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. HARDWARE I 

Is do-it-all hardware 
the sensible solution? 
Sony's Leipzig press conference furn ished the PlayStation 
family with yet more functions - but what about the games? 

ony's much-heralded set. of second-generation P53 games ­
Warhawk, Lair and Heavenly Sword- are out. And though 
they're cruetal to bolstenng sales of the console, whiCh 

continue to tra1l those of 1ts competitors, they've largely failed to 
ep1tom1se the 'must-have' status that Sony so desperately needs 1n 
the long run-up to Chnstmas Meanwh.le, Square Enix pres1dent 
YoKhl Wada has warned that PS3's future w1ll be 'tough' 1f Sony 
doesn't 'stra ghten up' 1ts marketing strategy by be1ng clearer about 
1ts 1dentlty as e1ther a videogame mach1ne or enterta1nment hLb. 

Such was the context of Sony·s press conference at the recent 
Leipz1g Games ConventiOn, presented by SCEE pres1dent David 

Square Enix president Yoichi Wada 
has warned that PS3's future will be 

'tough' is Sony doesn't start being 
clearer about the machine's identity 

Reeves lt d dn't stop h1m 
cla1m1ng that PS3 enJoyed a 
faster sales curve rn ts f1rst three 
months than PS2 and gMng a 
bu sh sa es pi'Oject1on of 140m 
PlayStauon conso .es n Europe 
by 20 1 0 (Sony reported that, as 

o· March 2007, t had sh pped around 95 mdhon PS 1 s. PS2s and PSPs 
:o :he reg on) But. taken at face value, the conference d1d little to 
address Wada's fear that Sony seems unable to f1nd a strong basis on 
wnch to demonstrate 1ts hardware's appeal. Because, instead of 
concentrat1ng on showrng off the next generat1on of core gamer titles, 
1t focused more on revealing Still further 1ts ambitions for PS3 and PSP 
as h1gh-end, multipurpose entertainment dev1ces. 

Announced with the statement that it would "turn your PS3 
into the centre of your entertainment expenence", Play T\1, PS3's 
forthcoming Freev1ew digital TV tuner, w1ll allow the console to display 
both SO and HO signals (where available) and record them on to 1ts 
hard dnve Due for release 1n the UK 1n early 2008, the typiCally slickly 
des1gned system w1ll also allow users to export record1ngs and their 

SCEE's David Reeves described the PSl launch in triumphant term<, but hardware sales on 
a worldwide basis remain modest. No doubt the upcoming price cut will stir some activity 

Go! EJ<plore (above) adds sat-nav 
functionality to the PSP hardware to 
go along with the multitude of o!Mr 
non-gaming features in its locktr 



There was much emphasis at Leipzig on Sony's efforts to court the social gaming scene 
with titles like Buzz! and SingStar, but when games of this ilk don't demand PS3·scale 
grunt, will their potential audience really be eager to migrate to the £425 platform? 

r~ ~ ,~- _----~·-~ 
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While companies such as Nokia are trying to push mobile 
gaming, Sony is working back the other way. With BT's support, 
PSP is becoming a powerful video communication device 

home TV v1ewing over the mternet to their PSPs 
using Remote Play. it's an undeniably attractive 
feature, and one that's clearly tuned to drive 
handheld console sales. 

Also sure to broaden PSP's appea were 
Reeves· announcements that the handheld will 
receive more offer ngs as pa11 of its Go! set of 
non-gammg penpherals. Go' Messenger, a 
collaboration with BT. w1l add vo1ce and v1deo 
chat through Sony's Go! Camera (turr11ng your PSP 
into a VOIP system), as .... ell as nstant messaging. 
Go! Explore, meanwhile, sa convinCing-look ng 
satellite navigation add-on wnh an attractiVely 
smooth 3D interface that 'eatures landmark 
buildings, and shames many ded1cated sat·nav 
devices. And then there's d1str t>ut1on of Sky TV 
content through PSP, includmg sports, 
entertainment, movies, mus1c and an1mation. 
through a service called Go! Video Download. W1th 
subscription and pay-per-view optiOns. users w1l be 
able to download directly to the r PSPs through 
wifi, or via PCs and transferred by USB hnk·up. 

