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€3 prepare~ for 
a new begi111ning 
What does the restyled industry showcase 
mean for the way games are presented? 

Since its inception in 1995, the Electronic Entertainment Expo (aka 
El) has been the focal point of the videogame industry's calendar, 
providing the platform for most hardware and big-name software 
unveilings since. This year's event will be a more conservative one 

3's deatq, and reb1rth as a smaller-scale 
event. has thrown the mdustry's marketing 
mach1ne mto a state of confus1on. The new 

E3 1s st 11 very much an unknown quantity, and the 
uncerta1nty over how s1gntf1cant 1t w1ll prove to be 
1s caus1ng some dy5funct1on among the publishing 
houses that would choose to attend it 

For many years the focal pomt of the gaming 
mdustry's calendar, E3 was a vict1m of its own 
success. becom1ng ever-more bloated, ever-more 
i av1s -ultimately expiring under the weight of 
1ts own hedoniStiC wads of cash. Although th1s 
extravagance may have been an effte1ent way of 
demonstrating to the world at large the mcreasmg 
econom1c s1gnrftcance of the v1deogame 1ndustry, it 
was ult1mately pa1d for from the pockets of a 
smaller number of compan1es, whose d1rect 
bene'1t was d1ff1Cu1t to ascerta n. 

it wasn t a tenable S1tua11on Deve opers 
crunched to meet E3's demands every year, and 
desp1te the1r efforts had no guarantee that they 
m1ght make enough no1se to be diStingUished from 
the throng W1th some parts of the press artificially 
elevat1ng s1ngle products and companies as 
'winners' 1n an event that was too unwieldy to 
fa1rly assess, they ultimately created further reasons 
for many compan1es to turn their back on the 
event As soon as a quartet of majors pulled out 
in the form of Nintendo, Microsoft, SC EA and EA, 
E3's life signs began to falter. 

Now, E3 has clawed its way back out of the 
grave, and 1ts new form, making the move from 
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the Los Angeles onvenuon Centre to a number of 
locatrons around Santa Monica - from an arrcraft 
hangar to hotel su1tes- promrses to be a smaller 
affair with a more sober. busrnesslike approach. 
Now an mvite-only event, ,sorrie attention has 
shifted elsewhere. but E3 still promrses an 
opportunity to demonstrate products to press and 
investors that publishers are unwilling to relinquish. 

"We sincerely hope the new E3 is effective for 
us and that we are able to meet wrth as much or 
more of the medra and our retailers as ever, but we 
will not know the true ramifications until we get 
underway," a Sony Online Entertainment staffer 
says when asked about the repercussrons of E3's 
downsizrng. "We were not among the publishers 
who threw masslve media events or parties, so for 
us E3 was and still rs an opportunity to present and 
drscuss our games. We have no idea how this year's 
show will go, but we are not taking rt lightly." 

The difficulty in assessrng the new E3 has 
rmplicatlons that extend beyond ts own success 
or failure, however. With ne1ther orgamsers nor 
exhrbrtors entirely sure of the degree of exposure 
E3 will afford, the line-up for single-publisher trade 
events occurnng rn spnng and early summer has 
been confused. Such mrt1atives have been growing 
rn srgniflcance for a number of years now, and 
were no doubt some of the larger nails in E3's 
coffrn. Wrth E3 as we knew it gone. not only is 
there more focus on these other events by default, 
but publishers have found themselves wrth more 
cash to pour rnto therr own, more targeted 
marketrng gestures. SOE has rts Gamer Days, 
Ubrsoft has Ubrdays, EA has EA3, Sega and THQ 
have partnered up for therr own European event, 
and so the list goes on and will grow rn the future. 

"The old E3 was extremely expensrve," says 
SOE's spokesman. "Every year, the booths became 
more elaborate as publishers competed for 

This year the Barker Hangar in Santa Monlca takes over from the LA Convention Center 
as E3's beating heart, and restrictions placed on exhibitors tell their own story: the 
maximum stand size is 20 square metre~ with most companies having only half that 
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SOE is just one company with its own industry event, allowing it to 
properly present its wares to the press. but it still has its eye on E3 

attentJOn on the floor But wrth or wrthout E3, we 
have always found Gamer Days to be an rmportant 
part o' our overall busrness. as we can focus the 
med a specrfrcally on our games and our overa I 
company plans • 

In theory. the shrft of focus on to these events 
shoula work better for everyone involved because 
pub 1shers ensure that therr own t1tles aren't 
overshadowed by another company's. As SOE 
pornts out "There's only so much reporters and 
edrtors can remember about the literally hundreds 

revealed about rts foremost trtles. Although Ubrdays 
offered the chance for the rest of the world's press 
to catch up wrth the likes of Haze and Splmter Cell: 
ConVIctiOn (see E176), there was very lrttle else on 
offer. Of the nevvs that was genurnely new, the 
announcement of a Beowul' game to complement 
Robert Zemec<is' upcomrng frlm was probably the 
most headline-grabbrng. Although, other than 
menvonrng that Bntarn's most S1gn1f1Cant survrving 
literary work of the early Mrddle Ages would 
·re nvent the hack and slash genre." Ubrsoft's 

executrve drrector of EMEA 

"The old E3 was extremely expensive. And 
there's only so much reporters and editors 

can remember about the literally hundreds 

territories, Alain Corre, had 
little else to say on the matter. 

In fact, the glossy vacuity of 
the event rather puts a lie to the 
dismissive comments made by of games they see at a show like E3" 

of games they see at a show like E3." Furthermore, 
the schedule for srngle-publisher events can be 
more eas1ly flexed to offer reasonable mrlestones to 
the developers on show. The press should also 
benef1t. grven more time wrth each rndiVIdual \ltle 

At least that's how 1t's meant to work If, 
however, tne expenences of the recent spate of 
single-publisher events are anythrng to go by, therr 
sudden growth spurt has been premature W th 
the shape of E3 st1ll uncertam, the hole •t has eh .n 
the PR calendar IS drfftCult to descnbe On the most 
basrc level, pubhshers are uncertam of what they 
can show off rn their own events 1n order to leave 
somethmg over for the potential hmehght of E3 
The results of thrs confusron are eprtomrsed by 
bombastiC drsplays ike Ubrsofrs g11tzy Pansian 
organ1sat1onal mghtmare, Ubrdays '07. Takrng place 
in the expans1ve conference facilities of the 
Carrousel du Louvre, the event expended a lot of 
effort and money on recreatrng the extravagance 
of E3, but ended up holding back on content. lt 
was an odd contradrction: despite rts opportunity 
for focus on the Ubrsoft brand, there was little new 

Ubisoft's CEO, Yves Guillemot, 
about the new form E3 is taking: "E3 is now only 
for the US. We wanted to do somethmg to help 
everybody see our products. So we deCided to do 
E3 but in France-and call it Ubidays." 

Yet the demonstration of Tom Clancy's EndWar 
at Ubidays was lim1ted to some new prerendered 
footage, while Assassm's Creed could offer only a 
new tra1ler and prom1ses of a hands-on demo rn 
July. Despite Gu1llemot's bluster about E3's 
decreased signif1cance, 1t seems like rt wrll be at E3 
that these games are properly revealed 

EA, meanwhile, held its own event rn June, and 
the company has been opent: more upbeat about 
the prospect of attending the newer. smaller E3. 
"E3 was a successfu industry ~~nt and was 
instrumental n rais1ng the vtsibrlity of our industry," 
says Jeff Brown, EA's vice pres1dent of corporate 
commvniGarlons " sa result of its success, rt 
became very 1arge and sometrmes unwieldy for 
medra and industry represerrtatrves to navrgate. The 
new, smaller focus will help the show concentrate 
on the essentials of getting the key busmess done. 
A smaller show means exhib1tors can focus more 



deeply on a more select set of products. That's a 
good forma t for visitors to spend t1me meetmg and 
Interacting with some of the most antiCipated 

game offenngs • • • 
Although EA3's lme-up waj JI"Uisome one, 

Brown s more cagey on exac;p how EA's presence 
at E3 would d1ffer from 1ts ea·l er s ngle-pubhsher 
event, stahng blandly: ·v,s.tors w1ll see a selection 
of our summer and hohday releases as well as a 
look at some new propert,es " 

The issue of content however. 1s not JUSt the 
only th1ng that publ shers are strugg mg to address 
n the~r own tradesho,.,'S Oua :a~vely. these events 

ve also seen a sh,ft to compensate for E3 ·s loss as 
an .ccess po1nt for the world's ma nstream media 
mto what IS often erroneously sidelined as a n1che 
industry. E3 was, for many years, the one game 
1ndustry event that could be guaranteed to make 
1t nto non-spec,alist press. As such 1t was a 
glamorous. ghtzy affa,r, des,gned to demonstrate to 
reta1lers, investors and peop e genera 'ty d stanced 
from the-workings of the 1ndustry that there was a 
huge arrount of money bemg splashed around; 
that the industry was full of opportunity and 
growth. it's this peacock-l ike behav1our that has 

Ubidays was Ubisoft's attempt at providing a 
viable alternative to B. and yet it held over 
content that will be shown at the lA event 

found 1ts way mto most single-publisher events, 
and perhaps, in this regard, Ubidays was successful 
- 1t may well have wowed with 1ts celebnty and 
sumptuous '"d splays of affluence. 

A: the sarre t1me, however, th1s IS all counter­
productn;e such swaggenng does not foster 
1nt1mate engagement w1th the games attendees 
have tr ave ed to see and play Furthermore, it can 
hardly be a sens ble econom1c strategy for the 
Industry. f1na ly unburdened from the commitment 
to E3's 1nsane profligacy, to then recreate this 
s1tuauon for mdMdual publ1shers. In fact, smaller 
publiShers not w1 ng or s1mply unable to replicate 
the type of speaac e associated Wtth E3 of old 1n 
the r own events may welL be faced Wtth a bigger 
1mpact on tne r wa lets than before. now having to 
attend a larger number of separate events. 

"The new E3 is sigmfiCantly downsized in scope 

Ubisoft CEO Yves Guillemot (left) suggestS th~t E3 is now no longer an international concern, and relevant only to the American market. 
The company's Ala in Corre (right) w~s on hand at Ubidays to make the event's biggest announcement concerning film licence Beowulf 

Ubidays' location didn't lack glamour (far left). but with nothing 
playable for the likes of Assassin'> Crud (left), some 
journos were left with little to phone in to their offices 

and cost, but it will still be more expensive than our 
own Garners Day budgets," says our man at SOE. 
"We may end up having to allot more budget to 
more events and trave worldw1de to make up for a 
lack of one all -encompassmg trade show. • 

Perhaps E3 for a lilts flaws and expense. 
actua y he d 1n ctled,_ t~e k1nd of publicity arms 
race >Ne're now see1ng among 1nd1vidual publishers 
Certamly the fallout of the new E3, which takes 
place on July 10-13, will shape the way games are 
marketed for the years to come. Success. and the 
precedent set by Ub1days Will continue - keep1ng 
spnng and early summer for d1splays of their 
feathers w"lile E3 rema1ns a s1gmficant mark on the 
calendar for hands-on oemonstratJons and 
'"''dental industry news. Failure, and it could mean 
that publishers reassess the1r offerings - askmg 
whether a total bifu rcation of content and 
ostentation is worth pursuing given that it is then a 
long wait untilliepz1g, the next big industry date 
(and a date whiCh, buyers have sa1d, is simply too 
late in the calendar to be of use in the crucia11 
process of settmg out prOJections for the all­
Important winter holiday selling season). 

Amid all the uncertamty, 1t IS clear that E3 
2007 will at least rema1n home to the long 
established three-way battle between the press 
conferences of Sony, N1ntendo and Microsoft, 
each company desperate to be the one w1th the 
most conv,nong-look,ng sales graphs, the one 
able to drop-the b1ggest bomb, and, ult,mately, 
the one about which most words will be 
written when tl'le show is over. 
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Gears Of War is proving a popular on line title, although not 
popular enough to knock Halo 2 from its throne. Using the 
pistol is definitely not 'going easy' on anyone, hoMYtr 

. MEDIA l 

Competitive 
gaming antes up 
Play for pay or just prove who's the best in 
front of the world as gaming gets televised 

_g ompetitive gaming is nothing new: from the earliest spaceship 
simulator, 1962's Spacewar, to Halo, videogames have been 
synonymous w1th human compet•tion. As the industry has 

grown and become more moneyed, there has been an 1nev1table 
osmos1s with trad1tional competlt•ve act1v1t1es such as sports and 
cas1nos and the1r global mfrastructure. And so the phrase 'I can 
definitely beat you' has inev1tably led to 'I'll bet you £5 I can beat 
you' and 'I'll beat you in front of an aud1ence'. 

The two newest products of th1s process are Sldllground and 
xleague tv- the former an onhne 'orum for playing and betting on 
games, the latter an 1ntegrated sate te telev1s1on channel and webs1te 
devoted to the compet1t1ve aspect of v1deogam1ng. Ne1ther IS the first 
example of their type, but both are bnng1ng a professional approach 
that has perhaps been missing from past examples. 

The likes of pogo.com and gonllagamer have been offenng 
bett•ng as well as cash pnzes for gam ng sk1ll, but Skillground IS 
perhaps the first competlt ve s1te loo~ ng to take videogames beyond 

the pro/noob dichotomy that 

lt's easy to sneer at games designed 
for an online money-making venture, but 

Skillground's environment may give a new 
lease of life to relatively standard titles 

def1nes on line gaming. 
V1deogame sites tend to show 
that there's money to be made 
n the specialist market - •e. the 
best players - but the models of 
cas1no and po.cer webs1tes 

indicate there is a mass market for onl ne gammg. If Sk1llground is to 
manage this then 1ts pnonty has to be fa1r play: the rankmg system 
and bespoke games are spec1foca ty des gned to match players of the 
same level and ident1fy the "le-, tab e attempts at hustling. The ent•re 
mfrastructure is ded•cated to detec+ .. .,g cheating and, 1f noth1ng else, 
the abllrty to have a disputed game rep ayed m •ts entirety and 

Both Skillground and xleague.tv bring a level of sheen and accessibility to competitive 
gaming that has rarely been seen outside of organised events like the Esports World Cup 

watched by a member of Sk1llground staff will 
bnng much peace of mmd. 

lt's easy to sneer at games designed 
spec1f1cally for an on line money-making venture, 
but Skillground's environment may g•ve a new 
lease of l1fe to relatively standard titles. The 
f1rstperson shooter Warpath, for example, has been 
ta•lored from 1ts unspectacular but solid PC ong1nal 
by 01g1tal Extremes (the team behind Unreal 
Tournament and the forthcoming Dark Sector), 
wh1le the fighter Close Quarters Combat boasts 
developers from the team responsible for The 
Wamors at Rockstar Perhaps surprismgly, ·t's 
prom sed that all future games will be ongmaiiP. 
though the most unusual th1ng about the service IS 
that t has launched Without Ultimate Tour Golf. a 
sports game with a simplistic interface that may 
have been the best bet to deliver on Sk1llground's 
a1m of a nass game-betting hub. 

From one ang e. 1t 's d1sappoint1ng that a s1te 
With such ma·nstream a1ms has chosen to launch 
w1th what can only be described as hardcore 
gammg genres. From another, that in itself is an 
inev•table part of a w1de appeal, and Ultimate Tour 
Golf IS at least on the way to redress1ng the 
balance Whether Sk•llground's deosion to 
concentrate on ongmaf titles rather than 
established consumer t1t1es 1S the right one remains 
to be seen, but betting on games may one day be 
as much a part of hfe as fluttering on the horses, so 
a S1te that offers users the games for free as well as 
mcent1ves other than money (collectmg expenence 
and skill po1nts can be exchanged for var ous 
rewards on the s1te) 1s only a progress1on. 

The other side of competitive gaming is 
xleague.tv, which distlngu•shes itself from most 
other gaming television m the profess1onahsm of its 
approach, from the easy studio atmosphere to the 
on-the-fly coverage of maJOr events such as the 



PlayStation 3 launch. Good telev•s•on programmes 
about gam1ng have always been th non the 
ground, and the t.me may be r pe for a new player 
the advent of broadband, more than an~~ ng else. 
has led to the nse of soc•al gam ng ana a very b g 
potent•al aud1ence. 

The Match, xleague.tv's flagsh1p programme. 
concentrates on the h1gher standard of players 
from its 1nvitat1ona tournaments. and fea~ures 
popular conso e games from Halo 2 to MororStorm 
and FIFA '07. As the t1de 1mphes, the game s 
treated likE: a sports event, w1th studio ana1ys s 
before, during, and after the event as well as 
commentary during the action. The standard of 
the latter vanes according to game, but can 
occas1onally leave a little to be desired. w1th 
commentators betraying an overly general 
knowledge of t1tles that require 1n-depth 
understanding due to their higher levels of 
tact1cal play (consider the assumption that a 
player usmg the pistol n Gears Of War was "go ng 
easy on the other team.· for example). But The 
Match deserves hardcore cred1t for showmg 
engthy competitions. w1th its Halo 2 invitatiOnal 
tak1ng place over two hours and a series of ten­
minute rounds, featuring a good level of ins1ght 
nto each of the respective maps between rounds 
as well as an informat1ve commentary. 

Probably the weakest aspect of xleague tv is •ts 
rev1ew content, which, thanks to factual errors and 

presentational issues, has a thrown-together 
kind of style that is at odds with the other 
programmmg that surrounds •t There is a certa n 
charm to one commentator talkong about Gears 
Of War's architectural excesses while the others 
boast about how they'll k1ll h1m as he's adn nng 
the v1ew, but content like "How hard can 1t be to 
make a golf game?" and complamts about be ng 
beaten "by a girl" because of automat•c club 
selectiOn 1n T1ger Woods '07 suggest that thiS IS 

one area where xleague.tv falls •nto the worst 
k•nd of stereotypes. 

However, xleague.tv does so much right that •t's 
hard not to see these problems bemg irOned out In 
pan•cular 1ts acceptance of user-generated content 
as a cruc al part of the w1der commu111ty, and a 
mature treatment of the compet1t1ve element •n 
gam1ng, should see it wm an aud1ence. 

Sk1llground and xleague. tv are very different 
propos•t•ons focusing on the same aspect of 
gam•ng compet tion. Both do certam things very 
we . and both are perhaps st 11 a little anchored by 
some trad1t1ona notions of what compet•t ve 
gaming should be But as the beginnings of what 
will eventually be an explosion, the priont1es are 
well-chosen. and look a solid basis for going 
forward 1n their respect1ve f•e ds. Though hardly 
altrUJst•c. n d•fferent ways they both ensure that 
the most omportant aspect of competitrve 
gaming- fc:urness -1s upheld 

XL..EAGUE:rV 
THE: eSPORTS CHANNEL 

The pubf10ty shots of xleaguuv competitor1, along with the tra•len between televistd 
matches, often depict garners as dour and smartly dressed - quite a break from the norm 

Bill Gates dropped hints th•s month at the OS 
executive conference that Microsoft would be 
looking to explore new ways of interpreting player 
input. Sharing the stage with Apple CEO Steve 
Jobs, Gates suggested that games of the future 
would be controlled by visual analysis of the 
player's movements. 

"lmagme a game machine where you're just 
going to pick up the bat or the tennis racquet 
and swing it, • he said, prompting retorts that 
Nintendo's Wii already fulfilled this role. "No, 
that's not it," said Gates. "That's a 30 positional 
device. This is video recognition." 

Could the next revolution in post-Wii pointing 
devices be that we no longer need one at all? Or, 
indeed, has PlayStation Eye got there already? 
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"lt's funny- if 'funny' is the right word, 
which it isn' t. They paint Steve [Wiebe] 
as the family man and I guess they 
paint me as a son of a gun." 
Arcad~ champtOn Billy Mitchell ta ](s to MlVcom 
about hos negat ve portrayal on i(ong Of Koog, a 
documentary about Donkey Kong hogh s.:ores 

"We don't disclose the actual number." 
"We don't comment on that." 
"We don't talk about our production." 
Mocrosoft gamong hardware head Todd Holmdahl 
remaons toght·tpped on the suo,ect of Xbox 360 del~ts 

"Here I am. a self-employed wri ter, 
and I never had time for my f amily 
because I had this GAME that was 
wait ing to seduce me whenever 
I pretended I was going to the 
office to work. I estimate t here 
are about 20 novels t hat 
were never w ritten because 
of computer games." 
Author Orson Scott·Card on why he 
went cold turkey on hts Crv Z addoctton 

" We do not accept that there 
is any connection between 
contemporary issues of 21st 
century Manchester and 
a work of science fiction 
in which a fictitious 
1950s Britain is under 
attack by aliens." 
Sony explores ossues of rea ty •nd 'ao tasy 
w.th the Very Reverefld Rogers Govender, 
Dean of Manchester Cathedral 

According to De Plater, EndWar is in a 
playable state already: "We've done a 
lot of iterations with playtesting. All the 
voic~ com.mands and controls are good• 

Voice of command 
Despite the absence of a hands-on demonstration 
at Ubidays, EndWar's global ambitions still thrill 

long woth navong the heft of the Tom 
Clancy brand, upcoming RTS EndWar has a 
faor few mnovat1ons behind it. Bemg a t1tle 

developed excluSively for consoles, the introduct1on 
of vo1ce command hopes to avoid the usual genre 
problems w1th cumbersome gamepad controls 
Then there's the multiplayer game, with 1ts mass1ve 
persistent global campaogn. But how does it all fit 
together, and, well, will 1t work? Ubisoft Shanghai's 
creat1ve d1rector and RTS legend Michael De 
Plater (right) sat down with us to fill in the gaps 
made by the game's non-appearance at Ub1days. 

Voice control for RTS games has been in the 
offing for a while. Why has it only become 
workable now? 
When we first started to look onto voiCe command, 
SOCOM was the benchmark. There are two things 
that enable us to go beyond that. Firstly, the 

" We took the strat egic features and interface 
conventions of t actica l shooters, and built that 
to a scale where it is actually like a war- so it 's 

not 20 guys on a battlefield but 1,000 guys" 

The game is also fully play able via the control 
pad. What was it like designing an RTS game 
keeping both the controller and voice 
command in mind? 
We started by looking at console Ul convent1ons. 
sports games and tactical shooters, and built a 
strategy game from that foundatiOn, rather than 
looking at PC strategy games and thmking how to 
get that on to console. In the last few years, pretty 
much all of the innovations 1n the shooter genre 
have been made by adding elements of strategy. 
Battlefield was a b1g Innovator tn terms of putting < 
command mode tn; 1t gave you strategoc Objectives 
to capture; it let you control a comb1ned arms force 
- helicopters, tanks, and so on. All of these are 
trad1110nally strategy game features. Ghosr Recon, 
Brothers In Arms and so on all brought a tactocal 
dimensoon to the gameplay- you'd give 
squadmates orders m order to flank your enemies. 
So we basically took that sweep of features, the 
strategic features and mterface convent1ons of 
tactical shooters, and bwlt that to a scale where it 
is actually like a war - so 1t's not 20 or 30 guys on a 
battlef1eld but 1,000 guys. But anyone who's g•ven 
an order to a squadmate in Ghost Recon can pick 
up and play our game 1nstantly 

What are the major differences in single- and 
multiplayer modes in terms of how you have 
to plan your overall strategy using the Risk­
like world map? 
In singleplayer the world map acts as a meta· 
campaign, turn by turn, choosing where you want 
to f1ght The key th1ng is, unlike Risk or Total War, 
you don't have to fight each battle. In each turn 

Among the ways in which EndWar differentiates itself from other RTS games is its 
camera: as in squad shooters. the viewpoint gets in low, at the level of the troops 

moddleware we're ustng has advanced in the oast 
f1ve years, so the quality of recogmt1on 1s h1gner. 
Secondly, a lot of the quality of recognit1on comes 
down to how much proces~ing power you are able 
to ded1cate to it, and with a 360 you can ded1cate 
more than was previously possible. But there's 
another part to 1t, too: to make voice command 
effect1ve enough for you to take on the role of a 
general, we have to enable you to g1ve high-level 
commands to your units and have them be 
intelligent enough to behave as soldoers wou d in 
that S1tuat1on, and carry out those commands. 
VoiCe command isn't really used for micro­
management, but you can say thtngs like, "Red 
team, defend objective Zulu," and they're smart 
enough to go over there, get into defensive 
positions, ftnd appropnate cover. enter buildings 
and take up sn1per positions. 

it's up to you to choose wh1ch battle you want to 
fight So tf there's a fronthne w1th e1ght battles, you 
only choose to play the one you th1nk you'll be able 
to do the best at g•ven the umts at your disposal, 
or the one which Wtll have the most 1nf uence on 
the greater war. The presentat1on of the massively 
mult1player game looks exactly the same, the only 
d1fference is that everyone around the world IS 

making that same decision 1n parallel and 
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Creative director of Ubisoft Shanghai, 
Michael De Plater cut his toeth on sports 
franchises for EA but then rapidly 
graduated to the RTS ~nr~ wottong on 
nearly every Total war garM to cl<lte 

everybody's results are be1ng accumulated in order 
to update the global status of the war at the end 
of the day. 

How does persistence work in multi player? 
Obviously the conflict persists from battle to 
battle, but what about your troops? 
Once you've chosen a fact1on, you keep that army, 
so each mdividual platoon of sold1ers that surv1ves 
battle to battle accu'Tiulates exoerience yhey have 
a name, a commander, and there are abt'>ot 400 
upgrades you can buy m the garre, so you 
custom~. upgrade and personalise your army 
You are able to choose the1r ms1gnia, the1r mottos, 
the camouflage patterns, and really make 1t your 
own. it IS your character 

What drove the decision to have Europe, the 
US and Russia as the three playable factions? 
We wanted people to play as their own nationality 
-so that's a big part of the choice of selecting 
Europe. The other thing is we wanted the warfare 
to be symmetncal and our combatants to be well 
matched, so we had to ask who has the world's 
most elite forces, who has the most interesting 
sold1ers, hardware and technology to play with. 
And the answer is that the European defence 
1ndustry, America and Russia have the best 21st 
century war machines The other big part of our 
story IS the resurgence of Russ1a. In a world of 
decl1n1ng 011, Russ1a's the place with the greatest 

remainmg reserves, and 1t becomes ncred1bly nch. 
That wealth gets reinvested 1nto renewed 1mpenal 
amb1t1ons All of wh•ch IS happen ng 'IOW 

So, Asia, Africa and the Middle East don't get 
involved in World War Ill? 
Well, 1t IS a mass1ve globa war When 1t comes to 
do a sequel, we won't be 1nvent1ng World War IV ­
it's momentous enough that you can look at 1t 
from the view of different superpov..ers or 
whatever "'his game 1s JUSt the AtJannc theatre 

Isn't it a paradox to have an EndWar 2? 
World War I was the war to end all wars, the 
Napoleontc War was called the war to end all wars, 
and I thmk the Romans called the PuniC War the 
war to end all war, too So our game IS the 
next 1n a ong line! 



• 

The ring of ire 
The flames get higher around Microsoft 
as 360 reliability comes under the spotlight 

he 'red nng of death' problem has been 
present since the launch of MICrosoft's 
Xbox 360, but in the last few months it has 

been gathenng pace. and collective internet fury, at 
a rate that has caused widespread concern about 
the console No official ftgures ex1st for the failure 
rate of the hardware, however, although Microsoft 
has ceased ustng its tnittal oa1m that 'tt ts within 
the tndustry standard of three to 'tve per cent'. 
Importantly, 1t denies that there tS a systemic 

Microsoft denies that there is a systemic 
problem with Xbox 360 hardware, claiming 
that 'each incident is unique and customer 

inquiries are handled on a case-by-case basis' 

problem wtth the hardware, clatmmg that ·each 
tnCident IS unique and customer enqu1nes are 
handled on a case-by-case basts' 

In the absence of an offtc1al line. customers are 
be1ng forced to explore problems themselves. but 
surveys organised by two gamtng websites, in 
whtch over 60 per cent and d5 per cent of 
respondents respectively reported at east one 
fat led 360, are self-selectmg and can't be taken as 
evtdence 1n any quantitative sense What IS 
Interesting, however, is the quahtattve data 
showmg that as many people report multiple 
hardware failures as ndividual cases: whatever the 

prob em wnh the hardware, Microsoft is chargtng 
out-of-warranty customers for the privilege of 
ftxtng 1t despne there appeanng to be no sure-ftre 
method of delivering a long-term fix. 

