me to emerge, but w1th the 
arnva of a cred1ble PSN line-up, ·rs ~ 
one step closer to proving 1ts worth. ~ 

HYP ~ 

The spidery beauty of Flow's creatures Is eye· 
catching, but the truly engaging element is 
the gelid, tidal swell of the water you move 
through- organic:. restful and unpredictable 

Go! Sudoku may not be the sexiest of 
products, but its solid implementation may 
find even committed sceptics lured into the 
infuriatingly soothing process of grid· filling 

Alongllde .,.,, ..... ll 
......... J:Pirt 
1re11urract11on .-1 GT HO, 
frether tna1S - In store 
for PSN. Orle appealing 
prospect is a (l)IIWrsion of 
GrlpshHt. 5ldht's -'Y 
undefappteei;lted PSP kart­
puzzler (1156, 7/tO). ...... 
flair and-assurelr • 
driving .... it stiNis. 
good chlnca of being .. 
unaxptdH a hll on PSN as 
M.,.~ Ultr'•-on 
XllA. Also due is Davlcl 
Jeffe's c.llng All CM$. 
l'lomillng • cops .-1 
I'Cibllen-inspired MUitifU»w 
take on a demolition cleftlr, 
it could wall ab attention 
ewey from the PSJ's more 
sober onllne games. 
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FORMAT PC 
PUBUSHEA ATARI 

DEVELOPER CO PROIEICT 
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Geralt's signs inducle a 
fireball. a shield, • char111 
that will tllfllporarlly contnll 
enemies and - sur. ID be a 
favourite - a Star Wen-style 
'force push' that floors 
enemies and opens them ID 
finishing moves. The latter 
is an exam.,. of the very 
physical and spatial nature 
of the combat. unusual in 
an RPG. reinforced by the 
three stances: one strong 
and defensive, one centred 
on fast attack runs and one 
designed to dNI with 
multiple enemies. Geralt's 
fluid motion-captured 
animatlons are a pleasure to 
watch, and set the tllfllpo 
for a gentle, hypnotic 
combo system. 

The Witcher 
Will Poland's biggest ever game project end 
up, like its hero, a stranger in a strange land? 

V 
ou can't ever accuse Poland's CD 
Pro ek: o' no: do ,.,g th ngs 1ts own 
way I'TlOVIng :rom loca saoon and 

d str button to de<e opmem. ar.emptmg an 
RPG ep1c as tts f1rst game, choos ng m adapt 
the works of a Polish author as yet 
untranslated mto English (although Andrzej 
Sapkowskt's Witcher saga is soon to be 
published in the UK) and funding this huge 
undertakmg largely by itself. And while it's 
true that some of the claims of originality CD 
Projekt tS making have been heard many 
\lmes before m the world of the RPG - the 
dark low fantasy setting, the moral choices 
and adapt1ve storyline - it's bucking the trend 

The game's ending will apparently offer more questions 
than answers. the amnesiac Gerall's search for a place in 
the world to be resolved in a hoped-for later instalment 

1n one Important way that could be either a 
bless1ng or curse. Unlike most western RPGs, 
The Wttcher asks you not to make a 
characer but to assume one it has a hero 

The a btno monster-slayer Geralt ts, 
thankfully, a magneuc lead He's handsomely 
drawn, antmated wtth athletiC grace, and hts 
comb1nat1on of swordf1ght1ng. alchemy and 
'signs' (basic spellcastmg) neatly covers all 
the RPG bases. lt ought to be no hardshtp to 
slip into his skin The rocus on one character 
whose abthties, though they can be 
speCialised, are fatrly clearly deftned by the 
lore has also allowed CD ProJekt to develop a 
superbly transparent, satisfytng acttve combat 
system for 1ts game (apparently much 
adm~red by tts mentors at BtoWare. and 
rightly so). lt does away completely With 
pause menus or button commands tn favour 
of stance-swttch,ng and well-t1med single 
phys1cal and mag,cal attacks on the left and 
nght mouse buttons. Its tacttcal cetilng might 
be a l1ttle low, but that wtil depend on the 
enemy design as much as anyth1ng else. 

More of a worry is how deep a 'Id 
rewarding speCialisation can be lt will be 
tmposstble to explore all of Geralt's 250 
abilittes 1n one run through the game, 
something CD PrOJekt hopes wtll encourage 
replays. But wtth JUSt f ive signs to learn, the 

Many IOG!tions are classed as 'safe' by day, under which 
circumstances combat becomes impossible. Children and 
characters with critical plot roles can't be attacked either 

maJority of skills, split into bronze, silver and 
gold talent tiers, look likely lo be to be 
mcremental buffs and not all that exciting. 
Players will need some convincing that an 
alternative character build wtll feel dtfferent 
enough to play to warrant the ttme. 

Replays are more hkely to be encouraged 
by the supple storyline's three alternative 
endings. Your mfluence over events seems to 
be handled (if not written - the Enghsh scnpt 
desperately needs a fresh pass) wtth some 
sensit1v1ty, building through gradual cho1ces 
With delayed consequences rather than 
abruptly branchtng at a crude moral choke 
po1nt. lt s'lould offer a diffenng experience 
along the way as well as 1n the ftnal act, but 
just how compelling a story it IS will be the 
final decider. The Witcher is already an 
attractive RPG in an intnguing world, but for 
a game four years m the makmg it still has a 
lot of rough edges, and the next few ~ 
months will be the toughest yet. ~ 



Dark Sector 
Illuminated and mutated, what was once a 
stealth-in-space title comes back down to Earth 

A 
las, we'll never know what that E3 
2005 video could have become For 
those unfamiliar, it was a tantahs•ng 

etght-minute glimpse of a game that bore 
almost no resemblance to the one you see 
here, clad in cold silver With Sh row-esque 
technology and a percusS!\ e sound<rack. ts 
exobcally-su•ted hero piCtured largely n 
shadow. There was htt e s gn o" a game 
there, but one hell of a sense of am~ence-

the a r w1th n ts pressunseo co~ JU!>t 
ready to burst out o! the nearest a rlock nto 
the vacuum of space. In short, 1t looked I .~<e 
the greatest game KOJtma never made Or 
tre •ew good b1ts of Dmo c,s s 3 

But the problem wtth pun ng together 
wch accomplished target footage rs that you 
v. n fans as well as mvestors. and there are 
oound to be !>Dme who look at th•s new Dark 
Sector, wtth 1ts RE4 camera posttton and wall­
huggtng actton, with a hand over thetr 
mouths. A word of reassurance: at least its 
hero's name is still eccentric. 

Hayden Tenno is a CIA clean-up operative 
on m ss1on n a derelict, fictional Sov1et state. 
Exposed to the !>ame mutagen he's been sent 
m n~est1gate. h1s path through Dark Sector 
beComes an evolutionary one, h1s weapon 
o• d'lo1ce a large-bladed glaive much hke 
that of pulp-tastic '80s movie Krull. The 
defau t melee attacks are as unpleasant as 
•ts shape suggests, cntical stnkes able to 
shce eoemtes dean n half. 

And heres where things get tnterestmg 
aga•n. A smg e g a •e toss can stnke multtple 
targets. botll sent ent and enwonmental 

Tenno starts off as a la1rly conventional videogame soldier, 
designed to be accessible to newcomers. But Dark Sector is 
being touted as a su~rllero gatM. and he's sure to evolve 

v.11ile Tenno adapts to the 
poisons he encounters. the 
game's other inhabitants 
aren't so lucky. Monsters and 
madmen are common foes 

The properties of one target (deftned by the 
game as an element) are carr ed on to the 
next, one example seetng gas transm1tted 
from a valve to a flame to the unfortunate 
soldier next 1n line AI seems passtve enough 
to accommodate the elaborate targeting 
system this requires, and for once the ability 
to h1de behind corners seems to facilitate 
strategy rather than stand 1n for it. W1th each 
new level, a new elerPent •s •ntroduced. 

As for the downcast urban setttng, With 
its shanty town v be and subdued hghung: 
that's a change of dtrection D•g•tal Extremes 
happily takes the blame/cred1t for The idea is 
to bring out Tenno's superhuman properties 
by dropping 1nto the most unremarkable 
environments- a nsky artistiC endeavour 1f 
ever there was one Perhaps 1f Tenno stood 
thoroughly apart from the stealth 'em up 
pack he'd be a more deserving showptece, 
but at ftrst glance the whole stubble and 
mutant arm th1ng seems a tad passe. 

The developer is also keen to play down 
the use of the word stealth in its marketing 
literature and m-game text, and despite the 
more Immediate stmilaritles to Splmter Cell 
and its ilk, the game's rule-set and level 
design make 1t a generally freer affatr The 
space scenano may be gone, but room ...., 
to breathe is a welcome substitute. ~ 

fORMAT· 360, PS3 
PUBLISHER: 03 PUBLISHER 
DEVELOPER: DIGITAL EXTREMES 
ORIGIN: US 
RELEASE AUTUMN 

ZMh's boomerang attacks 
5pring Immediately to mind 
when the glaive Is set in 
motion, but Darlc Secfol's 
mission structure can be 
more like !M! of STALKER. 
Not every NPC has to be 
sliced in two, and helping 
out tlw odd vagrant or 
refugee can grant access to 
hidden shops or missions 
within the sometimes open 
environmenu. In the demo 
we're given, ho-ver, the 
action is more linear. A 
number of multlplayer 
modes .,. Mt to appear, 
though Digital E~ 
remains cagey as to wtt.t 
they might entail, or which 
of the game's personalities 
they'll choose to adopt. 

The glalvo is clearly the star in this new 
show, though the Idea of having a mutod 
backdrop Is a legacy of the old E3 trailer 
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llllngUMd's fMnY and v•ied 
modes of transport are 
more necessities than status 
symbols. NqUired for 
crossing the huge -'d. 
luylng your first mount 
at level ten Is just tile 
beginning. since you•n 
want to equip 1t wittl 
~. saddlebags 
and armour before 
gradually working your 
way up to a vicious flying 
mount. But far more 
IMjestk are the playet­
crefted boats. Potentially 
paralleling galleons in size, 
these allow you to feny 
your friends to eny number 
of distant loceles in high 
style. There - already 
plaas on the drawiflt board 
tor ship to ship combat. 
whlda tf lt comes about 
would bt an imerastlng 
flnt for an MMO. 

Vanguard: Saga Of Heroes 
Sigil's latest is certainly aptly named, but is an 
assault on WOW's eight million subscribers wise? 

I 
t doesn : taKe a maricet•ng prodigy 
to eaten the message h1dden behmd 
Vang_a rrfs oo d s ogan 'Set Yourself 

Free' Poach ng some of World Of WarCrafrs 
suosm:Krs IS certa nl'y an attractive prospect, 
espeoa ·or an MMO developer determined 
to produce somethmg as long-lasting as 
fktqiJes::, WhiCh IS On ItS 13th expanSIOn. 

Sig nas both eyes on the millions of 
o ayers who entered the MMO market w1th 
WOW and could be ready for someth1ng a 
-ue Oeeper On paper there's hardly an 

asoea o' WOW'"' -er S g has,·t analysed 
ano subsequent.y trumped •or ngenu -.y and 
complexity Vangvaro boas'..s l 5 c asses. ou~ 
divides ;.~em ~;o hea~. ~nks, carnage 
de a ers and casters, r.eatly nega• :-~g tl: c 
problem of those that oon t ~.t r:to a group 
dynam1c. it also features a perfected '"'ratiOn 
of Everquest 2's mvolved craft•ng syst«nl, and 
harvesting whe1e players specia •se bu• can 
always help whoever starts the work 

The biggest draw of all is Vanguards 
diplomacy, a path that s1ts snugly a1ongs1oe 
adventuring and crafting that S1gil's 
marketing manager April Jones expla•ns 1n 
terms of a different fantasy epic. "it's I ke 
Gandalf We all know he's powerful, but h•s 
reputa tion and who he knows is what's really 
powerful.· D•scussions are played out as a 
card game where everything you say adds to 
the pool your opponent can use to play cards 
of the1r own. Over time you'll gain reputatiOn 
and nfluence, and you'll build up your deck 
of debating techniques, though whichever of 
the game's 19 d•verse peoples you choose to 
play you always start with the 'race' card. 
Ultimately, S•gil wants to Implement 
diplomats in adventuring quests, givmg 
rounded groups the opt1on to talk the1r way 
around obstacles. 

But th1s IS far from the only 1dea that 
didn't make it into the initial release. After 
f1ve years in development With a rap1dly 
aging engine it became clear Vanguard had 
to get out of the door, resulting 1n a fa1rly 
awkward launch of the game mm us content 
that's since started appeanng 10 patcnes. The 
timing 1s wince-inducing, with Vanguard 
stumbling on-stage just as the phenomenally 
successful Burning Crusade smoothly 
rejuvenates •nterest in WOW it's doubly 
painful when you cons1der that Sigil suffered 
a s1milar blow back in 2004, w1th president 
Jeff Butler JOkingly descnbing his main 
esso 1roll' EQ2 as ·oon·t •aunch at the 
same t1me as World Of WarCraft" 

A~er eavtng MICrosoft to co-publ sh the 
game w1th Sony Online, Sigil's belief 1n 1ts 
..vorlc s clear But look•ng out across the 
stenle, empty world of Vanguard, you can't 
help but imag1ne the warmth of WOW ....., 
and wonder 1f that faith 1S misplaced ~ 

Vanguartfs un-instanced player housing is a sizeable feather 
in its cap. although limited plots of prime real-estate will Sff 

the si- more casual players banished to housing islands 

The lack of any kind of coherent visual or thematic style, 
and the woefully banen lands<.apes. con<tal ardlite<ture 
and ideas that could otherwise have been quite striking 



FORMAT: PSP 
PUBLISHER: SEGA 
DEVELOPER: KUJU 

ORIGIN: UK 
RELEASE· SUMMER 

Crush's visuals aren't oot represented by 
SUtK saeens: in motion there's rather 
more charm than is apparent on the page 

FORIIJ. OS 
PUBLISHER llYEL S 

DEVElOP<R IN.IfOUSE 
ORIGIN JA,AN 

RElEASE: OUT NOW (JAPAN), TIA (UIC) 

Crush 
A PSP original that puts the traditional platformer to 
bed while causing its players a fair few sleepless nights 

T 
he name bnngs to mmd gtrhe froth -
datmg games and sugary pop. The 
screenshots are more rem ntscent of 

an even-more unappealmg prospect -the 
gloomy, over-detailed slush o a poor PS2-to­
PSP conversion. The reality, however IS much 
more ent1cmg. 

Crush Instead jo1ns a very exclus1ve clique, 
open only to the fe-.v games whtch truly 

th1nk m three d1mensions. Depleting the 
adventures of young man hosp•tahsed 
for chron1c insomnia, the game's starlit 
roof tops are the scene for some v1rtual 
somnambulation, as he tries to tackle the 
psychological 'blocks' which are preventing 
him from sleep1ng lt's hardly a leap of 
Freudian insight to discover that these mental 
blocks become the structure of a rather 
unique approach to platforming. 

Based on puzzles, rather than prec•s•on, 
each level is a spatial impossibility, asking 
Danny to reach a goa but blocking h1s way 
with Impossible gaps and towering walls. But 
Danny has the power to crush the 3D into 
2D: pick a camera angle (top down, or 
look1ng on from front. back, left or nght}, 
activate his power, and the level w1ll flatten 
accordingly. Then, wtth blocks pushed, 
switches toggled or power-ups nabbed, the 
game earl be returned to 1ts full-fat form, 
with all your changes left in place it's one 
of those games where playmg produces a 
perceptibly mcreased flow of blood to the 
brain, as well as a smug smile of 
satisfactiOn to the l1ps 

lt takes a few minutes to adjust to seeing the squashed 
potential of each level. and there's a real challenge in 
hontng the most efficient- that is to say, least 'crushing' 
-solution to each of the deviously designed punles 

Professor Layton And The Mysterious Village 
Part adventure game. part animation, part job interview 
from he : Le~o~el 5 knows what's good for you, and for OS 

I 
s • a gooc! 519 or a bad Stgn when a 
garoe can ::Je as en oyable on the 
bad: c• a~ enve;::pe as on the 

scre;;~.s of a artt.n:;;~e o ece of 
·echrKJIOQY1 -·e a:;:·a 1:' n ng puzzles that 
P•of!>Ssor Lwoo .,-ncounters on his point 'n' 
th nk a:lVe!'l· es a:-e obust "lough that 
thetr appeal eas;.; su !>5 ale transitiOn 

Indeed, many w1ll be fam1liar from a time 
long before electroniC entertatnment came 
into play, and the~r appeal is likely to prove as 
divtsive now as then. So: how many times 1n 
a 24-hour penod w1ll a 12-hour d1g1tal clock 
show three •denttcal consecutive numbers? 
How can you fmd the one hght weight 
amongst etght seemmgly •dentKal weights 1f 
you're ono)' allowed to use a set of balance 
scales tw1ce? And just how do you move 
three wolves and three b~rds (nght} across a 
river with a raft that can't carry less than one 
or more than two, allow1ng that whenever 
the wolves outnumber the birds a massacre 
ensues? If those are the kinds of questions 
that have you reachrng for a pencil, Professor 
Layton prom1ses heaven. For those gad to 
have left school behrnd, his appeal will 
rema1n the real mystery here 

But th1s allure doesn't stop at the 
gameplay on offer. Although the puzzles 
(triggered by exploring the static screens of 
the ltlular v1llage and tapptng on the 
inhabitants you frnd) have the clarity and 
chansma of Bram Trammg, the feel of the 
game 1s pure Belleville Rendezvous. A 

liJitN 
l mJ 

•• 
There's surprisingly little discord between the rather 
functional presentation of the puules (above) and the 
lush stytistlons of the main game's charismatic world 

soothing burble of accordion accompanies 
your pedestnan exploratiOns, and no 
character - be 1t male, female or vehiCular -
escapes wtthout a hook nose, bent back or 
bowed legs lt's a charming and lavtsh world, 
well served by the 3D animated Interludes, 
and makes the game a pleasant place to 
dally as you scratch your head at the puzzles. 
A forgiving save system and easy access 
to completed puzzles perfectly ~ 

complement the game's easy charm. ~ 



The Darkllngs form the most charismatic 
embodiment of hero Jadtie Estacado's dark 
powers. In multiplayer, however, it's harder 
to find the balance between their increased 
mobility, but rather weaker melee attacks 

FO~MAT: Wii 
PUBLISHER: ATARI 

DEVELOPER: IGNITION 
ORIGIN· UK 

RElEASE: MARCH 30 

TMre's stdl SO<Mthing dazzlingly 
wdao0\4 about deoding to toon·shadt 
someth1ng with no hard edges or fixed 
sbape- ot's a surpnsongly sound choice 
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The Darkness 
Mafia hitman turned demonic shapeshifter turns his 
attention to multi player, as The Darkness nears completion 

here was a time when it was the 
T greatest Sin tn the book: tacked-on 

multtplayer. But Starbreeze is cheenly 
honest about the fact that the competitive 
mode of 1ts supernatural FPS IS not a maror 
focus of the project. Instead. it seems 
inspired mostly by the team's own 
enthusiasm for the potential of pitting shape­
shifting, wall-climbing Darkhngs against 
more conventiOnal gun-power 

You can tmmedtately see the appeal -a 
demonic take on the perfectly calibrated 
imbalance that stands at the heart of Splinter 
C efts excellent spies versus mercenanes 
multiplayer But you can also immedtately see 
the problem: that the ambttton of that 
imbalance means that this isn't the kmd of 
mult1player that is go1ng to thnve under an 
absent-m1nded development eye. As a result, 
the current bu1ld rs underwhelming- buggy, 
tw :chy and a lm. e chaotic - and rhe abrlrty 
of payers to morph from Darkhng to human 
means a constant ra1n of opponents 
dropp ng 'rom the ce 1ng before scurrying 
stra1ght up agam. More worry1ngly, level 
destgn doesn't yet seem to be equal to 

Mercury Meltdown Revolution 
Morphing from the PSP poster boy to a Wii standard 
bearer, can Mercury manage to keep its original shape? 

W 
hen Mercury first slid m to vtew, back 
n E144, 1t had the d1sttndton of 
bemg the first PSP game to be 

allowed out into the w•ld lt seemed a 
perfect ambassador for the conso e tts sharp 
metallic lines mak1ng the most of the screen, 
its intended ttlt sensor makmg handneld' 
more a play1ng style than an arbitrary abe 
But the t1lt sensor was not to be, and now, 
more than two years later, that ong na VlSIOn 
1s f•nally fulf1lled on a platform that would 
have been untmagmable back in the Winter 
of 2004: the Wii. 

So. after the success of the PSP sequel 
and PS2 converston, through whtch Mercury 
has quiet1y grown to be a remarkably solid 
and viable franchise. is Revolution the 
ulttmate version? In many respects yes the 
mechan1cal ref1nemems of Meltdown are just 
as clear here, with tight level designs 
brimming wrth tense, exhilarat1ng challenge 
On complettng a level tt's almost imposstble 
not to immediately return in the hope of 
shavtng some t1me off your racing line, or 
nsktng a tantalising shortcut. And the t•lt 
controls are precise and well weighted. 

There's a strong visceral horror in watching your ball get 
sliced, stretched and nipped by the obstacales you meet 

giv1ng a direct connect•on with the action. 
But there's somethtng about the way 
Revolution- a real gamer's game- bnstles 
with time constraints, screen furniture, 
sw1tches and bonuses that makes t s1t a little 
uneasily on the Wii. You may fmd that your 
bratn already automatically sw•tches to 
relaxed mode when picking up the Remote, 
more receptive to the simpler charms of 
Kororinpa. Then agatn, at a time when the 
W11 ltne-up IS worrytngly bare, you may 
think a dose of Mercury is exactly 
what the console needs. 

The gunplay isn't yet convincing in TM Darkn~n· 
multi player, and it won't be until the game is on general 
release that it becomes dear if the level design is full of 
subtle tactical detail, or just rather disappointingly bland 

shaping these encounters. with players 
tend1ng to cluster tn open areas rather than 
findtng tacttcal advantage tn the architecture. 