Attractive as they may seem to tech 
enthusiasts, however, these are hardly features that 
w1ll appeal to the vast market of more casua 
players to whom Nintendo has marketed so 

effectively. So. fitl!ngly, the other side to Reeves' 
press conference was further confirmation of 
Sony's commitment to the emerging form of 'social 
games', ep1tomised by Buzz! and SingStar. Proud 
that Sing Star has sold so well over Europe, Reeves 
thanked Phil Harrison for "bnnging soci<ll gaming 
to Europe" . it's in these games, and those that will 
utilise the PlayStation Eye hardware (see facing 
page), that Sony is doing the most to make its 
offerings distinct from Nintendo's and Microsoft's, 

Crucial to both SingStar and Buzz' on P$3 is 
PlayStat1on Network, through which expansions in 
tne form of extra songs and qu1z questions will be 
distributed. SingS tar will feature user-uploaded 
videos of performances and Buzz! players will be 
able to upload their own sets of quiz questions and 
download those made by other users Along with 
the ability to buy Warhawk via 1ts store, it's an 
indiCation of Sony'S continuing commitment to 
making PlayStation Network an essential element 
of the P$3 piCture. Reeves reported that 645,000 
PS3 accounts have been signed up to date, which 
amounts to almost half the European userbase. 
Unfortunately; various server problems w1th 
Warhawk's online multiplayer, as well as many PS3 
owners comp aining of protracted and interrupted 
attempts to download content from the network, 
currently consp1re to make PSN a rather less 
smooth experience than Xbox Live. 

These niggles, along with P53 's comparatively 
high price, mean that it's hard to see the console 
as an attractive purchase for the more casual 
players Sony's social gaming strategy IS so adept 
at targeting. Certainly, the PS3's installed base 
mostly consists of commited players with eyes 
locked firmly on the likes of Killzone 2. Meta.l Gear 
So/Id 4 and Drake's Fortune. As for the broader 
audience the Leipzig press conference seemed to 
address, it's easy to 1magine it already having opted 
to buy Wi1s and DSes. lt will be interesting to see 
what the PS3 price cut, set to happen before 
Christmas, will do for the console's prof1le. 

Though there was much to admire 10 Sony's 
announcements at Leipzig, the presentation did 
little to assuage the feeling that its strategy IS 

schizophrenic: some tech toys here, some casual 
games there, some traditional core gaming over 
there. And, nowadays, 1mage is more 
important than ever. Just ask Microsoft 





"Top brass barred the Xbox 360, 
PlayStation 3 and Nintendo OS systems 
after discovering they contain software 
that enables users to send or receive 
radio signals. Security experts fear they 
could be used by terror suspects to talk 
to accomplices and plot carnage. They 
also warned in a report seen by The 
Sun that the earlier PlayStation 2 -
currently allowed in jails - could 
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be modified for covert chats" 
The Sun exposes console terror link shock 

"Using the retro pixel look has served 
us well. Our graphics look just as old 
now as they did seven years ago" 
Lead designer Sulka Haro ce'ebrates Habbo Hotel's 
stylings at the Austin Game Oevelooer; Conference 

"it is not Sony or Insomniac who 
defile the Manchester Cathedral 
in Resistance: Fall Of Man. it is 
the Chimera who do ... When the 
dust settles, the cathedral empties, 
and the player is left to spend 
as much or as little time as he 
wants exploring the cavernous 
interior ... it is a time to pause, to 
reflect, perhaps even to meditate 
on the relationship between 
God, human, and alien" 
Game reseorcher. C<lt>C and designer I an 
Bogost sp>ntedly defends Insomniac's shooter 

"[Sixaxis motion control) seems 
to alienate some reviewers 
who seem to have a hate for 
al l things motion, be it Wii 
Sports with sometimes 
absurdly low scores for w hat 
might become the defining 
game of this generation, 
or Lair as their newest 
poster child of evil" 
Factor 5 ch1ef Julian Eggebrecht 
believes h1s g<me JS lUSt m1sundemood 

There was no shonage of males 
eager to have their photos taken 

with the hired help, although 
certain spec.imens were clearly 

more carefully styled than others 

Euro gaming enjoys 
another fine Messe 
Record numbers attend as the Leipzig 
Games Convention's ambitions increase 

_!j he figures say it all : Leipzig's rapid growth 
and internationalisation is undoubtedly 
the result of the E3-shaped vacuum left 

in the videogame industry calendar. The number of 
exhibitors rose by almost a third over last year, 
and the number of foreign trade visitors nearly 
doubled. In E3's wake, it seems that the 
videogaming world is turning to Leipzig as its 
preferred consumer fair. But Le1pz1g's success isn't 
merely something it has won by default; Games 
Convention seems to be embracing 1ts increasing 
popularity with optimism and responsibility. 