The problems don't end when garners finally 
have a worktng 360 agatn: any downloaded games 
wtll transfer wtth your Gamertag to a new 
machme. but wtll reqwe a constant hnk to Xbox 
LIVe to be playable. Mtcrosoft has taken no 
offtCial steps towards remedying this, and its 
offtCial help page stmply instructs users to stay 
connected Its offtcial forums are little better, with 
moderators simply instructmg customers to call 
the helpline, and those same customers reporting 
back that they recetved no help. lt appears that 
MICrosoft has transferred MS potnts to new 
Gamertags, bu: only after a stgniftcant amount 
of consumer hassle. 

The Guardian newspaper. the BBC's Watchdog 
programme and more gaming websttes and 
forums than can be counted on the fingers of 
both hands have featured the 'red ring of death' 
story in recent weeks, but Microsoft also faces 
more formal mterest in tts console hardware: 
Meglena Kuneva, the European Commtssioner for 
Consumer Protectton, has demanded an answer 
regardtng the perceived problem of disc-scratchtng 
Accordmg to the EU website, 'Commissioner 
Kuneva confirmed that she had wntten to 
Microsoft to ask for more mformation concerning: 

Diarmid Andrews, d1rector. GT Electrontcs 

Microsoft remains the most toght· 
lipped of companies about the 
360 failure rate, on ly releasing an 
identikit statement in response to 
all u iries insist ing t hat ' t he 

of consumers are having 
experience'. We asked 

the director of 
. tle~tr<ono<rs. a specialist in Xbox 

irs, about the problem 

Microsoft is continuing with 
its refusal to make official 
comment on the Xbox 360 failure 
rate, but denies that it's a 
systemic problem. In your 
experience, is there a common 
fault, and what do you think 
could be done to fix it? 
The main problem IS the 
graphics processor lt can't cool 
itself properly- it gets too 
hot and melts the solder that's 
holding it in place. That's when 
you get the three red lights. 
The CPU has a good heatsink 
and it's fine. The 360's a sleek 
machine - the OVO·ROM sits 
right back on the GPU and the 
heatsink is really quite small. lt 
could use a fan. I feel a bit sorry 
for Microsoft because I repair a 
lot of Sony's machines as well, 
but they don't get nearly as 

• "How many people do you 
know who haven't had 

their 360 go wrong? Miaosoft 
have said that it's three 

to five per cent? No, I don't 
think so -I think you're 

talking much higher numbers 
We repair huge amounts" . 

Can external third party fans that 
clip on to the rear of the console 
help to fix the problem? 
Not really. The fans that go on 
the back only go on top of the 
ventilation that's already there, 
so they're pulling out hot air 
from there rather than cooling 
anything. lt needs something like 
a CPU fan on a PC- that would be 

ideal and probably solve the 
problems. But t here's just not 
adequate ventilation. The GPU 
is basically sitting on 400 litt le 
ba lls of solder, and that's the 
connection to the main board. 
If even one of those balls gets a 
crack. or it gets loose, you'll get 
three red lights. 

Often there are a few stages in 
the process, perhaps involving 
one red light at first, before 
complete breakdown. 
Yes, and unfortunately after 
you've had that initial problem 
it' ll just get worse. Just stand it 
on its end and keep ot cool is the 
only advice I could give But 
how many people do you know 
who haven't had theor 360 go 
wrong? Microsoft have said it's 
three to five per cent? No, I don't 
think so - I th ink you're talking 

much higher numbers. We repair 
huge amounts, and that takes a 
lot, because it's a lot of hassle to 
post off something like the 360. 

Is there anything that surprises 
you about Xbox 360 hardware 
failure as a whole? 
The biggest surprise is that I 
can't see how Microsoft have 
changed the design. I've 
repaired 360s from the two 
big Christmas 2006 packs -
t he Call Of Duty and the Gears 
Of War packs - and t hey haven't 
solved these problems. They 
say they have, but they haven't. 
it's annoying because the 
hardware they use is good -
the components are solid, and 
they have good leads and quality 
OVO-ROM drives. lt'S just a badly 
designed machine with -..; 
regard to the GPU. ~ 



The innards of an Xbox 360. Despite fans and heatsinks that wouldn't disgrace a gaming PC, the neatly packed and otherwise well· 
designed interior seems to have a problem regulating its temperature. Microsoft refuses to admit that this is a systemic problem 

1) detarls of the actrons Mrerosoft has taken rn 
The Netherlands to resolve the problems relatrng 
to the use of the Xbox (360] there; (2) detarls of 
whether the same problem has occurred on 
other markets.' 

At the trme of gorng to press, reports are 
emergrng suggesting that broken 360s are berng 
reparred by Mrcrosoft-authorrsed engrneers and 
returned to consumers wrth an addrtronal GPU 
heatsrnk, confirming what many specralists have 
been saying about the hardware (see rntervrew, 
below left). So at least somethrng rs berng done 
about the problem, although damage hmrtatron 
may yet force Mrcrosoft to put more effort rnto 
customer servrce before somebody forces rt 

We approached Mrcrosoft for offrcial comment 
on the 360 hardware srtuatron, but i.t had not ~ 
replied at the time of gorng to press ~ 

Lifting out the OVO-ROM drive allows access to the GPU nestled cosily 
underneath. A little too cosily. it seerru. as it is the temperature of the 
graphics chip that is being blamed for the 'three red lights' problem 
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Solder - all 400 pieces of it - provides the interface for the GPU. 
Heat can make this soften. leading to a catastrophic malfunction 
according to those attempting to find a solution to the problem 



Forget Red Bull: hardcore garners now have 
another choite to fuel their late-night pwning 
sessions - the Headshot bar. Created by 
Uncommon Loot. an lndiana-based 
LAN gaming specialist. the 
reportedly tasty snac.k is 
distributed through gaming 
centres all over th~ US and 
apparently contains enough 
caffeine to give garners 'an 
energy boost like never 
before'. Containing 
guarana, toffee and rice 
crisps, Headshot Is the result 
of Uncommon loot's IIRnt 
Da vid observing customers 
at his gaming centre: "They 
always come up to the concessions 
bar and never really find what they 
want. They get something and then ten 
minutes later they are back looking for 
something else. So I saw a Qeed." 
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Platform positioning 
Ninja Gaiden comes to PlayStation ­
could Team Ninja's Xbox love be waning? 

illed a 're-mastenng', MnJa Ga1den Sigma 
(rev1ewed on p90 1s the second re-release 
of the 2004 Xbox ong nal, th1s t1me on 

PS3. StudiO head Tomonobu ltagal(l has always 
been outspoken on the subject o~ mult1platform 
games. cla1m1ng that creat ng mu uple vers1ons 
:eads to techniCal comprom ses. But w1th Xbox 360 
domg poorly m Japan and PS3 tra1ling 1n the west, 
could th1s pnnc1ple be under threat? 

We met with Sigma's producer and d1rector, 
Yosuke Hayashi, at a recent presentation in 
London, to diSCuss the game 

So why did you decide to return to a game 
t hat you've already re-released before? 
Nmja Gatden sold very we a no many people 
played 1t, but st1ll there are ma'ly more that have 
never played ·t That's why I wanted to create this 
game for PS3. Espec1a ly n Japan, Xbox 1S not 

"Team Ninja's policy is to create games 
without languages- games that players can 

just play and have fun with -so that 's t he 
important t hing for us to implement in Sigma" 

selling well. and there are many more b1g fans of 
PlayStat1on. So my strong w sh s for those people 
to play NmJa Ga1den That s the ma1n motivatiOn. 

Is there much t emptation to add more than 
you should in releasing a new version of a 
game like Ninja Gaiden? 
Yes, it's a genera tendency - Ninja Gaiden's game 
system has expanded more and more, and as a 
result it's become more complicated, so it's not 
easy for many players. Team Ninja's policy IS to 
create games w1thout languages - games that 
players can JUSt play and have fun with - so that's 
the Important thmg for us to implement 1n Stgma. 
not s1mply add new features, which 1s very easy. 

Team Ninja has a pol icy to make games 
specifically for certain platforms. Yet Ninja 
Gaiden Sigma is a port of an X box game ­
does this mean that titles now have to be 

Hayashi (top right. at the London launch of Slgma) Is a big fan 
of Sony's PlayStation 3, but the game's apparent re·use of Xbox 
assets, along with a dose of last·gen sparseness. point to this 
game being only a taste of what the developer can do with 
modern hardware. 'Project Impact', a game rumoured to be 
Ninja Gaiden 2, is said to be in development for X box 360 

mult i platform to achieve the reach you want 
for your games? 
·m ab g fan of Xbox 360. but as you know it's not 

selmg so well1n Japan. As I sa1d, I want more and 
more people to play Ntnja Gatden But 1f you do 
that, I want to dnve 1t to the highest quality on 
PS3. That's an important mot1vat1on I have for 1t. 
Also, ltagaki loves 360, but I love PS3, so I wanted 
to prove to him that we could make a product with 
the quality of Ninja Gatden on PS3. 

Do you think you've been successful? 
Yes, I think so. I've tned to dnve th1s more and 
more, and I have another dea for the platform. 
don't want to betray PS3 fans 1n the future. 

So what's in the future for Ninja Gaiden? 
I don't know yet, but there are people who love 
the PS3, so naturally you can expect future ~ 
games on PS3. ~ 



jade's empire 
With Assassin's Creed topping the list, Ubisoft's 
line-up of big-hitters shares an ambitious philosophy 

!though the recent Ubidays conference 
did no more than tantalise us with a trailer 
for Assassin's Creed, deferring a hands-on 

demo of the medieval adventure game until July; 
all was not lost. We got the opportunity to talk 
w ith Assassin's Creed producer Jade Raymond 
(above) about the company's philosophy and the 
challenges of making such an intellectually 
ambitious title. 

What were your considerations in talking 
about a f irebrand subject like the Crusades? 
We had to be extremely sensitive. We've heard the 
current polit ical situation being compared to the 
Crusades - those parallels already exist. A lot of 
time was spent gathering information to make sure 

and ideas, and for someone who's looking for 
more depth, there is a message. it's not a political 
message as such. Why does a good book have an 
impact on you? I think it's because it says 
something that makes you thmk a little b1t 
d ifferently. Why can't games do that too? 

Both Assassin's Creed and Haze ask questions 
that are critical of war. Is there a shared 
thinking at Ubisoft encouraging these ideas? 
I think weal feel ;ha; games have potem,a to be 
so much more and we·re leaning on these genres, 
these set-ups ~or act1on that w e've always had. I 
also thmk that Ub so~ IS anx1ous to see the game 

space evo .e a"d start doing d ifferent things. 
There's def n,:e y a general move to go beyond 

and thtnk a bit more. 

"I think that Ubisoft is anxious to see the 
game space evolve and start doing different 

things. There's definitely a general move 
to go beyond and think a bit more" 

Is there a crossover of 
other ideas, such as crowd 
gameplay, between the 
Ubi soft development teams? 

we really understood the history and could treat 
the subject with respect - so when w e're decid1ng 
to give you something different from history we·re 
conscious of that. The Assassins are a historical 
group of people, and, though not a lot is known 
about them, I'm sure they could be compared to 
things that would be controversial today. We 
wanted to reinvent them as modern thinkers who 
don't believe in war, who don't have any side. 

They only assassinate people who are 
perpetuating conflict, making war itself their 
enemy. Given the parallels with today's crises, 
isn't that a political statement? 
I guess it is. But at the same t ime it's definitely a 
fictional game, and meant to be entertaining. 
Obviously the team started out w ith the meaning 

t's 1nteresting - the Splinter Cell 
Conv1ct1on team 1S 1n the same build ing as our team 
1n Montreal, but ""'e're working on completely 
d1fferent technology for Assassin's Creed. We built 
our own eng1ne from scratch. We haven't really 
had that much tnteract1on. I think on the surface 
you'll see similanttes in the use of the crowd, but 
then we have 150 people onscreen at once in these 
huge cittes, and Conviction has this emphasis on 
physics and using objects. The experience you're 
going to have will be very different. Maybe this isn't 
the best analogy, but there are arguments between 
Chinese people, Thai people and Italian people over 
who invented noodles - and it could just be that 
noodles are a good tdea that lots of people had at 
the same time. So maybe crowd gameplay is 
like the noodles of the next generation. 
Who doesn't like noodles' 

SrART~ 

The protagonist. Altair, is a surprisingly liberal creation for an assassin; with a Christian 
mother and Muslim lather. he kills those who cynically exploit the war for their own ends 

Armchair sadists will rejoice in Calamity Game, a new 
Flash physics toy that offers huge scope for creating 
intricate torture machines for its unfortunate ragdoll 
figure. Players build structures, tense springs and 
apply forces to any element using a simple interface 
that allows for all sorts of ingenious tricks, such as 
making water out of structural points and creation of 
carefully timed events. Its YouTube-style rating and 
commenting system shows the best creations, which 
you can build on as your own to quickly learn how it 
all works. As a beta, Calamity Game's physics are still 
a little scratchy, but it's tremendous fun . 

Calamity Game 
u 

www.calamitygame.com 
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The Nottingham-based Monumental team has a background on 
MMO technology, which it is applying to football, rather than 
the other way around, which is the approach of its competotor1 

Playing as a single player rath .. than a team hive-mind means living the virtual life of an 
over-paid and undtr-tdu<attd footballer - and that loads to glamorous women (below) 
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A game of many halves 
The future of football games m ay be a cross w ith 
the MMO. Like Cruyff said: coincidence is logical 

ootball gall'es sell extremely well. even if 
they're not FIFA or Pro Evolutton Soccer, 
and so 11 was almost nevotable that 

someone would have the odea of makong the 
beautiful game an MMO. What IS surpnsong os that 
it took so ong before, like buses. two came along 
at once Football Supemars. announced last month 
by Monumental Games. a1ms to offer a far more 
complete expenence in a football world than its 
title imploes, lettong garners love the life of a player, 
from Jumpers on the park to capacoty Prem1ersh1p 
crowds. As wel as kickong a ball, you'll live the 
social hfe, woth all the accessones that come with 
it, from Ferrans to fedoras, and Monumental aims 
to create an on line community that's as inclusive to 
football enthusiasts as gamong experts. 

The game banks on the appeal of football 
being so wide that it can bear the weight of a 
universe, m the same way that the basic fantasy 
template can bear endless 1terat1ons Massmarket 
appeal os the a1m, thereby siphoning from a sport 
that's worth billions upon bolhons worldwide But 

This game engine is, of course, w here Football 
Superstars will succeed or fail regardless of 
any lifestyle accessories: if it doesn't play a 

good game of football, it won't find any fans 

wh1le the MMO genre may look like easy money 
in the wake of World Of WarCraft, a great number 
of development studios are wakmg up to the 
potent1al of online worlds and offlme sports at the 
same time indeed, 1t's doff1cult to see the 
announcement of Football Superstars so early in Its 
dev cycle as anything but a dorect response to 
Apnl's announcement of Football Manager Live, 
an upcoming MMO based on Sports Interactive's 
hugely popular management series (see E176). 

However, distmguishing Football Superstars 
within this market is a challenge that Monumental 

CEO Rik Alexander is not afraid to meet head on: 
"There are several major differences between thiS 
and the usual football videogame. and the key one 
IS that you're your own person and dictate your 
own career: you're not just steppmg into 
Beckham's shoes. You're actually living a hfe that's 
based around football. not just play1ng the game " 

Football Superstars has a coherent concept but 
clearly there's still a long way to go: on our recent 
visit to Monumental's studio in Nottingham. very 
little could be seen, and almost no in-game 
content The short demonstration that was given 
showed player movement with only a wholly right· 
footed dribbling animation around a small potch, 
w1th the viewpoint reminiscent of Actua Soccer. 
Smoother animations will obviously come in time, 
but fundamentally the Actua Soccer viewpoint is a 
good choice, allowing full camera manipulation 
around a thirdperson view of the controlled player 
and a sizeable view of the playing field, which 
means you can follow the progress of the ball wh1le 
moving around the pitCh. 

This game engine is, of course, where Football 
Superstars wil succeed or fail regardless of any 
lifestyle accessories that can be accumulated 1f 
it doesn't play a good game of football. it won't 
find any fans. This point has become even more 
important s1nce EA's announcement of the 
'Be a Pro' feature in upcomong FIFAs, which wol 
eventually allow players to play onhne as members 
of a human team. The combination of the FIFA 
brand with the online Infrastructure that's aoming 
for a virtual World Cup to be played alongsode the 
real thing in 2010 will see many smaller brands fall 
by the wayside. Smaller projects such as Football 
Superstars can offer something dofferent- pnmanly 
the chance to play as yourself rather than 
Ronaldinho - but the need to make this distinct 
from the wildly slick FIFA is now paramount 

One of the tricks in Football Superstars' locker 
could be aiming specifically for the PC football 



market: the mouse IS used to control the player's 
movement and act1ons, and whether your p1ayer 
chooses to shoot or pass will depend on the 
context-sensitive crosshair. If on top of a co league's 
head, your player will ;ob the bal towards that 
pos•tion, 1f at the1r feet, 1t will be a ground pass 
The succe.s~ of the ma.,oeuvre presumably depends 
on your avatar's level. Levelling with1n a sports to tie 
might make the MMO problem of expenenced 
players beating up on others even more acute, but 
Alexander IS keen to emphasise that "you're a 
good player from day one, and the game always 
comes down to sk1ll ra ther than levels." Training 
your character will allow them to learn addit1onal 
skills, but 1t would be a huge surprise if it didn't 
also increase stats such as pace and headmg 
incrementally. Balanc1ng the rewards for long-term 
players yet keep1ng the game accessible for f1rst­
t1mers w1ll be a b1g challenge. 

There's lmle detail currently available on 
Football Superstars' lifestyle sectiOrs, though the 
off ·pitch act1v1t1es of a pro footballer will come 
Wlth all the mansions, flashy cars and dub1ous 
fashion deCISions that mvolves. The need for a 
fam•ly-friendly rating w1ll stop the mclus10n of 

The themed stadiums that are to be found in the Superstars world 
are products of the designers' imaginations. but given the look of 
the new Wembley might not be too far removed from the real world 

some of the less salubnous activit1es m wh1ch 
Prem1ersh1p footballers allegedly indulge of a 
n•ght-t•me, and the emphasis is more on lofesty!e 
bout1ques, flash cars and events at whiCh to show 
oH tnese status symbols. 

A beta test 1s planned, and the full game 1s 
schedu ed for release in spnng 2008 on PC, though 
Monumental has confirmed that a vers•on for 
home consoles IS an eventual a1m. it w1ll come up 
aga nst st ff comoent1on, particularly as Football 
Manager L111e 1s also scheduled for an early 2008 
release. Football Managets offilne success has 
proved that the appeal of management can be as 
compuls1ve as that of playmg the beautiful game, 
and wh1le easy distinctions exist between each 
offenng, potential fans are likely to plump for one 
rattler than the other. 

Though currently far from 1ts overall goal, FIFA's 
Be a Pro mode w1ll kely come to be the dommant 
player 10 the onhne single-footballer stakes. even if 
only 1n terms of installed base. Football Superstars 
IS 1n many ways the more adventurous propos1t1on, 
though, and ts commitment to budding actiVIty 
around extra-curncular act1v1t,es could make ~ 
its emergence a fascinating one. ~ 

'Big game' specialist An!aiCode is working on a 
DS version of its location-based pirate 

trading game, Plundr. Currently 
played via web browser, Plundr 

uses a wifi positioning system 
to locate players and 'islands' 
on a Google map of their 
loc:al area. In much the same 
way as in Elite, players buy 
and sell produce or attack 
nearby ships to amass 

money and upgrade 
their ship, but to 
move from island to 
island they must 
move in physical 

space to where they 
want to 90· Buccaneering 

by handheld ra~ than laptop 
certainly sounds convenient - a new 

life on the open streets beckons. 

Monumental CEO Rik Alexander believes that the key to Football 
Superstars' appeal lies in its broad scope: "You're actually living 
a life that's based around football, not just playing the game" 
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The ESRB !las given Manhunt 1 an AO (Adults Only) rating in the 
US, meaning Sony, Nintendo and Mioosofl will routinely refuse 
to litense the game for their console hardware in the region. 
The Irish Film Censor's Office has also declined certification 

. SOFTWARE I 

Snuffed out 
"Sustained and cumulative casual sadism" 
restricts game from legal sale in the UK 

_j n the wake of the BBFC's refusal to 1ssue a 
certif1cate to Rockstar's Manhunt 2, more 
details have emerged about just what led 

the board to take the almost unprecedented step. 
Board d1rector David Cooke sa1d in a 

statement that the game co11trasts 'rom other 
videogames 1n 1ts "unrem tt.ng o eakness and 
callousness of tone 1n an zy.;e•a game context 
wh1ch constantly encourages VISCeral killing woth 
exceptionally l1ttle alleVIauon or d stanCing." 

Paul Jackson, director genera of v1deogame 
trade body ELSPA, has spoken 10 support of the 
decis1on, clatmtng it proves that the rat1ngs 
system is effect1ve. 

The BBFC's ruling was based on its finding that 
Manhunt 2 offers little vanety beyond killing. "We 
were looking at what the player was asked to do 
and what was on offer. and 1t's JUSt an unrelenting 
senes of killings," sa1d BBFC spokesman Sue Cl ark 
"Other games have more chooce. • 

The BBFC denies tllat its decision has been affected by the 
controversies generated by previous Rocks tar games, including 
the original Manhun~ which was rated 18, and Canis Canem Edit 

between his two states. Depending on how violent 
players were during the game they play as either 
the ·good' side or the psycnotic vers1on. 

it's possible to da1m that the game gives 
some form of motove for the character's act1ons. 

After h1s f1rst k1ll he vomits VVIth 

" Unremitting bleakness and callousness of 
tone in an overall game context which 

constantly encourages visceral killing with 
exceptionally little alleviation or distancing" 

shock, but the plot 1mploes his 
increas1ng hom1C1dal profiCiency 
is a result of h1s psychot1c side 
ga1ntng power. 

But the BBFC IS more 

Manhunt 2's plot attempts to justify 1ts 
gameplay: the player character has had 
experiments conducted on him in an attempt to 
create a perfect assass1n, a man with a split 
personality that can be SVVItched between without 
one being aware of the other. The early game sees 
htm escaptng from the asylum tn wh1ch he's been 
incarcerated, pursued by more assasstns sent by the 
people who exper·mented on h1m. 

Later, he discovers his true nature, a revelation 
that prompts the ftnal sect1on, an internal struggle 

concerned about the moment­
to-moment implications of the gameplay. "You 
have to be slightly careful about getting too 
philosophical about things," said Clark. "The 
plot isn't particularly strong tn th1s game." 

Manhunt 2 is the first game to be refused 
classtfiCation since Carmageddon in 1997, a 
dects1on that was overturned on appeal. At the 
ttme of going to press. Rockstar had yet to conf,rm 
whether or not it would appeal agatnst the ruling, 
although it had stated that the game's 
dtstribution was 'temporanly suspended'. 



DS Lite ramps up 
I 

Japanese shops finally have stock, but 
Nintendo's sales ambitions don't waver 

New design options obviously give existing users reasons to buy 
more DS consoles. The 1·Seg TV tuner add·on, however, is likely 
to appeal just as much to those who aren't quite so committed 
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intendo's DS, whiCh had previously been 
seen to sell out of Japanese stores within 
20 minutes of be1ng found in stock, IS 

now frequently remain1ng on store shelves in the 
territory for entire days. Could 1t be that the 
stratosphenc sales have propelled the handheld to 
market saturation' Perhaps not at the time of 
wnting, weekly figures have not confirmed a drop 
in sales, w1th the platform continuing to shift 
more than 100,000 untts a week (a rate 1t has 
maintained since 1ts release). In light of the sudden 
ava,labiltty of stock, such stable sales numbers 
suggest that Nmtendo has changed 1ts produdion 
strategy to better serve the Japanese market. 

Certainly, the company 1sn't rest1ng on 1ts 
laurels, showing concerted effort to keep sales 
buoyant. First, 1t IS expanding the range of available 
DS colours, bnnging m gloss silver and metallic 
pink, and mtroducing more special ed1t1ons (such 
as the Pikachu edit1on and Square Entx's it's a 
Wonderful World edit1on) Second, and more 
importantly, Nmtendo is contlnutng to explore new 
markets with 1ts console. w1th 1ts dogota TV tuner, 
named 1-Seg, arriv1ng later th1s year, the hand held 
should 1mmed1ately see its appeal broaden1ng 
further into the massmarket 

lnterestongly, the hardware tS also beong 
repurposed as an educational device. and 

employed as a training tool for Japanese schools' 
English tests, while it has also seen use in certam 
primary schools, lead1ng the Japanese press to 
speculate as to whether there may be a push to 
rebrand the console as some form of PDA. 

Japan has 126 million citizens and somewhere 
between 30-40 million households. W1th 16 million 
units already sold, the DS st1ll has room for 
expansion, although further broadening its reach 
obviously becomes more d1fficult for every week 
that passes in which these record numbers are sold 
But we shouldn't forget that many Japanese DS 
users own more than one DS console, and ~ 
will probably buy still more m the future ~ 

Get ready for some 
interesting surprises 

Hey. wait until we've 
finished this next one ... 

Universal proof of just 
how good (bad) we are 

it 

When saving t he 
universe isn't enough 

How many more anime 
pin-ups can there be7 

Perversely. we'll miss 
a little of all that glitz 

SELLING OUT 
The second book in Robson's human-demon-elf 
love triangle strains the limits of perception 

A5 any painter. cook or chemist knows, the most likely result of mixing 
too many ingredients is a grey. mushy mess. When it comes to literature, 
the get-out clause is a strong underlying authorial voice: one which can 
blend together disparate characters, plot and emotion into a surpnsingly 
coherent whole. Still. you have to wonder whether Justina Robson's been 
overly ambitious in her Quantum Gravity series. of which Selling Out IS 

the second book. Not only are there multiple parallel universes of human, 
elf, demon and mysterious Others, but her lead character is a bionically 
combat-enhanced 20-something girt who's falling in love with an elf· 
demon rockstar. as well as having the soul of a dead elf hidden in her 
psyche and an annoying imp living on her shoulder. Welcome to the 
confused adolescence of Ula Black. Of course, tackling the second book 
in such a convoluted series isn't itself the easiest option - but the first. 
Keeping lt Real, wasn't any less complex. This time, however, Lila's been 
sent by her bosses to Demonia to check up on her boyfriend's origins, 
wherein she kills a stupid, rich-kid demon, gets into a deathwish dance 
with a necromancer and, after jousting w ith its doorwoman, is sent to 
Hell. Said boyfriend. on the other hand, decides to nang out in some sort 
of dimension less research facility in search of gnosts. Oh, please do keep 
up; because if you can't, or don't find Robson's sassy style to your liking, 
this really does turn into a thousand shades of grey. 