There's time - although not a great deal ­
for some of these concerns to be smoothed 
before release. but the clear message from 
Starbreeze is that it's confident there'll be 
envugh value 1n the stngleplayer to make 
thts element a knockabout extra. The real 
frustration, then, is that it mtght have proved 
a more robust bonus 1f the team had atmed 
a httle lower and relied on more tried 
and tested dynamics 

The visual style worlcs well on Wii, making the most of 
its simple, vibrant colours and doing a consistently good 
job of communicating dearly the possibilities and pitfalls 
of what are some often dauntingly el~borate mechanics 



Jade Empire: Special Edition 
A whole generation late, the X box 
RPG starts running out of Steam 

A 
t last PC garners can get the1r hands 
on the chop-suey KOTOR as an all 
new special ed•tion of Jade Emplfe 

fmally arnves both on shop shelves and 
Steam. But for all the spin about 'three new 
layers of development' the changes seem 
relatively minor and designed to no more 
than placate a poorly treated market 

In the 'content' layer, the biggest 
additions are the two new fighting styles, 
a heavy, slow Iron Palm techn1que for 
followers of the 'Good' path of Open Palm, 
and a lightn1ng fast Viper style for those 
who choose the 'Bad' path of Closed Palm 
There's also an extra sword to w1eld and an 
extra demon to transform 1nto. as we I as 
the Xbox hm1ted ed1t1on's player character 
of Monk Zenq 

The qameplay enhancement ayer 'cuts 
tweaked AI ~no a new Jade Master d ".cu ty 
settmg tnat <~I lows olayers who ve fin shed 
the game to return to the start and do t a I 
one more t1me us1ng the1r h1gh- evel povvers 
aga1nst supenor enem,es ldstly, the game 
engine now supports h1gher resolut1ons. 
advanced lighting a no partiC e effects 

That Jade Empire saw a two-year delay 
w1thout any expansion to show for :t IS 

md1cat1ve of lost mterest 1n a game that 
fa led to capture the rr. nds of the pubhc 1n 
the same waJ tha; so many of 81oWare's 
other prOjects con· nue ,o. W.'n ;..'le aoa uon 
o' more Quests and a•eas, and a soeeo er 
convers on, t's I <ery t/'e game wou d ha<e 
stOOd a chance of repeatJng the pas t1ve 
cnt1ca1 recep\lon 1t received on the Xbox. 
As 1t stands 1t's not likely to affect PC 
garners, many of whom are already 
1aded enough. 

The Elder Scrolls IV: Shivering Isles 
Bethesda prepares an authentic 
world gone mad for Oblivion fans 

K 
nights Of The Nine m1ght have 
mercifully broken the teasing drip 
feed of miniature DLC with 

something more substantial, but 1t still felt 
like a release to make sure no one lost track 
of their Oblivion disc. Now the Bethesda 
money-spmnmg add-on machine is geanng 
up for its first true expans1on, and 1t's lookmg 
every b1t What fans have been waiting for. 

The islands of the pack's title will appear 

Knights of Order are invading 
Sheogorath's realm. intent on 
wreaking a deansing known as 
The Greymardl on its inhabitants 

off the west coast of Cyrodiil, but aren't the 
focus. Rather, a portal hidden away in them 
Will transport the player to the realm of the 
Daednc prince of madness, Sheogorath, 
who recruits you as a champion to save h1s 
lands from his unfortunately named Daednc 
nval Jyggalag. 

Sheogorath's realm will be a quarter of 
the size of the original game, but if Oblivion 
taught us anyth1ng with its enormous, if 

sometimes vacant, world it's that size doesn't 
matter ShiVermg Isles looks exCitmg because 
the des1gners are a1m1ng for someth1ng more 
focused and stuffed w1th mag1nat1on. The 
twm lands of Man1a and Dementia you 
explore make for a beaut1ful diChotomy, with 
the bnght, oversaturated colours and 
pass1onate res1dents of the former 
contrast1ng With the dank, dark, Morrowind­
hke enwonments and paranoid inhabitants 
of the latter But the creatiVity extends to 
everyth1ng Work for your msane master 
(whose fust1an butler you can summon at 
any t1me. much to the servant's annoyance) 
mcludes assembling a replacement for the 
golem you defeat to get to h1m, and 
d1spatch1ng a party of stereotyp1ca1 
adventurers by reach1ng their chosen 
dungeon before they do and actiVating traps. 

it's cuneus that a game marketed on 
hav1ng a world of near-endless quests and 
exploration is now gett1ng expans1ons that 
t1ghten your expenence and reduce the 
SIZe of the world. Bethesda has sold us 
what we thought we wanted, and is 
now selling us what we need. 

FORMAT. PC 
PUBliSHER· 2K GAMES 
DEVELOPER: BIOWARE 
ORIGIN: US 
RELEASE: OUT NOW 

When even the disappointing fnttr Tile 
Matrix could muste-r some dynamism in its 
kung-fu animatioru. it still frustrates that 
Jade Empire's combat consists of little more 
than weightless attacks and colourful lights 

FORMAT: 360, PC 
PUBLISHER. 2K GAMES (PC), 
BETHESDA (360) 
DEVELOPER: BETHESDA 
ORIGIN: US 
RELEASE: Q2 2007 

The lands of Dementia and Mania should 
serve to satiate would·be her~s who 
were disappointed by the more generic 
fantasy setting offered by Oblivion 
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As Crytek opens the door 
g cm in g 's de sti • _ _.,, ..... ,~. •• ;"""•·.11• 

ome, PC 
r its secrets 

T 
here was no cause for alarm when Crysis 
appeared at last year's Leipzig Game 
Convention, but a moment's worry 

wasn't out of the question either. In EA's 
bus1ness suite, a squared circle of cubicles with 
neither windows nor very much in the way of 
space, both game and developers seemed 
weary. "So, which level would you like to see?" 
asked Bernd Diemer, a succinctly spoken waif 
of a lead designer with a devil's haircut and 
active hands. And despite the option of a boss 
battle in which a 100-foot-high alien machine 
threw a plane through an aircraft carrier, the 
lure of the procedural falling tree was simply­
inevitably- too much. 

"At the time, you know, I was starting to get 
tired, N he smiles, some six months later. NB ut 
the funny thing is that now, when we show this 
latest versoon, no one wants to see the trees­
'they want to see me grabbing guys, throwing 
them around and taking apart huts. And now 
I'm bored of taking down huts. At E3 last year 
we really pushed within the studio to get the 
procedural trees working right. lt was kind of 
buggy what we showed, but people went crazy 
and now it's becoming this fad where if you do 
a jungle in a game, you have to have procedural 
trees. People get used to this stuff so fast." 

it's entirely gillen that lifelong 
reputation for jungle company', that 
rple should next step. 
~· orthe long 



time. that meant escape from the toi(Vn of 
Coburg. south Germany. where the brothers 
Yerli grew up. Barely more than an oversi~ed 
maisonette, the studio where vve spoke last was 
over 100 mtles from the nearest airport in a 
town where a new McDonalds deserved its own 
mention on the autobahn. Now, following a 
move m which 80 trucks moved t 10 people in 
just two days, Crytek lives in the European 
gateway of Frankfurt, in a colossal office 

building shared with a nightclub and a furn iture 
store, under a sky latticed by vapour trails , 

But moving in, when you're up to your neck 
in the future of PC gaming, doesn't necessarily 
mean settling in. From the laser-printed A4 
signage to the scattered water fountains and 
espresso machines, little in Crytek's new digs 
feels particularly est ablished. Not past the point 
where it benefits t he company's games, at least. 
A quick tour by business director Avni Verli 
stops at P$3 R&D and middleware first, then the 



multiplayer pit {"Do not remove anything unless 
your name's Yerli," reads the sign), a sound 
studio, and upstairs a fully featured mo-<ap 
suite. A rather bizarre little oasis occurs en 
route: a single desk cloaked in leafy pot plants 
and home to a faux-antique globe. Yerli 
remarks: "That's a trial thing. • 

The company's MO has always seemed 
uniquely improvised, and it's no surprise to find 
a scrum model of development driving it now. 
Geared to projects in which little is certain and 
requirements often change, the idea is to tackle 
concepts rather than tasks, encouraging all 
aspects of development to come together in a 
way that traditional 'waterfall' development 
does not. For Crysis, leading the charge of 
Games For Windows and Direct>< 10, it's hard to 
imagine a more sensible approach. "We're still 
deciding whether or not to adopt Vista globally, 
for office use, • explains Diemer. "I think what 
we're cloing here is what everyone's considering: 
will I or won't I upgrade'? And I hope we'll be 
one of the reasons to do so. From a technical 
perspective, it's given the developers a lot to 
work with, and lt always depends on what you 
do with the chances that you have. • 

With Crysis fast approaching a feature­
complete state, its creator speaks elusively when 
you ask what those features are. The contents 
of a third act in which aliens are unmasked 
and combat takes to the skies won't be made 
public until the public play it themselves. But 
in a quiet corner of the studio we're treated 
to an exclusive look -sans enemies - at the 
game beyond tile green: the Ice Sphere, as 
it first a~ars. 

Reassuringly for thos.with delicate tastes, 
Crysis is three games rolled Into one, each with 
Its own unique physics system and rule set. 

Rlgllt: crutiw dlrtctor Ceva11Wtl,lead _...., .._. 
me-t n a.IMss director Avni Yerli 'lht 14k1Niog 
te.1m 1t Crytet Is so tonsUIIIed with diu..,_ dudes 
!Mt much of the ,_ office remains sparsely decorated 

arranged into a traditional sci-fi storyline of 
investigation, disaster and resistance. The 
second of those sees the island around an alien 
landing site, hotly contested by US Delta and 
North Korean Army forces, frozen solid in a spl it 
second. The surprise: by the time 1t all happens 
you've seen the spacecraft interior already. The 
reveal: breathtaking, as you'd imagine. 

How busy a set-piece it will be is unclear ­
Crytek is only now populating the level and 
wants 1ts biggest enemies kept close to its chest. 
But evidently the entire game will be 
transformed. Incursion will turn to retreat, the 
deform-heavy environment will simply shatter, 
and the North Koreans, with their frag ile limbs 
and dependence on gravity, will make way for 
aliens with better exoskeletons than yours The 
numerous Matnx Sentinel toys dotted around 
the office are a worry, but Diemer assures us 
"they're there to remind people what we don't 
want to see." 

Snow is falling, then, in myriad sizes and 
directions. while banks of volumetric fog buffet 
your concave visor and thicken in the mountain's 
pits and troughs. And you're running, eyes 
looking forwards to the treacherous rocks and 
back to the alien advance. There's a story section 
-one of many to exploit the gaps between 
fights- and at the glazed wall of the sphere is 
your escape route a broken bndge and a 
transitional load. CryEngine 2's streaming code 
ensures that Crysiswill never break during a 
level, but between them it has to. The upheaval 
of its physics, AI and video systems when 
entering or exiting the Ice Sphere, we're told. 
would simply be too much for anything without 
eight gigabytes of RAM. 

As Crysis evolves from here, VTOL aircraft 
and helicopters will be flown, gravity boots will 
be worn and one by one the legacies of Far Cry 
will ~stripped away in the name of progress. 
But when you're throwing gravity out of the 
equat1on. how do you retain a natural set of 
boundaries? Not invisible walls. surely. Hit's 
difficult to guide the player wnhout restrictmg 
them too mucl1, but we're gettmg there, · says 
Diemer. ·The important thing for us is that it's 



consistent with the story. Even if it's a kind of 
soft boundary, like someone telling you to get 
back to the war zone in Battlefield, then that's 
something I'd personally accept. We have sharks 
attacking you in the water; we have other 
helicopters, things like that." 

So complete are Crytek's designs for each 
of the game's three acts- an unsolicited 
glance at the walls reveals a grungy shipping 
yard, a vast circular chamber lit by an open 
ceiling and a wealth of military and alien 
paraphernalia- that it's easy to get ahead 
of yourself. That initial trip to the island 
interior, for example, is dearly twice the 
game Far Cry was, as proved by its most 
recent playable code. 

A DX1 0 showcase at January's CES, the 
demo's quick timeline of events- an infiltration, 
a gunfight and a helicopter battle- is already a 
hot topic for on line debate. The gradual fade in 

of HUD, gun model and envuonment is 
unquestionably Far Cry-esque, a tsunami of 
green leaves and tree bark crashing through 
the monitor in layer upon layer upon layer. 
Though taken out of context for the demo, 
it's clear that at this point in the game you've 
punctured into one of many 'action bubbles', 
a road stretching around corners both behind 
and in front, towards forest and beach. Between 
them is a settlement of huts, a lookout post, 
patrolling guards and serviced vehicles, flanked 
by welcoming elevations rich in natural 
camouflage. Photorealism aside, then, it's 
business as usual. 

But like Far Cry and FarCryalone, a lot 
happens before you take your ftrst step. Crytek 
likes a game in which you thmk rather than 
react, and thanks to CtySi!!i nanosuit there are 
plenty of options. Both mouse and keyboard can 
navigate the suit's petal menu, whtch manages 
upgrades to armour, speed, strength and stealth 
(known here as cloak). And keyboard navigation 
Is as fast as you'd hope, fingers tripped up only 
by the need to cycle through the options for 
your modular rifle. The inevitable nano-energy 
bar is there to stop you bunny-hopping through 
levels with impunity, armour providing a default 
mode that could see you through the entire 
game should the need for authenticity grab you. 

And that's the deal with CtySis: you go tnto 
it without knowing quite what to expect, and 
come out knowing that you don't have to 
expect anything. If you want Halo, with its run· 
and-thwack combat and dose encounters, then 
you can forget the nanosuit and hop in the 
nearest jeep, a finger reserved solely for the 
melee key. For Crackdown kicks, you just vault 
a hundred feet into a crowd of soldiers and 
become a whirlwind of airborne bodies. For 
Metal Gear Solid, creep to wittun breathmg 
distance of the outermost guard and grab tus 
throat with a camouflaged hand, usrng htm as a 
human flak jacket if 1t all goes wrong A (for 

once) genuine FPS sandbox. Crysis feels like play 
where other games feel like work. 

For a game that walks a tightrope across the 
uncanny valley it's also rather camp, the demo 
snipping punchy brass and bongo drums from a 
70-minute score by the Seattle Philharmonic. 
Obviously you won't be in a position to play 
Bond -or Carver - for all of CtySis, but the 
opportunities are there. The North Koreans 
genuinely seek cover behind the objects you 
destroy, bounding when exposed and staying 
put when concealed, and while the action can 
be rusty from time to time - the strafing 
helicopter is as vulnerable to a fixed gun 
emplacement now as it would have been last 



...... 
llo one's «!en the alien txosbletons in 
a<ticn outsi<M of tilt tarly aorcraft carrior 
b.Jttl~ but M' re told a rul s!low1tealer Is 
seen Olll!rlte~ during the Ice Spbert esc-

card -just one 8800 in our demo machines- and 
two g1gabytes of RAM. As for optimising 
downwards, the rule of thumb we tell the R&D 
guys is high-spec far Cry equals low-spec Crysis." 
Yerl1 agrees; but there's a mischievous old glint 
in h1s eye. "No matter what you have, we'll 
bnng you down. 

"If you have SLI DX10 with four gigs, we'll 
bring your PC down; not because we want to do 
that but because we want to invest in the 
future." There's a moment's pause, and he 
laughs. "Act ually, maybe if you have SLI OX 10 
it'll be very difficult to bring your PC down. But 
there are profiles which we're not exposing 

through the outer config which would 
otherwise make the high-i!nd systems run like 
mediums. Users would say: 'What the fuck' I 
bought a new PC for this?' So two years later 
you'll be able to reinstall Crysis, hopefully loving 
it already for its core gameplay, and it'll look 
better. Games grow old, and that's something I 
want to avoid" 

Ever the evangelist, he can speak for llours 
like this and always have one last thing to add. 
And you can't help but feel that Crysis is the 
same, hiding more in its later stages- still- than 
most games have in total. But today there's little 
time for talk of facial haemoglobin maps and 
the 10,000 procedurally-generated soldiers the 
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card- just one 8800 in our demo machines- and 
two gigabytes of RAM. As for optimising 
downwards, the rule of thumb we tell the R&O 
guys is high-spec Far Cry equals low-spec Crysis. n 

Yerli agrees; but there's a mischievous old glint 
in his eye. •No matter what you have, we'll 
bring you down. 

•tf you have SLI OX10 with four gigs, we'll 
bring your PC down; not because we want to do 
that but because we want to invest in the 
future." There's a moment's pause, and he 
laughs. • Actually, maybe if you have Sll DX10 
it'll be very difficult to bring your PC down. But 
there are profiles which we're not exposing 

through the outer config which would 
otherwise make the high-end systems run likEt 
mediums. Users would say: 'What the fuck71 
bought a new PC for this?' So two years later 
you'll be able to reinstall Crysis. hopefully loving 
it alreadyior its core gameplay, and it'll look 
better. Games grow old, and that's something I 
want to avoid• 

Ever the evangelist, he can speak for hours 
like this and always have one last thing to add. 
And you can't help but feel that Crysis is the 
same, hiding more in its later stages -still -than 
most games have in total. But today there's little 
time for talk of facial haemoglobin maps and 
the 10,000 procedurally-generated soldiers the 



game will never need. So he makes the closing 
minutes count. 

~oxlO and multi player gaming is going to be 
very, very big," he says, flatly. "it will make a 
gameplay difference. You'll get battle dust that 
hangs in the air, vegetation bending and dense 
grass synchronised across all PCs. For the last five 
years, from DX7 to DX9, multi player gaming 
hasn't changed. But through DX10, Vista and 
the average m in-spec PC reqUired to run tt, we 
can introduce a new set of mechanics onhne. I 
know the initial numbers playing wtll be very 
few, but I also know we can convince them. 

•For example, a human brain knows if a guy 
ts walking through the grass, but getting AI to 
recognise it is very difficult. A human can see 
the dust in the air and know there was a battle 
there, or interpret from the amount of dust how 
long ago it was. A human can see a shadow 
poktng out from behind a corner and know to 
be careful, but AI won't at any time in the near 
future because it requires pixel and image 
processing beyond the AI brain. If you 

synchronise all these systems in online play, 
however, it adds a much more intellectual level 
with choices you've never had before. The 
perceived difference will be much greater than 
in DX10 singleplayer. • 

With all the talk of multi player servers split 
between DirectX versions, hidden detail settings 
and modding tools available from release, Crysis 
is as good a PC champion as any, simply because 
it's so defiantly PC-centric for a game with such 
wide appeal. Not since Quake 11 has the industry 
marched so strictly to the beat of a single drum, 
hardware, software and everything in between 
under its apparent influence. The most popular 
question, then, becomes one of the most 
interesting is this game really a PC exclustve? 

•it's PC only. We're totally, absolutely focused 
on PC, " says Diemer. "it's not that we haven't 
thought about it. And it's public knowledge that 
CryEngine runs on Xbox 360 and PS3. But until 
we're done with the PC version we don't even 
think about what to do next. That's where our 
competence comes from - we're a PC company. 
And with all these initiatives by Microsoft that's 
the place I want to be; it's where it's happening 
at the moment.· 

And 1f, for the sake of a port, EA wanted to 
outsource the game to a thirdparty? He 
physically recoils. · we spent so long developing 
the lP that I think no matter what happens we'd 
be really closely involved with that. lt's our baby 
that we've been working on for the last three or 
four years, and we have big expectations for the 
whole franchise. it's why we went to all the 
trouble and put a lot of money into developing 
this; it's not just the one game. Far Cry was 
different- it was the first project we attempted 
as a company, we made errors and we had to 
make compromrses. But this time we're being 
more logical. Hopefully, this time, we're ~ 
doing tt better. • ~ 

Thero's surprisingly hnle yov an say about the DX10 dofference­
yov really do ha we to sn it for yourself. Richer, dell$01, and busier 
visual effects and tMiironrnents are the apparent heart of it 



Making history 
How the men behind Dark Messiah and City 17 
are planning to invent a new kind of gaming, 
rebuild Paris, and aboUsh the Renaissance 
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much so. in fact, that he's co-writong The 
Crossing's story 

Set on para! le un1verses- one a not-stncken 
chaos of rJ1er-oty concrete hous1ng proJects 
the other a m I tanst c Goth1c megalopolis ruled 
over by the Kn ghts Terl'plar - The Crossmg IS a 
f.rstperson shooter that aims to rad cally br dge 
the separatiOn between stngleplayer and 
multtpli!yer ga11es by betng both Stmultaneously 

"The two mam motives that drove us were 
that AI '"'' 11ever match the emotton that a real 
ho rr tn ola ·er can prov1de, • says Raphael 
Cotantonio Antonov's co-wnter ,d Ar •ne's 
CEO "The other was that tn current mu •Player 
games tnere's no mean1ng. You JUSt play them 
to· the sake of fraggtng ·.so The Crossmg's 
so ut on IS to g1ve AI roles to human players. 
prov1d g bo~h worthy oppo"lents to foght 
aga nst and reason for fragg ng by Sltuattng 
confliCt tn the context of the game's story 

Players approach The Crossmg as either story 
payers or sold1er players. The story players 
progress through the game's maps tn a linear 
fash on. fol owmg 1ts narrat1ve, jUSt like any 
s ngleplayer garl'e Sold1er p ayers play the part 
of thetr adversares and all'es on each map, as 
1f they were other playe1s in a mult player 
match Arkane calls the concept ·crossplayer'. 
whld• IS a eference to the way both types of 
plater Wtll cross paths 

The Cro s ng·s 1mag n1ngs of Pans therefore 
have to sorr. taneou!Jy provide a I near, paced 
expe•tence and flowtng, open gunplay betwee 
many payers wtth dtfferent mot.vattons. And 
they also need to tell a t•ght and compelltng 
story that w1ll pm the potent tally sprawling 
wucture together 

Antonov's relat onsh p wtth game wr tmg 
begar'l wtth Half-Life 2, dunng wh1c.h he 
collaborated closely w1th •ts wnter, Marc 
Latdlaw "Every ttme you do a new world yol. 
have to come up v.. th a back-story for a destgn 
to be s ccessf I. says Antonov. He'd look ill a 