"For the next GC we will build another 
pedestrian overpass between exhibition halls so as 
to better dtvide up the flow of visitors," says Josef 
Rahmen, managing d1rector of the Leipziger 
Messe. anticipating a further nse in visitors next 
year. The buildings that comprise the convention 
centre house an ample space which organisers 

have divided up and arranged with a fair amount 
of logistical acumen. The consumer areas are split 
among four gigantic halls, whose wide walkways 
managed to cope with 185,000 visitors that surged 
into the convention centre over the course of its 
four-day duration. 

The business and consumer sides are wisely 
separated - the business centre, itself split across 
two large buildings, sedately contains the 
important closed-door sessions away from the 
fleshy throng of consumers. But even in the packeo 
public halls, while full of the lavish displays you'd 
expect from an E3-styled event. the noise and 
lightshows never became oppressive or offensively 
gaudy, the crowds never unbearably stifl ing. 

Microsoft had gone for a beach theme for its 
exhibition, palm trees and sand included. Sony, 
meanwhile, had decked out its space w1th vintage, 
ornate furniture, m some way reflecting its 'This is 
Living' sloganeering. Nintendo's stand? Full of 
gently backlit white curtains and elegant veils. All 
three were manned, if that is the right word. by the 
booth babes for which gaming conventiOns have 
become famous. In fact, nowhere in the ent~re 
Messe could you be served a drink by someone 
who wasn't in possession of cleavage, and in many 
cases such diversions seemed to be placed on 
display as much as the games themselves. Even the 
business centre was almost entirely staffed by 
legions of pert German girls, pol itely guarding 
doors and inspecting badges. With the number of 
women attending videogame-focused events on 
the increase, it was certainly something to ponder. 

Twenty per cent of GC attendees were female 
this year, marking a three-point increase - and the 



average age of vis1tors was on the nse. too it was 
a fact that the Nintendo press conference ctv.e ed 
upon heav1ly, making much of the companys 
recent successes m penetrating aud1ences outs1de 
of the hardcore gaming market. Although 
delivering little information that wasn't already 
ev1dent, Bernd Fakesch, general manager of 
N1ntendo of Germany. and Patnck Ens1gn. 
market1ng ass1stant manager, d1d a good JOb o' 
congratulating themselves, JUStifiably. on the r 
mass1ve success Some stat1st1cs 1n part1culdr stood 
out as remarkable: over a mill1on cop1es of 
Nmtendogs have been sold 1n Germany alone, 
while Brain Training is on course to sell 750,000 

products like SingS car and the" appeal to women, 
and makmg efforts to cap1tahse on •nterest 1n other 
forms of med1a W1th Play TV turn1ng the 
PlayStation 3 hardware mto a Freev,ew and P\iR 

box, Sky offenng on-dema:1d 

Over a million copies of Nintendogs have 
been sold in Germany alone, while Brain 

Training is on course to sell 750,000 copies 
in the territory for its second year running 

programs •or dOYin oac to PSP. 
and the Go I su te o' se'VIces 
broaden ng ~he hand he d s 
usage as a messenge' and GPS 
un1t, 1t seems that Sooy 1s keen 

cop1es in the territory for its second year N1ntendo 
possesses a 65 per cent market share of game 
console hardware in Germany, and IS the number 
one game software publisher 1n the reg1on And 
the success story shows no s1gn of eas•ng JUSt yet. 