SECOND LIVES 
Edge columnist Tim Guest makes the personal case 
for the attractions and dangers of on line existence 

Writing books about gaming is difficult. Authors nave to choose between 
the dull processes behind the scenes. or try to inculcate themselves into 
the cultures created by their users. Writing about online games makes 
everything much easier. lt's simple to jump overboard and stay up late 
and embed yourself in the whole overwhelming experience. Perhaps it's 
little wonder that so few books get beyond the classic Internet clich~ 
that, on the web, nobody knows you're a dog. A childhood spent in the 
communal embrace of the orange-dad followers of Bhagwan Snree 
Rajneesh means Tim Guest is somewhat more sceptical about the 
personal impact of trying to live the slippery utopia dream, however. 
And it's in his chaotic travels in the real and virtual worlds that such 
points are highlighted. During his writing he starts smoking, is burgled, 
breaks up with his girlfriend, and worries about his career. lt's clear why 
buying an online beachside property and staring out of tne window at 
the beautiful sunset becomes so seductive. So even as he points out the 
palpable benefits for people such as the group with developmental 
disabilities who co-operatively run an on line character, he's never totally 
convinced by the more spectacular claims made by proponents. 'All cults 
think they're the good ones', he half-jokes. Online gaming may be a more 
intense period of existence, but for most it's generally just a phase, not a 
life replacement. Guest succeeds in setting it into some perspective. 
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SimCity Societies 
FORMAT: PC PUB USHER: EA 

Caesar IV developer Tilted Mill brings about some socio-political 
upheaval, proudly challenging you to build anything from a 
bohemian 'utopia' to a brutal police state. And, of course, roads 

l ego Star Wars: The Complete Saga 
FORMAT: 360, OS, P$3, Wii PUBLISHER: LUCASARTS 

With the Wars over (on the big screen, at least), it 's time for the 
clean-up operation. Together with drop-in/drop-out live co-op. all 
six movies come together in this buffed and bolstered anthology 

Dark Sector 
FORMAT: 360, P$3 PUBLISHER: 03PUBLISHER 

Another future shock for Digital Extremes' troubled project, this 
time delaying its release until 2008 to avoid an impending action 
game melee. (Won't there be another wave next year, though?) 

New games, and updates on games already on the radar 

Soul Calibur IV 
FORMAT: 360, PS3 PUBLISHER: NAMCO 

How brightly will the soul burn on cutting-edge hardware? No 
word yet on supported resolutions and just an ambiguous teaser 
trailer to look at, but interactive environments are confirmed 

America's Army: True Soldiers 
FORMAl: 360 PUBLISHER: UBISOFT 

Ignoring for a moment the unusual title, the coupling of the 
Warfighter 2 engine and developer Red Storm should win some 
recruits from the live community. Troops ship out in September 

Need For Speed ProStreet 

H>eling the need for a much better name, Black Box's latest steps 
up the AI and performance customisation to provide streamlined 
duelling. Given EA's ruthless yearly sthedule, it does look pretty 

Time Crisis 4 
FORMAT: PSJ PUBLISHER: NAMCO 

With Guncon 3 comes a home conversion with shots as sharp as 
its looks. A pair of TV·mounted sensors heal the long·standing rift 
between lightguns and modern sets, or at least that's the target 

Speedballll XBLA 
FORMAT: 360 PUBLISHER: EMPIRE INTERACTIVE 

That's more like it. Frogster's dubious PC version. with its skewed 
perspective and empty arena, goes head to head with the real 
Brutal Deluxe. Best of all: no visual scaling to ruin the artwork 

Shadowgrounds Survivor 
FORMAT: PC PUBLISHER: MERIDIAN4 

Frozenbyte's neat little top·down shooter gets a sequel, this time 
with an 'RPG upgrade' system for its weapons and an extra life 
for its solo mode, courtesy of the eponymous survival mode 

To some people, there are few sensations more unpleasant 
than the bringing together of a piece of chalk and a 
chalkboard. Yet animator and game-maker Joakim Sandberg 
manages to use precisely this combination to come up with 
one of the most innovative indie games in recent times. 

An assortment of foes fly at you from all sides of the 
screen, and your chalking can be used in a variety of ways ­
as a shield, as a herder, as a slingshot, and as a weapon in its 
own right. 

The game all too quickly becomes a test of nerve as the 
enemies emerge in different forms and patterns, and your 
mouse has to pull a double shift as both offence and defence -
but the reward for the stressed twitch-gaming is a good old 
fashioned arcadey glow. Very slick. 

Through a selection of horizontally and vertically scrolling 
levels with beautifully kitsch hand·drawn backgrounds, you 
guide your character using the right mouse button while 
drawing chalk lines with the left. 



With its distinctive 
presentational style and 
smattering of unique 
game play touches, Ragnarok 
Online has romanced some 
Japanese MMO fans, but 
it remains a niche title 

..Jcpcn' s online chcmpion'? 
Famitsu's Koji Aizawa boggles at the potential of Monster Hunter Frontier Online 

Asian market, 
Monster Hunter has sold 
more than 3.7 million copies 
of its PS2 and PSP versions. 
The title for the latter 
console, Monster Hunter 
Portable 2, shifted a million 
copies by itself and is widely 
considered the saviour of the 
PSP in Japan. Naturally, as a 
franchise of such incredible 

popularity, its recently announced move to the PC with Monster 
Hunter Frontier On line is the cause of much excitement. 

To understand why the title is causing such a stir, you have to look 
at the size of the PC gaming market in Japan. Compared to that for 
console gaming, PC gaming is very much a niche market; over here, 
selling just 10,000 copies constitutes a hit on the PC. To put that in 
perspective, every year th; re are a fair number of console titles that 
sell mill ions upon millions of copies. Even in the field of online 
gaming, currently mostly a PC pursuit. there are a small number of 

28 

casual gaming sites that can count more than a 
million subscribers, but few of them are actually 
profitable, having failed to turn those customers 
into a solid business model. 

In terms of MMOs, the Japanese market is more 
fragmented than the west, but, as such, offers 
more diversity. Square Enix's Final Fantasy XI still 
maintains a great deal of popularity, with an active 

packaged version here comes with special items 
and bonuses, this can't really account for the 
unprecedented scale of its anticipation; such items 
will become downloadable for free when the 
service officially goes live. 

No doubt much of this is due to the huge 
marketing machine that has been deployed to 
publicise the game- but this in itself is something 

Compared to console gaming, PC gaming is very much a niche market. Selling 
just 10,000 copies constitutes a hit an the PC. To put that in perspective, every 
year there are a fair number of console titles that sell millions of copies 

userbase in the hundreds of thousands. Then 
there's Gun-Ho's Ragnorak Onlineand EA's Ultima 
Online, but nothing is able to claim an equivalent 
degree of success as World Of WarCraft has in the 
western market - Japanese PC gaming just isn't 
able to furnish games with that many users. 

So, knowing all this, it really is quite a surprise 
to see that Monster Hunter Frontier Online already 
has 80,000 copies on preorder. Though the 

of a phenomenon; it is very rare to see such a 
massive effort being made in the promotion of 
a PC game. Numerous collaborations have 
been announced with companies to raise the 
mainstream profile of the title, creating branding 
alliances with lntel and other hardware 
manufacturers, big-name food companies and 
even credit cards. The announcement saw 
celebrities take to the stage. it's all very unusual. 



Sales of the first two games in Capcom's Monster Hunter series are on 
their way to 4m units. The PSP game (below) has driven hardware sales 

Naturally, the Japanese PC gammg 1ndustry IS 

hugely excited by the prospect of so many new 
gamers flooding into their market from the world 
of cons61~s. thanks to the power of the Monster 

Hunter brand. But some are more sceptical as to 
the success of this manoeuvre. The main reason for 
this is that Monster Hunter Frontier is going to be a 
significantly different game from its predecessors. 
There is no solo mode to it, and being a wholly 
online game it necessarily stands apart from the 
gameplay to which fans of the series will be 
accustomed. Whether the legions of fans will 
follow the franchise loyally into this new area, or 
come in their droves only to be ultimately 
disappointed by the change in direction, remains to 
be seen. Monster Hunter Frontier certainly has the 
branding to bring in a new era of PC gaming if 
everything goes to plan - having resuscitated one 
console, the PSP. already. With just a single game 
having so much sway over the fortunes of an entire 
industry, the next year looks to be a very 
important one for Japanese PC gaming. 

f AAN~ 



Edge's most wanted 

Fallout3 

With Bethesda's lengthy penod 
of se<recy approaching its end, 
anticipation for the blackly 
humorous and super-violent 
sequel is building to fever pitch 
360. PC PSl, 8£1H '~.:>A ORKS 

Mass Effect 

The delay to BioWare's sci-fi epic 
is agonising. but hopefully the 
extra development time will do 
justice to the scale of its promised 
series of profound dilemmas 
1• 111CIIOSOFT 

SegaRally 

Forget gritty realism. We want 
to send the mud flying in long 
drifts through lush tropical forests 
under Sega-blue skies, a TV 
helicopter urging us ever onwards 
360, PC, PSl , PSP. SEGA 

The future of electronic entertainment 

A firstperson philosophy 
The mainstream shooters with allegorical messages 

T hey might not wear their 
politics lightly, but the films 
in George A Romero's Dead 

series are still potent indactments of 
inequality, ignorance, greed and 
amorality. But though the zombies 
might symbolise disenfranchised 
masses, left to face brutality at the 
hands of survivors representing a 
cruel social and politJcal elite, 
Romero's films still revel in the fact 
that they're genre horror. They 
delight in showing zombies tearing 
characters' guts out and ram ping 
up tension to set jump-shocl' traps 
like any other splatter films. 

Thas month, v.e look at two 
games that work in very similar 
ways. BioShock and BfackSite both 
have strong al egoracal threads 
running through them, grand 
stories about the follies of fixed 
ideology, modern geopolitics and 
cultures of fear. Yet both are a !so 
unashamed, balls-to-the-wall 
firstperson shooters. Just as you can 
enjoy Dawn Of The Dead without 
thinking once about the emptiness 
of consumerist society, you'll be 
able to blast your way through 
BioShock and Black Site without 
troubling their deeper meanings. 

That's because, t hough these 
games' messages aren't subtle in 
themselves. they're subtly woven 

into their fabric. Atlas, for instance, 
a character who provides early 
support to the player character 
in BioShock, is modelled on Ayn 
Rand's ideas about objectivism 
and named after her book, Atlas 
Shrugged, the plot of which mirrors 
the story behind Rapture itself. A 
thousand little details- a poster 
here, a splicer's behaviour there­
flesh out the allegory to form a 
complete world without impinging 
on the running and gunning 

it's easy to assume that because 
these games don't allow their 
politics to take centre stage they'll 
be watered down, demoted to 
provide an easier sell and mass 
commercial appeal. Certainly, 
before anythang else, BioShock is 
beang presented as a shooter, and 
Rapture's dripping atmosphere is 
just as ripe with frights and 
lashings of thrilling gore as it is 
metaphor and symbolism. 

But such fears crumble in the 
face of games unafraid to present 
sophisticated (by mainstream 
standards) messages to their 
players. As the Dead series 
demonstrates, popularity doesn't 
necessarily mean skimping on 
communicating wider themes, and 
it seems that videogames are ...._., 
learning this lesson, too. ~ 

32 BioS hock 
360,PC 

34 BlackSite 
360, PC, PSl 

36 Geometry Wars Galaxies 
DS,Wii 

38 Pursuit Force: 
Extreme Justice 
PS2. PSP 

38 The Bourne Conspiracy 
360, PS3 
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Nights: Journey Of Dreams 
Wii 

Call Of Duty 4: 
Modern Warfare 
360, PC. PS3 

R-Type Tactics 
PSP 

OK: Jungle Climber 
DS 

WipeOut Pulse 
PSP 

Seaman 2 
PS2 

SWAT: Target liberty 
PSP 

Jam Sessions 
DS 

Settlers: Rise Of An Empire 
PC 
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FORMAT: 160, PC 
PUBLISHER 2K GAMES 

DEVELOPER: IRRATIONAL GAMES 
ORIGIN: US 

RELEASE: AUGUST 
PREVIOULSY IN Et 64 

Plasmids run the usual selection of elemental 
types: fire, electricity and Ice. Videos of the 
later game reveal more imaginative ones. 
including the ability to release flies from 
under the player's skin that will attaclc foes 
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BioShock 
Big Daddies and Little Sisters, genetic modification and 
old fashioned revolvers: Irrational gives horror new depth 

A 
larg~eyed ltttle girl cowers on the 
ground. She's whimpering as you 
stand over her, decidtng whether 

to rescue her, or to harvest the precious 
genetic material she possesses for your 
own ends. 

You have the words of two people 
nngmg m your ears Atlas. the pragmatic 
Irishman who has been gtvmg you advtce 

no idea what motivates etther of them and 
therefore who to believe. 

Moral dectsions aren't new to games, but 
you won't have experienced a choice as 
graphic and difficult to resolve as this one. 
Videogame logiC will tell you that the pros 
and cons of etther will probably balance out. 
but wthout the likes of KO TOR's sliding scale 
of evtl and tts binary chotces. 81oShock takes 

Character oozes out of every corner of the environments, 
allowing them to steadily detail what life was like in 
Rapture before its fall as you move through them 

by radio since you entered the undersea 
hell of Rapture. says she is no longer a 
human and therefore no longer deserving 
of p1ty: what she has wtll save you. Dr 
Tanenbaum, apparently the creator of thts 
strange little girl, and others like her, says 
the oppos1te, and that If you save her you'll 
be rewarded in lime Trouble is, you have 

a much more profound step 1nto quest•ons 
of morality. ''it's about humanity, and the loss 
of humanity," says sen1or destgner Joe 
McDonagh "it's about what you're 
prepared to do to survwe • 

W1th such moral postiiOnmg and its 
intriguingly novel sett1ng, a 1940s utopian 
soc1ety that has fallen prey to greed and vice. 
B1oShock has great power to say something 
about SCience's relationship w1th 1deahsm and 
unchecked human nature, but from this look 
at its f1rst level, the emphasiS IS on revelling 
in scene-setting. 

The action opens w1th the player 
character's plane crashing into the sea, and 
a desperate swim through a fuel-fed inferno 
towards a nearby rock, wh1ch turns out to 
be the entrance to the oty So starts a 
remarkable sequence that mtroduces 
Rapture, w1th a journey in a bathysphere 
down through the fathoms, passmg whales 
crutsmg through its vert1g1nous. neon­
adorned streets and accompan1ed by a 
scratchy Ctne-reel moVTe of tts creator, 
Andrew Ryan. 

Splicers in the first section wear masquerade ball masks 
for added aeepy effect. In general the splicers seem 
territorial, sporting rotting clothes and uniforms to mate 
the areas they inhabit They carry a variety of weapons 
but, at least in the first area, don't use any plasmids 

To say the game is atmosphenc 
understates the superbly deta1led and 
evocative art d1rectton. Character oozes 
out of every corner of the enwonments, 
allowing them to stead1ly detail what life wa 
hke in Rapture before its fall as you move 
through them Its once-opulent Art Deco 
decor - reds, golds and greens, f1hgreed 
metal·.vork, illustrated posters- IS now 
rottmg and destroyed. Even the first hour of 
play, which spans entrance halls. medical an 
dental facilities and a tennis practtce area, 
displays a wide variety of styles. 

Early exploration tS punctuated by 
frequent, fast-paced battles w1th sphcers ­
the mlllated and 1nsane remnants of ts 
human populatton Though fast and 
aggressive enough to easily cause panic, 
splicers are also given the trappings of 
interior hfe, p•ttably muttering and groanmg 
to themselves - one early encounter feature 
a female splicer weep1ng over a pram. 

Early on, too, 81oShock in troduces you 
to its two mam stars, the B1g Dadd1es and 
Little Sisters (see 'Come to Papa'), in a scent 
showing a Btg Daddy catchmg a splicer slyly 
attempting to harvest ·ts Little S•ster and 
brutally dtspatchtng h1m. Boldly. tt's also 
comfortable wtth showing the fallibility of 
these hulking beasts JUst a few mtnutes late 



This minigame is initiated every time you hack into an auto­
turret or hovering sentry to make them attack your enemies. 
lt requim you to create a channel for blue fluid to flow to an 
exit point by switdling panels containing differently shaped 
pif"'S- Though reasonably entertaining in itself, the contrast 
betwten minigame and the main game can feel jarring 

when you'witness one blown through a door 
by an explos,on to land 'n front of you, dead. 

You're soon given access to p1asm1ds, 
genetiC upgrades that are the game's 
equivalent of magic sk;lls. The f1rst is the 
Electrobolt, the ab1hty to shoot electncal 
bolts out of your hand. Another two soon 
follow, the acqu1S1t10n at this potnt feels ike 
collecting a bunch of keys: Electrobolt opens 
an electric lock. Incinerate opens up an iced­
up corndor, Telekmesis (very sim1lar to Half­
Life 2's gravity gun) allows you to propel an 
exp1os1ve barrel 1nto debris to clear 1t. 

But it's obvious that each ability has much 
more potential. The Electrobolt w1ll stun 
enemies (particularly useful ag~tnst turrets 
and security bots. before nipping in to hack 
them so they target your foes instead of 
you), and can take several out at once 1f 

they're stand,ng m water. lncmerate wdl 
start fires that Wl spread over flammao e 
materials. and there's always plenr,. o' 
debns for Telekmes1s to propel across a 
room. Sure. none of these early-game 
plasm1ds are partiCularly ong,nal, but each 
IS t1ghtly woven into the game mechaniC 
and 1s tnherently exphcab e 

Along with the availab1i1ty of a range of 
ammo types. which pep up 1ts pleasmgly 
cumbersome, • 40s-style conventiOnal arsenal, 
th1s play of BioShock reveals 1t to be an 
1ntncate system of destructive and tadlcal 
toys that have a close, almost symbiotic 
relationship w1th Rapture's environments. 
BioShock's success will lie in how it manages 
to sustain and support the d1zzymg range of 
strategies n affords 1ts players, but so ..., 
far 1t looks supremely conftdent. ~ 

The first area awards players with three 
conventional we~pons -a heavy wr~nch.. a 
revolver and a machine gun (above). Eadl is 
a little awkward to use. and ammunition is 
scarce. Different ammo types include bullets 
with electrical or armour-piercing properties 

The Big Daddies and Uttle 
Sisters are integral to 
BioShock - a little w.y in, 
players are given a sub­
quest to either rescue or 
harvest three Uttle Sisten 
in each area. Naturally, this 
means taking out the Big 
o.ddles that protect them. 
"They are the focus of the 
game, and they get hander 
and hander until at the end 
the levels are like battle 
maps,· says McOonagh. 
"You start to look at the 
world very differently - you 
see a camera up there, a 
turret, some water, a teddy 
bear you can set on fire. 
You start to make some 
very elaborate plans 
~uM you have to." 
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Much of the environments can be destroyed, 
such as the statue above, which can be shot 
into pieces. Cover will also break apart under 
sustained fire, a handy tactic enemies also use 
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BlackSite 
Midway Austin's FPS walks a tightrope 
between convention and invention 

W 
hat can you do with a shooter7" As 
lead designer of Deus Ex. Harvey 
Smith is in a pretty good position to 

pose questions like this. And, as creative 
director of M1dway Austin, it's the starting 
point for planning 81ack5ite, the follow-up 
to 2005's alien-bashing FPS, Area 51. 

H1s answer isn't quite the revolution that 
Deus Ex was Instead, 81ack5ite looks to be 
another thoroughly competent story-driven 
tactical shooter that follows the story of a 
speCial-ops soldier. it's a pragmatic solution 
to making a new game in an entrenched 
genre. "Shooters are going to change 
incrementally over time," he says, explaining 
that 81ack5rte's feature list contains little that 
many other games aren't doing already. 
"We've got vehicles. we've got co-op, we've 

defensive, hunkering down behind cover 
and blind-firing. The result is a system that 
encourages and rewards careful and strategi' 
play. it's also a complex one: Smith admits 
balancing the sudden increases in difficulty 
when morale drops is one of the big 
challenges for his team in their last three 
months of development. 

The squad AI is capable in itself, bringing 
enemies down and using environmental 
cover with autonomous ease, and the 
contextual point-and-click system for 
directing it is intelligent. Squad members will 
move to relevant positions near to where 
they're ordered. Opening doors is a simple 
matter of pointing and the AI will do the 
rest, exhibiting a sophisticated range of 
an imations that go beyond the usual brusqu' 

Huge tentacles erupt from the road, aliens driving 
jeeps attack, and the epic boss fight is against an 
enormous tentacled beast cl inging to a precipitous bridge 

got breakables from Stranglehold technology, 
but a lot of games have that, right? We've 
got two on-rails shooting sections - one in a 
Humvee and one in a helicopter, and other 
people are domg that too." 

81ack5ite's incremental development is 
instead based on several interesting and 
smaller, though hardly radical, ideas that, 
like the rest of the game, seem solidly 
implemented. The first is a squad morale 
system that influences how the player's AI 
team reacts in battle. If you can manage the 
squad efficiently, giving it lots of orders that 
lead to successful enemy encounters, the 
squad will gain morale and become better 
in combat- more aggressive and more 
accurate. If you do badly, fail ing to give good 
orders, morale drops and the squad becomes 

kick, such as carefully breaking an adjacent 
window to unlock it. 

Another idea is 81ack5ite's narrative 
theme, which neatly subverts the usual 
militaristic jingoism that modern shooters 
usually exhibit. The game opens with a level 
set in Iraq that follows a hunt for weapons o 
mass destruction. So far, so generic. But 
when the action moves on to American soil, 
specifically a dustbowl Nevadan town called 
Rachel, the focus changes completely. it 
turns out that the alien scourge has actually 
been created by the US government. 
"The enemy you're mostly f ighting is an 
insurgency on American soil, but we created 
the enemy that we're now sending our 
troops to fight, and somebody is profiting 
from that," says Smith. 



These alien beasts. found in the town of Radlel, are agile and 
take a fair amount of fi re before they go down. Their Starship 
Troopers·meeU·Aiien loolc is obsalred by the way they move 

The allegory 1s obVJous and unamb1guous. 
But. as Ken Levine recent•)' sa1d of 810Shock: 
"We have these philosophical not1ons. but 
you've got to deliver. You gotta bnng home 
the monsters." 8/ackSite 1S also careful to 
avoid 1ts politics gett.ng in the way of the 
game being a rollicking thnll nde "The tone 
IS from the left, but we didn't want to beat 
you ovenne head with n, • says Sm1th. ·we 
wanted to organically weave it through the 
whole thing. so there are allus1ons to Abu 
Ghraib, Guantanamo Bay, to the Waiter Reed 
[Army Medical Center] scandal." 

Correspondingly, the three levels that 
were shown at a recent presentatiOn are 
glossy and fast-paced. Wlth all the gung-ho 
shouting from squad members that a shooter 
could need. Whoops of congratulation 
accompany a takedown of an errant Iraqi 
during the first level, a walk through a town. 
The environments are fairly open and offer a 
range of tactics, from hanging back and 
sn1p1ng while send1ng the squad forward to 
flank,ng manoewres. Enem1es use cover, 
WhiCh IS mostly destructible, unt1lforced OUt 
1nto the open when enough has been blown 
away to make 1t useless. 

The second level is set around a shop .n 
Rachel w1th a f1breglass flying saucer and 
al1en on 1ts roof, and a trailer park behind 1t. 
The squad IS harned by a t ightly scripted 
series of alien attacks, though there's a fair 
amount of opportunity to explore off the 
ma1n path The sect1on ends with a meetmg 
w1th a townsman who talks about how the 
attackers that have kil ed his fam11y have 
"crossed the border·. 

The third IS a h1ghly dramatic on-rails 
shooting sequence from the vantage potnt of 
a helicopter. lt opens with supportmg a 
convoy along a road at the bottom of a deep 
gorge Vanous spectacular events occur ­
huge tentacles erupt from the road. ahens 
dnv1ng Jeeps attack, and the p1ece de 
r~s,stance IS an epic boss f1ght aga1nst an 
enormous ten tacled beast cling1ng to a 
precipitous bndge. 

BlackS/re demonstrates a wide range of environments 
and conditions. from a small US town on a stormy night 
to a sweltenng day in rocky canyons to war-torn Iraq 

8/ackS•te already looks like a pohshed, 
thoughtfully des1gned product. But a product 
1s al 8/ackS1te 1S - •t offers little to get exc1ted 
about. Indeed, even Smith appears to already 
be focused on 1ts sequel - he's enthusiastiC 
about mak1ng 1ts environments freer. So, 
back to the question, 'What can you do w1th 
a shooter?' Accordmg to 8/ackSite, not much 
in a mechan,cal sense at :east. But as a high­
quality, populanst game that •sn't afra1d to 
show a little poht1cal underbelly, it can't be 
faulted. That 1t will be released at the .., 
same time as Halo 3 is another matter. ~ 

This scene is part of an on·rails helicopter 
section. The beast Is fairly standard boss 
fare to kill: it fires balls of toxic gloop that 
must be shot at before they reach your 
chopper, and flails madly with its tentacles 

"We're so anogant. We 
said, 'Co-op? That'll be no 
problem'. And then at eve!)' 
turn it has fucked us.· Smith 
and his team have given 
BlaclcSite a Gears Of War­
style drop-In-drop-out co-op 
mode that covers the full 
caml*fn. "lt'l amazing 
how you can be in a room 
of .,_.. ~elopment 
veterMS ..cl rNiise your 
helicopter only has one 
turret. lt'l simple stuff Hke 
that. but lt"s also about 
tuning: how hard Is it? Who 
controls the squad71t's a 
hundred things in every 
location. 1t affects how 
many enemies you have on· 
screen. lt affects the fiction. 
We're trying to do it the 
right WilY - not eve!)' single 
thing you can do with co­
op, but - ·re going to try 
to make it m.ximally fun. • 
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Geometry Wars: Galaxies 
Bizarre sees its Live Arcade star 
blown up to cosmic proportions 

The Wii shows itself proficient at throwing around similar amounts of particles to those found in Rerro 
Evolved, even in Galaxies' unfinished state. The lower resolution has no effect on the intensity of action 

Multi player play flows smoothly from players 
competing for ki lls to gain higher scores to 
the need to work together to survive. Pooling 
bombs and score subtly modifies the dynamic 

N 
ew control schemes, a m1ss1on-based 
play structure and a raft of new play 
options. The very idea sounds like a 

violation of Geometry Wars' stark, focused 
simplicity. And get th1s: one of the most 
wilfully abstract games in ex1stence now has 
a rudimentary story. Apparently, the galaxy 
needs ridding of the little angular nasttes 
we've grown to love. But here's the ktcker: 
Geometry Wars: Galaxies actually looks 
rather good. 

Developed by Kuju. this further evolution 
of Geometry Wars for the Wii and DS is 
based on a control system that was 
prototyped at its originator, Bizarre Creations, 
and. accordin.9 to project producer Roger 
Carpenter, based on ideas that original 
designer Stephen Cakebread couldn't 
squeeze into Retro Evolved. The result is a 

Bizarre approached Sierra with a proposal to extend Geometry Wars to new platforms as recently as the end of 
last year. That Galaxies' fresh ideas and Wii and OS controls are already finnly implemented is quite remarkable 

leap from the purity of the original games. 
yet 1t generally feels as if their core ideals ­
score, tight enemy behaviour design, control 
- have been retained. 

First, the structure. Instead of its 
predecessors· single level, Galaxies will have 
many, each selected from a map of the 
galaxy that smoothly zooms into individual 
solar systems. The levels are less stages than 
scenarios; environments with specific rulesets 
that play on and on, just as the originals did, 
until all lives are finally extinguished and a 
high score generated. The stages revealed so 
far are Alien Storm, which has a small, 
claustrophobic square playfield, Neo 
Classical, which is much the same as Retro 
Evolved but with Galaxies' new enemies, and 
the tricksier Orbiter, a hexagonal playfield 
that features at its centre a large gravity well, 
around which the player ship and all enemies 
must orbit. But not, it should be noted, 
bullets. "We tried it, but it worked a litt le 
strangely," says Carpenter. 

Within these arenas. Galaxies introduces 
two big new additions. The first is the 
geome. an in-game currency that's released 
by destroyed enemies. The second is a drone 
helper, a little autonomous ship that comes 
with a series of player-selected behaviours ­
including defending, which makes it f ire in 
directions that you are not - and also collects 
geomes for you. The choice adds a little 
strategy to each level - some will be more 
survivable w ith the right kind of drone. lt also 
levels up, and can be upgraded using 
geomes. The idea is that, just as a Geometry 
Wars level is theoretically infinitely long, the 
drone can infinitely level up, too. 