"I DON'T SEE WHY GAMES SHOULD 
BE SO DETACHED AND TAKE PLACE 
ONLY IN ABSTRACT ALIEN WORLDS" 
drawtng and get tnsptred and wnte some:hing 
1rto the story and the other way around it's the 
nat lfal stec u the dPsign process. • 

His belief in stronger relatoonsh•P 
between art dtrect•on and story has come from 
a long frustratton as a vtsual designer, having 
studted ndustroal destgn, been a destgner on 
the recent French antma\ion ieature film, 
Renatssance. and worked on games tncludmg 
Kmgpin and Arkane's own Dark Mess1ah "Many 

umes I was tasked jUSt to make somethtng look 
good-lookmg when there's no logtc or 
consistency. whKh IS very often the case tn 
game stortes," he soys 

When Colantonto ftrst approached Antonov 
w1th The Crossmg's concept, he was considenng 
a setttng like New York or Los Angeles. but 
Antonov wanted to try somewhere dtfferent 
They settled on Par s fer 1ts lmks to the Templars 
and for the freshness of depoct ng ts 
m~poverished suburbs "for a long t met 
wanted to tell a story about the P;ms hard-
bot ed ghettos because they are such intense 
locauons and they are relatively unused tn ftcbon 
and especially se -'t, says Antonov. 

lt was duong pre-productoon of the game 
that the 2005 rots broke out n the c1ty, and 
they seemed to confir!T' a connect on between 
thetr focttonal1dea and the ctty's gntty reality 
"I remember V1ktor and I called each other and 
we saod 'Hey, osr t thts amaz.ng - 1t's exactly 
as m our story'. • says Colantonto .. We ready 
want to do sorrething very be ievable, even tf 
part of the loca:ron ts our world and the other 
IS •magmary " 

Desptte the fact that the Paris suburbs are a 
novelty. Antonov beheves the creattve rtsk wtth 
sett ng Half-Life 2 m a centra. European oty was 
much higher because Pars 1s so well known !t's 
apparent that he and Colanton o have enJoyed 
subvert•ng rts cliched cafes-ar d-Louvre tounst 
odentoty. Antonov's Pans ghetto rs a place of 
pot lessly Modern1st sooal houstng blocks 
featunng careful authenttc details to make the 
city look real and lived-m, and not 
JUSt built for the game "There are orange 
decorattons on some of the prOJects, nan~ely 
patnted suns to make the suburbs a happier 
place, he says of the real crty "That's very 
specific to France because of the soCialist 
1970s era • By plactng Stm1larly colourful 



wall pa1ntmgs m The CrOSSing's urban 1-te he 
has strengthened 1ts authent also creating a 
little v•sual resp1te from the relentlessly grey 
concrete and sky. as wel as a :ttle grotesque 
•rony for the player 

Antonov·s be te• ,.. the mportance of us1ng 
realism 1n games IS one of the b1g reasons 
Colantomo wanted to \vork wrth h m "He 
doesn't wan: to go for mag c stuff, or th ngs l1ke 
that For th1s particular game ll's exactly what 
we wanted. somewhere be evable where 
everyth•ng that's dl'Signed feels ke 1t has arrsen 
to be there, has a mea g • he says 

"In a real-look ng world everyth ng matters 
much more than rn a cowplete abstract world 
where everything around you ooks ea toy,· 
says Antonov The strategy a so enables truly 
otherworldly th•ngs to stand out a tre better 
as d1d the Crtadel. whJCr towers aver the 
recognrsable realism of C 1ty 17 m more tl>an JUSt 
height. "All arts are a reflect1on of rea ty 
Antonov goes on to say "I don't see why ga es 
should be so detached and take pface only n 
abstract alien worlds. One of my dreams s that 
games become a recogn1sed ar1 form hke f m. 
Music or photography" 

'--<::;.:­
Set in the De de la Cite, The Crossmg's. story 
fo lows a hrghly tra•ned ant1-terronst soldrer m a 
Pans 1n wh1ch the government has been topp ed 
a'ld chaos re1gns. About a quar1er of the way 
nto the game's story, he enters a church and 

eXIts mto a para lel vers1on of Pans Here, 
Colanton10 and Antonov have supposed that 
the Kn1ghts Templar weren't d1sbanded m the 
·4th century Instead, they rose to take over 
France as a despot1c, warnng Crusader nat1on 

In this atternat1ve Pans of towenng l1mestone 
sp res. warrens of dark. arched passageways and 
steam-enveloped mach1nery - a style that 
:.ntonov terms mega-Goth•c- the Rena1ssance 
hasn't happened "it was an amaz1ng exerc1se 
because almost all values m modern western 
Cl\lr 1sat1on are based on a Greco.Roman model 
re111ved dunng the Renarssance. The arch1tecture 
n Pans IS almost entirely neoclassical and has 
ery little vanety in style." He took Gothic 



arc!- tee ral themes and evolved them No a 
modern style w1th less ornament and c eaner 
shapes To emphas1se th s he exchanged wood 
for metal to retain a Goth c appearar'ce Without 
1t be1ng crumbling and orga c 

Antonov also wan• d e.:; tecture of th1s 
GothlC Pans to tell stones about the culture· 1ts 
Interest n bu d ng on a mo ume'lta scale has 
g1Ve'11t I e ab ty to construd enormous 
strud<.~res, t>V ts war g natu e as led to a 
sho age f meta for construct ng much ol that 
klna of ch1tecture, a deta ll.ntonov took from 
the effects of W..VJ on arch tect1..ra h story: 
While 1t has electnc1ty, much power derwes 
from steam. 

Subst tuting such careful enVIronmental 
deta1l for lengthy verba explanatron exposes 
Ar.tonovs 'show, don't tell' approach to game 
art dorectJon. " The game world IS a powerful 
tool for proVIdmg 1nformat on about the back­
sto•y " he say~ "Architecture, props, and lrvel 
c- decay te us a ot aoou· tl'le what happened 

before the player came. Th1s makes the 
narratoon subtler, sophost1cated and replaces 
flat expos1tions and vooceovers • 

As1de from architectural deta s, A :onov 
a :so draws on a wode range of tr1cks toe crt 
more 1nst1nct1ve and emotional react on from 
players from the game enwonment a rues 
developed in other v1sual arts such as 
photography, class1cai relief pa ntlng and 
11lustrat1on Qf these. hghtmg contrast s 
Antonov·s mam tool. Backhght1ng, for nstance 
can create a dramatiC and unsett! ng sense of 
the unknown. "That's why rn Half-Ltfe 2 when 
you go out of the trarn stat1on yoiJ have e sun 
beh1nd the bUilding n front and long shadows 
cast your way," he says. "You feel th1s presence 
of someth ng heavy 10 front of you • 

Antonov beg1ns sketch1ng every enwonment 
out 'n ght f rst, group1ng hght and dark n large 
masses and taking note of how it appears n fu I, 
1nstead of concentrating on cleta1l. "The metnod 
comes from trad1t10nal paontmg and photography, 

/ 

and it's often overlooked m games,· he says By 
c ...,trcs!lng the element of the environment that 
Antonov wants the player to notoce by l1ghtmg 1t 
0' placrng ot m shadow, he's ab e to make a 
disltnct ancllegoble image that po1nts the way for 
actJon or emot1onal response. 

"The tnckiest thing about games 1s that you 
can't control the 1mage-you end up havmg to 
control ten 1mages, 360 degrees around you," 
Antonov concedes. In a lmear. story-driven 
game, the problem IS mrtogated by the fad that 
he can antiCipate the path a player will take 
through the space. He can then create carefully 
composed vistas that relate to what's happenmg 
1n the storyl1ne next. "Everyth1ng starts wrth 
p anmng the player's expenence from the 
beg1nn1ng to the end, and clefimng the key 
moments or po1nts, wh1ch 1sn·t very dofferent to 
the b1g est Jblishmg shots m film," he says. 

Most of the game will be set 1n Templar 
P1rrs, though the player will see some of the 

__ _j 
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"THE'KNlGHTS E TO BECOME 
EXPOSED AND SWINGING 
AROUND LIKE SPIDER-MAN" 
same locat•ons m both crues for companson 
The deCJSIOO enables AntonoV to control the 
em'lronment much more tha the wide streets 
and square blocl;s of the ghetto Pans The 
Ol"gan•c ;md uopred ctable street plan fo lows 
the curve of the nver. nstead of the real Pans' 
rad1at1ng m•d·19th century street plan of broad 
boulevards. so he can block playl'f access and 
frame v•stas more natura ly 

Templar Pans' lofty sp1 es and roois also add 
a vewcal element to the a~ au.essed VIa 
grappl ng hooks by sold8 players playtng as 
Templar kn ghts lt's a feature tha• ColantonJO IS 

exated about "ThiS way we can tT1Dl vertK.al 
spaces With more hortzontal ones. so that the 

;; ; = 

soldiers have d fferent tools to move arOund 
compared to the stocy plc.-yers Tha~ 
mtl'festong play beCause the knights 
become exposed and start SWUl9lfl9 
Sp1dcr·Man 1n order to get a1 ta getS 

ColantonJO IS aunmg for ps to feat e ten 
plclyers at most- a modest number by today's 
standards ·we want a more ntJma e 
exper ence." he says ·Horest~y wheneve~ I play 
a game With 64 or 32 pla-JefS t's ust a big mess 
for me TactiCS are dead You spawn and you 
de Where's the f;m tha•7" 

The Crossmg w. le e twO types of map -
60 per cent of tile gaMe be played out 111 

I near 'story' leYels v. sold players tal;mg 
the place of speaf:c enerr-.:es and a .;es The 
sold.er playe1s. who are te!' med and less 
powerful than story players are g:ven 
challenges accord-'"'19 to role they've 
and w•ll cch~e~~e ranking ewa ds They can also 
sw1tch control between en: C 0010 
uses the analogy of Agent S • The Matr 

The rest of the maps are more opeo 
'sk11ml'>h' levels. whiCh act much any 
normal mult•player map for soldier players to 
compete 1n until the SE!f'lliE!f drops storY players 
m The game pauses to run down objectiVeS 

for each player and the map. sometm'l!!S 
open ng llfN'I sectJOOS a«ordin9 to the story. 
and 1t then plays out unt the story players have 
su«eeded '" meetmg t.~ object.-ves and move 
on to the next map 1n the games narratiVe For 
the. sold er players the actiOn contlllUes among 
them'lt'!ves aga n. 

ColantoniO hopes that the expenence 10!" 
both typeS of player Will be ent rely different but 
equally re"Ward ng - the key. he says IS t at t 
powers cf.~fer The soldJer players Wl~ fu 
k ng each other, or WOI"Idng toqEt b 
down a powert ... 1 story player The 
Wl enJOY the r sense of 1Tl19 C 
that Stol)' (hat actefS 
smulclr to the three rype$ 

Vs Predator 
senes o v ·ied a 





. Guildford is 
A sma\\ team r PS3's biggest 
making one do so wi\\ you be 
games-an 

[9 et's start with the little. In thts game 
from Media Molecule, whiCh at the 
time of wnttng is so new 1t doesn't 

even have a title. you can make your button­
eyed. hemp-skinned. zip-fronted httle avatar 
run, JUmp ... and act The 0 -pad selects faetal 
expresstons: gnn. gnmace and frown. The 
right sttck waves 1ts arms around together, but 
hold down L2 and R2 and the left and nght 
sttcks can move them mdependently. And, m a 
stmple stroke of genus. ttltlng the Stxaxts 
controller moves 1ts head. You can assume 
att1tudes. look at th1ngs in the game world. 
dance; ,<you wear a frown and ttlt your head 
forwards, you'll move 1n a deJected shuffle 

Till! TBC 
fORMAT; PSl 
PUBUSHR SCEE 
D£VELOPEJ! MEDIA MOLECUUE 
ORIGk UK 
qfl[AS<. TBC 
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T~ only prh'ious game creation toolkit Healey had any time for was Sensible Software's "excellent• Shoot 'Em Up 
Construct ion Kit but arriving in 1987 it came a liHie too late for him: he'd already learned assembler by that point 

it's an 1nspired use of the S1xaxts that 
cleverly exploits its dual nature. turning 1t 
rnto an effortless combination of game 
controller and puppeteer's rod lt makes 
such 1nst1nctrve sense that w1th1n a mmute of 
prckrng rt up, you feel that this is the game 
the controller has been waiting for. And then 
when someone explarns the whole concept 
to you, you realise that this cute. s1mple little 
game - being made in Guildford by Media 
Molecule, a tiny team of less than 20 souls-

This cute, simple little game 
~ou~d be a huge, defining release 
thr Pony. No less than the game 

e S3 has been waiting for 
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could be a huge, defrnrng release for Sony 
No less than the game the PS3 has been 
wa1ting for. 

So let's move on to the big thrngs. In 
the most basic terms the game IS a s1de-on 
multrplayer platformer with a knockabout 
physics engine and a distinctive visual style· 
a cross between LocoRoco. Four Swords 
Adventures, and the accrdenta h1t that f1rst 
caused Media Molecule to come 1nto being. 
Rag Doll Kung Fu. But rt's also something far 
more sign1flcant than that. somethrng that 
caused Sony·s Worldwide Studros to snap rt 
up as a firstparty PS3 exclusive when Medra 
Molecule presented the game a year ago. it's 
a creative tool. 

And rt doesn't s1mply have a level editor-
1t IS one and your character is the game's 
star and designer rol ed 1nto one. A button 

press bnngs up a thought-bubble I'T'enu 
system, and a cursor that's tethered to your 
character by a luminous colour-coded kite 
string With this you can place objects 1n the 
world, decide their phys1ca1 propert es. move 
them. reshape them, create new ones from 
scratch, apply stickers, paint pictures, add 
sound, import photos, des1gn costumes. You 
can work with a blank slate or from a 
template, and there's a scale of creativity from 
arranging ready-made components to 
des1gnrng your own. Medra Molecule is callrng 
thrs system Poppet, for no partrcular reason 
(Creative director Mark Healey, Media 
Molecule's lunatrc lynchp1n, says he's been 
trying to reverse-engrneer an acronym for it, 
but with limrted success.) 

The n Sony steps rn and prov des, rn 
the form of the PlayStatJon Network, a 
platform for shanng your creattons with 
friends and the game's entre userbase Pete 
Smith, senror producer at Sony's Studro 
Liverpool whrch 1s overseerng the game, is 
quick to name-check the star s1tes of the 
so-called web 2 0 phenomenon as 
insprrattons. You Tube, MySpace, Fl ckr. The 
argument goes that the current climate is 
exactly right br creauve gamrng to explode 
past the techriCal. notJbyrst PC mod 
community rnto a genurnely massmarket 
pursu1t, and that PS3, PSN and this game are 
the produCtS to make rt happen. 

"There rs somethrng very empowenng 
about creatrng something, and sharing it with 

~ Poppet creative interfa<e . 
hasn't been finalised yet. but os 
already slick and approachable, 
influenced by Sony's media bar 



other people, and them enjoymg 1t," says 
r1ealey. "Dunng the development process, I 
often get what I call a 'power gush'- 1t's th1s 
k1nd of rush of excitement from making a 
feature that you know is going to make 
people laugh, or •s groundbreakmg m some 
way. It's QUite a phys•cal thmg that has me 
pa(lng up and down, trembling and making 
exoted ape no•ses. So the reason I have for 
wanting to make this game IS to bnng the 
·power gush' sensation to those that know 
they have a great imagination, but don't 
have the t1me or ability to learn all the 
complicated stuff you need to learn to make 
a game. And what with MySpace, You Tube 
and so on the t1me just feels nght. Maybe 
,rs something to do with the Age of 
Aquarius," he adds, and it's impossible to 
tell1f he's being serious. 

Having dec1ded to make a creative game, 
the f~rst, and hardest, step Media Molecule 
had to make was to create both an interface 
and environment that would encourage 
any and every player to mess around. Two 
key decis•ons were taken that d1sungu1Sh 
th1s partiCular t1tle from any prev•ous content 
creat1on tool: the editor and the game had 
to be seamlessly integrated, and they had to 
allow players to create together, 1n realt1me 

"A map ed1tor 1n a game •sn·t a new 
thmg at all, but tradmona y they are e•ther 
really complicated and techy, or very lim1ted 
1n what you can actually do With them, 
says Healey. "We wanted to giVe people the 
ability to s1t back 1n a sofa, use a JOypad, and 

Although the game is uproariously entertaining and tactile to play. the feel and timing of the controls sometimM seem 
fractionally off: this might be down to no more than a few missing sound effecu, an essential part of movtment feedback 

just make wacky stuff, and most Importantly, 
be able to do 1t co-opera tively- e1ther with 
other friends on the same sofa, or on line. 
Co-operat1ve creativity, or jammmg, was one 
of our mantras " 

To make the trans t•on to creatiVe gam1ng 
as smooth as pass b e for ~he payer, Med a 
Molecu e IS carefu ly folo ng ere at ve e ements 
mto the controlled enlrlfonment of the leve s 
they're creat1ng for the game themselves. so 
that • as a by-product of play1ng •t. you f1nd 
yourself makmg stuff,· in the words of 
techn1cal d•rector Alex Evans • was 
Important that the ed1t1ng tOOls 'orm pan o' 
the actual gameplay from the star., so •or 
example you m1ght have to use the pa ntng 
or other creat1ve tools to 'beat ' a character n 

the game." Healey suggests bU1ld1ng a bridge 
to cross a gap, or "making a fully working 
vehicle and steaming down a huge slope. We 
do realise that not everyone will want to 
spend t1me making a whole level. Some 
people m•ght only want to custom•se what 
the r character looks l1ke for example, or 
maybe JUSt make a mad creature, and share rt 
With fnends. • 

The problem cuts both ways, of course: 
as we as d~•gmng s•mple creat1ve tools that 
wou a b ena m to ~he game, they had to 
cofl'e up wtth a so d, fun game that would 
ma<e sense o· !ne ~oo s On th1s leve. the 
game IS a ready a tota • notous success 

In the shot above, you'd jump into the screen and 
onto the block behind you by pushing up on the left 
stick, but such movement i~ only possl_ble when the 
option Is there; normally its left and rtght only 
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n..re aren't any camera controls in the current build, although it looms in and out automatically according to players' 
distance from each other, or if Poppet is engaged. The game is entirely free of a HUD, reinforcing the 'cartoon verite' look 

In a brief but utterly delightful hands-on 
session, we romp wrth Healey, Evans and 
Sm1th (avatars dressed as Evel Knrevel. a '30s 
showgrrl and a snake, plus one naked but for 
hastily applied pink deely boppers} through 
one of Media Molecule's own levels. it's 
essentrally a strarghtforward, A-to-B. left-to­
nght platformrng assault course that seems to 
have been constructed out of sack-cloth, 
cardboard, frurt, krtchen utensils, snail shells, a 
nursery mobile and some strcky-back plastrc 
Everything in the world behaves With very 
believable physical properties (although as 
Smith points out, sometrmes the wrong ones 
- like a tree made of sponge and cloth, for 
example}. By holding down R1, the characters 
can be made to grab onto and manrpulate any 
object in the world (including each other} wrth 
their stretchy, elastrc arms 

The physrcs rs rntegral to the gameplay, 
because rt's fun on a fundamental level, and 

because experimentrng with the physrcal 
behavrours of various ObJects is an easy and 
entertaining route to DIY game design, wrth 
plenty of opportunitres for emergent play. The 
trny mannequins balance on oranges, leap off 
spring-loaded levers, launch themselves from 
sprnnrng cogs, dangle from bungee cords, use 
tiny tethered jet-packs to give each other 
arrlths, push skateboards down slopes and 
hang on for dear ltfe. They generally stnke a 
srmilar ba ance between co-operation and 
good-natured, slapstick squabbling to Four 
Swords, only in a much more free-form 
envrronment. and though there rs a cap of 
four players per PS3, that number wrll be 
higher on line There's some gentle puzzling 
and occasronally a challenge of dexterity, but 
mostly the fun comes from the pure tactile 
pleasure of interaction, and that is abundant 
it's a game that equals Kataman Damacy for 



animation and the games it plays with scale 
and effects give it an m'1ocent, nostalg1c 
quality that's frankly almost movong 

·we always wanted to make 1t feel like 
someone had adually made a real set, and 
then filmed it with a camera, so old kids' 
programmes like Button Moon, Chorlton and 
the Wheelies and so on had a b1g onfluence," 
reveals Healey. "The odea of usong crah 
matenals was just an obvoous one when we 
thought about user-created content. · 

"As the engine programmer I got foxated 
on making the game look like someone had 
taken a camcorder and filmed th1s wonderful 
small world comong to life.· adds Evans "So I 
concentrated on techniques that are norma ly 
assoc•ated with reahst1c games ratre· than 
toon games- really high quality movon blur, 
depth of field, colour correctoon. I thonk ot's 
quite refreshing to see such a strongly Styl sed 
art style rendered in a realist1c way· 

The great unknown os exac-.!y ".cr.v 
content-sharing is goong to work, and wnat 
the fu ll extent of its network capabootles WJ 

be. Sony rs trght-lipped at the moment. 
refusong to answer most quest•ons on 

Expe~ to be able to share your 
crea~rons with friends and 
publrsh ~hem for the whole 
PlayStatron community to enjoy 

The current version of the game's front end is a perfect blend of brand identities: Sony's cool consumer electronics restraint 
and Media Molecule's anarchic handicraft. This is certainly one game that deserves to get iu own bespoke social networl< 

spec,fics, but Smoth promises they will attempt 
to wring every drop of fundronality they can 
out of PSN for this trtle. If you can imagine it, 
they're probably going to try and do it. 

So, expect to be able to share your 
creations With fnends and publish them for 
the whole PlayStatoon communoty to enjoy; 
exped to see comments and feedback on 
your work, and charts that track the 
popularity of user-made levels There is very 
likely to be ongo,ng content support from 
Media Molecule too. be it rn the form of new 
evels, tern sets or themes. lt seems l1kely the 
game will need its own web-style onterface to 
handle what ought, if all goes well, to be a 
rapidly expanding social network. 

lt won't JUSt be whole levels you can share, 
but also level components; on a rare nugget 
of detail, Sm1th hoots at quote sophost cated 

powers of dostnbutiOn for creators. "We 
plan to allow creators to decide which objects 
and images they would be happy for other 
users to take out of their level. lt may be that 
you have to complete a task or the whole 
level to win the obJect We expect people to 
spend a long time creatong coolrtems, and 
those that do woll most likely make ot a 
challenge to get ot." 