SOny's·conference followed as m1lar pattern. 1n 
that 1t emphasised markets outside that of the 
trad1t10nal gamer. pointing to 'soCial gam1ng' 

Microsoft dress~ i ts corner of the conference centre with a 
tropical theme, shipping in palm trees and sand. Despite the heat 
and dust we weren't able to spot a single Red Ring of Death 

to make 1ts products appea to 
an audience beyond that of gam ng (see page 91 
L1stenmg to president of Sony Computer 
Entertamment Europe Oavid Reeves orese"1tatl00, 
however, you m1ght th .,~ '" • tl'e comparoy '1as no 
need to d1vers1ly so broadly. so successful has the 
PS3 rollout proved to date H s cla ms of a 
"stunning" European launch and •,mpress1ve 
pattern of growth" may ra1se eyebrows among 
those workmg at Sony's competitors, but the 
recent Starter Pack push seems to have been a 
success. w1th sales in Germany alone enJ0y1ng a 
240 per cent boost 1n sales 

If one th1ng unites all of the exh bltors 
presentatiOns at Leipz1g 1t 1S a sense of opt1m1sm. 
Whereas E3's structure often made nav1gatmg the 
event a pamful expenence, Le1pZ1g feels a lot 
more like a celebration of gammg by 1ts many 
attendees, commercial and consumer alike. If it can 
maintain th1s comparative modesty in the face of 
ever·growmg populanty then 1t has the opportunity 
to lead the ma1nstream perception of the gam1ng 
1ndustry 1nto a new era - a though what that 
means for local models 100k1ng to spend four ~ 
days meeting game geeks IS anyone's guess. ~ 

With Nintendo attempting to court 
'grey game~· it was only a matter 

of time before the continuing 
miniaturisation of portable 

gaming became an issue with 
those of failing vision. This 
particular solution, however, 
was somewhat unexpected: 
one dedicated soul by the 
apt name of Loopy has 
found a way of hooking up 
a Nintendo OS to a pair of 

tablet PC screens, increasing 
.; the display size by a factor of 

4.7. Of course, with project 
costs amounting to something 

in the region of S600 (£296), 
the Jumbotron IS a little pricier 

than a pair of Spe<.savers bifocals. 
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PS3's PlayStation Eye looks down upon a game board, and when cards are placed that 
card's inhabitant pops out - and they even respond (in a limited way) to your 'touch' 

The developer behind Shadowrun disbanded 
earlier this month, following continuing rumours 
that the studio was in trouble. After the 
crossplatform multi player release received a 
lukewarm reception critically, FASA Studio 
manager Mitch Gitelman made headlines by hitting 
back at reviewers for not recognising innovation. 
Despite the playerbase being further eroded by 
the close release of the Halo 3 beta, FASA Studio 
continued to release updates and support the 
community up until the official announcement 
of closure. On a brighter note, Gitelman was 
pleased to say that hal f the team has gone on 
to find positions within M(crosoft. 
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The Eye has it 
How Sony's PS3 camera technology is being 
put to work in a board/videogame blend 

mong the releases to make use of the PS3 
Playstation Eye peripheral, one in particular 
stands out - for its incorporation of new 

tech into an establ ished, and niche, concept, but 
also for the other posstbtllttes it provides. Here, 
Eye Of Judgment producer Yusuke Watanabe 
(above left) explatns the concept. 

What was the inspiration for the concept 
behind Eye Of Judgment? 
When I first saw the new technology of the Sony 
camera there was a wow factor for me - I wanted 
to int roduce that wow factor to others. So when I 
thought about how to do that in a game concept 
I thought first of usmg 1t to play with trading cards 
in a different way. 

even about the smallest th ings, and second 
you must have the drive to pursue that. The third 
thtng is that, w ith Eye Of Judgment, a few years 
ago w e were JUSt talking about it around the 
dinner table, saying: 'Oh. wouldn't it be great if 
a character jumped out of a card'. And then 
technology eventually caught up. So always keep 
hold of your ideas, and never brush off anything as 
an idea that will never happen - because it will 
happen in the future. Keeping fatth with your 
ideas is the third and final ingredient. 

How can you stop people pirating the game's 

cards by photocopying and so on? 
Basical ly; the card is created in a way that colour 
copies or scans simply won't work w ith the Eye, 

so without some industrial 

"A few years ago we were just talking, saying: 
'Oh, wouldn't it be great if a character jumped 
out of a card' . And then technology eventually 
caught up. So always keep hold of your ideas" 

equipment an effective copy 
can't be made Some people 
might find ways, but it would 
take a lot of effort. 