Galaxies will also feature various new 
weapons (currently being kept under wraps) 
and enemies. Seen during our playtest were 
the mutator, a mass of angry lines that runs 
away from you and mutates enemies into 
biohazard symbols that move fast towards 
your ship; the generator. a swirl that's 
immune to your shots while coloured red and 



Galaxies will also feature 
a generous array of 
twoplayer multiplayer 
modes. We played a 

Geometry War!/ original designer, Stephen Cakebread, has been involved with Galaxies at an exe<utive level, but the concept and initial development was carried out by Bizarre Creations 
design manager Craig Howard. Kuju was chosen to complete the project because of its uperience work1ng with Nintendo as a fi rstparty developer on the likes of the GC's Battalion Wars 

co·op game that gave 
separate scores and bomb 
counts for each player, 
delivering a good tension 
between working together 
and vymg for points. I<UJU 
is planning to offer four 
variants of mode to 
encourage different levels 
of competition and 
teamwork. The OS version 
will game·share the full 
multiplayer mode. though 
neither the OS nor Wii 
version will include online 
play - lag would be 
disastrous in a game so 
intricately busy. 

spews out enemies; and the UFO, a fleeting 
opportumty to score b g pomts tha: rather 
resembles those found 1n AsterOids. Another 
parallel with that class1c 1S 1n large vers1ons of 
the standard enem1es that break up into 
smaller ones when shot at 

·w,nnmg' the game 1s down to 
ach1evmg ranks on each level. awarded for 
a combmat1on of t1me, score and geome 
collection. But to preserve the long-term 
appeal of Retro Evolved, each level will also 

probably won't run qUJte as smoothly as its 
considerably b1gger brothers Both vers ons 
will have their own on re eaderboards, 
accessed through the~r ~N~f. but owners of 
both will have the chance to place their 
combmed OSIW1i scores on an 'Elite' 
leaderboard. Such owners WJI also be 
rewarded w1th other, uno sclosed bonuses. 

The b g d1fference bet'll';een the t'll';o 
versions is control. KuJu·s 1ntended pnmary 
scheme for the Wi1 is sh1p movement 

The OS and Wii versions will contain exactly the same 
content. lt's strange seeing on a tiny OS screen what 
you're used to experiencmg in widescreen, but it works 

have 1tS own on line leaderboard. "We're 
push1ng leaderboards more than Nintendo 
has ever seen," says Carpenter, expla1n1ng 
that h1s team mtends for Galaxies to also 
1nclude other high score tables. He adm1ts 
that the final result will be def1ned less by 
their ambitions than the lim1ts of Nintendo's 
network infrastructure. A natural concern, 
however, 1s that the drone upgrade and 
levelling system might skew the high score 
table 1nto refledmg how much time players 
have spent developing them rather than 
actual skill. 

Remarkably, the OS and Wi1 versions w1ll 
conta1n exactly the same con}ent. it's a little 
strange see1ng on a uny OS screen what 
you're used to expenenc1ng in widescreen 
h1gh-def1nit1on, but it works, even if it 

through the Nunchuck and fife d1red1on 
through po1nt1ng with the Remote it works 
well. though takes some gett1ng used to - 1t's 
easy to get flustered when the ad1on gets 
chaotic. Other schemes wdl also be ava1lable. 
possibly including the use of the Classic 
Controller's twin-sticks. " it's on our w1sh list, 
and we have been g1ven perm1ssion from 
N1ntendo. We'll1nvest1gate any control 
method. as long as 1t doesn't h1nder the 
gameplay, • says Carpenter. The OS version, 
meanwh1le, Will allow a cho1ce of playing on 
the top or bottom screens, movmg with the 
0-pad and a1ming with the touchscreen or 
face buttons. 

Kuju IS clearly 1nvest1ng a lot 1n exploring 
control setups as deeply as possible, but 
ultimately it's likely that a single scheme will 

turn out to be markedly better than any 
other Whether the Wu Remote and OS 
touchscreen can proVIde better control than 
the anginal 's tw1n-sucks remams to be seen, 
as does whether each of Galax1es' many 
levels could poss1bly reta1n the t1ght balance 
of the ong,na ·ss ngles So far, though, KuJu's 
near-exponen· al bu Id ng on Geometry 
Wars m n ma st charms appears expans1ve 
yet sens nve enough that a good pa•t ~ 
of 11 will prove thoroughly satisfying ~ 

The red lines in the bottom left corner show your aim. The aim is relative to the ship position onscrun. 
which stays permanently central in oneplayer mode but, obviously, shifts around during multiplayer 
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Boss vehicle sections are usually a saipt~ 
path of destruction. the player dlaracter 
mounting and then making his way across 
them, taking out turrets and personnel with a 
mixture of QTEs and duck·and·cover shooting 
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When Bourne fires the view moves to a 
R£4 perspective - but is he an MPS man, 
or has he become videogame type<ast? 

Pursuit Force: Extreme Justice 
High-octane Hollywood thrills 
return to the small screen 

I 
t's perhaps appropriate that the PSP 
title that has pushed the handheld 
the most to provide an expenence 

close to that found on 'proper' consoles has 
returned with a sequel that w1ll also be 
released on PS2. Extreme Justice prom1ses to 
add to the original's bombastic readmg of 
Hollywood blockbuster narratrves with even 
more over-the-top scenanos. 

Each stage is made up of a senes of levels 
from dnving to shooting to on-foot 

sect1ons - that culminate in a huge set-piece 
taken straight from the hkes of MISSIOn: 
Impossible. The f~rst stage is a race through 
oty streets to catch up w1th a psycho­
commandeered fire truck; others fea ture a 
turret-encrusted mega-tank, a huge bomber 
plane. hovercraft -you get the p•cture. 

B•g Btg promtses that Extreme Justice's 
stages wtll feature greater variety than the 
ftrst game - they're certainly fast-paced, 
quiCkly moving between different types of 
actton Handling has also been ttghtened up, 
and roads are Wider to prevent some of the 
awkward corners and busy traffic tangles 
that marred the fi rst game. This iteration will 

The Bourne Conspiracy 
You are the perfect weapon, 
and you've got a headache 

mnesta can be a btt of a problem 
A when you're a former assasstn being 

hunted by your former employers. 
Where do you go1 Who do you know1 
Where does 1t a I end1 For fans of the Bourne 
films the end IS 1n s ght- tn gaming, the 
Bourne senes begins and ends this year. 
Concentrattng on the ongtnal novels, Robert 
Ludlum's The Bourne Consp~racy certatnly has 
enough matenal to de rver a great expenence 
- whether 1t wtl is another matter. 

Screenshots released thus far are 
uninspinng, showing a graphically 

unexceptional thtrdperson adventure. But to 
be f atr, the emphasis within the Bou rne series 
has always been on Jason Bourne's combat 
abtl1t1es wtthin average Situations, us1ng his 
enem'es and environment to h•s advantage. 
Htgh Moon promises the ability to 
'weaponise' everyday ttems, as well as using 
your surroundings for 'devastating 
takedowns' and the mev1table stealth 
sect•ons. Unfortunately, this is exactly what 
Splinter Cell: Conviction promtses, and With 
more to show for itself at this stage (see 
E176). However, a completely context­
sens•t•ve environment for thirdperson 
combat and movement ts still a holy gratl. 
and Bourne could yet surprise us all 

The Bourne series is a cut above the 
typtcal espionage thnller, and if the signature 
spook resourcefulness wtthin everyday 
envtronments works well the game may live 
up to its inspiration. Htgh Moon's prevtous 
work on Darkwatch gtves hope for 
something above a standard thirdperson 
action adventure. but whether Jason Bourne 
Will stand a chance agatnst Sam Ftsher 
is another matter entirely. 

Extreme Justice will feature a new fourplayer ad·hoc 
multiplayer mode on the PSP (but with only two players 
on the PS2) and will support downloadable content 

also include AI teammates, who w1ll help out 
according to their skills, such as melee 
ftght.ng and drivtng. In a stage we've seen, 
the player's role was to manoeuvre the·r car 
up to a tank and allow a teammate to jump 
back and forth to load it w1th bombs. 

Ultimately, Extreme Jusuce is much more 
of the same. But, wtth the originallooktng as 
If tt had asptrattons above 1ts statiOn, 1t's to 
the sequel 's credit that it has stayed 
true to its likeably overblown roots. 

The Bourne character model bears little resemblance to 
Matt Damon, and several different combat and context· 
sensitive poses have been shown - ranging from the 
inevitable stealth approadles to environments (top) to 
close combat and shooting. The locations do seem more 
open than some of those from the films, however. and 
hopefully there will be a few more closed encounters 



Nights: Journey Of Dreams 
More than t en years after the original, 
has Nights f inally found its perfect home? 

N 
ights has always been an odd game, 
and more than a game 1M1ally 
misunderstood for, basiCally, not 

being Sonic, 1t came to s1gmfy someth1ng 
about the Saturn and Sega 1tself Nights 
became an emblem of a bnghter past, w1th a 
focus on mnovation, colour and sheer play 
ror play's sake. As Sega staggered through 
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After the PS3 and 360 Sonic The Hedgehog, Sega doesn't 
have a great record in updating its classic franchises, 
but every bad record has to end somewhere. We hope 

the millennium, Nights rema1ned 1n the 
background, a game wnh an aura of 
reverence for simply surviving untouched 

Over a decade later, in a marnage w1th 
the W11 made 1n heaven, Nights IS back it's 
tailor-made for the controls, and wdl be 
guided using the Remote, e<ther solo or 1n 
conjunction W1th the analogue stiCk. In the 
anginal you controlled an effectrvely 20 
flightpath, and the Remote should SUit the 
3D trans1t1on well. 

Nights: JOD is set m the same world of 
N1ghtopia, and the chiloren from the ong1nal 
-as wel as Rea la, Nights' evil counterpart ­
wtll return. The breedtng stde of the game, 
comb1nmg Mepians and Nightop1ans (and 
eventually ra1sing a Superp1an), w1ll also 
feature, though there are no indicatiOns of 
the level of complex1ty. There are new 
features, of course: masks alter Nights' 
ab1hties, w1th a dragon mask to Withstand 
gales, a dolphin mask for water, and a rocket 
mask for speed. But the most exciting 

The androgynous jester is as distinctive as ever, but so far 
none of the ground sKI ions played as the children before 
Nights is located have been shown, though they have 
been confirmed. This was one of the low weak points 
in the original, and will hopofully be addressed in JOO 

nugget yet released 1s the use of the Forecast 
ChanneL Cons1denng the p1oneenng use 
that Chnstmas Ntghts made of the Saturn's 
nternal clock (wmtery themes and m-Jokes 
such playmg as Rea la on Apnl Fool's Day), ·f 
th1s doesn't 1nvotve N1ghts flytng through 1ts 
worlds w1th the weather outstde your 
w1ndow, count us very surpnsed 

Nights. JOD will be respons1ble for more 
dream and mghtmare gags than IS decent 
over the next few months, but every bad pun 
will be worth it if Sega can just get it right. 
The gaming world has its collect1ve 
fmgers crossed. 

The aesthetics of Nights and the Wii stem 
like a dream pairing. and combined with 
some brilliant lunacy- such as Nighlopia's 
ocean being in the air - could hit the ptrfKt 
crossover between artistry and popularity. 
as well as accessibility and mastery 

FORMAT: Wii 
PUBLISHER: SEGA 
DEVELOPER: SONIC TEAM USA 
ORIGIN: USA 
RELEASE: Q4 2007 

Among the many ,.._,s 
f., optimism is the 
involvement of N.lofumi 
Hataya as musical directM. 
Hataya was a composer on 
the original Nights, and the 
haunting score was a large 
part of its excellence. In 
fact, part of the game's 
replayability was in the 
remixes awarded when 
going back to a cleared 
stage. Here's hoping for a 
return of the bagpipes. 
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FORMAT: 360, PC, PS3 
PUBLISHER: ACTIVISION 

DEVELOPER: INFINITY WARD 
ORIGIN: US 

RELEASE: NOVEMB ER 

Modern Warfare's 
multiplayer will return to a 
class-based system that will 
define the primary and 
secondary weapons players 
set out with. Deep 
customisation will be 
possible with the 
introduction of experience 
points that earn special 
abilities called Perks. Up to 
three can be equipped at a 
time, providing skills such 
as invisibility on radar, 
damage bonuses, silent 
movement and Last Stand, 
which gives a dying player 
a pistol for a last-chance 
opportunity to take out 
their attacker or even top 
themselves to steal their 
attacker's kill. 

Call Of Duty has always squeezed variety from its historical 
setting by fl itting from arena to arena. Modern Warfare 
follows suit, giving you a taste of several conflict zones 

Call Of Duty 4: Modern Warfare 
Will Infinit y Ward's shooter manage its 
fast-forward t o the present day intact ? 

erhaps the heaving flow of World P War 11 games is f inally coming to an 
end. Developed once agam by 

Infinity Ward, which has probably gone 
furthest 1n demonstrating the mtensity and 
emotional resonance that World War 11 can 
provide in a videogame, Call Of Duty 4 is set 
in the present day. 

Having passed development of COD3 to 
Treyarch, the stud1o adua ly began working 
on Modern Warfare stra1ght after COD2. But 
though 1t reta1ns many S1m1iant1es to its 
predecessors, principally the1r distmctive 
depiction of the chaos of war, Infinity Ward's 
decision to avo1d d1rectly representing real­
world conflicts has meant that Modem 
Warfare feels rather different. Instead of 
expliCitly reproducing acutal events that are 
occurring today, the story here involves a 
renegade Russian nationalist named Zakiev 
who is attempting to bnng his country back 
to its days of power. 

The scenario means that Modern Warfare 
can be set in a more varied series of locations 

Call Of Duty, for all its cinema, has always been a relentlessly 
linear game. lt will be interesting to see if Modern Warfare 
manages to pull itself from the rails while still creating the 
spe<tade it previously delivered through rigid scripting 

than earlier CODs, from Russia to the Middle 
East (craft ily, one of the cronies is Middle 
Eastern, so the game can conta1n the 
requisite Iraq level). 1nf1n1ty Ward has created 
further variety by d1tching the series' 
campaign structure for an unfolding single 
narrative. Modelled on the likes of 24, it puts 
the player into the shoes of two main 
characters, an SAS sold1er and a member of 
Force Recon, an American elite unit, along 
with several one-off characters and even 
some flashback sequences. 

Each sold1er's sections are made distinct 
by having allies behave differently. The SAS 
are quiet and efficient while the Force Recon 
team is loud and gung-ho. Highly detailed 
charader models reinforce the 
charadensat1on, slowly sweating and 
wearing watches that display the t ime. 

One level of Modern Warfare is set as a 
gunner on an AC -130 gunship, firing on 
targets through a thermal-imaging camera 
system that chillingly looks just like US 
footage of attacks on Tal iban forces. Other 

With Ghost Recon's helicopter rides, and much else 
besides. already established as icons of the genre, it'll b< 
a challenge for Call Of Duty 4 to cut out a niche; not thal 
the series is unfamiliar with ploughing well-worn furrow 

grand set-pieces so far revealed include a 
night raid on a cargo ship by an SAS team 
during a storm and an Apocalypse Now-style 
attack by helicopters on a coastal Middle 
Eastern town. Infinity Ward promises that th· 
defend sections, in which position must be 
held until relief arrives, will be more open, 
allowing for more emergent play. 

Gun emplacements and the grenade 
warning symbol return, as do vehicles, such 
as the M1A1 Abrams tank. Naturally, a new 
range of equipment will also be available, 
which includes night-vision goggles, guns 
that shoot through walls, and the Javelin -
an anti-tank weapon that f ires a rocket 
which shoots up into the air before coming 
down directly on top of targets to take 
advantage of the weaker armour there. 

Such ordinance begs the question of 
whether Modern Warfare can retain the 
close combat that COO's vision of World Wa 
11 so naturally afforded. lmaged and distant, 
modern warfare is so much less personal, 
and hardly under-represented in games. If 
this game really does mark the beginning of 
the end of games set in WWII, how ~ 
long will it be before we miss them' ~ 



R-Type Tactics 
Apparently the last game's title, R-Type 
Final, may have been a misnomer 

!though I rem declared the PS2 game 
A R-Type Final to have been the last m 

the series, few truly believed that it 
would be the last we would see of the 
franchise. But, rather than the glorious half­
retirement of remakes and ports that some 
predicted, I rem is in the process of creating 
an all-new R-Type game for the PSP. How 
has the company managed to circumvent 
1ts rash announcement of the franchise's 
termination? lrem claims that the upcoming 
t1tle, R-Type Tactics, isn't an R-Type game as 
we have known them m the past, and 
'makes new' the series once again. 

This assertion doesn't seem to be totally 
unwarranted, however, as Tactics ditches the 
fast-paced, side-scrolling pyrotechnics of 
previous titles and changes the stage into a 
hexagonal grid that determines your 
movement from turn to turn. Unlike in other 
R-Type games, where you took on the role of 
humanity's last desperate hope aga1nst an 
aggressive enemy invader, here the option 
for turn-based gameplay allows you to 
coordinate a large number of sh1ps, each 
with their own equipment. 

The new tactical direction the series is pursuing means you 
will be conducting larger-scale battles with ships of differing 
abilities, though dearly they promise to be no less explosive 

As well as the Campaign mode, which 
sees you alternately complete object,ves and 
then defeat bosses w1th the trad1t10nal 
escalat1on of sea e and gun power, there's a 
Network mode wh1ch allows two players to 
confront one another head to head. 
However, t's far from assured that fans of 
the senes w f nd the new direction at all 
appealing - the eap from finger twitching, 
sidescro 1ng man1a to considered tactical 
wargame IS a arge one. In making the series 
new, rem may ""el need to seek an ~ 
ent1rely new aud1ence. ~ 

OK: Jungle Climber 
Donkey Kong comes to the OS 
in his first solo title since 2005 

W 
ith the exception of the re-release on 
Wii's Virtual Console of a number of 
NES and SNES titles, Donkey Kong 

hasn't had a game all to himself in a while. 
Effectively the successor to the Game Boy 
Advance game OK: King Of Swing, Jungle 
Climber sees a rebirthing of the same 
shoulder·b!,ltton gameplay on the OS. 

As with King Of Swing, clicking the 
shoulder buttons causes Donkey Kong to 
grab with either the left or the right hand. 

As with OK: King Of Swing, there will be plenty of 
enemies - however, your new attack move should 
make dealing with them far less awkward than before 

Once he has a handhold, Kong will swing, 
allow1ng you to release and grab with the 
other hand, so propelling the ape onwards ­
and, more to the pomt, upwards, since, with 
the os·s two vert1cally stacked screens, the 
game has been redesigned to emphasise that 
d1mens1on. Pressmg both buttons causes 
Donkey Kong to grab with both hands and 
charge up a jump, which is activated upon 
release. The 1ntroduction of a separate attack 
button suggests that developer Paon has also 
tweaked King Of Swing's control scheme. 

Gameplay centres on collecting objects as 
you climb and evade enemies, this t ime 
framed With the purpose of helping aliens 
shaped like bananas. There are more than 25 
stages, along w1th cop1ous minigames and 
bonus stages. Also return1ng is the 
multiplayer, allowing up to four players to 
compete in the minigame modes. 

it's interesting to see Donkey Kong taking 
a starring role again, rather than s1mply as 
one of an ensemble cast, and hopefully Paon 
has successfully addressed the issues that 
made King Of Swing's mnovative 
control method a tad cumbersome. 

FORMAT: PSP 
PUBLISHER: IREM 
DEVELOPER: IN-HOUSE 
ORIGIN: JAPAN 
RELEASE: 2007 

HI'P ~ 

~ ...................... . 

OK: Jungle Climber's movement is 
less about left, right, up or down 
and more about clockwise and anti· 
clockwise, judging when to release 
your hold to propel Kong onwards 

Once again, your foe appears to be the 
man-made weaponised lifeform gone 
bad; the living embodiment of humanity's 
most evil aspiration.s known as the Bydo 
Empire- all gooey innards, mechanical 
appendages and luridly coloured deathrays 

FORMAT: OS 
PUBLISHER: NINTENDO 
DEVElOPER: PAON CORPORATION 
ORIGIN: JAPAN 
RELEASE: AUGUST 9 
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fORMAT: PSP 
PUBLISHER: SCEE 

DEVELOPER: IN-HOUSE 
(STUDIO LIVERPOOL) 

ORIGIN: UK 
RELEASE: SEPTEMBER 

Fans of Pure's statistia 
screen will be spoilt by 
Pulse's, which will feature 
a huge amount of number 
crunching. Multiple screens 
of figures describe player 
habits and tendencies, like 
what proportion of 
weapons have been 
absorbed, damage taken or 
number of perfect laps. The 
idea is to port this data to 
the Pulse website so, for 
instance, it can track ship 
loyalty to produce charts 
that compare average 
speeds between tribes of 
players that favour certain 
ships. "There's so much we 
want to do on the website 
with this sort of content, • 
says Buckley. 

Wipeout Pulse 
The venerable future racer renovates 
its ageing tournament structure 

P 
ure was a bit repetitive to say the 
least," says Tony Buckley, its 
producer and now game director of 

its successor, Pulse. "it was a launch title; if 
we had more time ... " he trails off. Pure was 
a vital early support to the PSP. exhibiting 
high-fidel ity visuals and a roster of 
downloadable tracks, music and ships. 
But, though hardly incomplete. neither 
was it, structurally, 'next generation'. In 
fact, Pure's austere succession of races 
through each track and speed class was 
anachronistic - pure to Wipeoufs roots, 
perhaps, but hardly to its future. 

Pulse is SCEE's solution, an attempt to 
update Wtpeoufs structure to match its still­
captivating futuristic aesthetic and fluid race 

Buckley is proud that Pulse will include a track by famously reclusive German electronica 
pioneers Kraftwerk, who haven't previously composed videogame music.. "We mentioned 
it jokingly to the licensing department, and incredibly they agreed to do it, • he chuckles 
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Tracks have black and white versions, depending on which way they are raced around. They were specifically designed 
to be reversible, complete with alternate routes, a decision that Buckley says was a big challenge for the designers 

style. As such, there's little real change to 
the fundamentals of raong. Handling has 
been tweaked, and 1ts 12 new tracks and 
15 new Zone tracks feature a new addition, 
the Mag Stnp, a sed1on of track that 
automatically clamps sh1ps to 1t, allowing 
upside-down sections and sequences of 
humps. Pulse also introduces four new 
weapons but retains the ability to absorb 
weapons into shield power found 1n Pure. 
The slowest speed class, Vector, has been 
removed, but three diffiCulty settmgs, wh1ch 
apply to the efficiency of AI racers rather 
than the driving model, have been added. lt 
features that post-PGR staple. a photo-taking 
mode, and downloadable material1s likely to 
be made avai lable, too. 

As a series of tweaks and minor additions 
to a formula that's now over ten years old, 
it's easy to initially find Pulse underwhelming. 
But its overhauling of the singleplayer mode 
has given it a new lease of life Variety is now 
the key - each level m the campaign mode is 
made up of a grid of events taken from 
seven game types, which include races with 
or without weapons, elimination races and 
time trials. Grids will mix a range of speed 
classes, too, and can be completed at any 
difficulty level. "it's about introducing players 
to the different tracks and game types and 
g1vmg them more choice," says Buckley. 

Playing through the campaign unlocks 
tracks in Race Box, a second play mode. 
Here, players can create their own single 
races and full tournaments, which resemble 
the campaign mode's grids, specifying where 
and how they play out, target times for time 
trials and so on. The key is that these settings 
can be sent to other PSPs, either locally or 
through Pulse's website, access to which is 
built into the game. How this will work 
remains to be agreed - Buckley is concerned 
that impossible-to-achieve setups might mar 
the experience - but the idea could add new 
depth to the game. In the same spirit of 
'user-generated content', players will also be 
able to design liveries through the website. 

Perhaps Pulse is the game Pure should 
have been, but that's probably an unfair 
judgement Excellent online integration looks 
as if it will represent another interesting 
refinement to the series - with multiplayer, 
ghost downloads and online leaderboards 
also promised, Pulse looks as if it will -..; 
be a thoroughly complete package. ~ 



Seaman 2 
Vivarium's sequel to the odd ball pet 
game looks to be less of a queer fish 

he f1rst Seaman was one of the most T icon1c games for the Dreamcast An 
invent1on that was as broadly 

popular as 1t was eccentnc, the game saw 
you nurture acerb1c ch•merical beasts -
animal bod1es w1th human faces- through 
several stages of evolution. Beg1nntng as 
parasitic organisms. your Seamen 1nvade the 
body of nautili, before emerg1ng from the 
corpses as fish-like creatures with human 
faces. After your Seamen breed and die, their 
offspring move on to land as amphibians. 
Seaman 2 focuses on a stage of evolut1on 
beyond that - a race of ttny prehistonc 
humans no taller than 20 centimetres 

The sequel moves the setting from a tank 
to an arttficial tsland created to the scale of 
ts occupants. As before, you can mstruct 
and comfort your Seaman usmg voice 
communicatJon, although it is far less the 
focus of the game th1s t•me around, also 
ntroduc1ng d•rect contact With the 
enwonment via a g1ant hand Whereas the 
previous game had you actmg as the 
Seamen's keeper, mamta1n1ng your charges' 
food supply and temperature, with Seaman 2 

your role is more like that of a god, 
1llustrattng your deific abilities with thunder 
and earthquakes. But, as before, you can 
educate your Seamen verbally; he will ask 
you about h1s environment, and you can 
1ntroduce h1m to the modern world. 

W1th Seaman, Vivarium created a 
technolo9 ea ly mpress1ve game that 
captured the 1mag natton of a w1de aud1ence. 
1nclud ng many oon-gamers. At f1rst glance, 
1t seems d "cu ; for m n ature preh1stonc 
people to maKh -.re o zarre charm of the 
man-faced 'sn. oe ng so much more of a 
mundane crea~ or - ope:u ly the sheer 
we1rdness o' tre t "St ga.,..e w be 
adequately replaceo o, t!'e prom ses of ......, 
social parody as your Seaman advances. ~ 

SWAT: Target Liberty 
The long-lived tactical shooter franchise comes to PSP, 
ditching firstperson for a retro top-down viewpoint 

T he top-down tact1cal squad game 
was a genre that seemed to get 
sadly swept away tn the greedy 

technological advancement of the 'ate '90s; 
the SWAT series is an indiCator of that 
momentum, impetuously dtscardtng the 
isometric for firstperson between 1ts second 
and third instalments. Now, the success of 
classic ports to handheld consoles has proven 
that such dead genres, though 1tm1ted by 
technology, had a genu1ne value that was 
lost vvith the move to more v1sceral shooters 

So, justly, they have been resurrected: the 
latest SWATtttle, now graong the PSP. g•ves 
the franchise a chance to rev1sit the external 
camera t'lat typ1fied games like SWAT 2. 
Jagged Alltance and X-Com- although now 
rendered in true 30 and fully moveable. 
SWAT: Target Uberty is a completely original 
game bu1lt specifically for the handheld 
Though it harks back to those tact•cal 
1sometric titles, and, like prev1ous games 1n 
the series. 1s heav1ly informed by the 
expertise of law enforcement consultants, its 
emphasis is on faster-paced gameplay­
perhaps taking more liberties with realism. 