The two brggest unknowns are payment 
and censorship. While it will be sold as a 
regular boxed game there's no word on 
whether there'll be a fee, or any kind of 
microtransactron payments associated with 
continued use on lone. it's possible Sony woll 
choose to charge for ots own content 
downtoads, but how about those created by 
players? Surely they must to be free to access, 
but Sony won't conf1rm rt. 

~if 1 ~i 

The 'creations' menu suggests it's 
currently possible to take stills 
but not video; machinimll fans 
may need to find another solution 

@f· 
Mario and Katamarls Prince 
are impersonated above: watch 
Media Molecule's introductory 
videos carefully and you'll 
see clips of both their games 



There's no word e1ther of a subm•ss1on 
process for making your own levels freely 
available onl•ne, and th1s 1s an area m wh1ch 
Sony will have to tread very carefully mdeed. 
There's plenty of scope for copyright 
Infringement and unsuitable material­
remaking a level of Super Mario Bros. say. and 
pasting pornographic 1mages all over 1t But 
how to introduce appropnate censorsh1p 
measures without strangling the freedom of 
speech and social commentary that •s the 
lifeblood of most online creat1ve commuM,es' 
Not to mention sending runnmg costs and red 
tape through the roof These are d ffKu: 
quest,ons for Sony and Med1a Molecu e to 
answer in the t1me (as yet unspecrf1ed n 
length) before release 

But for all that they'll make a hU9e 
drference, they' re secondary concerns, and 
largely admm•strative Get bogged down m 
them and you'll lose s1ght of wha: an 
extraordinary, hfe-aff~rmmg proposluon ~IS 
1s. it's an immensely l1kable game, gorgeous 
to behold, instantly reward•ng :o pay and 
tinker with; mak1ng 1t poss1ble for players to 
be creative is one thmg, but mak ng rt fun rs 
quite another, and w1th sman deciSIOns and a 
gleeful spint. Media Molecule has already 
succeeded at both. 

Sony is not alone m wanting to bUild a 
portal for user-created content on a console, 
but Microsoft's answer - built around XNA- IS 
academ1c and techniCa • wh le Sony has found 
one that's access be ~o everyone, and turns 
game creat1on nto a game t5e f T111s game 
W111 s.t 1n Sonys portfolio alongside tne hkes 
of Pa~ooa and ko, S:ngSra· and Eye Toy; like 
them, r: s :ue ed 'r:!y a be ef ~ha~ a small team 
w.:n an ma;e a- :i.lde can still change the way 
g.>:nes a·e mace and p!a)ed ·:. ~ough we 
g-eN ()(;to' ~ne '-'.ag Doll ·earn, our amb1t1on 
101' th s has a!v.ays Off~ a mole-A monster'. 
as Mar" ea s :. sa,'S = •a~s ·5o we're trying 
to see rf we car ra e tr 'S ""ao y amb1t1ous 
1dea and rea JSe - as a ae" r1 g ?53 title. • 
A her a the dark war ngs aoout th1s 
generation's con~er:: criSIS. how refresh1ng to 
f1nd such conVIC'..on mat tt e games 
can st1ll be btg 111 ngs 

The back ard setting of the 1-1-'ve ~n is really a ~rfect. 
summati~ of the game's 'little wor1d come to life' c~eot. Wllde 
it recalls the visual wit of Micro M.ldlines. the astound on~ technical 
and anistlc trutment catapults it up to another level entrrely 
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74 MotorStorm 
PS3 

76 Virtua Fighter 5 
360, PS3 

Edge's most played 
Playing to grin 
Games are stupid. Isn't that great? 

78 Rogue Galaxy 
PS2 

79 Def Jam: Icon 
360, PS3 

Vib Ribbon 

80 God OfWarll 
PS2 

it's the theme tune that lures you 81 Sonic And The Secret Rings 
back - but the tongue-twister ....!1 here comes a moment in you be ridiculous. When they let Wii 
gameplay, as you splice together 

Crackdown when, having the scales slip out of alignment and shapes and buttons, keeps you 
absorbed beyond the nostalgloo failed repeatedly to drive abandon all sense of restraint. And 
PS, sal the souped-up SW on to the when they do, •t's often with far 

Mojibribon 
crowning struts of a bndge, you more reason than you'd think. 
sag in disappointment. And them a Would you really rather win 
few seconds later, there comes a Wimbledon than get to tennis-
moment when you brighten, exit battle g1ant fruit in the back of a 
the car, pick it up with one hand, truck? Would you really rather 
throw it in the air, and jump 30 drive at Silverstone rather than 82 TrackMania United 

feet up to meet it as it lands just build a g1ant loop-the-loop that PC 

where you w anted it to be. launches you into the sun? Would 83 Burnout : Dominato r 
it 's a complet ely preposterous you really rather plan an infantry PS2, PSP 

proces.s. There's nothing to do up attack on Sparta or whip the 84 Virtua Tennis 3 
t here, no virtue in driving backsides of giant horses pulling an 360, PC, PS3, PSP 

One tiling leads to another, as awkwardly over girders before island through the sky? 
Vibri's shrill cneers encourage a 

toppling into an inevit able gap. Happily, Virtua Tennis 3, 86 Lunar Knights 
visit to Mojib's world of flying os 
cows, pastel prettiness and some And yet the sense of victory - Track Mania and God Of War 11 
laid-back analogue rapping however absurd- is palpable. In credit you with a bit more 87 Vampire's Rain 
PS2, SCEI 

this one, ridiculous moment comes imagination than the notion of 360 

We Love Kotomori a sense of completion far greater wish fulfi lment does. These are 87 Diddy Kong Racing OS 
than that delivered through the games that reckon a bit of what os 

story, or granted by the structured you fancy will never be as satisfying 88 Ratchet & Clank: Size Matters 
game missions. or enthralling as a bit of what PSP 

it's old news, these days, that a you'd never imagined. 
88 Infernal large proportion of games are And, as the new generation of 

PC 
dedicated to replicating real-world console hardware beds in, that 
events, or skinning familiar real- spirit has never been more precious 

0 world dynamics wit h fantastical in gaming. Big budgets and big - skins. it's the old promise of wish ideas are all to the good, but 

Is tnere any more romant ic gesture 
fu lfilment, of the virtual delivering gaming will lose a vital part of its 

imaginable than gathering tne one what's rationed, dangerous or appeal if space isn't found in the Edges scor ng system expla•nt'd 
you love a tnousand flowers on exclusive in reality. But it's also old new hardware's library for the silly, 1 =one, 2 =two, 3 a three. 
Valentine's Day? Who says news how del iciously, indulgent ly the stupid, the ludicrous. the ~ 4 = four. 5 = f1ve, 6 =SIX, 7 • o;!'vM, 
videogames don't do romance? 8 = t••ght, 9 = n1ne, 10 = ten 
PS2. EA exhilarating it is when games let pueri le and the hare-brained. 
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Although the deformable mud does 
Indeed evolve as each set of tyres scores 
through it, the resulting mess has very 
little net impact on your racing progress 

t's a pe<ulianty of the PS3's t1metable 
that the th ng rts l:ey European 
launch t1tJe demonstrates most 

clearly is how quickly we'll come to take its 
host machme·s caoarn :JeS for granted For 
importers who've a:.ready had me mach1ne 
and the game ·or a few moo:hs a ready, 1t's 
easy to forget u:>e mpac ·nat thJs game 
initially has 

F1rst ~ beaury lt s r.o easy =eat to make 
a preny gam~ at;~ c· mud dU5t. f'"!etal and 
st1cks Harder st w-.e- your co:-:~:n tment 
to tne '.!onume"t Va 'f!y settJng rreans 
there's an •ntle•em ~10-.o<ony about the 
wono - :here's no easy JUn9 e.fKe world/ 
lllg~t-·:ne neon s.~.ov.1:Xlcr.mg lie•e .\nd 
ye< Evolul;on has crea-:ed an en onment 
wr.:cn tS as !Y.ea·-~bng as rt tS OISc p med 
a:10 coherent Wiat could have oeen a 
teoiOUS smear c= orown and b!t.e s mstead a 

:Jrcr.;,.lively p!a~;o.,-rl w e·e eacn track 
o"'e:s a sense of CJ.:J:oratJOn as we as a 
nxxne~tol~e 

Se<:ond amazement The best o' 
Mo;orStoml's cracks are a eady becom ng 
ens~uled 1n the -::.~y o• great rae>:lg 
momerts, but tre =ffi time you scar out 
over Rockhoppe(s fssured p atea~'X. or 

The first time you soar over Rockhopper's 
fissured plateaux, or master Rain God 
Mesa's cambers, should be unforgettable 

The vthide models have a decent dose of charisma, the alternate skins offering an old·school range of 
d•fft~nt looks. That said, waiting for them to load on the menu screen is - as ever - a ~al frustration 
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There's no knocking how distinct each vehicle class is to 
drive, but it's a rare player who doesn't end up devoted to 
the motorbikes. The senst of speed, the freedom to rock­
hop and the extreme possibilities fo.- total calamity and 
equally extraordinary catch-up guarantee a dramatic event 

master Rain God Mesa's daredevil cambers. 
should be unforgettable. The sense of space 
and scope - of being l1berated from the 
racing hne and of be1ng able to ~ntu1Uvely 
respond to a vast and detailed landscape - is 
exactly the kind of step-up a new machine 
needs to offer. 

But there's a third element: surpnse For 
all1ts novelties, MotorStorm is an oddly old­
fashioned game. There's no fluff: no career 
mode, no multiple game types, no decal 
editor. Just tracks and vehicles and funous, 
entertaining racing. lt's been apparent from 
ol.lr f1rst look at the game, back in E164, 

that notous, knockabout exuberance was 
at the heart of the experience, and it's hard 
to think of a racer that stands up as well to 
an o d-school afternoon of pass-the-pad. as 
those f1rst two elements entertain the 
spectators while the third satisfies the player. 

That timetable, though, means 
MotorStorm is in a strange situation. it's 
a launch t1tle the dust has already settled 
on. Although there's been t1me since the 
Japanese release last year to improve the 
finish, and implement online, there's no 
radical d1fference to be found in this 'true' 
fmished version. And that means that some 
of the more negatiVe 101tial impressions st1ll 

stand, too. Some are trivial: load umes, 
although understandable due to the vast 
scale of the tracks. still feel depressingly 
last-gen. Dismay at the lack of rumble still 
surfaces: it's enormously frustrating to be 
able to see the variations 1n deformable 
terrain, as slick puddles turn to corrugated 
mud and smooth rock gives way to loose 
scree, but not to be able to feel them. 
And, although the design of each level 
offers a huge range of alternatiVe routes, 
and the topography of Monument Valley 
offers a near infinity of actual lines within 
those routes. 1t's common to find that you 
- and your opponents - get settled mto a 
groove, someth~ng that undercuts a major 
part of the appeal. 

And that problem is exacerbated by some 
of the game's more unfortunately old­
fashioned tropes. The ticket system, which 
controls your progress by sett1ng specific 



challenges of certain vehicle combos on 
certain tracks, acts as a barrier to bemg able 
to explore and explOit MotorStorm's raw 
material as freely as you'd like. The rubber­
banding, which does a magn1ficent job of 
responding to the unpredictable carnage 
which erupts several t1mes a lap, can be 
brutally punishing to a last-minute m1stake. 
t's hard not to be disappomted that a game 
with such a clear v1sion of how this new 
technology can be best used falls prey to old­
fashioned problems of game structure and 
difficulty spikes. 

But it's criticisms l1ke these that mean ·t's 
happened aga1n: that imtial astomshment, 
which is what this game is geared to deliver, 
shouldn't be obscured by more pedestrian 
concerns. In the end, just as in the 
beg1nmng, MotorStorm is wl)at 1t always 
promised to be: a festival of speed, dirt and 
delighted vehicular lunacy. [8) 

You won't ~lways be aware of the much-vaunted 
Interplay of AI rivalries between the different d.lss~ but 
mixed rac•s always guarantee an impressive spectade, as 
well as an opportunity to take full advantage of every 
aspect of the more complex and specialist track designs 

RVEW~ 

On paper it seems a gre~ idea, but In 
practice the singiHiass r.Kts can be the 
most frustrating. as a bunched"'P pack leads 
to unavoidable wipeouts in narrow sections 

Line riders 

MotorStorm's premature release 
in Japan was never going to help 
it become a complete launch title, 
and as expected the anticipated 
multiplayer mode in this final 
version feels more tacked on than 
integrated. Options include the 
obligatory vehicle class selection 
and time of day settings, though 
night still isn't accessible on every 
track. There's an option to toggle 
the catch-up system on and off, 
though the benefit in fairness is 
offset somewhat by those 
moments when a scrum takes out 
every racer that happens to be 
nearby. But it's still an ideal 
playground for online bullying, 
and with the right number of 
experienced players (up to a 
maximum of 12), it's a thrilling, If 
volatile, contest. 
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VFS has a classic ar~de oesthetlc -
hard·edged. predse and colourful, 
sacrificing background detail and particle 
effects for foreground flamboyance and 
speed. lt's not realistic. but neither is it 
cold CG; the fighters having a slightly 
stylised, airbrushed, comic-book look 

In contrast to the unearthly sheen of the 
fighters' skin, their clothes are cut from some 
of the finest virtual cloth. The glossy finishes 
of silk and leather work beautifully with the 
colourful baddighting. and the doth physics 
aro exaggerated to emphasise figllters' moves 
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s 1t modesty. or pride? A techn1cal, 
almost-realistic f1ghl!ng game, and 
not at all given to theatrics, Virtua 

Fighter has sometimes seemed to hide 1ts 
light under a bushel. Its unrivalled reputation 
for depth among serious players guarantees 
its dom1nance of the Japanese arcade scene 
(and de facto, the rest of the world's). But on 
consoles 1t has seemed content to be 
overshadowed by the extravagant 
showmanship of its rivals: Tekken's f~reworks, 
Soul Calibur's ballet, Dead Or Alive's shck 
cheek. In Virtua Fighter, the boys strip down, 
the girls cover up and everyone gets on with 
the senous busmess of f1ghtmg. 

But those nvals have now shouted 
themselves hoarse. while Virtua Fighter 5 
finds 1tself With a new PlayS talion to escort, 
on the back of a hugely amb1tious and 
successful campa1gn m the arcades lt feels 
I ke Sega's f1ghter's tJme 1S now, and all1t 
would take to Win a leg1on of new fans IS the 
slightest gesture towards the home console 
market. Nothing that would compromise its 
purity, of course. but a sign that Sega could 
bring some of the vision and energy behind 
the arcade's card scene and VFTV to bear on 
the liv1ng room. Do we get that sign? Yes 
and no. Does it matter? Not much. 

What the hardcore have known for a 
long t1me. and what it IS surely time for the 
rest of us to acknowledge, is that Virtua 
Fighter has the best fighting system out 
there, hands down. Virtua Fighter 5 does 
nothing to endanger this. Its rock-solid 
basics- relatively restra•ned combos 

While it 's no Dead Or Alive, there are dynamic elements to 
the rings that add some modtst impact and spectade to 
VF$s unde<stated bouts. Snow, water and splintenng wood 
are all convincing effects. ~d there's tremendous satisfaction 
to be gained from shattering floor tiles with a good throw 

comb1ned with the 1mmaculate, SCISSOr­
paper-stone balance of hit, guard, evade 
and throw- are totally Intact here. These 
basics make the fighters seem superficially 
sim1lar to the uninitiated, but they also rule 
out luck, give equal we1ght to quick thought 
and physical dextenty, and hang every smgle 
bout on a knife edge. For that, a lack of 

dur ng evades make f1ghts more fluid and 
ess staccato than they were before. The 
rough edges have been smoothed off the 
more 1nnmidat1ng characters - the fearsome 
Al<ara espec1ally- and proponents of all 
ftghters can look forward to some mouth­
wa:ePng new poss1bil ties. There's more 
room for self-expression and for ind1vidual 

- The omission of VF41
S indispensable tutorials in 

~~ Virtua Fighter theory and practice will be Lamented 
by both newcomers and more advanced players 

instant gratification IS a price that's defm1tely 
worth pay1ng. 

VFS's changes to the system are 
restramed, and mostly a1med at further 
balancing. A slightly slower pace, on throw 
speed especially, and more options for 
cancelling attacks and counterattackmg 

f1ghtmg styles to develop, which can only 
be a good thing. 

Both new characters are extremely small 
and quite fast, Eileen boasting a physically 
weak but technically involving monkey kung­
fu style, while El Blaze is more colourful and 
acrobatic, bouncing off the ropes and 
making dartmg attack runs. Between them 
they bring a good deal of chansma to Virtua 
Fighter's distinguished but samey cast 

Something all characters have more of IS 
sex appeal. lt may not have been the belle of 
the ball for some t1me, but Virtua F1ghter has 
grown old with consummate grace, and with 
VFS 1ts looks now match its combat for sheer 
elegance. Everyone is more handsome and 
much better dressed, somewhat plastiC up 
close. but lit during f1ghts w1th the eye of a 
Hollywood cinematographer, the tiniest 
accessory picked out in crisp detail. VF5 has 
blossomed into a devastatingly pretty 
f1ght1ng game - the prettiest since 



Dreamcast's Soul Calibur- wrthout sacrificing 
its subtlety, or the clarrty of 1ts animat1on. To 
watch it is to want to be good at rt. 

But it's no eas1er to get better - 1n fad, m 
a blow to VFS's otherw se good cnance of 
attrading new players, 1t's actva 1 harder to 
earn than before The om ss or. o' VF4's 
1nd•spensable tutorrals m 11/rrua F.gnrer 
theory and pradrce, and the accompanyu1g 
challenges, will be lamented by botn 
newcomers and more advanced players. t 
could only be excused if the s1ngleplayer 
opponent AI was so finely tuned it was an 
education in itself, but that's half-true at 
best. The reward for solo play comes 1n other 
forms in VF5- more superficial forms, but 
arguably more compeil•ng. 

The scope for cosmetic customisation of 
the charaders •s rmmense, a huge stride on 
from even VF4. Evolution; and the humour 
and detail present m the trinkets, hairstyles 
and costumes, comb1ned wrth the gorgeous 
new character models and the overall 
importance of self-expression in VF, make 
this an rrresist1ble pull. You'll win items and 
money to buy more by ranking up in Versus 
mode as well, but it's guaranteed that your 
hunger for personalisation will draw you into 
long, add•Ct1ve Quest mode sessions. 

Quest mode rs mostly as t was in VF4, 
paying cute homage to the game's arcade 
roots by offerrng a senes of arcades and 
off•cral tournaments n wh1ch to take on 
other 'players', the•r errat1c n9mes and 
slogans (provided by real players) and 
customrsed outfrts and emblems (see 

As if to c~te for the two tiny new cast members, Elleen and El Blaze. big boys Jeffry and Wolf have bulked 
themsetves up to an extraordinary, almost disorienting size. This saps VFS of a little of its hard,won c.redibility, but 
tlwrt d~srl't mean you'll want to mess with them, of course. Meanwhile, longtime poster·boys Kagt and Akira (abovel 
sport the most d.usrcVF look in their 1P costumes. but once you've unlocked their third outfits, you'll never look back 

Badge o• honour really help to re1nforce 
thiS conce t The one change is to unlock all 
arcades 'rom t/'le start. offerrng seasoned 
payers decent ODpcJS•ttOn from the off, a 
very welcome 'reEOom. 

So lots o' oror:1 s.ng steps towards 
transpos ng tne arcaoe vers on's culture and 
sense of communtty to the PS3 But these 
steps have sadly been hobbled by a hard, 
mercenary deCISIOn on Sega's part rn favour 
of those very arcades. As 1n Evolutton, your 
characters are locked to the system save. 
making it impossible to carry them to 
another machine and 'ight a fr•end's; all that 
carefully cultivated style and those hard-won 
bragg1ng rights are rendered next to 
meaning1ess as a result. lt's a move made to 
stop the home versiol" cann1balrs1ng the 
health of the arcade scene, understandable 1f 
frustrat1ng •n Japan, but here in the west rt 
just crrpples VFS full stop. And even 1f the 
lack of onlrne play can be excused for 

reasons of technical inadequacy, the 
perfundory mplementatiOn of VFTV 1s a 
squandered opportun ry to mtegrate the 
home ana arcade scenes through Sega·s 
exist1ng 111rastruaure 

In the arcades. VF5 IS a phenomenon, a 
truly mooern v1deogarr:e whose undrsputed 
technrcal and oes1gn brrl ance goes hand-rn ­
hand wrth bold forward th1nk1ng about 
community and culture. For the home (on 
PS3 at least - who knows what, 1f anything, 
will be changed for the forthcomrng 360 
version) the game has been rmmaculately 
preserved but encased 1n a bubble; rt's still 
brrll iant, but :t can't breathe. Whetl'er 
through carelessness or cunn1ng, AM2 has 
made it a lesser game, and that is neither 
modesty nor prrde, but arrogance Justrfred 
arrogance, because even 1n thrs compromrsed 
form, Virrua Fighter s·s depth and beauty are 
unrrvalled, and rt can frnally take 1ts rrghtful 
place as the only game in town. [8] 

REVIEW~ 

VFS plays it purist in ring design. Rings are 
of different sizes but are all flat and square; 
the most interesting variation Is In the 
presence and height of barriers. This affects 
the rope game and the chance of rlng·outs 

Two of the four costumes for uch fighter are 
available right from the stan, the third on 
reaching first Dan, the fourth on collecting 
seven orbs. Each set of clothes benefits from 
a large range of customisation options 

Badge of honour 

The one personalising touch 
that's exclusive to slngleplayer 
Quest mode is the emblem- a 
tiny pixelated sketch worn under 
your player details that could be 
of a lion, a logo, an Ice cream or 
a boy in a baseball cap. These are 
won from certain opponents and 
added to your collection, and 
they're sufficiently charming that 
finding one you love will mean 
more than doggedly catching 
them all. lt's a shame they can't 
be won in Versus mode, 
however. A more intimidating 
challenge is to find and beat 
every single opponent In the 
game, as reconded in the game's 
roster. Since they only randomly 
fill slots in the arcades. it's a hunt 
even veteran Pokemon trainers 
might baulk at. 
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Rogue Galaxy's intergalactic settings are often initially stunning, but there's no disguising how deserted and 
sterile they are. Enforced back-tracking only emphasises how repetitive many of the environments really are 

Limit breaking 

Rogue Galaxy's QTE attacks are 
the perfect example of the game's 
roster of decent ideas awkwardly 
implemented. Powered by 
physically collecting short-l ived 
orbs dropped by enemies in the 
course of battle, it requi res some 
finicky footwork. and a compliant 
camera, t o activate. Then a series 
of timed button prompts allow 
you to unleash a super-powered 
attack, but the poor visual design, 
coupled w it h a lack of any real 
challenge. means the process can 
never quite become automatic, 
but equally fails to qualify as 
interesting. 
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ogue Galaxy is all about space­
faring, but it's a game that makes 
you long for time travel. Originally 

released in Japan in the autumn of 2005, 
Sony's plan was for it to become the jewel in 
the PS2's RPG crown. A reinvention, and an 
elaboration, of the mix of active combat and 
obsessive item wrangling that had brought 
Dark Cloud and Dark Chronicle such 
affectionate acclaim (if modest sales). its 
space pirate setting was supposed to prove 
more palatable to the wider market. And. in 
the autumn of 2005, it came pretty close. 