Is Eye Of Judgment a normal trading card 
game underneath the technology? 
The trading card game base is there in Eye Of 
Judgment. and on top of that you have the appeal 
of a board game; 'IS part of the tactile feel of the 
game that might appeal to a wider audience. it's a 
bit like chess. - here's a wonderful mixture of 
elements that comes together. I think the fact that I 
w asn't a trad ng card player before coming to this 
game helped m thtnking about how to make the 
game appeal to more people. Each of the cards has 
the stattsttcs on it, so they can be used without the 
vtdeogame. But if only one friend has a PS3, then 
I'd hope the group of friends could arrange for a 
vtstt to play wtth the ea m era and game! 

Do you feel that using technology as an access 
point to a traditional pastime is a way to 
attract non-garners to that tech? 
Yes, I think this is one of the st rategies that will 
move the PS3 along in the future. And I think it' ll 
appeal to some segments outside of garners as 
well as garners. it's a way for us to expand our 
audience, definitely. 

As a game producer, what would you say 
are the most important things about Eye Of 
Judgment's concept? 
I think the first thing you have to have is a curiosity, 

What about plans for DLC 
and expansions in the future? 
Being a t rading card game, expansions are 
important for its appeal, so new cards w ill be 
introduced as we go along. It'll be introduced 
in a card form, and we'll make those cards 
downloadable and possibly even available 
on disc as well 

If you can get beyond some of the trading cards' uglier stylings, 
Eye Of Judgment has a deep layer of strategy on its small board 



2007's City lights 
Another wildly varied programme sees the UK gaming 
scene's newest celebration continue to innovate 

av1ng appeared unexpectedly 1n 2006, 
the 1ntt•al announcements of the f1rst 
Nottingham GameC•ty festiVal were met 

With suspiCIOn 1n some quarters The quest1ons 
were obVIous. but no less Important for 11. Why 
another gam1ng show? Why Nott1ngham? Why 
bother? Follow1ng on the heels of development 
n the schizophreniC Ed1nburgh Games Fest1vaV 
Ed1nburgh Interactive Entertamment FesnvaV 
Edinburgh Interactive FestiVal, GameC1ty had 1ts 
work cut out convincing the 1ndustry that 1ts 
approach was 1n any way d1fferent to those other, 
industry-led initiatives. In the event, 11 transpired 
that much of the f1rst festival's success was actually 
because of the mdependence that CirCumstances 
forced upon it: it simply d1d th1ngs wh1ch the 
corporate mdustry PR structure couldn't, or 
shouldn't- and not always for the better 

We rece ved by both public and profess1onal 
aud ences the cha enge ay in develop1ng and 
susta1" "'g ts part1cular posture o' programm1ng, 
partiCularly n the face of an unexpected 
reschedu ng rrom London Games Week 

If GameC•ty 2007 IS about careful growth, 
its organ1sers perhaps need to readdress theu 
benchmarks of what 'careful' means Bu 1t around 
four days, the "estiVal prom ses an opport.Jn ty not 
just to hear oeve opers speaK, Out a so to ha>e tea 
and cake With them Thursday sees Daiid Braben 
show1ng more of 'ne Outs der, pus af\ XNA 
showcase from MICrosoft Fnday s dommated by 
Star Wars, both Lege and othefWise. w th a 
garrison of stormtroopers guardmg Jonathan Sm1th 
as he arrives to prev1ew The Complete Saga In 
continuing to build GameC1ty's film programme. a 
rough-cut screenmg of Danny Ledonne's Play1ng 

Columbme Wli also be screened 

The festival promises an opportunity not just 
to hear developers speak- Thursday sees 

David Bra ben showing more of The Outsider ­
but also t o have tea and cake w ith t hem 

Saturday sees the festiVal 
delivenng Its annual 'v1s1on 
statement' keynote. wh1ch last 
year saw Lorne Lannmg 
announong Ctttzen Stege ThiS 

Sonic won't be on hand for coffee and biscuits at GameCity ' 07-
you'll have to make do with Darth Vader instead. A full schedule 
for the October 2S·28 event is on line at www.gamecity.org 

time, Katamart Damacy creator 
Ke1ta Takahashi w1ll be taking the stage to talk 
about h1s work and prev1ew Noby Noby Boy. 
Representatives 'rom Edge will also be present, 
lead1ng a session on writ1ng about games, while 
the confirmation of the presence of legendary 
Tetos creator Alexey Pajitnov for Sunday has 
certa1n1y elevated the event's stature. 