Similarly, the game IS fur" shed W\tn a 
dramatic storyline, penned by The Sheds 
executive producer Scott Rosenbaum 

Leading a squad of three men, eacn o· 
whom has sk1lls and stats whiCh level up as 
you progress, you take on terror sts 
threatening to detonate a nuclear bomb 
in New York. Randomised AI placement 
makes the game's urban environme'lts 
unprediCtable and extends replayabtl ty­
an idea that has been earned over to ts 
mult1player component in which the levels 
themselves are randomly generated 

However, 'ar from being tngger-happy, 
Target Liberty tntends to preserve the 
franch1se's most dist1nguishing 1dea: many 
S1tuat1ons can be resolved non-VIolently, 
and, tndeed. you are encouraged to do so 
W1th Kif/zone: Llberatton proving that the 
PSP lends 1tself well to this k1nd of retro 
v1ewmg angle, the more restratned and 
stern Target Liberty has a chance to establish 
1tself as both the maJor alternative to that 
game and also the refinement of the genre 
on a platform under-populated with ......, 
Similar titles. ~ 

FORUAT PSP 
ptB, ~HEP SIERRA ENTERTAINMENT 
DEVUOPER 3G STUDIOS 
ORIGIN US 
RElEASE AUTUMN 

FORMAT: PS2 
PUBLISHER: SEGA 
DEVElOPER: VIVARIUM 
ORIGIN: JAPAN 
RElEASE: SUMMER 

~~--11111111 
Initially, your Seaman is unable to 
communicate in language. instead talking 
in and responding to animalistic grunu 
and squeals which you will have to learp to 
replicate if you wish to tame the creature 

You choose two teammates out of four to 
accompany you, each with a different 
specialisation: intimidation, observation, 
accuracy or interrogation. The top-down view 
suits the PSP in a way first person rarely does 
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Settlers: Rise Of An Empire 
Blue Byte steps up the living world for 
the sixth game in its city-building series 

he progression of The Settlers 
T has always been one of gradual 

refinement -the we1ghting of 
:.he game vaollatmg between City-building 
and strategic warfare wrth each version. 
The upcoming mstalment places its emphasis 
m the former camp - this t1me massively 
expandmg the degree to vvh1ch your city IS 

VIsually realised The sprawi1ng settlements 
of the previous games lacked the kind of 
v1sual and structural fidelity that is poss1ble 
here, now the placement of roads, 
marketplaces and c•ty walls follows a 
more credible urban configuration. 

Whereas other city-build1ng titles have 
been more loosely representative of your 
populace and •ts behaVIour, here Blue By:e 
stnves for total vas1bility of all your C1t1zens 
and the economy of which they are a part 
Each citizen consumes food clothes and 
entertainment an ways that are observable­
not simply as abstraded stat1St1CS, but played 
out in front of you. Every tree that gets cut 
down is an act of deforestation -each 
an1ma1 ki led must becoll'e meat before 1t 
becomes sausage before 1t gets eaten 

Jam Sessions 

Among the other deta1ls that enliven 
the world is a day and night cycle. The four 
climatic zones that you will play in all 
expenence seasonal changes that affect 
your crop ytelds and ammals as you would 
expect- nvers freezmg over m the winter 
months, for example. A minor ecosystem is 
1n ev1dence; I< 11 too many zebras and the 
lions that prey on them may take your 
livestock, or your v1llagers. 

As 1n Settlers V: Heritage Of Kmgs, the 
play 1s driven by kmghts, spec1al charaders 
whose development and part1cular skills are 
tntegral to the plot - but story as almost an 
trrelevancy when each stage IS defmed by the 
same process bUild ot) t vart attacks 
defeat enem•es 

The return of mult1p ayer as we come­
but you must wonder where the franch1se 1s 
headmg when t1tles I ke Anno 1701 offer 
s,m,lar expenences but w ~ stronger trade 
and exploration. The game's strong surt IS 1ts 
realisation of a livmg world, but th1s deta1l 
Will have to make a pro'ou d m pad on 
gameplay in order to set "' game 
apart from its compettiOI' 

Plato redesigns popular strum-sim Hiite Utaeru 
OS Guitar M-06 for the western market 

The only difficulty IS. as ever. with the diagonal dirKtions 
on the D·pad. Shifting tht weight of your thumb around 
is an adequate means of input until you go uptempo. 
when it's just not precise enough to avoid bum notes 

!though the mentiOil of the phrase 
A 'family fnendly' may have had many 

journalists at the Ub1days event 
looking at the1r watches and th nk ng about 
the free bar, Ub1soft's sefect100 of casual 
games adually concealed one of the most 
exc1t1ng projects on show Jam Sessions, 
developed by Plato. uses the OS to play, 
compose and record songs usmg the stylus 
to strum a chord, whiCh as selected from a 
predefined palette by the D-pad The 
dlfection and speed wrth wh•ch you move 
the stylus across the screen affects the 
volume and timbre of the chord 1n an 
intuitive and realistic fashion. 

The audio quality is surpnsmgly authentiC 
for something em1tted from a handheld 
console, apparently modelled on the sound 
of Santa Cruz gu1tars- in fact, when played 
through an amp, 1t sounded almost 
1nd1stanguishable from an adual guitar W1th 
a w1de range of reverb and distortion effects, 
the sound can be modified 1ndefmitely. 

it's highly accessible even to novices at 
musiC, as you would expect from a casual 
game, and comes with a trackhst (varying 

FORMAT: PC 
PUBUSHER: UBISOFT 
DEVELOPER BLUE BYTE 
ORIGIN: GERMANY 
RELEASE: SEPTEMBER 

depend ng on loca lsed vers1onsJ of around 
20 mcreasingly difficult songs that tutor the 
player m the use of the DS as an instrument. 
But once you've had your ear and fingers 
tra1ned, the 1mportance of the tracklist 
d1m1n1shes in favour of encourag1ng the 
player to create their own songs, employing 
the DS as a musical notebook and allowmg 
the player to record their playback, along 
w1th a vocal part. 

Although the use of the OS as a guitar 
Simulator is not new - it is the mechaniC 
around which Jam Sessions' Japanese 
predecessor was based - Plato's new 
game offers a revised interface w1th its 
functionality extended to emphasise 1ts 
use as a record1ng tool. 

it's amoitious, and proves that Ub1soft IS 

thmk1ng hard about the so-called casual 
market - where many efforts have stopped 
with access1ble but ephemeral experiences, 
tt ts really attempting to permanently engage 
new audiences by using its games' 
accessibility as an entry point for a creative 
expenence that can be as nch and 
deep as the player wants. 

This time around you have to <!loose 
between knights. weighing up the 
various benefits they offer. Some. like 
the portly fellow above, are good at 
entertaining. obviating the need to build 
specific venues; other knights specialise 
in barter~ng so you an get lower p<ices 

FORMAT: OS 
PUBUSHER UIISOFT 
DEVELOPER: PLATO 
ORIGIN: JAPAN 
RElEASE: SEPTEMBER 

The available notes an be doubled 
by combining the left shoulder button 
with the D·pad, making up to 16 notes 
accessible at any time. lt's more than 
enough for most pieces. and p<obably 
four times what you would need to play 
the entire Pete Doherty back catalogue 
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FORGET THE GRIND·HEAVY FANTASY OF MMOS PAST AHD PRESENT 
THIS GENRE WILL SELF·DETONATE IH FIVE ... FOUR ... THREE ... TWO ... ONE ... 

hen developers of MMOs that aren't 
World Of WarCraft talk about thetr games, 
they're always quick to emphastse that 

there's "still a lot of space" left tn the genre. As 
true as this may be, you have to wonder why 
so few games are willing to fill 1t, prefernng to 
endlessly regurgitate Tolkienesque settings of 
total imagtnative desolation. Sony Onhne 
Er.tertamment Seattle. however. may JUSt be about 
to blow the genre wide open - spurn,ng elves and 
goblins for a near-future setting that's centred on 
the glamour and excitement of esptonage 

"The goal for The Agency is pretty stmple. • says 
the studio manager of SOE Seattle. Matt Wilson 
"We want to give the players the abtlity to hve the 
life of an agent. What that means for us IS rea ly 
taking the best of movies that are out there­
James Bond. the Bourne senes, and TV shows I ke 
24 and Alias. and really de!tver on the mtr gue, 
the adton, the over-the-top moments • 

Tffi! THE AGENCY 
F<li'M~T I'Sl 

P,8 I•FR SONY ONLINE ENTERTAINMENT 
DfVHOPfR. IN·HOUSE (SOE SEATILE) 
OR;GI~ US 
RELEASE TBA 

While the development team may hst the 
gritty violence of ftlms as a source of inspiration, 
its approach is assuredly tongue-in-cheek, owing 
more to spy-spoofs like Austin Powers and 
No One Lives Forever than tt does to the vtoous 
conspiractes of 24 

·we love actiOn and ~ptOnage f lms, • says the 
game's lead deSigner Ha I Milton 'We especially 
love 1 when they don't ta~e 'hemselves absolutely 
se•tOlJ51y. There are already plenty of amaztng 
compar. es productng ftne senous tadtcal 
simulatiOns that make realism and grit their focus 
We're not about simulation, we're about having a 
great time m a fun place you want to be a part of." 

Visually, thts self-satire ts reflected m the light­
hearted, caricatunst style given to the setttngs and 
characters. lt's an approach that should guarantee 
the game's appea to a much larger audience than 
tf SOE had fallen back on the po-faced sterotdal 
machismo that tS the common crutch of games 
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Ha I Milton, lnd designer, despairs at the current lacl( of diversity 
in MMOs; •vou're either into fantasy, sci-fi or free-form 
socialisation. You don't r•ally have any other options right now• 

that deliver a samalar degree of explosrve aaaon. 
In faa, not content wath delavenng a radacat:y 
d1fferent aesthetac to most other MMOs. The 
Agency's focus on acuon IS another area in which 
the game departs from the genre's conventions, 
attempt1ng to prov1de the player w1th the kind 
of 1mmediate carnage you would expect from a 
f1rstperson shooter. 

W1lson expla1ns "We got started on thas lP 
when [SOE presadent] John Smedley came up and 
talked to us about creatang an MMO 'for the rest 
of us', as he put at at the tame. For us that meant 
targeting that marnstream audience, really trying 
to take the best of sangleplayer gamtng and mrxing 
that with the on line persistence that mass1vely 
multiplayer games are known for The ftrst tdea 
we came up with was to take the actton elements 
that console shooters had been famous for and 
marry that with where MMOs were goang. build1ng 
that on line persistent world where we can do the 
actton storytelling that you're used to tn 
singleplayer games." 

•one thtng that struck us ts how people 
immediately get what we're doing anc where 
they ftt wtth n our game,· explams Milton. • As 
opposed to haVIng to go :hrough voluf"linous 'ore 
explaanang why Eldar the Mechanroth traversed the 
Sponal Ruadar~ to recover the lost Hadrach of 
Thrumvillia, or why the Class V Maser F1eld was 
mtegraltn dassolvtng the Urfian Seaor Trade 
Agreements followang the NanoCrists of 3564, 
we get to stmply state 'Ltve the ltfe of an elite 
agent' You don't really need to know any more to 
understand what's tn store for you. Who doesr't 
want to have the tncked·out sports car, or the 
secret a~enal of exotic weapons or the roster of 
operatives waittng for your orders) lt's familiar, it's 
immedtate, and tt's fun." 

The game places you in the role of a new 
recru1t for one of two major agenc,es: the slick 
espaonage outfit UNITE, or the mercenary woup 
ParaGON. Each character wtll)oan one of these 
agencies as a new recruat and began movrng 
through the world's stories. 

"The world itself is structured around the two 
main headquarters for the parent agencies," 
explains Milton. "Then we open up public and 
pnvate areas in multiple parts of the world. There 
will be combat and non-combat actav1taes sca ttered 
throughout the public and private areas wh iCh are 
connected vaa a hub-and-spoke networ'< of travel 
points. You'll unlock a vanety of travel mechanisms, 
challenges and actavrties by exploring the world 
and performang missaons to improve your 
charaaer's standing wtthin UNITE or ParaGON. • 

Mahon lists a few of the possable tasks wath 
whtch you VVIII fmd yourself faced, giVIng a sense 
o' the flavour ana range of adventure: tnf1ltratang 
enemy organ sa~.oos to steal mformatton or 
perpe:ra:e sabotage. tal( ng out a paramalatary 
madman and l1lS goons an the Jung es o! South 
Arrenca; rol ng the dace at tne cas no m Monaco. 

At seve•al poants Mi ton throws about the 
mantra •;,;n now, no wa tmg. • lt's a missaon 
statement that dearly s gnposts a stgnifacant step 
away f•om a ge'lre whach often reqwes lengthy 
onertataoo followed by tedious level gnndang 

"Rather ~han climbang up an endless hill, here 
tt's more about expanding your access to, and 
anfluence over, the people, places and thmgs an 
the world Un <e a trad ational MMO. health and 
armour values an a shooter can't change too 
dramaticallY' over time, otherwise you lose the 
expected dynamics of the shooter environment. 
Case an poant· af I were to shoot someone in their 

Matt Wilson, studio manager of SOE Seat1le, is keen to see 
MM Os expand beyond their genre constraints and predicts that 
persistance will soon become a ubiquitous feature of games 



head several times with a pistol, I would expect that 
to maybe be a b1t of a bad thing, regardless of how 
long they've played. In a trad1tional MMO, 1f that 
enemy were a htgh enough level, then not only 
would any damage be ins1gn1flcant, but the odds 
of that damage even oass1ng through the~r Elite 
Armour of Supenor Armounng are very low. 

"We want to avo1d that behaviour Our 
ph dosophy 1s that 30 level-one players wd take 
down a max-level player- he or she wtll JUSt take 
out a few more of them before that happens, while 
pulling off some tncredibty coo skill-driven moves. 
or deploying a htgh-dollar gadget or two.· 

lt 's a mindset that's evtdently been applied to 
many of the systems '" the garT'e The class system, 
a staple of the MMO genre, has been radtcally 
rethought 1n order to make 1t as streamlined, 
accessible and non-punittve as poss1ble. 

The spy ~nre was irrtsistable, says Milton: 
•Many of our team members have worked on 
multiple fantasy and sdence·fiction MMOs 
be fort. and w.re rtady for a change of pact • 

"Most on line games have th1s ngid class 
system," says Milton. "it's kind of this remorseful 
affa1r where if you don't know all the details 
upfront you may waste hours of your life playmg 
a character you don't agree With." 

SOE's response to th1s tS the user-fnendly 'You 

So much of what makes the MMO genre 
appealing is based upon the extent to which the 
games are shaped by your 1nput. lt seems to be 10 

keeping with thts that The Agency avoids punishtng 
the player for wanting to approach the game in a 
style of their own choostng As well as allowtng the 
player to change h1s or her gameplay style as eas1ly 
as thetr clothes, the tdea that the game strudure IS 

there to service the player's destres ts earned forth 
10 another major 'nnovatiOn 

"One of the larger components of the game is 
being introduced to the concept of building your 
own agency," says Milton. "Throughout our world 
there are a senes of characters that you Wtll actually 
be able to cotlect They'll form the foundatiOn of 
your own agency.· Not only does thiS feature 

"THINK OF IT AS BEING LIKE JACK 
BAUER'S SUPPORT NETWORK" 
Are What You Wear' system. "You want to go do 
straight-up combat then put on your combat 
outf1t. • M1lton explains. "You want to be stealthy 
about it then put on your stealth outf1t. And if you 
want to support other people while you're doing 
that and still have a chance to shoot a few guys, 
the support role is for you." 

progress the storylme and push fon.l\lard the player's 
development and personalised expenence, but 1t 
also acts as an elegant answer to the oppressively 
t1me-consuming occupations like crafting that you 
m1ght find in other MMOs. 

"Thmk of 1t as be1ng like Jack Bauer's support 
network," expla1ns M1lton. "You can task them 

The game has a while to go In development yet, but already 
lool<s unusually slid< for all M IIlO No doubt this resuiU from 
o.ngel's an dirKtiorl. t.ndang tiM setting a distinctive b<•sh sty~ 
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off on assignments. and they'll push through 
those assignments whether or not you're 
actiVely play;ng. • 

"You're not going to have to sit around to 
click the button 500 ttmes." chips in art director 
Corey Dangel. 

The1r utility, however, extends beyond craftmg, 
biUfrtng the ur.e between tool, plot ObJectiVe and 
support unit. Milton suggests a few of the ways 
you can address their serv1ces in game: "G1ve 
me a SAT-scan of the area; tell me where the 
enemies are. I can't get through this electron1c 

•rhere's been little large·scale persistent gameplay on consoles, • 
says Milton. •With the online capabilities of the current 
generation of consoles th1s Is going to change dramatically• 

dom1nation. We're develop1ng a number of Ideas 
related to this that we're gomg to keep pre:ty close 
to our chest for the t1me bemg. However, keep u'1 
mmd that when you create an agency, or JOin w.th 
your fnends to create a joint agency, these ent1l!es 
don t JUSt exist in a save-game somewhere or as a 
new ca:egory 1n your fnends list. The gamevvorld 
knows about you. lt knows how powerful you are, 
t knows how powerful you're becom1ng, and •t wdl 
have a senes of challenges that w1ll test your 
resolve over time. • 

it's cer:a1nly refresh1ng to see someone 

"THE GAMEWORLD KNOWS YOU. IT 
KNOWS HOW POWERFUL YOU ARE" 
lock; hack 1nto the1r system and get me past 
their secunty defences.· 

At later points 1n the game you'll rece1ve 
not1f1Ca\10n that the1r crafting tasks have been 
completed· the super-car you instructed to be 
built is now complete and ready to collect, or their 
surve1llance of a group of shady characters has 
y1elded results. Equally, however, you m1ght be 
not1f1ed that your operative has been captured and 
offered for ransom open1ng up a sub-m1SS10n 10 
wh1ch you can choose to rescue your assistant. 

Th1s process of character development need not 
be a solo act1vity, however, as Milton expla,ns "If 
you wan~ to take 1t one steo further, you can JOin 
With your frie•ds to create JOint agenCies, where 
hopefully you get to engage 1n some world 

Innovating 1n the MMO space, and partiCularly 
pleas1ng to see SOE Seatt1e creating a game that 
dev1ates from the many cliches that 1ts parent 
company f~rst ongmated w1th EverQuest 

"This 1S the future of on line gam1ng," states 
Wilson "In the future we probably won't use the 
classif,cat1on MMO any more; it'll be a bas1c 
pnnc1ple tnat games have online pers1stent 
worlds of which to be a part • 

lt's certamly true that the 1dea of perSIStent 
worlds has much to offer beyond an mterminable 
gnnd of rat-filled sewers and dwarven mines- and 
•t's through projects I ke The Agency, whiCh seek to 
1nterm1x a var·ety of genres, and attract new 
aud1ences to the onl1ne arena, that the ._, 
potentia of online gammg will be expanded. ~ 









by creating an acutely physical sense of the 
player's body within the environment. 

it's something of a strange paradox that 
firstperson games, while placing you more 
directly in the gameworld, mostly offer 
fewer options for interaction with your 
environment than thirdperson games. The 
reason for this, however, is not terribly 
obscure - there is simply less visual 
feedback in firstperson to tell the player 
what his or her digital body is doing. it's no 
surprise then that most firstperson games, 
lacking an ability to convey your physical 
presence in the environment, tend to 
reduce the avatar in question to a floating 
gun. That such titles then feature shooting 
as their metier is an mevitability: it's an 
interaction based on line-of-sight, the 
appreciation of which is enhanced by the 
firstperson perspective, and doesn't require 
radical movement with n the world. 

As such, DICE's decision to name the 
nimble protagonist Faith begins to seem 
particu larly appropriate for a character 
representing both the literal and figurative 
embodiment of the team's vision - one 

,.We believe we've got freedom 
of movement that you haven't 

seen in this genre of game before,. 

Development is headed up 
by (left to right) Tobias Dahl, 
lead animator; Tom Farrer, 
producer; and Owen O'Brien, 
senior producer. All three are 
quick to sing the praises of 
their team's imagination and 
can·do attitude. O'Brien says 
that the two most common 
phrases in the office are 
"Wouldn't it be cool if ... " 
and "How can we do it?" 

As different from Battlefield as Mirror's Edge is, it 
wouldn't be a DICE game without the inclusion of a 
compelling multiplayer component. Although the 
developer doesn't yet want to reveal the precise 
method by which this part of its game will work. it 
does transport the theme of chase evident in 
singleplayer to the team-based gameplay. Further 
longevity will be given to the singleplayer experience 
by the inclusion of time trials. Usually considered a 
perversion of intended gameplay. speed-runs here 
are to be enshrined within the game - and aptly so. 
given the emphasis on perpetual movement that 
Mirror's Edge entails. 

which happily flouts convention in a way that must 
demand a substantial amount of self-belief. 

"At the start. everybody thought. Yeah, that 
sounds cool, but it's not go.ng to work', says senior 
producer Owen O'Brien • A lot of other people have 
tned it and failed, and th1s s why we thmk we've got 
something really innovat1ve, because we've overcome 
all these hurdles and got someth1ng that really works 
now. We believe we've got ' reedom of movement 
that you haven't seen n th1s genre of game before 
- it's more like what Pnnce Of Persra has done, but 
in firstperson. • 

"There's always been a lot of focus on the gun in 
firstperson games, • says producer Tom Farrer, ruefully. 
"No one puts that much focus on the movement; how 
you move around the enwonment. We wanted to 
capture a real sense of physocality. Games like Unreal 
Tournament have movement - double jumps, rocket 
jumps - but it's very abstracted. We wanted to place 
you in the world and convey the strain and physical 
contact with the environment. " 

O'Brien describes the game's philosophy as a 
"through the charaaer• experience rather than a 
"through the gun· experience. "The aspirations of that 
are that you have a body, that the camera movement is 
organic - and ot should feel like it's really you, it should 
feel fluid and realistic. We wanted to work. not on 
creating bogger and better and more intricate weapons, 
but on really bringing in the hands of the person." 

The task of projecting a sense of embodiment falls 
largely in the lap of Tobias Dahl, the lead animator on 
the project. it's a change in emphasis that requires a 
rethinking of the usual expenditure of the polygon 
budget. "What you usually see when you look at the 
hands in firstperson shooters is that you have a big loss 

of volume when it comes to the lower 
arms, the knuckles disappearing and so 
on," he explains. "I would say most of the 
f1rstperson shooters just ignore the hands 
and focus a whole lot on the weapons. We 
have projects at DICE where we have lead 
weapon art ists and a crew under him or 
her to develop the shaders for the weapons 
- but then you have these low-polygon 
cubic hands holding the weapons. We 
focused on the hands from the start. So we 
have no loss of volume, we have veins 
showing and knuckles that grow 
depending on how the hand is bent. In a 
normal firstperson game you have about 
30 animations for the hands- right now, I 
think we're up to 300." 

The game does feature guns, however, 
but they act more like tools rather than as 
the focus of the game. "Principally, this is 
an action adventure," says O'Brien. "We're 
not positioning this as a shooter - the 
focus isn't on the gun, it's on the person. 
As the marketing is saying, it's 'putting the 
person back into fi rstperson' So it's all 
about you, it's about the movement. " 



DICE rs aware that rts promrses of 
convrncrng digrtal embodiment are likely to 
rnduce sceptrcrsm. but wrth the 360 
gamepad rn hand, doubts about tile extent 
of rts achrevement are rather abruptry 
demolished Even JUSt walkrng fees VMdly 
realrsed rn a way that frrstperson games 
common y don't. All too often, loo<rng 
down, you will see your feet glrde over 
the floor- if you have them at all; here, 
footfalls feel werghty, as though they 
are actually engendenng movement. 
And when you speed up, the sense of 
acceleratron is well matched by the sway of 
the camera, your arms pump ng VISibly, the 
sound of your trarners rmpa<t ng concrete 
wrth a flurd increase rn pace and J)O'.....er 

"The frrst thrng we wanted to get was 
the feelrng of actually spnntrng. to ge~ a 
feeling of speed and momentum m Ire 
game," says O'Brren. 

And, well, it works- and thrs is before 
matron-blur or any other full-screen 
effects have been added to accentuate 
the feeling of movement. But it's not 
only the contact wrth the environment and 



the audioVIsual feedback that makes the 
player feel so coupled With the avatar -
crucially, DICE has nailed the se'lse of 
acceleration and deceleration The latter 
is part1cularly obvious 1f you hit the crouch 
button while moving at speed - the 
avatar throws herself into a slide, feet 
outstretched in front (useful for evad1ng 
slowly descendmg garage doors, for 
example), and, skidd1ng to a gravelly· 
sound1ng halt, the v•ewpoint skews with 
plausible im1tat1on of naturalistic head 
movement. it's all suggestive of a fnction 
with the surrounding world that is simply 
absent from other f1rstperson games -and 
perhaps it takes an effort hke DICE's to 
recognise that there even was a common 
disconnect occunng 10 the genre that 
needed to be addressed. 

This sense of embodiment could easily 
have been frustrating -we're used to 
instant and constant run speeds 1n games, 
rather than having to labour to build up 
momentum. But the emphasis Mtrror's 
Edge places on the physiCal ex•sts s•mply to 
enable your athleticism. rather than to 

You stop see1ng obstacles and start see1ng 
opportunrties: 'I could wall-run up there and Jump 
there and do this and that'. Even on a very small 
rooftop everyone approaches it differently • 

"Domg the cool moves is relatively easy, • expla•ns 
Farrer, "but you want to maintain a flow- that's where 
the skill element IS mtroduced. Coming to the bottom 
of the zip-line you want to time your landing properly 
so you can continue to maintain that speed and carry 
on moving, whereas if you fail you may stumble, slow 
down or even fall over. " 

Similarly, when approaching a metre·h•gh wall­
whiCh in other firstperson games might be an 
impassable structure - the velocity with which you hit 
it will enable you to vault straight over or, failing that, 
leave you hanging. Mamtaining speed via fluid 
combinations of moves is the central tenet of the 
gameplay. Your average speed also determ1nes the 
amount of Reaction Time you have, a slow-mot10n 
feature implemented to aid you in the more complex 
and rapidly chained moves. Although perhaps more 
obviously a gimmick than the game's other integrated 
notions concern1ng movement, 1t 1s certainly of some 
considerable benefit during the more hectic moments, 
when you launch yourself from the edge of a bu Id ng 
and sptn tn m1d-air to shoot back over your flymg body 

"When ou play this game it changes the way 
you look at other firstperson games. You stop 
~P~ing obstacles and start seeing opportunities" 
hinder it - allowmg the player to perform 
stunts of grace and energy that would have 
felt clumsy were the player's agency more 
abstracted from the environment. 

"A lot of the IY'Oves you do are parkour 
moves," says O'Brien. "We decided fa1rly 
early on in development that we wanted to 
do a game that was based in an urban 
environment, positioning it away from 
military and war and the big open spaces 
of Battlefield. We started off prototyp1ng 10 

Battlefield 2, and we found that one of the 
things we wanted to do we couldn't, 
which was to move around the c•ty on foot 
- we lound that veh•cles were quickly 
abandoned. 'n the narrow City streets 
people drove them for ten yards, JUmped 
out of them agam and ducked down an 
alley, or ran up stairs or ran 1nto the 
subways. We've got a very vert•cal world, 
and found that people wanted to move 
around that qwckty on foot." 

The result is flwd acrobat•c movement 
-a cont1nu•ng string of elegant wall-runs, 
leaps, vaults and the l1ke that turns the 
urban envtronment of vertiginous walkways 
and roofs into an elaborate assault course. 

" Thts is gomg to sound hke typtcal 
developer hyperbole," says O'Bnen 
apologetically, "but 'when you play th1s 
game for a while 1t changes the way you 
look at levels in other firstperson games. 
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at your pursuers, React on Time gtves you a few cnncal 
moments to get a bead on your foes before you slam 
in to the ground. 

"Aside from JUSt considering how this was all 
posstble technically," says Farrer, "we spent a lot of 
time thtnkmg about what you'd be doing With the 
controller. We want to keep control of movement off 
the face buttons, because the second you use a face 
button you move your thumb off the analogue stiCk 
and you lose control of your aiming." 

Although still undergoing development, the 
controls have been streamlined in other ways. There 
IS no 'grab' button as such: the game uses a complex 
edge-detection system to allow you to automatically 
ga1n purchase on ledges. Only two buttons determ,ne 
your context -sens1tive actions. The JUmp button 
becomes an all-purpose movement button, executing 
vaulting manoeuvres as well as repelling yourself off 
adJacent walls. An ·aggression' button not only shoots, • 
but allows you to barge down doors wh le moVIng at 
speed, or kiCk them open if stand1ng sttl 

Combat maintains the focus on mo!IOn, as Farrer 
expla1ns: "Your enemies are powerful and heav1ly 
armoured. They're dangerous - your ptstol•sn't go•ng 
to do much damage to them. So what we wanted to 
do ts to m fuse movement into the combat- f1rstly m 
avo1ding your enemies; the more acrobatiCally you 
nav1gate the world, the harder a target you become. 