But six months later. Final Fantasy XII 
arrived to reclaim its crown. and in the 
process made a mockery of Rogue Galaxy's 
inventions. Indeed, between it and Level S's 
own Dragon Quest VIII. there's little space 
left for this adventure to explore, especially 
since the games share so much common 
ground. The latter trumps Galaxy's eel­
shaded charm, its pastoral orchestrations and 
its item-combining allure, and the former the 
ballet of battle. the spectacle of Star Wars­
inspired fantasy and the intricacies of an 
item-dependent skill tree. Where Rogue 

Galaxy once stood a chance of feeling fresh, 
it now feels tired. 

So, for western audiences. where it 
arrives after both of Square Enix's epics on 
both sides of the Atlantic, it has a harder job 
to 1mpress, and seems to fall at every hurdle. 
So although the tale of Jaster, an orphaned 
lad from a backwater planet swept up into a 
life of interplanetary piracy after a case of 
mistaken identity. promises f lair and scope. 
1t's delivered with the pedestrian inevitability 
of a hundred other RPG plotlines. The active 
battles - which are truly dynamic rather than 
using FFXJrs clever fudge - are clumsy and 
samey, penned in by a myopic camera. The 
Revelation Flow through which character 
skills are unlocked, and which is instantly 
reminiscent of FFXII's licence board. is 
hampered by clumsy menus and offers little 
opportunity for strategy. Plotting is weak. 
scripting hackneyed, voice-acting only just 
above the genre's woeful par, and the music 
exhaustingly insipid. Dungeons are formed of 
long. channelled forks, demanding that you 
run the repetit ive gauntlet of random battles 
while visiting point A to collect the item you 

need to access point B without which a visit 
to point C will be fruitless. Only luck will 
decide if you get to visit them in the right 
order. or suffer a tedious trudge. 

it's a testimony to the rapid evolution of 
this once moribund genre that Rogue Galaxy 
has been left so far behind. But it's also a 
testament to Level S's inherent instinct for 
charm and compulsion that th is game 
manages - even in 2007 - to hold its head 
above the crowd. even if it's only by the 
most slender of margins [6) 

it's not exactly a difficult game. but the fluster of 
battle can lead to a quick game over which dumps you, 
infuriatingly, back to the original boot-screen of the game 



s sens1ble as the decision to make 
Def Jam a hybrid beat 'em up, 
rhythm game and business sim was, 

you really have a problem if the management 
reminds you of Rockstar Ate My Hamster and 
the fightmg Ptt Ftghter. That big idea about 
having the music trigger enwonmental 
hazards, in turn d1dating the flow of 
combat, must have looked great on paper 

But 1t isn't 1n pradiCe. V1deogame fights 
generate the1r own rhythms, after all, and 
few are as gnnd1ng and lethargiC as those of 
R&B h1p-hop Thanks 1n no small part to a 
slavish love of motion capture over more 
manageable keyframe animation, the fights 
in Icon are sluggish, crude and practically 
underwater when it comes to control. 
Spontane1ty ISn't entirely out of the quest1on; 
laymg down your own deadly beat and 
sandwiching it between a throw and dodge 
suggests style and momentum. but it's all so 
InCidental and lackmg 1n h1gh leve technique 

Haunted by EA Chicago's only other work 
in this genre, Fight Night. Icon is a1 utter 
kluge. Total Punch Control may have been 
crystal clear in making the thumb your 
primary weapon, but here you're left to 
wander between each aspect of the 
controller with little sense of purpose. 

Icon at least improves as it labours on, old· time gangstas such 
as Stkky Fingaz ushering in some much needed enthusiasm to 
its vocal track, the later environments heavy in visual effects 

Fighting styles unsque to the different 
iCensed stars have been grabbed from reahty 

With no attempt to plane them mto a 
balanced overall diSCipl ne. few charaders 
en)Oymg the ability to even run at a d1stant 
opponent, Instead simply hauhng their 
const1pated backside into attack range 
before lurching into a haymaker or grapple. 

lt takes a fair degree of tunnel vis1on to 
make anything quite like it - plus distractions 
such as product placement and licensing. 
Icon's environments stink of misspent man 
hours and creative focus, which of course 
makes them wonderful if taken out of 
context. Though often bleached down to a 
Single tone they're never dui and at t1mes 
even hypnotic, beats sending se1sm1C npples 

through a world that literally pumps up and 
down to the basic rhythm. Shadovvs litera ly 
dance about sp ntered InteractiVe furniture. 
and on 360 a custom soundtrack seled1on 
will have its own unique effed 

But fundionally, as arenas, they' re 
wasted. Speaker blasts, explosions and scenic 
props send people floating from pillar to post 
in a manner that becomes all too familiar all 
too soon, just like Icon's sobering attitude. Of 
hip-hop's two personalities - the mischievous 
clown or the hi·tech red neck - EA chose the 
latter where progenitors Aki Corp. bnlhantly. 
d1d not. The result 1s a bihous game that's 
exadly what you expeded when the concept 
of a hip-hop brawler was f1rst announced: 
h1gh on rhyme and bereft of reason [5] 

Cribs come and go with lin le explanation, each providing 
an identical selection of wardro~ ernail dient and an ist 
management. Presumably t~re indicative of status, but 
in a career mode as botched as this one it's hard to tell. 
What the grand piano in this example is for is anyone's 
guess. unless it grants the owner the power to steal other 
people's melodies for use in dodgy hip-hop records 

The chronic 

Meandering career modes are 
fast becoming a studio t radit ion 
for EA Chicago, w ith life as a 
music mogul in Icon proving to 
be as exhausting as i t is 
inconsequential. Join ing t he 
usual urban chores - answering 
emails and shopping for branded 
clothes and accessories - is an 
accountancy role for keeping 
your hit factory in check and the 
money rolling in. Just a couple of 
fights in and the game has 
already flooded your inbox with 
more nonsense than you can 
bring you rself to read, the 
arbitrary release of each new 
track requiring its ow n slider· 
determined promotion budget. 
The impetus to shop dries up 
almost immediately, leaving you 
to spend money, make money, 
and gain nothing in the process. 
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Flight plan 

The addition of flying sections 
may sound like a yellow tard is 
about to be held aloft. but these 
intermissions are far from as 
excruciating as they could've 
turned out. On-rails and on­
Pegasus, the flights are few 
indeed, but retain the game's epic 
sense and contmuity of scene as 
capably as anything else. Left and 
right dive moves, along woth 
some bread-and-butter att.cks 
from Kratos, deal with any 
Griffon-riding raiden on your 
flanks, while a dash move propels 
you into any troublemaken up 
ahead. The strategy IS plain, but 
the payoff is typically brutish and 
candid- once an enemy has been 
weakened, Kratos can hijack their 
mounts and sever their wings, 
before flinging them to earth 
with a slow-mo lob. 

Two sub-weapons can be equipped alongside 
the Blades of Chaos -the Barbarian Hammer 
and the Spear of Destiny. The former tasts a 
spell to conjure up an undead spirit army, 
while the latter offers combos and explosions 

ony's dec1sion to reta1n God Of wars 
sequel as a last blush for PS2 and 
not dunk t 1nto the unregulated 

nether-reg1ons of current-gen development 
may have left some smart,ng, but it 
nonetheless feels smart. it's not because God 
Of War 11 has any grand new concepts <o 

strut, but simply because there a•e so " ery 
few games capable of wor"1ng \V.'h such 
brilliant and unpretent ous ' ury some·~:ng 

that rema1ns n r gr-:eo-.s •Jow here 
GOWI' on · " ~a~ge a-y pt=rcep· o-.s 

tha< ·o owed - ~ ;: ,\aiCE a· tho or g ~a -
corr.oat :-.a· s re. ed as m~c- by came•;; 
ang es as oy co,~bo >.·a:eg es, r c culous 
ca•-age a-.a scec-..ac ~ above a ~'se. a:1d 
momen:s o: Sign~ rr ~:on \vl'1en Kratos 
shows h r:1Se; ;o be :a, ~ore. ed a: 
r.rerac-.mg w tn h s enem1es than h1s 
s.;r.o no -gs : reMa ns a game that stnves 
to make the player feel like a tour de force of 
'1ature, catvmg through a process1on of 
megabucks set pieces that succeed well 
enough to prove that the ong1nal wasn't JUSt 
a lucky strike 

For so'11ethmg with so little actual 

adventure to 1t- there's only your nose to 
follow. and the next step is whatever the 
game's next corridor throws down in front 
of you - it can feel like a viciously 
enterta1n1ng voyage, provided you don't 
look too closely and remaon content to ride 
out 1ts heavily pre-rendered thnlls. If not, it'll 
feel like dispassionate hoop-Jump1ng and 
macho bel owing that JUSt won't stand up 
to more refmed act10n alternatives. But, 
inarguably, it's an outing that's taken v1sual 
polosh and scale to a plateau that the 
previous game only touched at 1ts most 
accomp oshed moments. 

Its b1ggest problem is its length, and that 
1ts formula can't qu1te endure its sequel-dose 
duration. Whether or not it's overlong in 
terms of play hours may be a matter of 
preference, but it feels slightly stretched 
dunng 1ts final third, expos1ng 1ts shallowness 
a little m the process, that chequerboard 
pattern of combat and spatial puzzling can 
start to feel like a rollercoaster With t"e 
wrong k1nd of loops, deflating the othei'VIIise 
exceptiOnal grandeur Its scemc sheen, 
however, never dulls - and nor does its urge 
to showboa: a d1vine grasp of the P52's 
enduring brawn. That such an achievement IS 

a vital part of GOWtrs appeal1sn't meant as 
a criticism of any superficiality, more a 
warning -you're just h1tch1ng along for the 
trip, but 1f you're willing to hold on then it 
can still ,angle the bones 1n a manner that 
few games can rival. [7) 

Certain creatures tan begin to feel like a chore. as much 
down to their rote attacks as the game's insistence on 
drawing out Kratos' tale. The stone-c.lad minotaur types. 
for example. are SOIM of the game's weakest mini-bosses 



t's a measure of how far Some has 
strayed from the path h•s fans 
imagined for him that a slapdash 

sortie like Some And The Secret Rmgs can be 
cons1dered a sp1ntual homecom1ng for the 
hedgehog, and a return to form of sorts for 
Sonic Team. The a•mless, out-of-context 
wanderings of even the better Adventures 
reached the1r nad1r m last year's scandalous 
Sonic The Hedgehog, and it could no longer 
be ignored: Son1c was never meant to do 
anythmg other than follow h1s own feet, fast. 

That dream has been kept alive by the 
likes of the DS' Sonic Rush and the enduring 
success of back catalogue reissues, and now 
resurfaces in a full-blown home console title 
in the form of this Wii exclusive. The level 
design isn't entirely dissimilar from Sonic The 
Hedgehog's infuriating assault courses, with 
the vital difference that Sonic runs them on 

ra•ls, the payer steenng him left to right (and 
occas•ona·ly re n ng in his perpetual mot1on) 
w•th t ts of a aterally-held remote. Camera 
1ssues nega~eo a most), contra quirks 
smoothed away almost), the road •s clear for 
a feroCious, d z:zy ng blur of an arcade 
reaa10n·tes< to de ght any punst - almost. 

There are st awkwardnesses aplenty 
The story, told '~"~sketchy comiC-book panels, 
teams Son c w th a cute teen gen e and 
plunges r m 1arnngly and po1ntless y Ill tO the 
Arab1an ghts - although nobody seems :o 
have too the evel designers. We don t reca 
Scheherazade weaving tales around 
d1nosaurs. p•rates and factory robots run 
amok t s easier, though, to shrug off thiS 
themat•c nonsense than to avo•d feeling 
short-changed by the mere se~ en levels. Each 
is padded out w1th ten add,tJonal 
ach evement-based rem•x m ss•ons and a 

As was the ase with Banana Bfrtz. Sega is proving adept 
at getting the best out of the Wii's modest graphical 
porfonNIICt: Seaft Rings is bright. solid and 
unbelievably last, with a huge draw distance. The final 
level is~ d.mting ~dream in classic Sega style 

boss f1ght, and there's plenty of scope for 
the dedicated in endless score-attack 
rehearsals, but in terms of hard polygons 
it's a paltry amount of game. 

Secret Rings' poverty of content isn't 
even remotely balanced by the ill-fitting 
encumbrance of a pseudo-RPG levelling and 
sk1ll system (see 'Skills laboured') that 
hobbles early stages more than it empowers 
later ones. Its savmg graces are that 1t's 
spectacular, exhilarating and tough. There's 
a fme hne between rote-learning frustration 
and seat-of-the-pants glee in on-rails arcade 
gam~s. and Secret Rings wobbles ether side 
of 1t perceptibly, but seldom stays on the 
wrong side for too long. 

lt's a proper platform game, noth•ng like 
as •ncompetent or misguided as its 360 and 
PS3 stablemate. But compare Secret Rmgs 
w1th Banana Blitz, and 1t's clear Sonic Team 
could learn a lot from 1ts Monkey Ball 
colleagues when it comes to a strong yet 
supple understanding of what makes their 
mascots great, and how to offer challenge 
and satisfaction through design rather than 
trickery. Maybe it's time to stage a coup, and 
crown AiA1 Sega's platform king. [5] 

RV!:W~ 

Alongside the rings are glowing orbs which 
charge up Sonic's time powvs- it's not just 
the setting that has been lifted from Pritlce 
Of Persia. Slow·mo is useful but exaggerattd; 
the super dash pointless outside of time trials 

As we are coming to expect of Sega's Wii 
titles. there's some SO minigames attached. 
These are all designed for multiplayer. and 
most offer disposable fun, but have little 
imagination and are nothing to go back to 

Skills laboured 

Sonic levels up as you progress, 
g radually unlocking the 100 skills 
in the game. These can't all be 
used at the same time, so must 
be equipped- and let's take a 
moment here to mourn the 
appearance of the word 'equip' 
in a Sonic game - to one of four 
'skill rings', essentially presets 
that can be tailored to different 
levels' requirements. However, 
the choice is seldom as 
meaningful as it should be. Some 
skills provide fundamental 
changes to the play style- like 
the excellent jump cancel, which 
also acts as an indispensable, 
immediate brake - while others 
improve Sonic's attributes, 
including, unforgivably, the 
actual quality of the controls 
(one promotes 'smoother 
movement to the left and right'). 
Either way, they should have 
been there from the start .. 
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Road movies 

One of TrackManilr's most popular 
and versatile features is its 
movlemaking toolset, already 
responsible for the 1 K Project 11 
phenomenon and that Vauxhall 
advert (prior to it being 
professionally re-rendered). Video 
browsing is another feature 
integrated seamlessly into 
Uniteds GUI, though for full­
length, high-res versions you'll be 
dumped to an external media 
player. Examples such as those 
mentioned above and Hydrofise's 
stunning The Hunted (pictured) 
are well worth the trip, however. 
Many of the camera angles and 
special effects available in the 
editor can also be bound to 
specif ic points on the tracks you 
bu ild, making for dynamic­
looking races that are inevitably 
an absolut e nightmare to control. 
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adeo needs to start beating its chest 
a b1t more when 1t comes to 
TrackMania. it should put it on 

shelves in a Scalextric-sized box, picturing 
on the front a mind-boggling tangle of 
scenery and track framed by an impossibly 
fresh summer's day. You turn the box over 
and there's an array of p1eces and vehicles 
so large and so tightly laid out that the 
descriptions are illegible. Then there's an 
astensk in the bottom corner, followed by 
some small print that reads 'Warning: actual 
contents may surpass.' 

Fans of the three-year-old series know it's 
not the deepest racing game in the world A 
mere plaything, 1t's just a step removed 'rom 
a trigger and an electnfied ra1l. You 1-to d ;.he 
up cursor key for as long as you dare veer ng 
and adjusting with the left and r ght unt I 
your car clatters from the •rao: .:n: wallows 
like an upturned toy 011 the came-.. -oen you 
reset, either at the sta'1 or .r. a rece~, 
checkpoint, and o;-' you go aga-. ~s not the 
greatest construc-uor. set n j: e word e ther, 
its bu t- n :radc ec ;.oc seldom ma ng clear 
whK" part goes wne~ aoo w:la> •unc-..on ' 
crovides 3ut as ;; combtna1100 o· ;..;e two 
cu ~ ucon an eng -e ;.1at cou1d oiOW r~ dge 
Racer's c ean o" u:e road, :s unoeatab e 

Tnan..l:s to Ma ... a links, :he b g new 

TooMMII4's engine now scales further at both the top and 
bottom ends, making it a viable windowed game and a thing 
of t>.liUty when maxed out. Be warned: a liberal attitude 
towwds ttadt complexity has inspired real system-killers 

'eature that stops th1s versron being simply a 
comp1lat1on of familiar tracks, it's now also 
one of the most important models for online 
gam1ng that onhne gamrng has ever seen. 

The key to bringing networked gamers 
together, believes Nadeo, rs keep1ng them 
apart- which is why Untted separates its 
players mto regional hubs from the moment 
tney ! rst 1og n Each has ts own forum 
compet t.oo lObby and t l'l'e >:-,.; eaderboard, 
a JUSt a c ere away •rom the ma n menu 
And •t s hugely successful Suddenly the 
nonsense global scoreboards of Xbox Live 
and PSN, designed no doubt to validate 

United conta1ns all previous TradtMani• content. with pre-made ttadts and building blocks for all environments. The 
advance re~as. of the game to its most proactive users has already stocked Mania links with a wealth of downloads 

The economy h.ls bHn well 
adjusted for United, providing 
an incentive yet seldom pricing 
you out. Bonus Coppers are 
awarded for every day you 
fog in, and while first attempts 
at official times carry no 
ch.lrge. even bronze medal 
performances reap rewards 

User content extends far t>.yond tracks and cars. Videos. 
textures. sound effects. music and ghosu are all available. 
the virtual proceeds going to both the aulhors and Nadeo 

those services w1th the suggestiOn of mass 
InVOlvement, are exposed as be1ng badly 
hampered by therr own ambrtron Umtecfs 
t1ght-kntt communities are a welcomrng, 
sensible and above all enjoyable bluepnnt for 
the way things should be. 

Should you want to delve furthe• into 
TrackMania's long-standing creative 
community, however, now is the time. 
Nadeo's presence in United is astonishingly 
subdued - it acts as 1f 1t's sponsoring a 
game that simply appeared by chance in 
a corner of the internet. The Manialinks 
front page features nothing but user 
comments, banners for popular creators 
and links to vanous aspects of your own 
online profile There's no corporate 
advertising of any kmd, the series' revised 
virtual currency, Coppers. ex1sting solely to 
add value to player contributions and 
s1gn•fKance to offK•al time attacks. How 
long th1s system can remain unspoiled is 
something Nadeo alone can answer, but so 
long as it does this community is sure to 
explode. Like a highway to heaven for 
gam1ng on PC, TrackMania can only get 
better the further on 1t goes. [8] 



n retrospect, Burnout Revenge can 
be seen as someth1ng of a 
conceptual backward step for 

Criterion's superlat1ve rac1ng senes. Whereas, 
in previous iterations. much of the tens1on 
Burnout trades in was generated from the 
narrow avoidance of traffiC, the lntent,onal 
ramming of civtlian vehicles v1a Traff1c 
Checking - substttuted cathart1c carnage for 
a finely-tuned risk/reward mechan'c The 
results were never less than entertammg. and 
the wtllingness to change the focus of the 
series was a brave and successful one, but 
nevertheless. somethtng seemed to be lost 

Maniac mode, which adds a time limit e>Ctended by 
dangerous driving, is an entertaining addition but not 
one of huge importance, and one that Is difficult to see 
as having a lasting legacy- the emphasis on carving up 
cars is prevalent everywhere else In the game, after all 

That sorreth ng seel'!ls to nave returned 
tn Burnout Dom na:or. )'et anotne• last 
hurrah along wr.:n OIG3""'1, F na Famasy 
XII and God Of War If) 'or the PS2, whiCh 
surely has never p ayea host to such a 
dazzling array of games an such a short 
penod before. it's a consc,ous step 
backwards, a t1ghtemng of focus, and 
the resutt 1s a game that marnes the pure 
raong of Burnout 2 to the Takedowns and 
glamour of Burnout 3. For the most part 
tt's a strong, thrilling retrenchment. 

The focus is once again on the Burnout, 
and chaining Burnouts via constant 
dangerous driving. Near-misses, catching air, 
dnft1ng and smashing opponents into sidings 
or other vehicles once again contnbute 
towards boostmg, and many of the game's 
d1sparate modes (such as Maniac mode, 
wh1ch demands constant driving a ong the 
knife-edge between success and chassis­
crumpling disaster) reqwe near-constant 
Burnouts tn order to succeed, certamly tn 
the final stages of the game. 