"Alternatively you can get in close to them and 
turn their own weapons against them; snatch1ng a 
weapon from them and using th1s more powerful gun 
to dispatch the harder enemies. We look at these 
larger weapons as temporary power-ups, because once 

crisp and draconian 
order w1th which the 
environments are rendered 
is reflected in the role of 
your somettme antagonis~ 
a policeman named Miller 
(opposite). "Miller sums 
up the city, • says O'Brien. 
"Cleanliness, and tlinicalness 
with an underlying menace." 
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you take them you're lim1ting your mobility but 
ncreas1ng your power. it's an Interesting trade-off. 
You can't carry around an enormous assault nfle 
wh1le you're domg these athletiC stunts." 

The game dearly 1sn't about d1spatchmg endless 
thousands of bad guys. however- your enem1es 
represent a real threat. and one that. for the most part, 
you must outrun rather than outgun. "One of the 
convent1ons we were nterested 1n breaking was never 
pun ng enern es beh nd you.· says Farrer. "Other 
f1rstoerson games often have you mov1flg towards your 
enemy. and c ear ng the threat We wanted to give this 
dea of chase The enem es aren't there for cannon 
fodder, they're fnghtemng and powerful. • 

·And you' re always chased by a horde of them. • 
continues o·sr en " You're outnumbered- there's no 
doubt that you need to be runnmg • 

This central premise of continuous acrobatic 
movement wouldn't work 1f the environments weren't 
designed to encourage and d1rect 11. Yet, at the same 
t1me, the urban setting must rema1n convmcmg, 
necessitating a dehcate balance between giving an 
Impression of openness to the rooftop world, and 
making sure the player doesn't continually plummet to 
the tarmac far below lt's a balance made possible by 
the art d~rect1on the team 1s pursu1ng. one that is 
perhaps even bolder than 1ts mnovat1ons in f~rstperson 
movement it's an art d~rect1on that d~rectly informs the 
gameplay whtle at the same t1me creating a vivid sense 
of the un1que and 1ntel1gent baclc:story 

" Your character. Fa1th, has a Jason Bourne-style 
sense of potent1al escape routes." explains O'Bnen. 
· we wanted to get that feel1nto the game. see1ng the 
world as a she would see 1t, stnppmg out everyth1ng 
except that whiCh would be 1mportant to her. We want 

the player to move through the world very 
quickly, and we want the player to know 
what their options are. All the things that 
are important to you will pop out" 

Potent1al paths and obJects that Faith 
can use to propel herself through the 
environment are 1nd1cated w1th vtbrant 
splashes of pnmary colour. Routes that will 
lead to certain death tend to be marked 
with shadow. while safe paths are 
illuminated, gtvmg the player an tnstlncttve 
sense of how to navigate the perilous 
rooftop paths without hav1ng to stop and 
check ahead. 

Unusually, Mirror's Edge departs from 
the videogame industry's obsession w1th 
grim, gnny dystopias- and 1s all the more 
terrifying for it In many ways a vis1on of 
aspirational urban des1gn, the Cttyscape is a 
pristine utopian metropolis. 

"Our city's a hybnd of east and west." 
says O'Brien. "lt looks clean, attractive. lt 
looks like a nice place to ltve. People seem 
to be happy. lt's crime-free. it's almost a 
utopian city, but a modern city, a 
contemporary ctty. But this is the catch: 



1t'S f1ne for you so long as you're wil mg to 
be part of a system - 1t's actually a very 
controlled City" 

There's a sense of underly1ng menace 
that 1s perfectly communiCated by the c1ty's 
sterile perfeCtiOn, an austenty compounded 
by the splashes of primary colour, wh1ch 
beg1n to look l:ke transparent attempts to 
enhven a world that s emot ona ly dead, 1ts 
d1vers1ty stifled, 1ts people subJected to 
draconian unity of thought and behav1our. 
The 1mage of civil order that M1rror's Edge 
pamts 1s a chill,ng extrapolat ono' pohc1es 
bemg enacted today for the protect1on and 
comfort of cit•zens but wh1ch. all the same, 
s1gnal a disturbmg restnct•on of liberty 

"it's set 1n a f1ct1tous City. but ts a City 
that could exist today,· says 0 Br en. 
"We've taken a lot of thmgs that are 
happening in the world and amalgamated 
them and exaggerated some of them 
slightly. Some c1t1es are already srart1ng 
to be like this. There are congestion 
charges at the moment-we've taken 
that to the next step: veh1c es need a 
l1cence wh1ch only the nch can afford, 

so movement by veh1cle is very controlled The city has 
clamped down a lot on rnternet traffiC, and mobile 
phone traffic is monitored. The streets are safe to walk, 
but that's because they're patrolled by a very eff1cient. 
almost param1htary police force • 

But the fear of such authontanan government is 
really a fear of that power being misused, as O'Brien 
explarns: "Like any utopia, if you scratch the surface 
things start to fall apart. it's berng run by a coalition of 
corrupt politicians and police, controlling the C1t1zens 
for their own means. For me. this is the core of the 
game and the message, if it has a message the greater 
good has come at the expense of personal freedom. it's 
what's happen1ng around the world a lot How much 
personal freedom are you w1ll1ng to g1ve up for a 
comfortable life? That's the crux of the game A lot of 
people 1n this City don't even realise they're ep: • 

The protagon•st. of course, rs we. I aware o• the 
c1ty's oppressive order, and chooses to exiSt outs1de 
of it - or on top of it. Illicit behav1our, erad1cated 
from the streets, IS pushed upwards to the roofs, 
creaung a crim1nal overground W1th ~e means of 
communiCation so stnngently momtored and restncted, 
crimrnality is seNed by a more low-tech mode of 
information transport- athletiC cour ers, known as 
runners, who can move around on foot, mostly at 
he1ght. And in one such runner, Fa1th, they have found 
a protagonist of ambiguous morality, one who exists in 
a state of limrnality, between corrupt authontananism 
and feroc1ous cnm1nahty. She 1S, as you m1ght expect 
from the team's other nonconform1st des1gn deCisions, 
an atypical game heroine. 

"We wanted to get a strong female character," 
says O'Bnen, "one who didn't have pneumat1c breasts 
and wasn't overtly sexual -someone who •s strong and 
athletic but also realistic." Whether or not she w1ll 

become icon1c in the way the team hopes 
remams to be seen - but at least the 
attention the designers have given to her 
character should make you feel more 
comfortable 'nhablt,ng her body. 

DICE clearly hasn't made easy chotees 
1n the creat1on of th1s new property, 
pursuing a design that deviates bravely 
from the f rstperson groupthmlc Not only 
shou d tn s d sregard for convent1on be 

"How much personal freedom are you 
willing to give up for a comfortable 
Life? That's the crux of the game" 
applauded for itself, but 1t is particularly 
Important 1n a genre whose most recent 
mechan1cal1nnovat•on was Marathon's 

1mplementat1on of free-lookmg mouse 
control 13 years ago. 

"If you look at thirdperson games 
there's been a lot of evolut1on there,· says 
Farrer. "We haven't seen that in f~rstperson 
games." O'Brien contmues: "I thrnk what 
we're do1ng IS cool and mnovatrve, and 
we've broken a lot of taboos and overcome 
lots of problems - but I also th1nk 1t's the 
next logical step for first person. Like most 
great ideas, once you've done them 
everyone goes: 'Wel yeah why doesn't 
everybody do that?'" 

And hopefully, once the game has 
demonstrated what is possible, not Simply 
with the mechan cs and presentation of 
f1rstperson movement but with the game's 
imaginat•ve v1sion and politiCally informed 
narrative, others will follow suit. 
You've JUSt got to have fa1th. 
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THPS3 may have been the first online PS2 title. but why did the series take so 
long to get to Xbox Live? "We only had so many resources and chose to put them 
in other d~rections, and the Live userbase was still in its infancy, • clarifies Jewett 



Clockwise from above: studio 
president Joel Jewett (with dog 
Riley), director of development 
Scon Puse. eo-project developer 
8mn 8righ~ art director 
Ctvis Ward. and eo-project 
developer Chad Findley 

ALE ~ 

Neversoft's in· house half·pipe may be familiar to fans who've 
unlocked footage of staff doing the kind of research that leaves 
a bruise. Journalists are offered the chance to appear in the 
outtakes reel, if they bail hard enough; we politely dedine 
for no other reason than, well, we're not insured, or something 
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Bright on Tony Hawk's Project S's pron)lltional video, which was 
released at last year's El: "lt turned out great, but when we made 
it, hardly any of the game's art was ready. and so much of it wa! 
built just for the video, whkh slowed us down for a few weeks 
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SCORE TISSUE 
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The T?"y Hawlc games art an evolutionsry cui-de-sac, one of lilt most 
oteratove franchises currently in motion, outside of maybe KO El's 
Dynasrr.samurai Warriors titles_ "Another way to look at the franchise 
os that ot s an ongoing game design experiment, • as Pease puts it 

69 

















79 











Edge's most played 
Old rope 
Are re-releases fair game? 

Forzo 2 

Having auctioned for 10,000 credits 
a Golf GTi with flames up the sides ~ inja Gaiden developer and 'lt's Chico time' wrinen on the 

Tecmo calls its strategy back, our creativity has fonally 
reaped financial reward 'remastering', a cunnmg 
360. MICROSOFf term that brings to mind the lofty 

process of cleaning up a scratchy 
God Of War 2 old music recording to make it new 

again- lending a chance to hear 
something as it was intended to 
sound. And, in many ways, Tecmo 
has applied th1s to Sigma. it's now 
in 1080p, character models are 
more defined, some ext ra modes 
and levels have been added, 
environments have been rej igged 
w ith a I ttle more detail, and it 

As Homer said: "Men grow tired of throws around more fancy sleep, love, singing and dancing 
graphical effect s. sooner than war." And so say all of 

us, especially when it involves the But, much as this might sound 
fun of severing kraken tentacles like Sigma IS in line with Tecmo's PS2. SCEE 

policy of having its games push 

Vespers at the techn1callimits of today's 
platforms (see our interview on 
page 18), in rea lity it's hard to see 
it as much more t han a buffing 
up of the original Xbox versions' 
excellent art design. Distant trees 
are clearly still made up of a 
minimal number of polygons, 
clot hes still have a flat sheen to 
their surfaces, and rooms have t he 

We've faced starvation, insanity bareness that's so charact eristic of 

and damnation delving deepe~ the last generation of consoles. 
into Jason Devlin's nightmarish The Wii version of Resident Evil 
text adventure vision of a plague- 4 hasn't even been granted a face-ridden medieval monastery 
PC. MA li ft. Instead, Capcom has simply 

inserted a new control scheme into 
a re-release o• the PS2 version, w ith 
GameCube graphics At least Sigma 
offers a new playable character and 
some new stages. 

it's easy to feel ripped off if 
you've already played and loved 
these games in their orlg nal forms. 
it's easy to expect that a re-release 
on a new platform equates to 
something bigger, brighter and 
better, kmks ironed out and 
expansive new content added. 

But it 's also easy to see that 
these games are pure to their 
originals' principles. Ninja Gaiden 
and Resident Evi/ 4 were great 
games t he fi rst t ime round, and 
these new versions are, too. 

Could adding a suite of new 
features and polishing it all up to 
current-day standards make a 
game false to what made it good 
in the first place? Don't new 
audiences- t he Wii owners who 
never had a console before. the 
PS3 owners who never touched an 
Xbox - deserve a chance to play 
t hese games in something 
approaching their original fo rms? 

Should w e see t hese games not 
as cynical ways of making money 
from old rope, but as noble 
celebrations of some of the 

~ best games of recent years? 

86 The Darkness 
360, PS3 

88 Shadowrun 

90 

360,PC 

Ninja Gaiden Sigma 
PS3 

91 FlatOut: Ultimate Carnage 
360 

92 Overlord 
360, PC 

93 Call Of Jaurez 
360, PC 

94 Nucleus 
PS3 

94 Super Stardust HO 
PS3 

95 Mario Party 8 
Wil 

95 Resident Evil 4: Wii Edition 
Wii 

E• ~ s.c:oong S)'Siem t >;llalned 
1•011<', 2: IWO 3 = three 

4: lc;u 5e "e. 6= SO<. 7 ·-· 
8 -~r. 9= n.ne. 10 - ten 
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The environments are grittily detailed 
and rise above their otherwise accurate 
representations of everyday locations by 
virtue of the sheer level of detail therein. 
From the vandalised interiors of subway 
trains to the clinical coolness of meat 
fridges, everything has character 

ustlng heads makes Jack1e Estacado 
feel good. Scratch that - busting 
heads makes what's inside Jackie 

Estacado feel good. Estacado is a skilled and 
proficient mafia hitman, but h1s real talent 
goes a little deeper, nght down mto the 
darkness. Based on the comiC book of the 
same name, The Darkness puts you 1n Jack1e 
Estacado's shoes from the day of h1s 21st 
b1rthday, wh1ch IS also the day some 
powerful supernatural forces f1rst man;fest 
themse ves from W1th1n Handy. 

Estacado's powers are the stuff that 
des1gners dream of, and range from small 
snakelike arms that w1ll merrily chomp the 
faces of h1s enem;es and sneak through 
gutters to open doors, to creat;ng a vortex 
that will ;nstantly suck all enem;es m a space 
into 1tself V1scerai1S an over-used term, but 

In kHping with its source, rhe Oarlcnns ~lights on the 
grotesque, and your darklings seem to have few other joys 
in life than sawing off enemies' heads. it has to be saod, 
however, that their use is rarely essential or strategic 

makes appropriate use of Estacado's talent 
for dual-wielding pistols, allowmg for some 
wish-fulfilling close-up kills on unsuspecting 
enemies, though of course other weapons 
such as a shotgun and dual submach1ne guns 
are also available. Although health recharges. 

Combat is visceral and robust: jets of blood spew 
out of your opponents; stealth kills bring a wince 
as bodies are ripped into by multiple shots 

here 1t's the only f1ttmg description. The 
combat IS v;sceral and phys;cally robust: jets 
of blood spew out of your opponents, stealth 
ktlls bnng a w1nce as bodies are ripped into 
by mult1ple shots, and h1tting a body in the 
nght place at the roght moment will send the 
corpse cartwheehng backwards. The game 

enem1es are crack shots on the h1gher 
diff;culty settmgs and will quickly take down 
Estacado 1f he's exposed - combat often 
involves inch;ng towards a position, pick;ng 
off the odd foe, before unleashing your 
Darkness powers on a group In general the 
eng;ne IS flawless and the execution of the 

The Darkness abilities are sometimes so effective that you' ll almost feel sorry for your mafia foes as they 
get torn into oblivion. Almost. And there' re always the excellent dual pistols. of any type, to finish the job 
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moves IS easy, although m certain s;tuattons a 
specific power such as moving a tentacle 
over a wall or through grates can be fiddly. 

The scripting and voice acting is uniformly 
excellent, from the bums in subway statiOns 
to the many maf1a wiseguys Estacado w1ll 
come up against. lt needs to be, because The 
Darkness is a story-droven game, and many of 
your ObJectNes w1ll come from phone calls 
(you can use any phone you come across 1n 
the game) and face-to-face meet;ngs From 
the opening of the game, where you're 1n a 
car talking to two fnends, wh1ch eventually 
ends up as a chase scene, to sect;ons where 
you'll meet up w1th other characters only to 
watch the news on telev;s;on, The Darkness 
has some exquos1te touches that put it head 
and shoulders above many other games ­
though occas;onally you're smacked on the 



face by a loadmg screen. The 1nconven1ence 
1s m1nimised by a generous selection of one­
or two-line monologues by Estacado that 
punctuate leaving an area. wh1ch veer from 
slightly bonng to slyly funny, but there 1S 
always that wait1ng penod and the shd1ng 
bar at the end of 1t. 

After the loading, the environments are 
grimy, cluttered and perfectly realised. The 
subway station is messy, there's graffiti on 
the walls, certa1n phone boxes have thetr 
recetvers npped off, and the ceiling is ~Jak1ng 
Outs1de, neon signs flicker and rubb1sh bags 
and cardboard boxes p1le up at street 
corners. There are some inconsistent 
elements in the world, however, and it's 
much more linear than 1t first appears. 
Lineanty 1sn't a such big deal, but the 
mcluston of (for example} padlocks that 
prove amazingly invulnerable to shotguns 
when, in a different location, others pop off 
with a harsh word, os Stmply illogical des1gn. 

Load1ng screens and monor 
mcons1stenc'es are, 1n a sense, nitpickmg, but 
The Darkness brings it on 1tself by succeeding 

Th~r~ it one obviout compariton between Dar1<neu 
powert and Riddick's ability to se. in I he dark, and The 
Darkneu certainly owes a debt of inspiration to Riddick, 
but it's put the intervening years to very interesting use 

so well 1n creat ng an env1ronment. 
From offenng multtple paths through a 
conversatiOn to the surprismgly aggressive 
actions of your enem es dunng many of the 
game's ftne set-pteces, The Darkness stands 
out for not only hav ng real character, but 
having rounded characters. There are 
moments that bounce, but there are 
moments that soar. choosing to tell 
Estacado's g1rlfnend that he's a contract 
killer bnngs about an excellent trag1-comic 
moment, as does making h1m open h1s 
heart about h1s fee ngs. 

And to return to the meat, hearts are 
something you'll be seeing a lot of, as they' re 
gorily and mernly munched in front of you by 
the Darkness tentacles (see 'Please release 
me'}. Having the equtvalent of a one-man 
army on your back, ready to pop out at a 
moment's notiCe, is one of the better FPS 
gimmocks in recent t1mes, and when your 
full complement of abilities is avatlable you 
experience an awesome sense of power -
man,festmg ttself w1th lots of gore- and few 
enem1es will be able to stand 1n your way. 

Desp1te some m1nor annoyances, very 

Watching the rules of realtty get a little bent is nothing 
unusual for Jackie Estacado, and the extended combat 
secttons are rarely shon of 11 twist or a set-piece to 
break up the usualliMS of pwtriped goons and cops 

few recent console FPS experiences have 
been des1gned so robustly, and little touches, 
such as switching television channels in mob 
h1deouts to phonong the ma1n antagonist and 
hstenmg to him rant at you, give the world of 
The Darkness an authentiCtty and who eness 
that is rare indeed Fans of the senes are m 
the pos1tion of seeing a game that is an 
enhancement, rather than an exploitatiOn, of 
1ts source material - and fans of the FPS have 
another good example of the genre to add 
to the1r busy schedules There's the odd 
trundltng moment, but th1s IS a great 
example of how licences should work. [7] 

If you can't stomach blood in large quantities. 
it's best to SIHr dear of The Darkness. lt 
could be accuttd of gratuitous gore, but ot's 
all done with such panache and even humour 
that it succeeds in becoming more digestoble. 
Still, not one for the kids (or Jack Thompson) 

Please release me 

There are various Darkness 
powers to unlock as you 
progrets through the game, and 
you can upgrade your powers by 
devouring the hearts of your 
downed enemies. This results in 
one of a number of animations 
that rarely get tired, as your 
right Darkness arm chomps 
down on some cardiac goodness 
and occasionally shares a bit 
with your left, and with every 
20 or so hearts a f urther level 
of power is unlocked. 

Extra abilities, in contrast, 
tend to be unlocked by context. 
The second type of minion, the 
gunner, is obtained in a train 
tunnel - where, upon spawning, 
it will stand in the middle of the 
tracks and pepper an oncoming 
t rain wit h bullets. Enough to 
stop it for you to get past, but 
only after the minion itself has 
been crushed under the wheels. 
Quite tragic. Still, there's plenty 
more where that came from. 
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The races are easily dirtinguoshable, and 
each of the essence and Itch i blloties 
has a distinctive visual signature. The 
urge to shout "boo!' as you teleport 
next to a foe hasn't disappeared yet 

hat d1d we do before deathmatches? 
What f1lled the hole: boardgames' 
Hopscotch? A few pints and a fight 

down the local? Those dark days aside, the 
demand for more and varied ways to frag 
each other has never been greater, such that 
one of Microsoft's biggest summer releases IS 

a cross-platform FPS with no singleplayer 
mode and a daunt1ng level of complex1ty. 

Shadowrun IS loosely based on the 
cyberpunk RPG of the same name, and 
concentrates on the se• es' dochotomy 
between mega-corporat ons and otizens 
trying to avo1d the•r tnr uence- 1nasmuch as 
there are two teams •n each match, RNA 
Global and the l1neage In prau ce. one 
team wears blue unoforms and ~he other 
wears red and there are no other differences 
to speak of Although •t omits Shadowrun·s 
orks and all of the subspecies, there a•e 'our 
playable and d•st1nct races: human, tro 
dwarf and elf. The d1fferences are as m ght 
be expected: humans are balanced; troIs are 
lumbering powerhouses; elves are quick and 
agile w1th low health {although they can 
regenerate it); and dwaNes are great mag1c 
users. There is a possible imbalance with the 
dwarves, which might remind some players 

The trolls are big and mean, and will invariably win any head-on battle. This specimen is toting a minigun, 
which would cause any other race to slow down while Ulrrying it - the troll has no such limitations 
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Shadowrun's graphics are in one sense quite outdated, but 
in a practical sense they operate very effectively. The clear 
demarcations between teams and the various locations within 
an area make navigation and rtsponses almost automatic 

of Either Oddjob or monkeys, 1n that they are 
small, tough, have a great deal of essence, 
can absorb essence from mag•cal attacks and 
can suN1ve a headshot The attempted 
counterbalance - that the1r essence 
regenerates slowly- doesn't seem l•ke much 
of a penalty. Th1s makes a capab e team of 
them a n1ghtmare to play agaonst, and the 
shortest of the races m•ght become the 
automat•c cho•ce between players s•mply to 
ensure a ever playu..,g f1eld. 

And that level playing f1eld between 
console and PC IS a key a1m of the game: PC 
players may 1magine that mouse control will 
a low any number of qu1ck-fire headshots on 
clumsy pad users But the advantage of 
prec•s•on shooting has been negated by the 
somple mechaniC of the reticule enlarging 
when mov1ng That is, if your character is 
runn1ng forward, or jumping, or sptnning on 
the spot, then the reticule increases in size. 
Th•s makes continual headshots on the go 
1mposs•ble, and necessita tes a more 
entrenched approach to combat: establlshmg 
a 'safe zone· woth your team before a 
co-ordonated assault on your opponents 
Attempts at a commando-style yee·hah 
assault wolf invanably leave you dead and 
surrounded by the oppos•ng team, regardless 
of sk1ll level, and too far away from your 
comrades to be resurrected 

If that makes Shadowrun sound hke a 
combat simulator rather than an actoon FPS, 
then 10 a sense 1t 1s The emphas1s IS on 
focused teamplay, ass1sted by an mtuo11ve and 
well-Implemented message system that can 
be more useful than voice chat s•mply 
through 1ts regulat1on of terminology - each 
level1s broken up into many sections w1th 
names that show up unobtrusively onscreen. 
While initially overwhelming, 1t means that 
players quickly learn their way around the 

locations. and teams can be d1rected with 
somet1mes awesome effioency thanks to the 
qu•ck messages always contam1ng your 
locat1on. lt's an innovat1on tha t's s1mple and 
yet a1ds navigation a great deal - future 
games in the genre should take heed. 

But the combat in Shadowrun stands or 
falls on its combination of magte and 
technology - or, in •ts game nomenclature, 
essence and tech. Each character has a set 
number of essence ampu es, wh•ch are 
dependent on race. that d•ctate thetr ab•hty 
to cast magic, and the use of tech w1ll affect 
this total. Essence oncludes the ab1ltty to 
teleport, to create a 'tree of life' that heals 
characters under 1ts branches, to turn your 
body into an mcorporeal smoke form, to use 
a 'force push' equivalent called Gust, and to 
resurrect your allies. 

Tech tends to be much more about 
enhancing traditiona FPS elements: 



heightened reflexes, enhanced eyestght such 
that you.can see through walls, a targeting 
aSSIStant, gliders to navigate great drops or 
distances, and even ant1-mag1C generators. 
Although one or two pieces of tech are 
extreme y useful, competent mag1c users 
seem to have the upper hand and though 
upgrades do play off against each other at 
t1mes (for example, using Gust on an enemy 
that is us1ng Smoke will severely damage 
them) you can have only three p1eces of tech 
or mag1c equ1pped at once. The select1on 
method IS simply too clumsy to allow an 
effective Interchanging arsenal, and most 
players w1ll select three favourite upgrades 
and keep them equtpped for the major•ty of 
the fast-paced matches. 

Shadowrun breaks up these matches w1th 
a carbon copy of Counter-Strike's purchasing 
system At the begtnning of every round of 
every match, you have a short w1ndow 1n 

which to buy weapons. essence and tech for 
your character If you've d ed 1n the prev1ous 
round your start1ng weapon Wll be a p1stol, 
and there are no weapons on the maps, so 
buying at least an SMG is essenttal. MagiC 
and tech last for the duration of the match, 
and wh1le this does mean that each team has 
to be self-regulatmg, it is heavily we1ghted 
towards the better players. More k Is and 
fnendty assists Will mean more money, and so 
the better team 1s, by the thtrd or fourth 
round, much more tooled-up than the1r 
opponents The idea of reward1ng better 
players in such a concrete and immediate 

The gliders loolc undeniably cool ~eft) but have to be 
made use of sparingly and quldtly,lest you be<ome an 
8bit dudt in front of a Nintendo Zapper. Summoning your 
own lethal lido (below) has a similar visual appeal; the 
ability to unleash them on spedlic opponents is a delight 

way 1sn't novel, but given the general 
standard of on me play (high), t w1ll be as 
frustrating as ever for the more casua 1 

console player 
That latter point is Shadowrun 1n a 

nutshell Th1s 1sn't a game for the odd blast 
every now and then: it's punishingly detailed 
and only constant play and becoming 
fam11tar w1th every aspect of the complex 
ab1 t1es system and the 1ntncate levels w1ll 
reward the player. Shadowrun has too many 
cooks: 1t's a heady broth inittally, and the 
possib1ht1es m1ght seem unmatched, but 
ultimately it turns out to be limited fun. [6] 

I am the resurrection 

The resurrection mechanic is one 
of the most interesting aspects 
of Shadowrun's emphasis on co­
operation. If your character dies, 
it can be revived by a team mate 
-but only if they've bought the 
Resurrection essence. meaning 
that teams have to discipline 
themselves against blowing all 
the cash on rocket launchers. 

You can only be resurrected 
once (on being killed a second 
time, your body disintegrates) 
and your survival is essential to 
your resurrector staying alive. If 
they die, then your character 
will begin to 'bleed out' at a fast 
rate, and the only way to survive 
is to stand under a tree of life 
and request a further 
resurrection from breathing 
teammates. lt can make you a 
sitting duck, and force hasty 
backtracking- all enforcing 
Shadowrun's key message of 
'look out for your teammates'. 
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Teenage Mutant 
Ninja Hormones 

One of Sigma's vaunted upgrades 
is the opportunity to play as 
Rachel, but it's not the bonus it 
might' seem. She may have her 
own weapons and upgrades, but 
Rachel is significantly slower than 
Ryu and the emphasis is on 
battering enemies rather than 
skilfully outmanoeuvring them. 
Quite apart from Tecmo's 
questionable take on the female 
form, the reason anyone buys a 
game with 'ninja' in the title is 
simply that they want to play as a 
ninja. Replacing Ryu for several 
levels with what's essentially a 
blonde Xena with a big hammer 
detracts from the main game 
(particularly as environments are 
re-used), and, it could be argued, 
ruins some of the purity that 
made the originals so compulsive. 
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he first thing to say about NmJa 
Gaiden Sigma is that it's a remake of 
the Xbox game Ninja Gaiden Black, 

wh1ch rtself was a remake of Ninja Gaiden 
(2004). Normally, thrs would be somethrng to 
cnticrse, but when Ninja Gaiden got it so 
nght the first tome and the remainder of the 
freld has stood still, it's a welcome update 
before the rnevrtable Ninja Gaiden 2. 

Ninja Gaiden stands alone because of its 
combat system. lt's as excellent as ever, and if 
anything even more fine-tuned than the 
complex original. Compared to the average 
3D actron game, the unforgrving and tight 
attack/block/counter dynamrc still seems as 
fresh as it did three years ago. The srmple 
reason rs that rt's impossible to repeat tactrcs 
or pause for thought dunng fights, and the 
oft-repeated maxim that 'it's all about the 
block button' doesn't explain what the game 
forces the player to do. Standing stll and 
blockrng won't stop you taking damage: 
enemies have moves that will easrly bypass 
your guard. Holding block and moving won't 
stop you taking damage: enemres will qurckly 
surround you and begrn an onslaught that's 
almost impossible to stop. Running around 
and jumping won't help, either: enemies will 
easily slam you down. The secret is not in the 
block button, or any single action that Ryu 
can perform. The secret to Ninja Gaiden's 
combat is rn flurdity and swift interchange. 

You can t JUSt stand st1ll, or JUSt run, or just 
move cautoously, but a combination of all 
three rnterspersed wrth some brutal offence 
will quockly down swathes of enemies- and 
there's no shortage of them. 

it does seem odd, therefore, to frnd the 
m•x of puzzles and free-roaming m the 
stages. The gen1us of the game is in the 
combat system, and frndrng missing parts of 
a statue to unlock a key does nothing but 
detract from th1s core. The levels themselves 
are not rnspored p1eces of design, demanding 
little more than a perfunctory trawl through 
for sogrposted rtems, and it's d1fficult to see 
why anyth1ng more than a relat1vely linear 
progressoon was needed 

The update to current-generatoon 
hardware means a huge leap •n graphical 
accomplishment, and several moments of 
NinJa Ga1den SH)ma are breathtakrngly 
beautoful a foght through a burn1ng village 
(that was only 1n FMV on the Xbox 
•ncarnatoons) rs partocularly memorable The 
spectacles of the boss battles are also helped 
by th1s graphrcal pozzazz, and several bosses 
that were only available on Master N1n1a 
diffrculty 1n Black can be fought in the 
normal diffrculty settrng of this version. 

NmJa Gaiden is still as good as it ever 
was. and the visual improvements can't be 
faulted. The minor redesrgn of some of the 
levels is generally irrelevant next to the meat 

Being a ninja is little to do with peaceful contemplatioll. 
and everything to do with flipping away and backwards 
from your clumsy foes on one hand in a burning building 

of the game, however, and not worth the 
update in itself, though the retuned 
Challenge mode wrll st1ll have harr berng torn 
out - in a good way. But the biggest problem 
Ninja Gaiden Sigma has is that, although 1t's 
undoubtedly the definitive version of the 
game, anyone hankering after ninja act1on 
has probably already as good as played 1t. 
And anyone who hasn't might consider 
dusting off the Xbox and huntrng down 
Ninja Gaiden Black on the cheap instead. [8] 

Ryu can acquire several weapons such as nunchuks and 
double swords (above)- but unfortunately they're not 
as convincingly implemented as the basic dragon sword 



irst things first: Ultimate Carnage 
is little more than a remake of 
last year's FlatOut 2, which itself 

was little more than a remake of the first 
FlatOut. lt again brings a few new tweaks 
to the series, mostly to take advantage of 
today's processing grunt. The number of 
fellow racers is now 11, there is even more 
trackside detritus to send flying, and car 
models and environments are more 
detailed. But it's largely the same game, even 
if the visual effect of smashing through a 
trackside picnic area with the pack of other 
cars careering, colliding and shattering all 
around you is amplified much further than 
in its predecessor. 

Ultimate Carnage's main innovation is its 
Carnage mode, a series of events that takes 
much better advantage of FlatOurs core 
appeal - the pleasure of destruction -than 
its hokey Gran Turismo-style Career mode. 
The race events here are not about finishing 
position but causing as much devastation as 
possible in a limited time, scoring points for 
damaging and destroying other cars and the 
environment in general, and getting big air. 
With nitrous supplies constantly refill ing, the 
result is an enjoyable balance of careless 
smashing and calculated collision 

Carnage mode races lay bare the 
uncomfortable tension that exists in FlatOurs 
standard races between the need to come 
first and its destruction USP. In Career mode 
races it awards smashing up stuff with 
money and nitrous, but such aggressive, 
exuberant driving rarely leads to taking pole 

Ultimate Carnage is a visually appealing game, featuring 
detailed, characterful environments (though a mall in one 
track is strangely cavernous and contail1s bizarrely enormous 
shopping trolleys}. l ighting, shadowing and smoke are also 
well done. Car models deform spectacularly and it all clips 
along at a constant rate, even with the screen filled with cars 

position. Attemptmg to earn nitrous boosts 
often costs more time than it compensates, 
because you'll need to go off the racing line 
and risk shunting a speed-sapping pi le of 
tyres or an object that turns out to be 
totally immovable. 

The tension is so palpable because 
FlatOut isn't qu1te the rough-and-tumble 
arcade racer 1t thmks 't is. At heart, it's an 
accomplished phys1cs s1mulaHon, robust 
enough to generate all sorts of chaotic yet 
plausible emergent events. 

Correspondingly, car handling 15 on the 
realistic side - steenng control will desert you 
when you're gomg over a hump before a 
wide curve, and your car will be sent into a 
catastrophic tumble 1f you take a jump 
without squarely lin1ng up and landing. With 
11 other cars haphazardly crowding around 
you, races can feel uncompromising and 
frustratingly random: it's annoyingly common 
for a leading car's autonomous crash to send 
you flying on the last corner. 

Mercifully, Ultimate Carnage has an 
instant-restart option, and you'll use 1t time 

The rough-and-tumble of being in mid-position in a race is just where you do not want to be. it's generally 
easy to retain first place. but if you don't get there early on it's more than likely you never will. Slamming 
and being slammed is undeniably fun, however, as is the satisfaction of totalling an opponent's ride 

and time again. lt also has a lenient reset 
~eature, which w1 put you back on course 
w1th a rolling start pretty much as soon as 
you go off-track, a feature that can be really 
easy to exploit. 

Outside of Career and Carnage, FlatOut 
has a fairly comprehensive set of multi player 
options, from Xbox live to party games 
based on its Stunt mode (see 'Body trouble'), 
but litt le more than FlatOut 2 offered, and 
each event includes live leaderboards. 

Indeed, as a whole, Ultimate Carnage is 
a generous package that can be highly 
entertaining. But it's a pity that it fails to 
apply a comprehensive design overhaul 
to FlatOut's robust engine. [7] 

Body trouble 

Once again, the Stunt mode 
returns, applying ragdoll driver­
launching to a disparate 
selection of stunt modes that 
probably stretch its dubious 
charm a little too far. From the 
High Jump to the Ring of Fire, 
Royal Flush to Ten-Pin Bowling, 
there are more than enough of 
them to explo it the dynamic, 
wh ich is a simple matter of 
setting the launch angle and 
applying aftertouch. Ragdoll 
drivers are featured in the main 
game, too. They're especially 
visible in the Derby mode, in 
which they remain on the arena 
floor unti l the end of the round, 
a three-game-o ld joke that's 
beginning to feel a bit tired. 
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Following the leader, 
wherever he may go 

The minions are the real ~auty 
of Overlord, and come in four 
flavours: brown for fighting; red 
for distance attacks and fire; blue 
for negotiating water, fighting 
spirits and reviving dead minions; 
and green for poisonous 
environments and assassinating 
enemies. They will merrily walk 
into the jaws of death, and it's 
impossible for your black heart 
not to melt when they run up, 
eyes gleaming, gangly arms held 
up and out with an offering •for 
the master•. The minion master 
and minion jester are key 
members of an occasionally 
inspired supporting cast, with the 
voicework on the former worthy 
of particular praise: "Ooh. she's a 
tasty treat. sire.• 
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Though the Overlord himself 
is undeniably powerful, he's 
btst used as a last·ditch 
backup when the minions are 
taking a beating: situations 
such as the village require 
little more than a cursory 
wave of the hand before 
the destruction begins 

verlord puts you m the black and 
knobbly su1t of armour of a very bad 
man. head of an army of mimons 

and ready to bnng terror to the world. Or, at 
least. that's the 1dea. Overlord is a very 
modern game in the sense that you're evil. 
sure, but also kind of ... conflicted about it 

There's no doubt about the intentions: 
dark towers. hapless peasants and 
destructive spells suggest an oncoming re1gn 
of terror. Problem 1s that 1t's not a good 

The interior of your dark tower. You can spend your 
money on upgrades and make it more grand and 
foreboding - but they' re purely cosmetic improvements 

world you re up agamst. The game 1s so 
successful n presen:mg a tainted fantasy 
world. w tn fat ha ~lrngs, weepy elves and 
corrupted unrcorns. that you can't help but 
be a saVIour n the majority of Sttuat1ons, and 
the man enem1es are so perverted and werrd 
that the Overlord is a much more palatable 
alternative it's a good joke, but it's a joke 
that's only funny once - after a certain point 
you want nothing more than to raise hell, 
burn thrngs and forget about looking for an 
elven statue, but that opportunity rarely 
presents 1tself and you'll have to wade 
through zombies or dwarves instead 

Fortunately, rather than the Over1ord 
h1mself. the game's special quai1ty 1s rn the 
crowds of m1mons. and it takes one or two 
deaths before you realise that, powerful as 
the Overlord ts, you're much better served by 
standing h1m at the back and sending them 
m to the fighting. There's a sense of genume 
power at walking through an envrronment, 
wav1ng your hand and watch1ng the m1nions 
sweep around the place smash1ng everyth1ng 
1n Sight - and bringing you the spoils. But, 
occas1onally, the environment IS so deta1led 
that there's JUst too much for them to do and 
as you frantrcally pomt at an onrush1ng foe 
they'll start smashrng up a barrelrnstead 

This IS one of many n1ggly flaws m 
Overlord. The most Incomprehensible 1s the 
absence of a map. In a game composed of 

The locations within the game are varied, from the lush 
green Landscapes you begin rn, to dwarf mining towns 
(top), underground sewers llnd deserts, with several 
distinctive human settlements along the way. But even 
an Overlord knows there's no place like home (above) 

world hubs and mazy locations it's incredible 
that this feature hasn't been mcluded, as it's 
next to impossible to navigate forests or 
caves without getting confused Added to 
th1s, the m1n1ons sometimes have dub1ous 
pathfmding abliitres that mean they'll get 
stuck behind you, mean,ng e1ther an ex1t 
from the level or wasted bme tl)'lng to find 
them. The nonlrnear enwonment means 
that, in the early stages, you'll somet1mes 
spend hours trymg to complete an objective 
that can't be fmished until other sect1ons are. 
And though the general graphical charm 
almost makes it an irrelevance, there's no 
hidmg the extremely poor draw distances. 

The preview of Overlord m E 177 called 1t 
the sp1ritual successor to Pikmm like that 
game 1t's a great 1dea but a flawed execut1on. 
and will need a sequel to ach•eve 1ts 
potential. Yet while 1t could undoubtedly 
do with a b1t more polish, any game that 
encourages you to roast halfhngs "hke 
suckling pigs" has somethmg to 1t that's 
quite redeemable. [7) 



_j nd1vidualism, death and redempt1on 
- the western's themes should lend 
themselves well to the first person 

shooter. And yet it has been surpns1ngly 
under-represented, its most recent exemplars 
offer•ng little more than a pass1onless 
checklist of the western's chches Call Of 
Juarez 1S no less famil ar w1th the formula, 
and 1! IS beleaguered by any number of flaws 
bes1des but its recreation of the old west 1s 
populated by uncommonly well-drawn 
characters whose interact1ons are evocat1ve 
of the genre's more powerful themes 

The Reverend Ray, one of two 
protagomsts, IS the most prom nent of these; 
a ferOCIOUS bulwark of b b 1ca fife and 
nghteous delus1on who preaches as he 
punishes Though the Reverend bel1eves 
he is the condu1t for God's fury, he IS 
ultimately a broken man, dnven by the 
guilt of his sinful past and a deslfe for 
vengeance aga1nst the k er of h s brother -
a complexity that revea s nse1f through 
compelling d1alogue. 

Aside from Its writerly qual es. ea I Of 
Juarez a so supplies two neat mnovat1ons. 
the f1rst of wh1ch is that the structure of the 
game is divided into alternate sequences of 
escape and chase. First you play as B1lly, a 
young man forced to flee when he 1s wrong y 
accused of murder. and then you pli!y as h1s 
relentless pursuer, the Reverend Ray. 

lt has to be sa1d that the Reverend's 
sections are consistently more appealing, 
largely due to the second feature -an aim1ng 
gimm1ck that allows Ray to draw his two 

pistols in slow mot1on, a1ming each 
independently of the other. ConcentratiOn 
Mode, as lt'S called, is successful in enlivening 
the otherw1se dull and repet1tive combat. 
and 1t IS also m some sense true to the 
western allowing you to recreate those 
Serg1o Leone moments in which a stranger 
with a quick trigger-finger takes down four 
opponents before they've fired a shot 

Th1s handful of ideas. and the rendering 
of the game's grizzled cast, is The Good. That 
wh1ch rema1ns is The Bad and The Ugly 
Although Call Of Juarez has some fme story 
e ements. the way they are presented 1s 1nept 
and frustrating For the first two or so hours 
of the game you f1nd yourself continuously 
harassed by mterruptions that wrest control 

When in Concentration Mode. the two reticules slowly 
move towards e~ other, allowing you enough time 
before they mHt to shoot at several different enemies 

Billy's much weaker than the Reverend and won't survive 
long in a direct confrontation. But if he can rema1n 
hidden, he can quietly pick off his foes w1th arrows 

from you- cutscenes. nstrudJOnal pop-ups, 
pauses wh l~t the game saves. ep1c level 
loads, etc Frustrat ons are compounded by 
the depress ng gracelessness w1th wh1ch so 
much of the game progresses. 81lly's sed1ons 
are a limp m1xture of stealth gameplay and 
cumbersome 1ump1ng puzzles. and, by and 
large the level des1gn fails to make use of 
the Reverend's potential for interesting 
gunplay, enem es are employed as tt e more 
than a monotonous swarm of Stetsons and 
sombreros for you to fire at. 

Even the story, the one thmg that a 
mechan1cally unsound game might fall back 
upon, Jerks along erratically in between its 
few moments of persuasive drama. Call Of 
Juarez has m1ned 1ts source matena 
well, collecting a wea1th of imagery that 
'I then squanders on lacklustre and 
dysfunct1ona gameplay. The gun's 
good. but the chamber's empty. [5) 

Despite being • violent game. content to let 
the player bloodily slaughter hundreds upon 
hundreds of men. Call Of Juarez enforces a 
bizarre morality: harming a civilian, horse or 
a corpse initiates an immediate fail-state 

Holy writ 

Eavesdropping on conversations 
between NPCs is worthwhile, as 
much of the game's dialogue is 
well-written and entertaining. i t's 
also in the exchanges between 
the Reverend and his hapless 
enemies that your character's 
warped psychology is exposed: 
near the beginning of the game, 
the Reverend finds his authority 
eloquently challenged by Clyde 
Forrester, the obnoxious owner of 
the local drinking establishment 
and whorehouse, who points out 
that the Reverend would be out 
of a job if it wasn't for sinners 
such as himself. The Reverend 
then proceeds to burn down the 
saloon. "We're two sides of the 
same coin!" says the publican 
and pimp, shortly before being 
perforated by a piece of lead. 
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ucleus rs a game that has 
been over-concepted it's 
basically a shooting game, but 

wrth elements of strategy Incorporated 
thanks to your craft's ab11ity to 
man1pulate certa1n types of cell w1th1n 
the levels. The game is themed around 
the human body, so enem1es are 
presented as bactena or wuses, levels 
can be set in a moving bloodstream, 
and your weapons include the 
lamentably named prote1n bomb 

There does seem to be the germ of 
an 1dea In the cell man1pulat1on. your 
squ1d-l1ke craft can use a tractor beam 
on nearby cells, which not only drags 
them around but also helps nearby 
cells to attach to the cluster. Th1s 
increases protein drops (collectable 
energy, essentially) as well as actrng as 
a sh1eld. Manoeuvring the cells around 
the floaty en\ll(onment can be quite 
cathartiC, and a welcome break from 
the poor 1mplementatron of the 
rema1nder of the game. But the odea 
is never really explo1ted to 1ts full 
potential, and stands more as an 
exemplar of what could have been­
and although the later levels offer a 
b1g enough challenge, when the 
actoon becomes hect1c 11 unforg1veably 
suffers 'rom slowdown. 

Nucleus stands as a poorly 

The in-body setting isn't made much use of 
beyond the background flavourings- which can 
be diverting in a bad way, with the generally 
muted purples, blues and reds mixing confusingly 

executed game in a field where there 
are so many excellent otrers that 1t's 
mposs1ble to recommend. '"here are 
some niCe 10eas and a good divers1ty 
w1thrn the stages, and then there are 
hornbly overburdened sections that 
don't work Nucleus may look 1t. but 
it's not particularly ong1nal, and the 
movement 1n part1cu ar fees soppy 
Of all the th ngs : shou d nave earned 
from 1ts supenors n •r~e" eo, two 

stand out bu Id ng on solo 
fundamenta s. and s mo IC ty (4) 

The cells are the strategic key to many of the objective-led level~ which typically involve surviving for a 
set length of time. The key is to create a wall to gather opponents behind before launching the offensive 
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Suptt Sr~rdusr HD can look very 
pretty indeed on a hi-del panel. its 
uplosions. pyrotechnics and shrapnel 
throwing up some diuying uenes 

eometry Wars is as def1ning a 
shooter as exists- its updating 
of the Robotron control 

method for modern analogue st1cks 
has s1nce been incorporated 1nto many 
examp es of the genre, and Super 
Stardust HO 1s another template­
tweaker. But ong1na ity has never been 
a staple of the Stardust senes, the 
basrc 1dea be1ng an update of 
Asteroids, and the shoot 'em up rn 
general probably the greatest recycler 
of 1ts heritage 1n ga'Tling. From the 
g1ant centipedes that attack to the 
bombs that clear everythrng onscreen, 
Stardust wears a roc.<-sol d h1story on 
1ts modern-shooter sleeve 

Your craft moves around a 30 
planet, but on a s1ngle plane, therefore 
mak1ng the game effect1vely a 20 
shooter. although the v1ewpornt does 
allow some V1S1bllity of what's go1ng on 
around the sphere, whoch IS needed 
for the more hectic moments of later 

levels when you'll need to rush to 
safety. SSHO's greatest moments are 
here, when the screen is filled with 
explodrng asteroids and multiple 
enemoes chasrng down your sh1p the 
combonatiOn of which produces a 
cluster that can be d lficult to manage 
or navigate through - and your survrval 
is always on a knrfe-edge. 

You have three mterchangeable 
weapons which can all be upgraded 
and have d1fferent effects on astero1ds 
and enem1es Your sh p also has a 
boost and can collect bombs and a 
sh1eld. Enemoes range from Simple 
saucers that hone 1n on your pos1t1on 
to more sophisticated foes that will 
dodge rncoming fife, or suddenly 
increase their speed to ram you. SSHO 
provides a big challenge, and a co-op 
mode and leaderboard mai<e 1t a 
lastong one .n a grow1ng field of 
downloadable shooters. it stands 
out as one of the best. [8] 

Your three weapons have different propenies. and can reach heaving levels of destruction: here, the gold 
splitter is raking over the enemies, though it's less powerful than the slower rock crusher and ice splitter 



Along "''th the control issues, the games' length is also 
doshe•nening Punching statues or shaking up fizzy drinks 
nHds to be drawn out into endurance games - rapid shaking 
of the Remote for five seconds dots not make a good challenge 

ngonally baked 1n 1998, Maflo 
Party is that cake that JUSt 
never seems to get eaten 

Growong staler by the day, hungry 
Nintendopholes st1ll wolf t down, 
washong away 1ts unp easantness w th 
otres of other, better franChises 

Cntocism has ofte"' been a med at 
Hudson's perpetual shrug of the 
shoulders as to how to milk new 
games from the same old buttons and 
analogue stock setup, yet here we fond 
all-new mot1on controls and st I no 
freshness. Ten games of the 70 
avaolable call for rabod sha~ ng, a t t to 
steer 1n a rac•ng game resurfaces se~er. 
times w1th different veh1cles. and the 

A fi!W games try harder than most. lj)e DIY 
challenge has players mimidcing a variety of 
tool movements, ~ la Cooking Mama. but too 
many simply boil do"'" to random shakings 
of the conlrollers or 0-pad button-mashing 

shooting gallenes do little to 
differentiate themselves 

Cheaper still are games clearly 
designed for the GameCube's 
analogue stock and ·A' button, simply 
shifted onto the world's tonrest D-pad 
and the uncharrsmatlc '2' b1..non. 
A few of these patented 'run about 
bashing foes on a platform of reducing 
size' games were always to be 
expected, but 1 5 out of 70 games? 
Even Rayman·s rabb1ds knew not to 
push their poorly conceived pig racrng 
beyond the ten mark. 

Thrs lack of rnventrveness os a 
shame. W1th Rayman denymg 
fourplayer somultaneous pay and 
Monkey Ball sportong fun games but 
no decent structure w1th n wn1ch to 
tackle them, Wu owners are s~ I 
wa.t ng for that k ler t t e to me•ge 
m n1gafl'es n~o a coheren~ party 
e)(!)enence ;!.od whl e tt>e e ghth 
msra ment suffers from the same 
drawn-out menu treks of the preVIous 
seven the board desogn does offer 
some of the best strategic opt1ons yet 

Streamlined boards allow for 
more pred dable move outcomes. 
comp ement ng the charade'­
morphong sweet es that a d tne player's 
quest for between-game coon and star 
snatchong That the usually onsufferable 
boardgame trappongs spark any 
amount of contemplation 1s probably 
a side effect of the dore minigames. 
lt's difficult to tell. for while the 
original's analogue stock tw1zzlings 
at east left seepong st1gmata in the 
gamer's palm, Maflo Party 8 comes 
and goes like t'1e ondofferent pop of 
a cracker. [4] 

ith no additional content over 
the PS2 edition, the W1i port 
of R£4 may seem a little lazy. 

The Separate Ways chapter, costume 
changes. laser gun and a true 
wodescreen optoon transfer intad, so 
none but owoners of the orrgona 1 
GameCube vers1on woll see anythong 
new here. Graphics are odentocal to 
that GameCube release, then a 
technical ach1evement but now little 
indication of the Wii's capabilities. 

lt's also easy to assume that th1s IS 

another unw1se attempt to shoehorn 
the Wu Remote onto a game that 
already worked perfedly well The 
ongonal's slow thumbstick-controlled 
crosshair made Itself a fundamental 
part of the action by enforcong a 
measured approach. even in the face 
of chaos: catch breath, focus, aim, 
control the crowd. 

Aom1ng through the Wii Remote 
mod1foes th1s dynamiC, but only subtoy 
lt's eas1er to speedily notch up 
headshots and sw•tch between 
separate targets. but thos benef1t IS 

countered by the fact that panoc can 
now turn a control ed s tuatoon m to a 
'a tal one ~he or g na s slow crossha r 
adila 1 he ped keep th ngs ea m. even 
- ·oes unexpectedly got 1nto c ose 
range In companson. the W1i ed•t1on 
requ res a much steadoer hand The 
new freedom means you'll often rmd 
yourself losmg composure at an 
unantiCipated lunge and shootmg 
offscreen 1n fright. lt feels a little 
more natural, and the new balance of 
accuracy and nsk requires even more 
care to keep enemies managed 

The inhibited movement of the original is 
reduced here thanks to the Remote. which speeds 
up aiming. The protracted tension of tactic.al 
crowd control is exchanged for moments of 
sheer panic as you flail and overshoot your foe 

The controls are well mapped 
to the Remote and Nunchuck; 
commendably, they only devoate from 
the ong•na• scheme as far as they have 
to. Some of the game's QTE sect1ons, 
notably speed-tapping during 
sequences m which Leon is running 
for hIS life. are replaced with Remote 
shaking, add1ng a little physicality. 
The only Jarrong aspect os that 1t reta1ns 
tllumbstock control over the inventory 
screen when you really feel you should 
be poonting and rotating. 

And that IS that the Wii ed1tion 
sends players on the same astomshing, 
gnsly funfair nde with a slight new 
twist But, though 1t does little to 
take the expenence to new heights, 
Res1dent Evtl 4 IS still an 1mmense 
pleasure to return to. [9] 

it's difficult to begrudge a port of a game that is this good, regardless of how much or little it has 
changed. The minor tweaks are fine, however. and hopefully RE4 will find a new audience on Wii 

95 





TIME EXTEND 
GrEGORiHORRORSHOW 
.aRMAT: PSl 
?VEUSI<ER CAPCOM 
::EVLOffR IN·HOUSE 



Naomi twata s origin 11 
character designs bring life 
and humour to what is 
often a fairly downbeat 
game. ilnd the sheer variety 
of the guest roster is itself a 
simple joy. And desp1te 
their child-friendly 
appearance, a closer look at 
your fellow guesu hints at 
the game's darker aspects. 
Tellingly, almost every 
character has something a 
httle bit wrong about them. 
from Gregory's sagging 
eyes and waru to the drool 
coming from Roulette Boy's 
mouth. The effect goes 
some way towards 
explortng what the Animal 
Crossing gang might look 
like after a long night on 
horse trt~nquillisers. This Is 
a game filled with details. 
and the longer you spend 
following the guests. the 
more of their inner lives 
you come to understand. 



Not a milloon miles dWay 
from Manhunfs execution 
clips, if a pursuing guest 
catches you while moving 
around the hotel, you'll be 
subjected to a Horror Show: 
a short cut>cene detailing 
their revenge upon you. 
While the outcomes of 
these occasoons often add 
up to lottle more than a 
slight loss of mental health, 
the Horror Shows are both 
darkly comoc and, given the 
childlike graphics, 
surprisrngly forceful. 
Rangong from a blow from 
a machete to a prolonged 
and frankly unpleasant 
blood test. head traumills 
a rewrrent theme. 





THE MAKING OF ... 
Branching paths and moral mazes: BioWare explains 
how luck, statistics and poker defined a genre 
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Swoop Rating was fun but if there 
was one game capable of notching 
up a few more hours away from 
your epic quest it was Pazaak, a 
sort of cross between Magic: The 
Gathering and Blackjack. A basic 
Pazaak deck could be purchased at 
the start of the game from Garouk 
in the Taris cantina though extra 
cards could be bought, won or 
found on your travels. From your 
deck you choose ten cards for use 
during a game (each with a value 
from -6 to +6) and the idea is to get 
20, or as close as possible, by 
drawing cards alternately against 
your opponent. Go over this amount 
and you go 'bust'. Like all good card 
games, winning required some luck 
- though tactics. a varied deck and 
canny selection of cards would 
always give you an advantage. 



Although lofty, epic and absorbing, 
the very fabric of consistency 
KO TOR was founded upon was 
capable of occasionally ripping, as 
Zuschek is all too willing to admit: 
"Some of the funniest moments in 
game development come from 
strange bugs that pop up now and 
then. One day earth showed up as 
just two floating eyeballs and a set 
of teeth. In another build of the 
game, our tiny Yoda-like character 
had one ear that stretched nearly six 
feet above his head. And for some 
reason, the start menu one day 
showed Malak with one arm 
withered and curled up like a hook. 
But our favourite was the day that 
Ba.stila's animation bones were 
accidentally duplicated - she was 
fully playable and functioned 
normally in every way - except she 
was stretched into a skinny, gangly, 
12-foot-tall monster!" 
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YAK'S PROGRESS Notes from the game designer's workshop 

G nnngh. It's taking forever to release 
Space Giraffe. The last couple of weeks 
l've been more of a marketing dude and 

a clerk than a game designer and progranuner. 
"Please describe your game in 25 words. Describe 
your game in so words. Describe your game in 
100 words." Trial game description, full game 
description, bmmers of this shape, that shape 
and the other shape, 35 screenshots, 15 in 
Japanese, 30-second trailer video, 6o-second 
trailer video, ten minutes of gameplay video, 
ratings forms: "Is there any sex in it?" NO, it 's 
completely abstract. "Is there any blood in it?" 
NO, it's completely abstract. "Is there any 
racism in it?" NO, unless you count a campaign 
of genocide against abstract geometric shapes. 