The result ts an experience that is almost 
unbearably tense, and the system htghlights 
just how successful the game is in other 
areas - the tight handling, the simple 
but satisfying feel of the powersl iding 
dynamic, sterling visuals that lend every 

The diHtrencts bttwMn the handling of the various 
strits of cars- Tuned, Classk and so on- are not as 
pronounced as you might tlq)tCI initially. Nevertheless, 
by the bmt you reach the game's latter stages. the 
s~ 11 which the game roars along is both thrilling 
and a stunning technical achievement for the developer 

crash a hefty, wmce-inducing reality. There's 
even another return to Burnout 2 with a 
plethora of wtde, sweeping corners through 
certam tracks - Tuscan View is a case in 
point, a relentlessly thrilling hurtle through 
a town centre. 

Burnout Dommator is an undemably 
exetting and well-formed game, and yet, 
for all1ts punty of vis1on. it still feels like 
someth1ng of a pause for breath, a stop-gap 
unt1l Burnout 5 reaches PS3 and Xbox 360 
later th1s year While the ma1n game is varied 
and add1dwe, extras a•e lim1ted to World 
Record t1me-tnalling, the Signature Crash 
Junctions notable by the1r absence, an 
omiss1on that ts sure to baffle and ,nfuriate 
long-ttme fans of the series. 

So, while tt's not the deftnttive 
culmtnation of the genre so far, Dominator 
rematns a compelling reminder that, while 
slight in comparison to tts older brothers, 
Burnout st1ll knows how to be a mean 
racing game. (1] 

REVIEW~ 

All around the world 

Along with the Crash Junctions, 
the World Tour concept has also 
been ejected from the main 
championship. Instead, there's a 
more linear - and navigable ­
series of challenges, each 
focused on a type of car, the aim 
being to unlock and beat the 
Dominator Series. Nevertheless, 
success and winning medals 
opens up races In later series, 
meaning that the game Isn't 
restricted to a linear progression, 
and each series hosts a variety of 
races; Burning Lap time trials, 
Near Miss challenges, Grands 
Prix and more. including the new 
Maniac mode. 

83 



Men's events ~o- games of chtss-like 
tactics pia~ at an incredible pace, but the 
replays of your greatest victories (and 
failures) consistently fail to frame the action 
with any coherence, which is disappointing 

Sony has missed a serious poster 
videogame for its own network 
service by allowing Virtua Tennis 
J's online court action to slip 
through the net. This leaves 
anyone hungry for hooked-up 
play, and lucky enough to own 
both PS3 and 360, with only one 
option worth buying into. 
Espec.ially when 360 benefits from 
exhibition matches, ranked 
ladders and a spectator mode. 
PS3 garners can at least enjoy the 
inclusion of multiplayer 
minigames. all seven of which 
provide some unique and thrilling 
competitive bouts, from jostling 
and weaving through a giant 
tennis ball avalanche to the 
compulsive curling challenge. For 
online junkies, however, it's 
game, set, match for X box live. 
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ven the most treasurec games can 
somet1mes leave devorees beh nd 
Pro Evolution Soccer, 'or nstance, 

submits fans to inevitable angusr w th 
every instalment, purgmg a pla)~rs 
confidence w1th the previOUS • -:.e and 
leaving them as fresh and raw as an 
exfoliated newborn in the face o' l.he new 
edition's retooled feel and touch Vrr.ua 
Tenms 3 isn't nearly so cruel. b-:. Sega has 
definitely redrawn the court I nes 

l argely, the gameplay changes 'eel due 
to an increase in the depth o· a -a~n 
While it can't compe:e w :h PES 'or sheer 
m1nd-boggllng breadth of f'I'IOVemen:s and 
actions, Virtua Tennis 3 shares ;:hat game's 
cruc•al appea' n enab ng ~'le seasoned 
player ;o accomp sr. notable on-sc•een feats 
that newer recru;:s o~en fa ro •ep cate 
W·th more f u d a no vaned movement. 
ho-.... e.e· comes a11 ncrease m demands 

While the mlnlgames are a highlight 
of the game's World Tour mode, In 
muitiplayer their barmy brilliance can 
provide relentlessly comic contests 

Previous VT t1tles could often be tamed 
by employmg sweetspots- returning a 
serve to the extreme opposite end of the 
opponent's baseline, say. While VT3 doesn't 
make such lethal shots an 1mpossib11ity, 
success is now about far more than button­
reflexes. Before, it was a case of getting 
forehand-strong characters into forehand­
fnendly posit1ons - or forc1ng rivals into 
play1ng shots that d1dn't play to the11 own 
specialties. Now both body-shape and 
momentum act more deeply on shot 
execution. A cross-court slice •sn't qu•te so 
effectiVe if it hasn't been wound up or 
prepared for properly. 

Fans who may bemoan this more 
challenging stance should soon be tempted 
back by Virtua Tennis' legendary charm, 
however. The expansive ammat1on rout1nes 
w•ll bring both rewarding pleasure -as your 
player flicks the racket between thelf legs to 
win a vital po1nt - and crush•ng humiliatiOn 
as a turn performed too qu1ckly by a 
wrongfooted rival sees them slip straight on 
to their backs1de 

Meanwh le World Tour mode has rece1ved 
a minor overhaul, with such additions as 
IOJUries, some superbly wacky minigames 
and a new tra1mng centre for enhancing 
your character's attnbutes. lnjunes should 
worry only the reckless- 1t can be rather 
d1fficult to force even an over-fatigued player 
m to pickmg up a career-threatening crock -
and a cure is as Simple as go1ng on holiday 
from your home base. A focus on trammg is 
essential, however. 

it's unfortunate, then, that while the 
b1te-s1zed challenges are compelling m 

Vinud Tennis J's licensed stars resemble meat-puppets 
more than actual humans. As is often the case with 
create-a-star, your own creations are more appealing 

thelf madness (feed crocodiles, repel ball­
spitting aliens, play bingo) the rote-learning 
offered by the training centre tires quickly. 
Yet, with the new demanding play style, 
comm1tment to both is reqwed to build 
a world-beatmg player, even for garners 
accomplished enough to baseline opponents 
into submiss1on. 

Virtua Tenms 3 1s the f1rst full-blooded 
Simulation in a series that has always 
exhibited a finely-tuned but arcadey feel. 
Th1s new outing for Sega's ever-appealing 
sports senes 1s a deeper, more serious and 
demanding beast than before, yet happily 
manages to retain the series' lighthearted 
atmosphere and 1S, on occasion, utterly 
bonkers. Virtua Tennis' ab1hty to tread the 
line between harsh realism and bright fantasy 
means that, while fans may feel left behind, 
all Sega has done is move the party to 
another venue [8] 



A Kojima game to the core, even 
though he produces rather than 
directs, Lunar Knights' ani me 
cutscenes and lengthy exchanges 
of dialogue provide plenty of 
scope for philosophical inquiry. 
Discussions include, naturally, the 
futility of war, the hierarchic.al 
nature of human societies and 
the subjective nature of right and 
wrong. When spoken by manga­
haired vampire killers, such topics 
become almost unbearably 
profound. The cutscenes 
~emselves are a modern marvel 
~~r the OS - vibrant and brilliantly 
uesigned, blending 20 and 30 

timation elements, they are 
ard to skip- a good thing, it 
rns out, because you can't. 

ot content with revitalising 
Nmtendo's fortunes and altenng 
the age-range of gam1ng forever, 

the DS has somehow found time to rescue 
the 8okta1 series from the consequences of 
its own innovations. Always a compelling 
idea, the anginal games' rigid demands 
for authentic sunlight to provide ammo 
for the ensuing vampire-slaying meant 
playing was often more of a chore than a 
challenge The platform s~ 't 'ror" GB A 

has allowed Lunar KriJg!J:s ;o keeo ;ne 
core o' ts ne<hdruc, ou• by cag g · e 
sun ano moon L'le ;.op screen g:ves 
the des;g ers ::-:ore cor:-.rol ~ the 
own crEa:JOn 

Dro:JP~ng tne Bole-.& nar:-:e and central 
::·.arac:ers bt.;. ·e~ • e se es 
m ne pfes Lunar i<riJg~ts' geoera ;one 1s 
one a· ·et e"'ent ;. SJm!Xe- tx.- ~.ot 

S~.":''p!e-m deo- d~.;ngeoo-crawl a< ·eart, 
o es< ons as w how ;re ga-.e wo-_ c p:ay 
>.rt;);le'~ of rts grei!test g ""l.""!Cr, ea· be 
:::u• aSloe Despote the a Qer cast. ·~e 

lucian and Aaron, a swordsmith and a gunslinge~ provide 
the OS's customary twin playablt dlaracters for the initial 
run through. The inclusion of a target·lock is a welcome 
addition to the often messy task of isometric brawling 

resultmg adventure is more tightly-plotted 
than before, and wh1le your 1notial 
playthrough may be short, 1t's a vivid and 
memorable experience, filled with a real 
vanety of set-p1eces. 

Coffin-dragging has been replaced by 
somewhat mcongruous space combat that, 
utilising the stylus to both move and fire, 
retams the frantic sense of multi·tasking 
Inherent in the original, but otherwise trades 
slog for quick-tw1tch spectacle. Equally, the 
playable characters are well-balanced, and 
elements such as the new weather system 
and weapon upgrades provide depth for 
those who want it, without confusing the 
mam narratrve. Presentation, always a Boktai 
strength, remams excellent throughout, with 
1mmensely appealing anime cutscenes, and a 
bombastically strange 1azz score that sounds 
hke the Moonlighting theme performed by 
Napoleon Bonaparte. 

Fast, engrossing and perfectly attuned 
to the needs of a hand held, Lunar Knights 
addresses the previous games' failings 
Without feeling hke a retreat, providing 
refinement without too much dilution. 
The OS may have tamed the Boktai design, 
but it's also revealed 1t to be something of 
a classic [7] 

Stealth m•kes a retunn, but wall-hugging is out. and 
the OS's microphone is on·hand. providing a means of 
distracting enemies by whistling -like Solid Snake 
rapping on a wall. Although sneaking plays' smaller role 
than proviously, its use in clearly marked-out sections 
that play something like puzzles is extremely successful 

Space sections bring a change of pace, and ' touch of 30 
charm to a game whidl closely resembles its GBA cousins 



ampire's Rain can be summed 
up in a high-concept pitch 
that Jerry Bruckheimer must 

be kicking himself for not dreaming 
up: Splinter Cell with vampires. 

That's not facetiousness. Artoon's 
stealth extravaganza takes the most 
obvious reference points from Ubisoft's 
series and appropriates them for itself 
in a shameless manner; green-tinged 
night vision, crab-scuttling sidewise 
movement, black-garbed special 
operatives, zip lines, hugging walls to 
peek out around corne - the list is 
comprehensive and as familiar as Sa m 
Fisher's gruff tones. And, to qualify the 
second part of the pitch, it's got 
vampires in it- the undead now 
almost equalling the warm-blooded 
population of Earth, colonising their 
own cities. The title of the game is 
relevant in that rain dam pens vampire 
senses, explaining much of the dreary 
meteorological nature of the game. 

The surprise is how competent it all 
is, if not hugely enterta ining. The 
second-hand mechanics work; utilising 
surrounding buildings to plot an 
enemy-avoiding route gives the illusion 
of choice; sneaking past the red vision­
cone of a radar-recognised 
'nightwalker' is simple and makes 
sense. And yet there are moments of 
baffling stupidity too - one early 
example requires you to shoot a flock 
of crows, as disturbing them via your 
own movement might alert a nearby 
enemy. There is also the resolutely 
clockwork nature of progression to 
consider; despite the aforementioned 

.• illusion of choice, there is really only 

While the use of ziplines isn't a unique property 
of Splinter Cell, it's easy to see that Ubisoft's 
franchise has been the main influence on 
Vampire's Rain. Sadly, the game isn't as flexible 
or subtle as Sam Fisher's various adventures 

one pre-determined way to conquer a 
given mission, each stealthy ability in 
reality a functional button-press to 
move the game along. 

Perhaps the most frustrating 
element of the game is tts difficulty. At 
times patronisingly simple, when it 
comes to combat the tables are swiftly 
turned - the first encounter with the 
undead sees you finished off in 
seconds unless you can atm and fire 
accurately within the space of a 
second. As unforgiving as the various 
Splinter Cells might be, Vampire's Rain 
is is an even harsher mistress. 

All of which is a shame, as that 
high concept melding of espionage 
and the undead could have made for 
toothsomely enjoyable B-movie fun. As 
it is, this is straightforward, competent, 
frustrating and uninspiring. [5) 

Manage to successfully take down a 'nightstalker' and you're treated to a fittingly graphic death as the 
vampire burns and melts. Sadly, actually killing a vamp is a more problematic task than it really should be 
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A scrub of the t11115hscreen spins a propeller or wheel 
for a zip start, a n:~hange from throttle timing. The 
hovercraft requires you to blow into the mic. a OS 
novelty most players still refuse to perform in public 

" ow's this for reminder of what 
was, and a glimpse of what 
might have been: Rare's first 

DS game, in the form of a heavily 
embellished remake of its ten-year-old 
N64 racing adventure. Rare's split from 
Nintendo was never the cleanest of 
breaks, but this is the old flames' most 
indulgent bout of reminiscing yet, 
indulged by a relaxed Microsoft that 
perhaps has its eye on the lucrative 
possibilities of Viva Piiiata OS. 

The core of the game remains: a 
valiant, but rather laboured, attempt 
to marry kart racing with the 
collection, exploration and open 
progression of the post-Mario 64 
platform adventure. But it's far from a 
perfunctory conversion. Graphics and 
sound have been polished, new 
characters and tracks added, and 
there's a thorough multtplayer suite, 
sporting some entertaining new 
modes and supporting six players 
via down load, multi-cart or wifi play. 
The adventure itself is extended with 
a return visit to every track on rails, via 
flying carpet, using the stylus to move 
the firstperson view, pop balloons and 
collect coins, as well as stylus-guided 
retreads of the boss challenges. 
Kart and player emblems can be 
customised, and there's also a basic 
track editor. 

The intervening decade hasn't 
been especially kind to Diddy Kong 
Racing, but the superb Mario Kart OS 

The hub world may have been all the ra~ 
1997, but after the open-world racing of 
Drive Unlimited and recent Need For Sp• 
seems a bewilderingly empty encumbran 

is more unkind still, and Rare's 
inexperienced, gauche fumbling 
the DS are the final nail in its eo· 
The experiments with stylus con 
illogical and unresponsive; the 
characters, narrative trappings a 
pervasive Rare branding seem 
hideously clumsy and soulless; tl 
racing is open, but lacking in tac 
technical reward. Rare's late-'90 
obsession with currencies and 
unlockables, combined with the 
additions to adventure mode, m 
Diddy Kong Racing feel at times 
maze of conditions and transact 
search of an actual game, and p 
many of its attractive new featu 
behind bars with no word of ho 
free them. 

That was Nintendo and Rare 
a byword for professionalism, ne 
rather dogged definition of the 
of the road. Some pairings are 1:: 

in the past. 



hat title's nearly there­
Compress on Matters would 
be more ' ill'"'g hovvever, for a 

game that has to step back on to a 
hand held wh1le bas1ng 1tself on a 
ballrstJC bran ac of a PS2 franchrse 
whose core ph osophy has been to 
keep stepp1ng things up. Control-wise, 
rt's faced the perennial conversion 
problem - of decrdrng just how the 
PSP's layout gets custody of the 
analogue twins it does moderately 
well w1th this, offering up some 
f exrble optrons that are best 
employed w1th the stick for strafe 
movements and shoulder buttons for 
camera rotation. A limitatron it may 
be, but it's one that Size Matters IS 

aware of, offering a typically Ratchet 
& Clank adventure w1th a cutback 
on action compensated for by a 
fallback on to the series' peripheral 
platforming philosophy 

Stages are smaller and battles are 
often less mtense, but Size Matters 
makes up for the shortfall in calibre 
...,,th a visual1magination that, 'or the 
f rst t•me, makes a Ratchet & Clank 
game feel hke an actual adventure 
nstead of a sequence of shootout­
corndors threaded along a necklace 
of planets. A divers1ty of settmgs­
mcluding a very welcome psychedeliC 
dream seqJence - and a var ecy o' 
tasks help ma1nta1n an me-est :1g 
pace, even 1f those tasks don't always 
do the same for the p1..lse ra:e And 

While the on-rails shooter sections starring G~ant 
Clank are intense to the point of being somewl\at 
unintelligible, there's a payoff - this is one of 
the most effusive lightshows to grace the 
handheld to date, becoming a hi-fidelity 
splane,-.painting of bulleu and explosions 

there's the rub: subsequent PS2 
Ratchet & Clank t1tles zeroed n 

ever more manracally on grega•K>US 
gunplay for a reason; S1ze Ma<.ers, 
during its more anodyne ,... n~Qame 
moments or plarner puzz es ea~ ·eel 
I ke 1t has let rtself drooo ber,.,een 
two stools. 

Little else has been Ios· 
conversron hov.eve• • hds r:s ·ra tiC 

hrghlights, a "ng ~~ comba: a~d 
backdrops tha: o"'e· colour ~~ 'ew 
others, CL.~enes \"nOSe !!l()(.!!' n.:s 
JUst as mucr. as • mrsses and a 
struaure :ha: c- ers p!e • • reasons 
to revrs.• PI?V!OOS >..ages 

s-Oft H:g ::lPCitt Games 
has ea er~ red the ~ery essence:;· 
nsom ac's past -.\-c games - =:a·cher 
Gla&ror ano ='es-s7.atlCE' fa Of Man 

· a cnme:tSe coo;ng JOO whose 
des;gn ca:1 to~ ·e ma:.ch sucn 
versa· •1 and ;a --::1 [7] 

Hoverboard races are an expanded distraction, but can 
feel too oily to control well and the courses share ktk 
Xs excessive lap times. Such minigames will often offer 
new pieces of armour as a prize. enabling components 
of Ratchet's outfit to be swapped, mixed and matched 

The composition of tnfernafs levels is such that first 
Impressions are strong. but quick to diminish. Once 
you're up dose to the various environment'- bashing 
against locked doors, pointlessly physiu·enabled 
furniture and invisible walls. the atmosphere is lost 

n screenshots, at least, Infernal 
bears more than a pass~ng 
resemblance to Resident Evi/4. 

Unlike the diabolical port of that game 
that graced the PC last month, 
however, it also has the f1delity that 
the audrence expects from •ts high· 
resolutron drsplays. But while rt knows 
which coordinates to feed its camera 
(back a bit, right a bit), and while 
mumbling antt-hero Ryan Lennox has 
the same hunched shuffle as Leon 
Kennedy, this mussed actioner knows 
little else about its apparent 
inspiratron, 1ts genre, or even 1tself. 

Is it an adventure game or an 
arcade gameJ A console game or a 
computer game? There are so many 
des1gns at play that 1t seldom qualifies 
as any of them, and a nonsensical set­
up hardly gets ;toff to the best of 
starts. Pitchrng the 1ntellrgence 
agencres of Heaven and Hell -
Etherlight and Abyss- against one 

/nfernafs arsenal is as random as iu idea'- with 
automatic rifles joining shurikens.laser pistols 
and, bizarrely, shoulder-borne welding torches 

another, /nfernal1ntroduces lennox as 
the loose cannon who's fallen out of 
favour wrth the men upstairs. Now a 
so-called Infernal Agent, the last 
remain~ng after a spate of unexplained 
assassinations that's rocked the 
underworld to its core, and he's on a 
mission to uphold tne eternal balance 
between good and ev•l. Or something. 

The Faustran pact has its perks, of 
course, and within the space of a few 
hours' play Lennox IS supercharging 
weapons with his flam1ng arm, 
teleportrng past secunty and d1vrn1ng 
elementa power-ups and hidden clues 
with his Infernal visron. But this rolling 
delivery of trrcks - barely a second 
goes by wrthout a tutonal pop-up 
introducing a new one -says much 
about the game's complete lack of 
substance Having forged rts exotrc 
powers out of DirectX 9 special effects 
and Ageia physics, Infernal has no 
apparent clue what to do with them. 

E.aborate-lookrng puzzles wind 
mexorably towards their lever-pull ing, 
button-holding conclusions, crates 
block the path ahead rn desperate bids 
to be blown up, and 1nV1sible walls 
funnel that path through ambushes 
and boss battles that hop occasionally 
from one long-lastrng rut to another. 

it's a clean game, at least, texturally 
crisp and evocatively lit, but the feeling 
of playing an interacuve 30 Mark 
demo 1s d•scourag•ngly strong. [3] 





TIME EXTEND 
ROBOTRON: 2084 
'C"MAT ARCADE 
P\JBUSIIER WlWAMS ELECTRONICS 
::l£VELOP£R VID KIDZ (EUGENE JARVIS AND LARRY DE MAR) 
ORIGIN US 
RELEASE DATf 1982 



Those who feel that games 
can provode vivid snapshots 
of the cultures that created 
them will have no problem 
reading Cold War paranolo 
and the inevitability of 
Mutually Assured 
Destruction Into the no·win 
scenario of Robotron. 
Smash TV. the unofficial 
sequel released In 1991, 
provodes an even more 
interesting take on ots own 
era: the late '80s Although 
the gameplay may be 
largely unchanged and 
every bit as deadly. the 
foght for survival of the 
spe<les has been replaced 
woth a fight for toasten 
and high .. nd VCRs. 



With original cabinets 
costing thousands of 
pounds and highly 
susceptible to damage as 
frustrated gamers ripped 
out joysticks or put their 
fist through the scneen, the 
best way to play Robotron: 
2084 is currently via Xbox 
Live Arcade. The range of 
leaderboards makes for a 
compelling hook, and the 
Achievements are 
surprisingly varied, with 
points available for staying 
in one place or saving all 
family members alongside 
the regular grinds like 
surviving to Wave 30. The 
chances of finding a live 
co·op partner capable of 
helping you to Wave 10 
remain slim, however. 