"You filled in t he form slightly wrongly by 
typing outside of the grey bits:' Aargh! "These 
bits need to be signed, initialled and faxed." Fax? 
Who the smeg uses fax? "The screaming flower 

somebody wants some text moving slightly to 
the left or needs another t riplicate declaration 
that the game is devoid of nun-molestation. 

T know all this is a necessary evil and there's 
no avoiding it, and it'll be worth it when SG is 
out there and on the download list, but bloody 
hell, I could have written a couple of entire 
Conunodore 64 games in the time it 's taking. 

In all this time we've found precisely two 
bugs in the actual game: "end of level ratings 
being given out in English instead of the 
selected language" (USE_INTERNATIONAL_ 
RATINGS not defined) and "achievement 
graphic showing up as an undefined box if the 
main language is Japanese" (fixed by adding" 11 

font = = 3'' to one line of code). So in terms of 
act1tal coding and debug SG hasn' t been causing 
much stress - but, oh my, the bureaucracy. 
Would any games have got released back in the 
day if it'd been like that? Would Matthew Smith 

lt's only gone to prove what I've found to be true in most aspects 
of retrogaming - that most old games were actually rubbish '' of level 81 is not visible in the provided videos, 

please provide some more." CAN WE JUST 
RELEASE THE BLOODY THING, PLEASE? 

It feels like one of those long train journeys 
where, just as you're about to arrive at the 
destination station and already getting up to 
head towards the door of the train, it stops at a 
red s ignal and proceeds to remain there at rest 
for an unspecified, unpredictable and annoying 
length of time. As far as I'm concerned 
everything is done, all the translators have 
finished, it's over, T just want to do the things 
that we said we'd do when it was finished, like 
have a nice weekend in Amsterdam or bugger 
off somewhere else nice, and not have to be 
available at a few hours' notice in case 

have to have declared ''toilet humour" on a form 
for Manic Miner, and would the love-heart 
scene between Cordon Bennett and t he llama in 
Hover Bovver be classed as "implied sexuality"? 

In between the form-filling, video 
production and marketspeaking I've been 
having fun with emulation on my DS, thanks to 
a gizmo I bought that has a teeny :z.GB Micro SD 
card that plugs into aDS cart-shaped holder. 
You can shove emulators on it and run t hem on 
the DS. C64 and Atari VCS emulation work but 
are a bit slow, whereas Amstrad and Speccy 
emulations work fine. I've lobbed substantial 
game collections for both the Speccy and 
Amstrad on there m1d enjoyed going through 
both in idle OS-wielding moments. It's only _, 

-1-'tatings., 
fogns.xts 

gone to prove what I've found to be true in most 
aspects of retrogaming, from arcade through t he 
various consoles and the home micros, <:;64 
included: most of those old games were rubbish. 
Take off the rose-tinted specs, fire up MAME or 
your favourite emulator, and have a trawl around 
and you'll see it's true. Probably 95 per cent are 
rubbish. The remainder contains d assics you 
recall fondly, and maybe one per cent stand out, 
while the rest aren't as good as you remembered. 

Many designers, especially on t he home 
computer platforms, seemed to rely on steep 
learning curves, m1d the idea of you per forming 
perfectly-timed tasks on one screen before 
allowing progress to t he next (Manic Miner 
being the prime exemplar, but other examples 
abound, as in flick-screen shooters such as 
Cybernoid). I guess such methodology arose 
from designers having li ttle memory to put a lot 
of screens in, and wanting to keep the player 
from progressing too quickly, knowing t hat a 
player would rather grit his teeth and try again 
than spend another £7 for a new game and wait 
another :z.o minutes for it to load. It was only 
with the arrival of game consoles, and 
competition from experienced designers who 
made games that were playable, that game 
programmers realised that they had to make 
games that were fun to play rather than the 
gaming equivalent of slanuning your own nuts 
in a drawer repeatedly to get a high score. 

Nostalgia isn 't what it used to be. It's true 
that in the past things were more chaotic, but in 
truth most of the games were a bit shit, m1d the 
arrival of modern t imes may have brought with 
it pernickety bureaucracy but it's also brought 
better game designers and powerful hardware. 
I'm glad to have been a part of the past but I'm 
more glad to still be working at what I love 
doing with current technology now. 

]ef{Minter is the founder of UK ccxleshop Llamaso{t, whose 
mosc recent project "'OS Xbox J6o's onboard audio visualiser 



I
n human history, what matters becomes 
matter. When Freud first hit upon the 
importance of d reams, it was no 

coincidence that, at the same time, the 
Lumiere brothers were starting to brighten 
our dreams, using a lightbulb s<> others could 
see t hem and share in them. 

And now the human race, at the end of a 
century of the self (and at the start of a new, 
brutal American century), has begun to value 
networks for their own sake. It's no coincidence 
that virtual worlds have turned our computer 
and social networks into actual destinations 
we can visit. 

Yes, t his column is about virtual worlds 
again, although perhaps for the last time. There 
has been much talk in the wider culture about 
Second Life recently; part of that discussion has 
inevitably turned to whether virtual worlds, of 
which Second Life is only one example, really 

of promise. People log on, buy a pair of wings, 
get hit upon by someone dressed as a fox, and 
leave, never to return. Despite that world's 
opacity, it remains true that millions have made 
Second Life their second home - and that's 
perhaps the problem. 

Virtual worlds began as a refuge from the 
real world, another place without loss where 
people could find respite. But the role of 
those worlds is changing. Those thousands 
of IBM staff don't use Second Life to avoid 
business; they use it to conduct business, to 
reduce their carbon footprint and to save 
money on the travel, communications and 
arrangements involved in global meetings. 
In some senses virtual worlds are a shared 
fairytale, and, as in all fairytales, only the 
disenchanted are free: the enchantment of 
virtual worlds as a panacea against loss must 
shift, as it is doing, into a new form of 

Virtual worlds began as a refuge, a place without loss where 
people could find respite. But the role of those worlds is changing 

have something important to offer. There's a 
sense of an early gold rush, without much gold: 
the myth that many Second Lifers are making 
money attracts people to the world, but the 
reality is that only a couple of hundred are 
making anything like a living wage from their 
virtual industry. 

Still, IBM doesn't commit 3,000 of its 
employees to regular work inside Second Life 
without a reason - and t hat's exactly what 
it's done. A recent report by respected tech 
analyst company Gartner estimates t hat, by 
2011, 8o per cent of internet users will have 
a virtual avatar. 

Much Second Life criticism comes from the 
world's difficulties, and its apparent emptiness 

connection that serves, rather than negates, 
the real world. 

In early June, I held a small book launch in 
a London bar. Someone, I'm not saying who 
(it was Andrew 'Roo' Reynolds from IBM, part 
of a team that works on the use of virtual 
worlds inside the company), videoed my speech 
and put it online. It's only fair: Roo's in the 
book, so I've scrutinised him, and now he's 
scrutinised me. 

It's a reversal happening more and more, in 
our new, connected, participatory culture: what 
began as dialling numbers to vote for bands (a 
pound being a small price to pay for the empty 
belief you are part of the creative process) has 
become a whole online culture of accountability, 

where politicians' statements are cross-checked 
against previous speeches ("You never said that? 
Well, here you are two years ago say!ng il''). 
Slowly, we're reclaiming a few small degrees of 
the power and connected strength that we 
sacrificed on om century-long journey into the 
primacy of the self. 

Two days after the real book launch, my 
publishers arranged a virtual book lawKh, 
inside Second Life. Adam Boulton, political 
editor of Sky News, appeared by virtual proxy 
(actually he was in Germany - he, as they 
say, phoned it in). 

Adam interviewed me and some other 
Second Life residents about the book. V\That was 
new about this launch was that some of the 
people I wrote about were there. The usual lay 
of the land in non-fiction is that the writer 
becomes the sole mediator of the reader's 
experience: few readers expect to meet the 
people they're reading about. What 's exciting 
about the virtual terrain is that this kind of 
meeting has become easy. 

Adam Boulton spoke with Simon Stevens, a 
real-world and Second Life disability activist 
(and club promoter) who I wrote about - a 
conversation that without vi rtual worlds would 
never have taken place. It seemed a fitting end 
to my journey: at a cafe by the sea, sipping 
non-existent virtual wine; new readers of the 
book in animated discussion with those who 
conspired with me to create it. I decided to 
leave my avatar, Errol, there. 

Just as I needed a break from the real world 
when I first left it behind to journey on line, I 
need a break from virtual worlds. In the same 
way Reginald Perrin left a pile of clothes on the 
sand, rve left my empty avatar by the sea. Like 
most of us now, I am disenchanted, and I have 
been suffering, and I am free. 

Tim Guest 's book about virtual worlds1 Second Li1--es, 
is published by Hutchinson. Visit him at tirngucst.net 



I
n 2005, a group of presumably embinered, 
cynical and heart-broken doctors at an 
Italian university discovered it wasn't 

angels singing that caused people to fall in love, 
but an evolutionary, biochemical process. 

A study of group of people 'in love' found 
that they had higher levels of neurotrophin 
proteins than people who were single. These 
nerve growth factor proteins can be responsible 
for feelings of euphoria, butterflies in the 
stomach and a strong desire to write stupid 
poems and put together soppy mix-tapes. The 
scientists discovered that after a year the 
neurotrophins begin to fade - coinciding \vith 
the end of what can be termed ' romantic love: 

We've all been there. We've all skipped 
hand-in-hand through fields during that first, 
year-long blooming, before realising what a 
terrible mistake we've made. Prior to that you're 
prepared to forgive all sorts: constant references 

and Nintendo has realised it brilliantly. In short, 
it's the only console that knows that consoles 
are - look away now, editors of gadget bibles 
featuring half-naked women on the cover -
simply toys. They're not sophisticated 
entertainment hubs, or cool lifestyle 
accessorie~o. They're something to play with. 

Unfortunately, it would seem that I'm 
running out of ways to play with my Wii. 

Nintendo has always sought to s tagger its 
cornerstone releases in the well- intentioned 
belief that quality over quantity is be tter. That 's 
all well and good if the gaps between the big 
games are bloated with decent titles from other 
publishers, but - let's be honest here the Wii 
has very few triple-A games to its name, 
whether we're talking first or third party. 

Yes, Zelda's brilliant. Yes, we all love 
WarioWare: Smooth Moves. Yes, I'll still be 
playing Wii Sports at the end of time (or until 

Yes. Zelda's brilliant. Yes, we all love WarioWare. Yes, I'll still be 
playing Wii Sports at the end of time. But what else is there on Wii? 

to former lovers, endless picking of the nose, 
chC\ving with the mouth open, and a nagging 
suggestion that - perhaps - he or she isn't the 
most beautiful person in the world after all, but 
a bit plain and ordinary, with a hairy back. 

Perhaps it isn't just people that it happens 
with, but items of consumer electronics too. 

I've cut the Wii a lot of slack in this cohunn 
over the past year and a bit, but the honeymoon 
is over. T he tide of love has gone back out again, 
and I'm faced with the stark truth that maybe it 
isn't the perfect system that I 'd once believed. 

Before I begin, let's get one thing straight; I 
still think the Wii is the only must-have 
console out there. The Wii Remote is the 
biggest step forward in gaming since CD-R0:\1, 

they release Wii Sports J: whichever is sooner). 
But what else is there on the Wii? They're 
mainly iffy multiformat release~> with some 
bolted on, token gameplay element that works 
with the Wii Remote, or same-old licences. I 
can't believe there's anyone who got excited at 
the prospect of a Meet The Robinsons tie-in. 

Admittedly, it's a problem that plagues most 
consoles in their first year, but - having 
browsed the release list for the rest of 2.007 -
it 's not a problem I see being resolved any time 
soon. There are sackload:. of !!31l1es coming out 
on the 360 that I'm looking forward to, and even 
the PS3 has a handful of titles that look as if 
they'll be worth a play (although most of them 
will also be available on the 36ol. 

The Wii desperately needs another triple-A 
title to squat alongside Zelda. However heavily 
they promote Mario Strikers or Excite Tryck, 
Nintendo is never going to convince anyone that 
they're up there with the other all-time greats. 

I'd argue that - more than nine months into 
the console's life - Zelda remains the only true 
classic, and every other potentially brilliant 
release is bottle-necked at the end of the year. 

Super Mario Galaxy, Metroid Prime J and 
Super Paper Mario have all been punted to the 
end of 2007 - if not beyond (based upon past 
experience) - and that's really your lot for big, 
exclusive Wii releases on the horizon. 

I dare say part of the problem is thirdparty 
developers being slow to get their brains around 
the shift in emphasis ushered in by the Wii 
Remote. The PS3 may have clambered aboard 
the motion-sensing bandwagon, but the console 
is basically a tarted-up version of what came 
before. It's a format that developers can get 
their heads around, rather than having to 
experiment \\;th a whole new way to play. 

Ne\·enheless, even with this in mind, by 
now we should at least have some promising 
announcements. Instead: nothing. I've no idea if 
there's that oft-dreamed of\Vii sword game in 
the works, or anything that capitalises on the 
potential hinted at in Wii Play, or Smooth Moves. 
I'm sure Nintendo has plenty of secret titles up 
its sleeves, but unless it starts throwing us a 
bone or two, we dogs are going to get fed up. 

It speaks volumes that I've spent nearly as 
much on Virtual Console games as l have bona­
fide Wii ti tles, and have spent almost as long 
playing with the Mii creator, or spinn ing the 
Forecast Channel globe, as I have on games. 

l'lllove Nintendo till! die, but however 
romantically blinkered I may be, I'm starting 
to feel a bit starved of affection. 

.\fr Bi(fo ro·(ounded Digitiser, Channel~ 's Telete.tt·lxued 
>ideogames S«tion, and now writts mainly [or tdtvislon 
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ONLINE OFFLINE 
Choice cuts from 
Edge Online's 
discussion forum 

Topic:: Bioware Sonic RPG 
A Sonic game taken out of 
Sega's hands? Christ, we 
might get a good 'un! 
lY l n ) .. nit 

Anyone else find t he 
notion of taking t he famously 
nippy entry in the videogame 
hall of awesome and 
squashing it into a ponderous 
format disgraceful? 
~1'- kfc k 

I can't think of one franchi.'e 
that needs killing more 
than Sonic. 
)O)<<.··JO)O 
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• 
Concerning the Codeshop section 
of E177, I couldn't help think of 

t he political overtures of being able to 
'control videogames with your mind: 
I myself am a gamer, and I personally 
think that the argument that 'violent 
games produces violent behaviour' is 
not true. When shooting aliens in the 
head in Gears Of War, I find myself 
enjoying it; I'm not in fact living out 
my deepest darkest fantasies, I'm 
simply relishing the challenge. 

The idea of being able to control 
games with mind power is a 
phenomenal thought, something ripped 
out of science-fiction (indeed, Red 

' 
debate to a new level, not only because 
of its content but also because of how 
you interact with that content using 
new types of control (ie, on Wii). 
From the perspective of anti-violent­
videogame campaigners, couldn't t he 
removal of peripherals masquerading as 
deadly weapons be seen as progress? 

And so the 'videogames as art' 
debate comes full circle, bringing 

it all back to violence and the manner 
in which it's executed, lest we be 
distracted by that most cumbersome of 
human traits: emotion. Wby preoccupy 
yourself with quaint and moribund 

The idea of being able to control games with 
mind power is a phenomenal thought; however, 
I can predict that Jack Thompson will jump on it 

Dwarf with its 'total reality gaming' 
created something akin); however, I can 
predict that politicians such as Jack 
Thompson wHI jump on this amazing 
new technology - the player is not 
simply pressing buttons, or swinging 
their arms around, they are t hinking 

'stab him; 'shoot him' and ultimately 
'kill him~ When we are blurring the line 
between gaming and reality, would 
younger players playing the next 
generation of Manhunt begin to confuse 
them? Do age ratings and 'parental 
control' really work? 

I'm looking forward to being able to 
try out this new technology for myself, 
but am worried that the political 
backlash will make developers wary of 
creating any fast -paced action game. 
Which would be an amazing leap 
forward in videogames. 
James Ingram 

The case of Manhunt 2 (see p22) 

clearly takes the videogame violence 

philosophical musings when there're 
enemies to be killed? Never mind the 
notion that the player's decision­
making could actually work on a level 
beyond 'shall I or shan •t I kill this 
person?'; to do so would be to 
contravene the sacred phases of 
videogame plot exposition as witnessed 
over the years, formulated as they are 
around that most tried and trusted of 
Hollywood structures, the goodies 
versus the baddies. If it ain't broke, 
don't fix it. 

Having said that, perhaps there's 
room for compromise; perhaps the two 
concepts can be married successfully. 
How about A Clockwork Orange: The 
Videogame? The player has a gauge in 
the corner of the screen which fills up 
depending upon the manner in which 
they dispatch enemies - except, in this 
game, they're innocent civilians. The 
more ruthless and sadistic the method, 
the greater your gauge; but also, the 
more likely the police are going to come 

The best letter 
wins a OS Lite 

after you. Shall I throw the pram off the 
bypass? Oh, that's a tough one. Beat up 
the tramp? Decisions, decisions. Set 
against a landscape of social 
disintegration, littered with Burgess­
inspired soundbites ("Viddy this, my 
droogs!"you shout in co-op 
multiplayer), it may sound like a 
variation on GTA, but it could be 
enough to convince those pretentious, 
complaining sods that games can 
amount to something more than just a 
touch of the old ultraviolence. 
Andy Dilks 

M mm. That may be enough about 
violence for one issue. Can we talk 
about something else? Perhaps not ... 

• 
So, then, the Bishop of 
Manchester objects to the use of 

Manchester Cathedral in Resistance: Fall 
Of Man? I don't blame him. If 
Insomniac and Sony were required to 
seek permission before including the 
building in the game, then they're 
legally in the wrong and should seek to 
offer redress to the Church of England. 

What I find worrying, however, is 
the way that the Church and the 
various media outlets that have 
reported the story, and the public's 
response to it. I'm not talking about 
the basic factual inaccuracies and the 



tabloid hyperbole, either. What bothers 
me most is the way the Church and the 
media have collapsed the relatively 
straightforward legal issue and the 
much more complicated moral debate 
into a single anti-videogame argument. 

On May s. lOO?, BBCt broadcast an 
episod(' of Doctor Who in which a 
mutated monster is lured to the very 
top of Southwark Cathedral (although 
filming actually took place at Wells 
Cathedral in Somerset), only to be 
toppled by the Doctor·s sonic­
screwdriver aided organ pla~;ng and 
sent to its d('ath. The Church of 
England has thus far failed to complain 
about this, and one a.!>~umes they 
received a fee in return for permission 

Craig Owens questions the Church of 
Engla.nd's ~tancc on the architectural 
content of PS3 FPS Ue.<i.<tance: Fall Of Man 

landmarks featured, helping to give 
auth('nticity to their depiction of a 
post -apocalyptic Britain; it creates a 
thematic parallel with sinillar battles 
that occured during World War 11; and 
finall)', the dramatic juxtaposition of an 

What bothers me is the way the Church and the 
media have collapsed the legal issue and the moral 
debate into a single anti-videogame argument 

to film there. Now, I" m not blind to the 
difference between the scenes in Doctor 
Who and Resistance. the Janer is 
undoubtedl> more violent in its 
presentation, but nonethele<>s. the 
Church of England\ moral po~turing on 
the issue borders on hypocr~y. It 
seems that it's actually quite all right 
to kHI monster~ (and let"s not forget 
that kill ing is killing regardless of 
whether or not the viewer sees blood I 
in a place of religious worship ­
providing you do so in a clever manner 
and don't forget to fill the collection 
plate on your way out. 

Asidt! from the CoE's double 
standards, the media's handling has 
been typically atrocious. Insomniac 
had valid creative reasons for wanting 
to include the cathedral in the game: 
it is one of many historic British 

Sara DeMatteo bemoans the lack of variety 
in videog.ame enen1ies, citing Remedy's 
M= Payne a. a particular offender 

unearthly enemy attacking something 
sacred to humanity illustrates the very 
nature of invasion. Of course, none of 
these reasons can absolve Insomniac 
and Sony from charges of insensitivity, 
but it would be nice if the ostensibly 
balanced media could at least 
acknowledge and attempt to understand 
the creative motivations behind the 
decision, especially as the Right Rev 
Nigel McCullough has at the time of 
writing been given free rein to accuse 
them of being 'sick' and portray the 
decision as a deliberate attempt to 
offomd and attack the Church. 

Perhaps the issue that has bothered 
me most. however, is the way my 
non-~g friends have responded to 

the story. They agreed, unhesitatingly, 
not only that Insomniac should have 
sought permission (which is fair 
enough l, but also that the very presence 
of the cathedral in the game was 
unjustifiable. These people, all agnostic/ 
athebt literature students who would 
vehemently defend Philip Pullman's 
right to deliberately attack religion in 
the I lis Dark :-.laterials trilogy, 
suddt"nly take a moral high-ground 
when the Church b inadvertently 
offended by a videogan1e. 

And that, of course, is why stories 
like this will continue to occur. As 
long as people refuse to consider 

... .eo • 

So I'm presented with another 
four new releases on my 360, 
three of which actuall)•look 
all right, and there's •till more 
to come. Even August has 
Bio.<hock, one of my most 
anticipated titles of the year. 
A game? In August? 
Zeld.,.\1lnu f'l<1t'r 

On<!s the annual games 
drought ever actually bother 
anyone? I've got a huge 
backlog of great games. 

When I was younger I didn't 
ha\'\' the money anyw.ay, now I 
don't have the time. Happy to 
f"tnish the game• I haH. Come 
autllltll1/winter there' ll ~ 
moans that there's too much 
coming out at once and there 
i~n't time for it all ... and then 
many of us will be ~tacking 
them up into next •pring. 

':'op" -

Korea's R'fS fanatics rejoice, 
but at what cost? Bli11ard ha,·e 
openly stated that they are 
developing StarCrafl .1 for 
their Korean fans. Skill will be 
required, so the ""t of us 
might as well go home. llow 
come they get a game tailor­
made for their community? 
Spe•dh 

Money. 
s F• 

I believe they are the largest 
market for StarCraft. 

I 've actually "-at~hed a few 
StarCraft tournament~ with 
Korean participanh and I must 
say they are hard~ore. 13 hours 
practice •.. a day?! 

" 
Good grief. No one ever said 
that StarCraft z is being 
specifically tailored to appease 
the hardcore South Korean 
market, so calm down. And, 
anyway, not every StarCraft 
player in South Korea is some 
unbeatable pro-gamer robot -
tbere are loh of ordinary 
players just looking for a 
good game,just as you are. 

Zergling rush for the win! 
!L 

videogames as equally worthy of the 
right to offend, and as equally capable 
of producing something creative!~ 
worthwhile despite that offence, they 
will continue to be an easy target. 
Craig Owen s 

A reminder of the inalienable right; 
of creative endeavours - hey, within 
the boundaries of good tastl', of 
course! - is well worth th is month's 
OS. It may be a good id<.'a, however, 
to avoid using it to recreate any, 
~ay, religious scenes in Pictochat. 

• 
I just gunned down 100 men and 
thought nothing of it. These 

weren"t stormtroopers; not nameless, 
masked men whose faces were hidden 
from me. No, these men were supposed 
to be human, and I could see their faces. 
But after the umpteenth enemy 1 
gunned down in Max Paync, Rainbow Six 
Vegas, Call Of Duty or any other action 
game, I realised there wasn't a 
difference. When I turned a corner and 
put the barrel of a shotgun in the face 
of some grunt, he wasn't scared; he 
wasn't even surprised. In fact, he 
showed absolutely no emotion as I blew 
him away. Why is this? 

If I play Half-Life 2, I'm able to see 
the incredible range of feelings Alyx 
Vance can convey. As the game goes on, 
one gets increasingly attached to these 
characters as they would in a movie or a 
book. However, these ordinary grunts 
may as well be wearing hockey masks, 
because they're not even acting human! 
During a heated firefight, the~c 'people' 
will run around spouting pointless 
phrases like "flank him': "I need 
covering fire" or "he\ reloading". 
These sayings (that usually have no 
effect on the behavior of the Ail are 
an attempt to add humanity to these 
moving targets, but if those enemies 
don't show any expression, then 
what's the point? 

It 's because of this lack of human 
quality that I've had no problem killing 
a small nation's worth of soldiers, 
aliens, terrorists or whatever these 
games throw at me, but is that right? 
\Vhy should our adversaries be 
portrayed as faceless targets, while 
our allies arc given personality? 
But in the end, I guess I \rul just have 
to wait, and keep hoping that the 
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ordinary cannon fodder will eventually 
get the credit he or she deserves as an 
integral part of the game. 
Sara DeMatteo 

Traditionally, of course, the uniform 
appearance of enemy types has often 
been down to resources - not so much 
creat ing them (although that is an issue 
itself) but in terms of getting them to 
the screen. On platforms such as 360, 
PS3 and of course PC this should be 
less of an issue, however. Who will take 
the initiative? (We have to ask, though: 
how many of the hundreds of grunts 
blown away by one of Amold 
Schwarzenegger's action heroes in 
their pomp would you actually 
recognise at a second glance?) 

I notice that Media Molecule are 
trying to retro-fit an acronym to 

the editor for LittleBigPlanet that they 
have christened POPPET [see E174]. 
Might 1 suggest the following: 
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Topic• ,\ columnJ.t's 
hy .. tt!rla about her child's 
addiction to 'fht' Sim> 
I've never played The Sims but 
it is cause for concern when 
nothing else matters but the 
game your child is playing. 
Forgetting to even cat! 
<..'hilly \\illy 

The columnist's just 
discovered that sensible 
parcnting may be a key factor 
in preventing your kid from 
becoming a psychopathic, 
delinquent videogame-junkie. 

Someone buy this child 
Football Manager. Then he' ll 
really be in business. 

Player Operated Personal Platform 
Editing Tool 
Platforms, Objects, Player. Proprietary 
Editing Toolset 
Player OPerated Professional 
Entertaintainment Toybox 
James Garratt 

We can see the first one ending up 
being pre tty close to the final choice. 
What about Please Observe Puppet 
Physics Enervating Toyland·l Or how 
about PAPA instead? Please Avoid 
Post-Acronyms? 

• 
I've recently been reading Matt 
Fox's The Video Games Guide 

and I've been getting something from 
it that I don't get with Edge. That 
feeling of personal connection 
with an individual that's passionate 
about games. 

Now, I don' t doubt that Edge 
writers are passionate about games, 
but we don't know them as individuals 

- we know them as a collective. An 
amorphous entity. 

Why not print t he reviewer's 1name 
next to t heir pieces, and then we can 
begin to connect with them as fellow 
human beings; understand their likes 
and dislikes, idiosyncrasies and 
personal peccadillos? 

So, come on, oh great Oz, why not 
let your writers out from behind the 
curtain in Emerald City so we can get 
to know them better? 
BJacklin 

\Ve'll give you a heart, a brain or 
some courage. As for personal 
peccadillos, unfortunately we too 
have to bow to censorship issues. 

Send us email (edge@futurenet.co.uk}, 
but be sure to use 'lnbox' as t he subject 
line. Or send a letter to this address: 
lnbox, Edge, Future Publishing, 
30 Monmouth Street, 
Bath BA1 2BW 



Next month 
Edge l79 

on sale August 2 
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