THE MAKING OF ... 
OPERATION FLASHPOII\IT: COLD WAR CRISIS 
From hovercraft game to River Raid clone, Bohemia Interactive's 
cherished war sim didn't get real for a very long time 

FO~MAT PC PU5~1'ER CODEMASTERS DEVELOPfR· BOHEMIA INTERACTIVE STUDIOS ORIG N CZECH REPUIUC RELEASE DATE 2001 

o understand Operation 
Fashpo nt IS to understand 
Prague, the City m which the 

ga:ne was developed For brotners 
Marek and Ondrej Spanel, co­
founders of Bohem1a Interactive 
Stud os, Pragues turbulent history was 
to provide nsp at1on for what 1s often 
cons1dered ttle most reahst1c war 
game ever concecved 

·we spent our eh ldhood and 
teenage years m a communist country 
beh1nd the Iron Curta n, ·· expla ns 
Marek Spanel. ·Secretly we listened to 
Voice of America and were 
surrounded by soviet communist 
propaganda. In a country where 
Sov1et troops invaded and stayed in 
1968, a gaMe about the Cold War 
turn,ng hot was somehow close to us 
But we were also mfluenced by many 
different people, games, books and 
mov,es. lt all nelped us to come up 
w1th a more believable setMg and 

game background We had a dream 
of an open-stye game n a large and 
deta led outdoor envaronment. • 

Open gameoworlds had been done 
before, but wnen Fashpomt was 
be1ng developed the term 'emergent 
gameplay was yet to be coined. Often 
thought of as unforgMng when first 
released n 2001, F ashpomrs core 
strength- 1ts berat,ng freedom 
linked to 1ts believable setting and 
realistic troop behav1our - became a 
reference po nt and mot1vat1on to 
developers t"e world over 

But ong1nally, and biZarrely, 
Flashpoint morphed out of something 
very d1fferent. "Our ong1na1 plan was 
to create a s mple arcade shooter, a 
3D clone of the class c R1ver Raid, 
named R10 Grande," Marek contmues. 
"We soon realised th1s wasn't a really 
interesting pro;ect for us and moved 
towards a large open style of game. lt 
took a few years to get to Operation 

Flashpomt from there. The 
background also changed 
Slgn1f1cantly· we had a post-nuclear 
apocal}'pt1C story where some 
remain1ng US and Sov1et troops were 
fighting over the last place suitable 
for living on the Earth. After that we 
tried to SWitCh to a background that 
was ve'Y real to us and set m the early 
days of Perestrotka in 1 98S." 

Though the Cold war had 
been tackled 1n games prev1ously, 
Flashpomrs central conce1t of a rogue 
Russ1an general attacking NATO forces 
and overthrowtng a group of islands 
hit a chord w1th gamers. At a time 
when the Kosovan war was s!tll f•esh 
in the m1nd and world governments 
were preparing to go to war with Iraq 
for a second t1me, the game's premise 
was both far enough tn the past to 
avoid d rect companson, yet close 
enough to feel relevant. If anythmg, 



the gnpping story and alternatiVe war 
zone was a breath of fresh atr from 
the usua w.NII and Vietnam cltches. 

But it was Flashpomt's combtnatiOn 
of fear and fa:rness that really marked 
lt out from the crowd. While modern 
design handbooks tub-tnump about 
pace, balance and smooth dtff cu ty 
curves, Flashpoint unmerctfu ly 
pumshed players for any k nd of gu~g­
ho attitude. Crawltng on a' fours tn the 
grass wasn't an opt.onal key command, 
it was a way of I fe Fa lure to spot 
dtstant enem:es on h s des or n 
bushes cou d mea" a short sk. p bad 
to :ne IT'ISSIOO select sc·een One crack 
of a nfle was a t :ook 

Indeed. ·ne one-s~.o: K from a 
unseen assat am r : a y :elt e a 
JOke, or worse. a bug 3u: Flast:polll:'s 
legacy was that 1ts realism wasn t 
unfair or capriCious. Yes, there was 
an e ement of chance, but wth 
cautiOn, good planning and combat 
experience the odds would always 
stack in the player's favour. "What you 
experienced :n Operation Flashpoint 
was AI that was able to make tacttcal 
decis:ons on the squad level,· explains 

WE ARE THE MODS 
From the very beginning, Bohemia 
worked directly with the mod 
community supplying in-house tools 
and knowledge to those with a 
passion for creating interesting new 
missions and Flashpoint worlds. One 
of the most novel Is LegaWarz, a 
game quite openly based on LEGO 
characters and set against the 
backdrop of internecine rivalry 
between Legamen factions. The 
result is strangely believable, tragic 
and comedlc. There are over 25 fully 
fledged mods and over 2,000 add· 
ons, Including weaponry ranging 
from muskeu to alien lasers. 
Fla.shpoint has also inspired the 
recreation of lesser-known armies, 
such as those belonging to Sweden, 
Finland and Pakistan, and t~eir 
respective regalia and hardware. 

Ondrej SpaPel. "The htgher levels 
were taken on by a story or m:sston 
designer. We strove to create AI that 
was not only cha leng:ng but also had 
hm tatiOns, like a human. Troops 
would be sow. and somet:mes 
naccurate, and we tned to compare 
how the AI behaves and reacts to 
players m the same situattons making 
1t as s:milar as possible. lntttal 
tmpresstons suggested that the AI was 
not as good compared to games that 
used a lot of scnpting, however the AI 
:s much less predictable. lt was more 
enJoyable to those who spent a lot of 
ume With .t. or to those who liked to 
p:ay the same miss on several ttmes." 

When tt came to harsh dlfftculty, 
Fiashpoznt was a drill sergeant not a 
na • The one-save-per· 'evel was a 
des~g dec s.oo and 1t really was an 
mporta : ::.art of the tmmerston 
factor of tr.e ga"'e, • ptcks up Marek 
Spanel. • ;;s "or tnose who thought 1t 
dtdn't make the gaiT'e any fun, you 
might be surpnsed to t-ear we 
intended 1t as suer. We are convinced 
that games can COf'IW!Y other 
emot:ons other tMa~ •;.m Frustraton 

seems to be a quite well-sutted 
emotion for a war game." 

Flashpoint certamly didn't have 
much sympathy for those unw11l1ng to 
try and try again. Mission goals were 
clearly stated out would never be 
achieved exactly the same way twice 
Ha111ng the freedom to complete tasks 
n a vanety of ways is now a common 
theme, but when Flashpomt was 
released lt felt grddily empowenng. 

Flashpoin(s attention to c!Wiil extended to the 
objectives screen which provided a compass. 
watch and some Ordinance Survty·styte maps 

The game's scale was profound 
given that so many complex 
interactions were happening 
simultaneously. "Flashpoint was 
absolutely unique for a flfstperson 
shooter when we started worktng on 
tt," recalls Ond'ei Spanel. "lt was tn 

the days when the best FPS was Duke 
Nukem 30. We had some exper ence 

tn thts f1eld from our hovercraft game, 
Gra110n, which was released on the 
Atari Falcon in 1995. We knew takmg 
players out of limited corndors was 
somethmg we really l1ked . 

"The ma1n dtfftculty was to 
rna nta•n a reasonable level of detaJI a: 
dose range in those extremely large 
worlds," he contmues "Thts was 
someth•ng very d·fferent to common 
game architecture back then. Lucktly, 
3D acceleratton arnved just 1n t1me 
and we managed to properly 
tncorporate it. Indeed, 3DFX Voodoo 
was major technology that helped us 
where we wanted to be. Dtrect3D was 
also unsurtable for the tasks we 
reqwed but lucktly, w1th the 
mtroduct,on of DtrectX 7 1t was ftnally 
capable enough for the game.· 

The vehicles, which were so 
compre'lenstvely ano rob1.1stly 
mcorporated into the gameworld, 

adaed tmmensely to the enJoyment 
and sense of scale. "Surpns1ngly, 
Flashpomt started as a game onented 
only on vehtcles," recalls Marek 
Spa ne!. "Actually, the real challenge 
was to tncorporate characters m to the 
game- 1t tooto> a very long ttme to 
nave •easonable-lookmg animattons 
and to ach1eve the respons1veness of 
cor.trols comparable to other 
f rs~person shooters remember 
our characters were reactmg tke 
hovercraft before we tuned 1t to a 
level we were happy wtth I" 

it's often the small details that 
count, and Operation Flashpoint had 
many fme touches to deepen the level 
of tmmersion: the context-sens1tive 
radio chatter, the ternfying blackness 
of night misstons, the ability to a:m 
over the barrel of a gun, the precious 
mediCine admonostered by a fteld 
medic and the soft panting of breath 
after an intense ftref1ght all added to 
the sense of realism. The audoo was 
equally exceptional for the ttme, with 
tanks and APCs rumbling 
threatentngly over htllsides. Never had 
the rotating barrel of a T80 tank 
induced such fear and tremblrng. 

Flashpoinrs compleXIty, emergent 
AI behaviour and d•zzymg scale came 
at a pnce, however. With bugs and AI 
1nconsistenc1es somettmes tarn1sh1ng 
the expenence. But thiS tS something 
Marek Spanel1s happy to defend: "Of 
course Flasnpon1t wasn't perfect 
Although it was very close to the 
original VISIOn we had for 1t there's not 



Helicopters were frightening yet liberating. With 
over-Hcitement leading to many a ashes. But. as With 
most of Flashpoint detenmiMtion led to mastery 

much we would have done d f<eren• 
Probably the ma1n drawback was that 
some areas of the game logiC or 
edit1ng were a b1t 1ncons•stent as a 
'esult of the long-term evolutiOnary 
deve opment. The m1ss on des gn and 
overall campa1gn structure could ilave 
oeen better and the open-play style 
even more dynamiC 1f we had known 
at the begtnning all we had to learr' 
dunng the development process." 

The team responsible for 
Flashpomt only need look at the 
v1brant community that surrounds the 
game to get a sense of the love and 
endunng appeal it still commands. it 1s 
also one of those rare games that can 
throw up as many tall tales, h1lanous 
'Tllshaps and anecdotes as people who 
have played it. Indeed, Flashpoinr 
stories are legend because when you 
s1ngle-handedly clear a v1llage of 
Russ1an msurgents wtth only a hand 
grenade and an M60, 1t's someth,ng 
you need to boast about. Or. on the 
• p side. there are the valiant 
~ragedies. crawling 8km through 
enemy terntory, bloody and cnppled. 
only to be shot dead wtth1n sight of 
an allied outpost wasn't an expenence 
to be had elsewhere. 

To play Flashpo1nt today 1s to 
expenence the tens•on of war at a 
p tch and gnny toughness that few 
developers dare to approach. At a 
time when 'realtsm· 1n games IS so 
notly debated, th 1s is a t1tle that proves 
tough love, and even frustration . ...., 
•sn't always a bad th1ng. ~ 
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FUTURE PERFECT 
The recently released Armed Assault 
is the spiritual successor to 
Operation Flashpoint, and though it 
shares many of the original's design 
principles and goals, it's increased In 
scope considerably. Theoretically, 
Armed Assault can handle the 
movements and behaviours of 
60,000 troops, compared to 
Flashpoint's 3,000. Visuals have also 
been a big focus for the team due to 
early criticism that Flashpoint was 
ugly and ungainly even on its initial 
release back in 2001. Although 
shader-<apable cards were around at 
the time, Flashpoint was barely able 
to use basic hardware transform 
and lighting. 

By comparison, Armed Assault's 
engine is based on shaders and has 
every recent feature available: 
normal maps, high dynamic range 
rendering, dynamic shadows, 
dynamic daytime cycle, shader 
animated grass. objects and 
humans. advanced lighting models 
with complex materials. the ability 
to handle huge satellite maps and a 
lot of shader intensive techniques 
used in areas like terrain rendering 
or foliage rendering. User interfaces 
and AI can now be created and 
customised and add-ons will benefit 
from the flexibility to use complex 
scripted animations. 







ZBrush is a sculpting tool that, as 
well as modelling, also enables 
texturing and painting. lt does this 
using a concept called Pixols. which 
extend the idea of the colour data 
contained in traditional pixels, with 
the addition of depth, material and 
lighting information. Another 
interesting facet of ZBrush is the 
way it mixes what are called 2.50 
with 30 images; 2.50 images are 
30 images that have been 
projected into the background of 
a ZBrush project. This allows very 
complex scenes. involving models 
of up to ten million polygons, to 
be worked on while making 
efficient use of processor and 
memory resources. 
- .plxologk.com 
2Brush became popular within the games 
industJy with the adoption of normal map1, 
but additional functions su<h as 30 
pa10tmg and texture (above. right) mean it 
olfm mud! Wider capabilities. (Right) This 
demonstrates the progression of modelling 
a gingerbread man within ZBrush: starting 
with a mesh constru<ted using primitives 

through increasingly higher resolution 
models until the final model which 

has plenty of fine surface detail 



$649 

Created by special effects directors from Weta 
D1g1tal and game leads from EA, there's little 
surprise that Mud box is one product many 
developers are keen to try out. Indeed, the likes of 
Naughty Dog and id Software are already using it. 
like ZBrush, 1t offers high resolution, brush-based 
sculpting; something that's vital for the creation of 
the models required for normal mapping. One 
unique seHing point is its use of 30 layers which, in 
., similar way to Photoshop, allow artists to model 
non<lestructively and flexibly by using separate 
layers that can be easily tweaked and edited. 
Ano~ neat feature is the way it enables artists 
to sculpt symmetrically on models that are posed 
in asymmetrical shapes. Mud box is a pure 
modelrmg product though, without the textunng 
and pa111ting options of ZBrush: finished models 
are designed to be passed through to other art 

packages such as Maya, 3ds Max or Deep Pamt. 
-.mudbox3d.co m 

A 30 modelling package using polygons 
and subdivisional surfaces, Silo has been 
completely rewritten to take 1nto account 
the new techniques being Introduced into 
the game and film industries. One 
particularly significant addition IS what 
Nevercenter calls displacement painting 
Based on displacement mapping, it's a way 
of adding detail to models by slightly 
displacing points on a model's surface. This 
gives a better all-round visual look than 
normal maps but is more expensive in 
terms of processor and memory usage. Silo 
v2 enables artists to preserve their 
displacement mappings within their 
broader brush modelling. Another feature 
is Silo's automatic UV wrapping tools, 
which map flat 20 textures and maps onto 

the surfaces of associated 30 models. 

Only rec.ntly released. Mudbox 
is a modelling ~ckage designed 
to tnable anists to dig1tally 
sculpt h1ghly detailed objtcts 

One panicularly n1ct feature of 
modo is its use of both polygons 
and subd1visional surfaces, wluch 
lets an1sts create smooth models 

The most fully featured of the next generation of 30 art packages is modo. 
Developed by a team which had previously worked on the lightWave product. 
modo is an integrated modelling, rendering and painting package. In terms of 
modelling, it uses both polygons and subdivisional surfaces, while its painting 
features use a layered approach, which together with a shader-based architecture 
allows you to incorporate techniques such as procedural textures and painting 
using bump maps. Rendering is less important for game developers, but can be 
useful for baking ambient lighting into textures and, of course, generating things 
like normal maps and occlusion maps. Modo is also easily integrated within 

existing art pipelines, alongside packages such as Photoshop, Maya and 3ds Max. 
www.mod o3d.com 
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YAK'S PROGRESS Notes from the game designer's workshop 

THANK CRUNCH IT'S FRIDAY 

I
t's a Friday, and outside I can see that it's 
snowing steadily. It's eerily quiet; the snow 
appears to have wmpletely discouraged the 

occasional bit of traffic you can normally hear 
passing (which could be a problem later when I 
run out of cig.~, and necessitate a trip on foot to 
the garage to fetch more, we'll see). 

And my devkit is off, for the first time in 
weeks. It's been an interesting fortnight, and 
ultimately quite a rewarding one. It was decided 
that this was to be the week that we made our 
alpha submission of Space Giraffe to Microsoft. 
In a way that's a good thing - sometimes a bit 
of a deadline to work to can be a very productive 
thing, especially if you're working from home in 
an entirely freeform manner - and this is very 
definitely a necessary key point - the rule of 
XBLA is that at alpha, Microsoft basically have 
the right to give an overall 'go' or 'no go' to the 
whole project. Once past alpha you're started on 

brief, obligatory visits to my Animal Crossing 
village, of course) - even after working on Space 
Giraffe all day, the last thing that happens before 
heading for bed and tumbling unconscious is to 
hook up the devkit to the big plasma and play, 
play and play some more. 

This part of the job hasn't been so much 
about coding - although there is always coding 
to be done, new enemies need procedural 
generation of their geometry, and new 
behaviours need to be defined and tied in to 
the rest of the gameplay - as it has been about 
designing levels and then sitting and playing 
them again and again and again, scrawling 
notes as you go along about things that are 
wrong and t hings t hat are unsatisfying and 
things that need changing, then stopping to 
fix those things, then doing it again and again 
and again ... I am reminded of that old line 
about there being a statue in every piece of 

Is there any other industry that has the equivalent of crunch 
mode? lt seems to be something peculiar to the games biz 

,, 
the track through beta to release and publication 

- but you have to get past alpha first. 
Cue cnmch mode. Two weeks ago we had the 

basic mechanics of the game, a tutorial level, 
some of the Live Arcade framework not actually 
hooked up to the actual game yet, only a couple 
of enemy types, and no real levels at all. 

Is there any other industry that has the 
equivalent of crunch mode? It seems to be 
something peculiar to the games biz, where 
coders will willingly commit themselves to 
spending every waking hour of every day in front 
of their compilers, forsaking food and any kind 
of disconnection from the job in hand to reach 
an appointed milestone. For the last week or so I 
haven't even touched another game (apart from 

~ 
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stone, and all the artist does is remove the bits 
that aren 't in the sculpture. 

It's all about refining, and balancing, and 
making very careful additions and occasionally 
subtractions as well- I had a whole thing in the 
gameplay that had seemed a reasonably good 
idea when I implemented it, but which when it 
came down to creating actual levels didn't feel 
quite as good as I thought it should. I ended up 
completely changing how it worked, making it 
simpler and more intuitive, and it turned out a 
hell of a lot better. It's a good example of why 
game designs should never be graven in stone 
before coding begins, and then just coded to 
spec. Design needs to adapt to suit the character 
of the emerging gameplay. In the end there's just 

no substitute for sitting there with a joypad in 
your hands and playing actual levels to know 
what works and what doesn't, which arc the 
right paths to follow and which are the WJ"ong 
trees up which to be barking. 

After two weeks of crunch, instead of a loose 
collection of bits and intentions, we have what 
looks and plays like an actual game. Real levels -
32 of them - are in, the game play is nicely 
balanced, we can watch the leaderboards and see 
the scores of alpha testers over the world 
coming in as they play; it doesn't fall over, t he 
menus and other such interstitial bits and pieces 
look good, and the game has a strong, distinctive 
character that 1 am really happy with. 

Yesterday was the icing on t he cake really. We 
develop in 'debug mode' which generates code 
that contains useful stuff for debugging but 
which is a fair bit slower than 'release mode' 
code. I'd balanced the game so that it was 
perfectly acceptable in that mode - 6ofps a lot 
of the time, maybe going to 45-odd when a lot of 
stuff was happening, only ever touching 30 on 
really mad, hectic levels or during major weapon 
detonations and transitions. 

Yesterday we tried the release mode compile, 
just to see if we'd get much of a speed increment 
out of it. The whole thing runs at a flat 6ofps no 
matter what. It looks beautiful, the gameplay is 
intense and no matter how much crazy stuff is 
kicking off on any level, it's just pure silk to play. 
it 's just joy on a stick, pure candy. 

So we've come a long way in those two weeks 
of crunch, and I am extremely happy with the 
results, and I am certain now that Space Giraffe 
is going to be something very special indeed. All 
I need to do now is finish off the levels and add 
the bonus round and we should be good for beta, 
pending MS approval of alpha, of course. 

But I can't see that being a problem at all. 

jeff Minter is the founder of UK codeshop Llama soft, whost 
mosr recent project was Xbox J6o's on board audio visualiser 



GREEN GAMES 

Ever since Charles Reich's early'7os 
seminal text on environmental damage, 
The Greening of America, consciousness 

of mankind's effect on the natural world 
through pollution and waste has grown to a 
global phenomenon. The world is warming, the 
Maldives are shrinking, and we all know 
somethlng has to be done. We can cut down on 
air travel, but what else? Now, there's a new 
possibility: we can play videogames. 

In most European languages, the words for 
time, work and distance all s hare common roots. 
In videogames and virtual worlds, the software 
engine also transports us. (Yotmg men still 
tinker with engines, but of a different kind: the 
car in the driveway has been replaced by the PC 
in the bedroom.) MlT professor Henry Jenkins 
has called videogames 'a new kind of narrative 
architecture; and space and motion seem crucial 
to our experience of gaming. It is no surprise, 

Scion B) inside Second Life. Ut had been planned 
to give the car away but, afraid to alienate 
existing virtual car dealerships, Toyota charged 
the equivalent of $2 per Scion). Tn September, 
Audi premiered a new TV spot inside Second 
Life, and in October General Motors bought 16 

Second Life islands - 256 acres - to help extend 
its brands into cyberspace. A month later, 
Nissan built a four-car-higli virtual car store, 
modelled on a soft-drink vending machine. 
Buying a car from a vending machine was a 
laugh, but I've never seen anyone drive the cars. 

What happens to a world where cars are no 
longer required? And can that ease of travel re­
infect the real world also? Recently, I caught up 
with Rosedale, to see how he felt about the 
runaway success of his world. Rosedale told me 
he felt technology like Second Life would soon 
replace much real-world travel. "All our creative 
and intellectual energy will be directed there," 

Buying a car from a vending machine was a laugh, 
but I've never seen anyone drive the cars 

then, that videogames and virtual worlds have 
the capacity to transform our ideas about travel. 

As Philip Rosedale, the original visionary 
behlnd Second Life, explained to me, the first 
thing people do when they enter his virtual 
world is buy vehicles: airplanes, parachutes, 
spaceships, jetpacks, UFOs. But then they leave 
the vehicles behind and grow wings. In most 
online worlds you can travel without moving: 
even in World Of WarCraft, a wizard can send 
you home. Tradit ional modes of transport, with 
the exception of horses, are redundant. But that 
doesn't mean our real-world car manufacturers 
haven't tried to claim a space in the virtual 
world. Toyota was the first car manufacturer to 
make a real-world model (its people carrier the 

he told me, of virtual worlds. "There's no 
question that it's going to happen, by the way, 
to our jobs. Very rapidly. Given that urban 
centres like London and New York are based on 
a confluence of people, directed toward doing 
specific types of work like fmance. V\ 1lat 's 
interesting will be how many people choose 
to live in New York or London when they no 
longer have to:' I asked Rosedale to indulge 
his futurist tendencies: "The futurist in me 
says that the real world will become like a 
museum, very soon. It doesn't mean that we 
won't go to places like New York, it's just that 
they will be like amusement parks, where we 
have carefully preserved memories of what 
they were before. So that it will be fmtastically 

cool to go to see New York, but in the same 
way that it's cool to go to see the Maym ruins 
now. Because the big b uildings will still be there, 
and they'll be kind of covered in dust, bocause 
no one bothers too much with them any more." 

James Lovelock, the environmental biologist 
who coined the term 'Gaia' for the Earth's living 
ecosphere, has suggested t his capacity to travel 
without leaving your chair migllt be part of the 
solution to climate change. In hls book, T he 
Revenge of Gaia, Lovelock sets out his vision 
of virtual worlds as an integral part of a more 
sustainable future, an unconscious migration 
to low-energy activities. The figures are 
inarguable. W hen I travelled to San Francisco 
to visit Rosedale, my flight produced nearly a 
million grammes of carbon pollution for my 
seat alone - equivalent to running a car for 
two and half years. When I travelled to meet 
him in Second Life, I produced almost none -
about as much as leaving my fridge open for 
five minutes. A thousand square-foot retail 
outlet in the real world uses around 280 
kilowatt hours of electricity each week; the 
server technology behind an island-sized 
vir tual outlet, set over 512 acres, uses the 
same energy in a year. If we do end up in a 
future where oil is scarce we may have 
discovered a different, more efficient means 
to conquer distance: to project our selves, 
but leave our bodies behind. 

Seen in this light, videogames, and t heir 
descendmts the virtual worlds, have the 
capacity to help solve at least as many problems 

- commuting, overcrowded urban centres, 
pollution - as they contribute to. So, while we 
were saving the world from Combine soldiers, 
or from the Covenant, or even just saving 
Lemmings, we may have been helping to save 
the world from ourselves, too. 

Tim Guest's book about virtual ~>wlds, Stcond Lives, will be 
published by Hurchinson in April. Visir him at till18uest.net 



B
ack when I used to write an occasionally 
games-related tiling called Digitiser, we 
would regularly receive letters accusing 

us of bias toward one console or another. Every 
single day we'd be accused of hating one console 
or other in favour of all the other systems. I 
never quite understood why, because we were 
equally unpleasant about each of the main 
formats, and equally pleasant at times too. 

Usually, every console has at least something 
going for it (for the purposes of this argument 
we shall forget the CD-32, the Jaguar, et all, and 
plenty of reasons to hate it as well. 

I'm well aware that, of late, I've had quite a 
bee in my buzzer about the PlayStation 3. In 
several of these colunms I've been disparaging 
about Sony's console. frankly, Sony hasn'i 
helped its cause, what with the ~ious:'Oh! 
But we thought of it before them~· motion­
sensitive controller, the hilarious f.akr !an-bl~~ 

important note of distinction between the Xbox 
360 and the PS3, and that note is as follows: 
there really isn't that much of a distinction 
between the two of them. The 360 may be a 
year older than the PS3, but its software is 
already a generation ahead. T he games look and 
play pretty much the same on both machines. 

We're at a point now where games hardware 
is so powerful it 's like the difference between 
travelling at 450,000 mph and 490,000 mph; 
when your hair is being blown back into its 
follicles are those 40,000 mph going to matter? 

I've most likely mentioned before that - like 
those \-ictorian saps who thought their lungs 
would explode if they travelled faster than 
30mph - I really thought graphics had peaked 
.,.ith the 300. Actllally, to be fair to myseU, 

w:Ut I actually asked at the time was whether 
graphic. needed to get any better. I can '*idly 
recall p~ing :he 300 ver«ion of Road Rash. and 

New graphics technologies can prov1de new types of gameplay, as 
well as more efficient rendering of female characters' breasts 

(the marketing equivalent of a Tory MP human 
beat boxing in front of underprivi leged teenage 
drug addicts), and press releases claiming that 
the Sixaxis has won awards when it hasn't. And 
then there's THAT price point, which is just 
asking for a knee to the throat. 

However, any anti-PlayStation 3 'bias' is 
through reason and circumstance rather than 
any sort of irrational format bias. lf you really 
t hought about it, you'd come to the same 
conclusions as myself. Unless you're an idiot. 

The truth is (even putting Sony's recent, 
jaw-dropping PR incompetence aside) the PS3 
has simply arrived 18 months too late. The stark 
bottom line is that I just don't see it offering me 
any'tlllng I can't get elsev.;here. There's an 

pondering whether graphics had reached a point 
where incremental improvements in visuals had 
stopped contributing to the gameplay. 

l may have been a generation or so too early 
in my ponderings, but I once again think that it 
has been a long tin1e since graplllcs technology 
has genuinely enhanced gameplay. I'm not 
talking about whether games - as a whole - are 
improved by better graphics, but whether new 
graphics technologies can also provide new 
types of gameplay, as well as more efficient 
rendering of female games characters' breasts. 

The most obvious example would be that 
leap from 2.D to 3D. From Super Contra to 
Wolfenstein, or from Mario World to Mario 64, 
or Sonic The Hedgehog to Tomb Raider. 

You can have better, smoother 3D, with 
multiple light sources and bump mapping, and 
you might be able to throw more characters on 
screen, but I really do think this is it: we \lave 
reached the tipping point where graphics can no 
longer contribute new ideas to games. 

It's probably a lot of the reason why 
Nintendo is now less concerned with the look 
of its software, and the power inside its 
consoles, and started thinking in more spatial, 
real-world terms, about what games can acllleve. 

I mean, what are the innovations of the PS 3? 
'True' high-definition visuals? Whoooh! I can 
barely contain my glee. A Blu-ray player? Yes, 
because I'm desperate to own a copy of 
Terminator 3 that looks sligl1tly sharper than 
the one I already own. A motion-sensitive 
controller? The classic PlayStation controller 
was never conceived with motion sensitivity in 
mind, and if anyone thinks we're going to get 
motion-sensitive PS3 games which feature the 
same levels of interactivity and innovation as 
Wii Sports or WarioWare Touched, then t hey're 
the most blinkered zealot in history. 

The PlayStation boasts a healthy launch 
line-up, and it'll play games just fine, bu t t here's 
no escaping the fact that the games on the 
PlayStation 3 are either already available on the 
Xbox 360, or have equivalents which are. 
Frankly, there is no reason for the PS3 to exist. 
It's a redundant console. You've got the Wii for 
your Nintendo exclusives, and your fix of 
innovation, and the 360 for everything else. 

I realise I'm going to have to shut up about 
the PlayStation soon, for fear of becoming a 
stuck record. I've actually got nothing against 
Sony, but a market- leading hardware company 
hasn't ballsed t hings up like this since Sega and 
t he 32X. It 's human nature to laugh and point 
when we witness a car crash. Or is that just me? 

Mr Bi((o eo-founded Digitiser, Channel 4's Teletext-b<Jsed 
videogames section, and now writes mainly (or tdellision 
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Choice cuts from 
Edge Online's 
discussion forum 

E 

Can digital actors ....-er 
compl~tt'ly replace human 
actor.? Can computer 
programs ever be complex and 
sophisticated enough to 
realistically convey hmnan 
emotions and fadal 
expressions? 

There is a part of the human 
brain that has the ability to 
recognise human traits and 
behaviour. If you look at 
'Advent Chi ldren' as an 
example of excellent 
representation of the human 
form but there is somcthlng 
not quite right with the whole 
' human' package. Your mind 
reaJi,e< that while they may 
look human, they are not 
human. 

Yes - is th~ obvious answer, 
because who knows what the 
future holds in terms of AI, 
animation and graphics etc ... 
When will this happen is a 
better que,"! ion. 
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• 
I am a teacher. I am 27 years old. 
I teach pupil~ between the ages of 

14 and 18. Ewr since the relea~e of the 
Wii I have been receiving a torrent of 
arpun .. nt from stick- thin pube~ent 
male,. tha! foDO\Io· roughly the same line~ 
of lo-.;.ic - the Wii has crap graphics; the 
Xoox 360 b the market leader. 

Now, I like my job, in fact l love my 
job, and because of thi~ I de n >t ";'h to 
lo-e 1: because I >homed at and verbally 
al-,used a child b,cau,e of thdr 
affiliat n for a particular console. 
I ban therefore decided :hat I will rant 

Furthermore, this is not the bes t way to 
position a product considering the fact 
that most we~ tern markets have an 
aging population. 

Most shocking is the complete lack 
of gadgets on the 360 as standard. You 
have to buy a wireless adaptor and a 
HD-DVD drive separately, both of 
which you gt•t as standard with a PS3. lf 
you bu> a 360, plus the wireless 
adaptor. piu~ the HD-DVD drive the 
price will exceed £425. The 360 is 
simply not good value for money. If you 
buy it purely as a game,. machine it's 

''The Wii and the 360 are not in the same market. The 
Wii is a games console and the 360 is a DVD player, 
games console, PC, washing machine and can opener'' 

through your hallowed pages (assuming 
this email is printed) to all teenagers 
out there who think in a similar way to 
my students. I lere goes: 

Nintendo has sold 40 per cent of 
Microsoft's 10 million installed ba>e in 
approximately 16 per cent of the time. 

The Wii and the 360 are not in the 
same market. The Wii is a games 
console and the 360 is a DVD player, 
games console, PC, washing machine 
and can opener. Its definition is so 
broad that frankly it could be anything. 
This is exactly why it hasn't sold to the 
age group that are buying into the Wii 
(and the OS). They aren't quite sure 
what it is. 

Most games that are on the 360 are 
in fact the same game. Think about it -
Gears Of War, I la/o 3, Lost Planet, 
Rainbow Six, Ghost Recon ... there's very 
little variat ion between them in terms 
of gameplay. This is exactly why the 
360 is a catastrophic failure in Japan 
(the world's second- largest videogames 
market) and why anyone over the age of 
40 really isn't interested in buying one. 

completely useless because there's only 
one game on it, and if you want a 
multimedia device then you have to 
spend more than you would to buy a 
PS3. Either way is economic lunacy. 

I could go on, so I shall ... 
Microsoft have moved too soon. 

They may have a .sub.s"tantiallead, but 
this does not mean that the 360 will 
maintain that lead. The culture of 
gaming has evolved since January 2006 
and people will want a console that has 
everything included (the PS3) or a 
console that offers unique gaming 
ex-periences at a very low price (the Wii). 
The 360 offers neither of these qualitie>. 

Finally, the argument that the 
graphics arc better on the 360 simply 
brings mt' out in hives every time I hear 
it. Saying a game is better because of 
its graphics is like saying celery is 
better than a Mars bar because it has 
fewer calories. Edge gave Resistance: 
Fall Of Man 7/10 and Wario Ware: 
Smooth Mo1·es 8.'10. The latter is 
an 'excellent' game and the former 
simply a 'good' game. Surely the PS3 

Win a OS Lite 
for the best letter 

title ·s graphics should have been its 
trump card? 

Thank you for taking the time to 
read this rant, l just had to get it off 
my chest. 
Alcx Westworth 

Always glad to do our b it to reduce 
violence in the classroom. 

• 
Having been a manager of a Game 
s tore for seven years, I left the 

company, and now find myself watching 
the industry from the other side of the 
counter. I was never a fan of the way 
our company bold pre-owned software 
over new, and in recent months, I am 
noticing the presence of used games 
in -store is starting to outweigh the 
new stock on disp lay. 

I can't think of a single industry 
where pre-owned is so dominant (you 
don't get second-hand books in 
Waterstones for example, or used CDs 
in HMV), and yet a second-hand game 
is often quite similarly priced to new. 
In the car industry for example, a 
customer purchas ing a used car is likely 
to be unable to afford a new one. In a 
games store, I regularly see games 
priced at just r.s less than a new one. 
The margins on pre-owned are higher, 
and staff are told to offer a pre-owned 
copy over a new one whenever possible. 



The target for pre-owned was 20 per 
cent of the store's turnover when I left 
the company. And yet, every pre-owned 
sale is one less sale for the people who 
made the game in the first place. 

The only profit being made in the 
sale of a pre-owned game goes to the 
shop and it's the developers and 
publisher~ (as well as everyone else 
involved in the creation of the product) 
that loses out. I feel that pre-owned 
software as a main focal point of 
revenue for the major chain stores is a 
bigger threat to the industry than 
piracy. rrom a developer point of view, 
buying a second-hand game bring.s in 
as much revenue as pirating a copy 
from the internet. The pirate was 
probably not going to pay for the game 
in the first place, while the honest 
cus tomer was going to buy a new game 
and decided on pre-owned instead. In 
fact, I'm sure a developer ..,·ould be 
happier for someone to steal a copy of 
their game from the shop than buy a 

A moUK and k0)1!0ard might be best for the 
likes or SeriOU.!} S.lm, mu~es Tom \Vestmacott, 
but doe• the PC need a •-tanda.rd controller? 

brand new, "''Ould Rage, the devdopers 
of Rock). ~till be ,.,;thus? Rock) wasn't 
a bad game at all, and did very good 
bu«ine~~ for our 'tore, but it was the 
same two or thr~<' copies beinf, <old 
over and ovl'r. 

I feel that the traditional bricks­
and-mortar retailer is making a rod for 
its own back with pre-owned. Why 
\\'Ould a publisher want to risk a 
customer walking into Game or 
Gamestation, and coming out with a 

"I used a security pen to make a secret mark on a 
copy of Rocky, so I could identify it if I saw it again. 
The same disc was traded in and re-sold six times" 

second-hand one -the shop would 
have to order more stock then! 

I once used a security pen to make a 
secret mark on a copy of Rocky, so I 
could identify it if I saw it again. Rocky 
was a good game, but a short one with 
little replay value. The same disc was 
traded in and re-sold six times that I 
know of. I assume this is why the 
shops say 'pre-owned; not 'second­
hand; because a used game can be 
tenth-hand and still command th<' 
same price as a second-hand copy. 

1\nd this leads me to my main 
argument - if all games were sold 

Is Gbo<t R<'am A<h=ced rt'olly the 
Silme game •• Halo, Lost Planrt, Rllinbow Six 
and C~;~r~ Of \.Var, as Alex \Vestv.~orth daims? 

pre-owned game instead of a new one? 
The dominance of pre-owned in the 
two major chains, as well as all the 
independent stores, is surely a huge 
incentive for publishers to move to 
alternative distribution (like Xbox Live) 
or to give preferential pricing to tho~e 
companies who only sell new. 

Pre-owned is getting more 
dominant all the time, and is sapping 
money away from the industry that is 
needed to fund future development. 
And with broadband and other direc t 
distribution becoming more and more 
popular, we know that while the shop~ 
need the de\'dopers and publisher~>, the 
publishers no longer need the shops. 

Does Edge have any thoughts on 
this issue? 
Stephen Pier.~ 

What's clear b that the status quo 
won't last much lon~ter: direct 
distribution, expansion packs and 
down load content have already changed 
expectations of what buying a game 
should mean, and what it should cost. 

Topic: My thoughh on ffXII 
and tht- 'modent RPG' 
I'm not enjoying the game at 
all. I think it's dull. Weak 
characterisation, a fru~-trating 
and unrewarding battle ~tem, 
a limp story concentrating so 
much on the broad, political 
nature of what's going on Utat 
it fails to give proper attention 
to the characters and soul of 
the story. 

I 'm wandering arotmd, 
with the disjointed gameplay 
and tedious objectives gnawing 
at my mind, and it's dear ju~t 
bow much the game is trying 
to be a 'non -gen RPG -
mclding action and complex 
RPC element.<. The end result 
h something that just i~n't 
fun. By dangling the 'action' 
carrot in front of me, all it 
achieves is subcoMciously 
making the player yearn for a 
true action title, with 
satisfying, skill-ba....ed combat. 
It's a watery, pathetic hybrid, 
ungratifying the same way 
v .. granr Story was. 

If I want an exciting 3D 
adventure, I' ll play Ninja 
Caidcn. lf I want to play an 
engrossing RPG with soul, I'll 
play Final F.v1tasy VU. 

Con<ider Ninja Caidcn. 
You 'lewl up' with persistenc~, 
juht as )'OU do in FFXII. But in 
the former it 's based on 
reactions, learning enemy 
weaknesses, practice, 
dexterity, pure skill. In the 
latter, much ofthis is lost. 
How can selecting from a menu 
ever be as gratifying as 
skilfully executing the moves 
yourself, seeing the enemy 
flail/dodge, before planning th~ 
next on•laught. Would you 
enjoy Stre<>t Fighter .z if it used 
FFXTrs system? I douht it. 

FFVTT is a tme turn-based 
RPC though. It makes no 
pretension of being an action 
game. It has soul, a story that 
worlo., and a separate RPC 
ham-based system which 
"'-orks. rFXII is trying to be an 
action game with deep RPC 
dements and a fine ~-tory. It 
fail' on every account. 

It used tn he black and 
white. RPCs were distinct from 
action games. Technology and 
knowledge simply made it that 
way. Actjon elements have 
•lowly been introduced more 
and more into RPCs of late, 
and in my opinion it's simply 
highlighted how stale and 
doomed the genre is. 

'BOX~ 

Your E172 cover was nicely done, 
but one thjng was missing- the 

'console' has no controller. Of course, 
including a keyboard and mouse \Jould 
give the game away, but surely this is 
the greatest constraint on the PC 
gaming market, more than the wide 
variation of hardware. The keyboard is 
pretty hopeless for gaming, with its 
long-travel buttons. The mouse is great 
for fast, precise aiming and also for GUT 
input, but as it lacks self-centring it i~ 
unsuitable for marupulating anything of 
any weight (car, plane) that should not 
respond in&-tantly to user input. 

Thus the PC is top dog for the FPS 
(instant ainling) and ~trategy (CUI), but 
weak in other genres. While some PC 
games are made for 'PC with joystick' or 
'PC with wheel; these developers thus 
lose the PC's huge 'installed base' 
advantage, relegating their games to a 
niche market. Console developers know 
that every potential customer has a 
standard controller, and can take full 
advantage of it. The greatest lesson of 
the Wii is that the standard control ler 
is a key part of a gaming ' platform; just 
as much as the silicon internals are. 

If Microsoft really want to make the 
PC an equal contender alongside the 
360, they should dl.'fine a 'gaming PC' 
standard that includes a minimum 
standard controller in the box - four 
face buttons, four analogue axes. And if 
I were a PC developer, I would 
encourage my customers to hook up a 
console controller, including standard 
input mappings for all the common 
types. The output ml.'thods (graphics, 
sound) are present and correct on the 
PC, all we need to fix now is the input. 
Tom Westmacott 

A quick flip of J:172 will reveal a mouse 
tucked away on the back cover. And 
\\'Ouldn't Micro~oft argu<' that 
compared to the omnipresence of the 
mouse and keyboard, the Wii - with 
its combination of classic controller, 
the Remote and th<' Nunchuck - has 
anything but a standard input system? 

1 think I can safely say that we 
were all a little baffled by the 

comments made by Dan Brown in last 
month's issue lE173]. It amazes me that 
some people still have the arrogance to 
treat videogames as though they are , 
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something mysterious that needs to be 
dissected like a newly discovered 
animal. People like Dan Brown - people 
who know next to nothing about 
videogames - should wake up to t he 
fact that they are a form of 
entertainment. It's that simple. They 
are fun to play, which is why lots of 
people go out and buy them. It really 
angers me that someone can fail to see 
what makes games so rewarding. No 
amount of bizarre wonderings will ever 
allow Mr Brown the ability to enjoy 
games. I pity him for that, and I also 
feel that the questions he asked are far 
too basic to answer, but answer them I 
will, if only for the hell of it. 

To me, a gamer is someone who 
plays and loves games - just as film 
buffs are known as such because they 
like to watch films. You don't need 
qualifications to become a gamer. You 
don't need to speak a different language. 
You don't need anything other then the 
desire to play games. And it is this 
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Topic: Robert Koch 
Many books or Hlms will teach 
you things without being 
actively educational. This does 
not seem the case in games, 
but why not? We could have a 
Resident Evil-type game with 
action sequences and so on, 
but at the same time you go 
into the process of discovering 
what the pathogen is. 

Tt would be .-ery interesting to 
see if a game could teach 
economics, both macro and 
micro, and in a way that could 
be applied on a personal level 
(barring issues of location, 
that is). Perhaps that is the 
biggest problem - far more 
than f'llms or books, games are 
made with a 'global' audjence 
in mind, and knowledge is 
subject to loc.al interpretation. 
Perhaps that's why there's 
relatively little actual factual 
knowledge in games. 
l'vlrMonk~y 

desire that makes us better than those 
ignorant game-slating fools who are 
looking increasingly old-fashioned (the 
name Boris Johnson comes to mind). 

The desire to play games means t hat 
we will cart an Xbox to a friend's home 
just so that we can show him Halo 2 

co-op, and it means that we will camp 
out outside HMV for days for the 
chance to catch a glimpse of a PS3. We 
garners are no different from all the 
other groups who think that books/ 
movies/plays are the greatest thing that 
the world of arts and entertainment can 
offer us. Nothing separates us from all 
the other members of society. And it 
doesn't matter if our gaming interests 
are as simple as a passing interest in 
the Wii or a fully fledged commitment 
to World Of WarCraf t (and after the 
comments he made last month, god 
help Dan Brown if he ever expresse~ an 
interest in becoming a dark elf). 

Gaming is something to cherish, 
not something to analyse. And, before I 

finish, allow me to make an observation. 
Boris ]ohnson pretends to think that 
videogames are a scourge on our society. 
They are draining away our chil<\ren 
and turning them into violent zombies. 
But 1 wonder what other alternat ive he 
would recommend to Britain's 
teenagers? Playing football in the rain? 
Dealing drugs, perhaps? Videogames 
are the best thing to happen to us in a 
long time. And people who realise t hat 
are most definitely gamers. 
Mike Skellington 

]ohnson's arguments hold some water 
(is excessive, exclusive gaming really 
healthy for a child?), but your letter 
holds a OS-winning sentiment. 

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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