Alongside th1s core programme of talks and 
screen1ngs runs a series of workshops for parents, a 
gaming marquee in the Market Square, mus1c 
workshops, student portfolio dmcs and an ind1e 
showcase. With such breadth on offer, then, the 
core challenge for GameCity is surely keepi ng~ 
focus in an event with so many facets. ~ 

-
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WEBSITE OF THE MONTH 

The Trigger Happy column ran over 60 issues and 
five years of Edge, exploring the loftiest concepts 
and the d irtiest corners of videogame culture with 
a precision that has rarely been matched. Author 
Steven Poole's star has continued to rise in other 
areas, but he has finally archived his game- focused 
columns on his homepage, complete with index. 
Needless to say, it is a resource containing some 
excellent work, and as a bonus it's presented in an 
uncluttered style. If wading through the lot in one 
sitting proves a little too much. you can take a 
break by following the link to the website of Poole's 
alter ego, Supreme Ultimate Fist. and the 'shiny 
kung fu pop beats'. if you will, that lie therein . 

Steven Poole's Edge column archive 

stevenpoole.neUtrigger-happy/ 

Oddworld Inhabitants' lorne tanning and Free Radical Design's David Doak chew over the 
fat in a curry house at last year's event. Such gatherings define GameCity's novel approach 
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. MOBILE! 

Handset and match? 
Nokia cla ims its new tech will be all things to 
all users, but will it escape the same old games? 

.. 
The interest in the new version of Mile High 
Pinball will lie in its downloadable tables. 
They come at a price, but with Nokia's 
keenness to make purchasing more 
attractive, it should be reasonable. 
Creatures Of The Deep (left), meanwhile, 
is a peaceful experience that feels oddly at 
home on the mobile platform- thanks in 
part to i ts use of the phone's tech. but also 
due to its quirky, undemanding nature 

obile gaming has always suffered from 
something of an identity crisis. The games 
themselves receive almost blanket derision 

as the poor relations of their bigger brothers, and 
it's not hard to see why: the marketplace contains 
an abundance of poor-quality titles alongside 
'ports' that bear little relation to the originals, 
combined with an interface that demands upfront 
investment of £3 to £6 based on no more than a 
game's name and a few lines of explanatory text. 
Moreover, phones' suitability as gaming devices in 
the most practical sense - their shapes and button 
configurations - and their role w ithin the industry 
have never sat easily with each other. 

That paints a bleak picture, but with major 
publishers establishing standalone mobile divisions 
the sector is moving inexorably towards maturity 
and, hopefully, an upturn in creativity. Nokia is now 
returning from the bloody nose of its original 
N-Gage by making several phones in its upcoming 

In practical terms, Nokia's new phones have 
a rounded button that can act as a D-pad, 

two gaming buttons alongside the screen, 
and can be used horizontally or vertically 

N-series (the N81, N73, N93, N93i, and N95, some 
40 per cent of the range) incorporate its N-Gage 
interface. rather than making a gaming device that 
can be used as a phone. Theoretically, it's a sound 
move: not least because the prospects of a non­
gamer ever buying the latter are low. In practical 
terms, the phones have a rounded button that can 
act as a D-pad, two gaming buttons alongside the 
screen, and can be used horizontally or vertically. 

The design is well integrated. and the basic 

I) l'ld; IV1h f nend> 

r.nd Mo•t GJI!lfS 
3Nt.'if~,~~n 

Home 

The N·Gage front end lets you cycle through various portals. The 
most interesting are the friends lists and achievement tracking 
that should add a level of competitive depth to mobile gaming 

Nokia's range of new N·Gage-powered handsets is led by 
the excellent, all-singing N95 8GB (centre). At Go Play the 
company also launched a dedicated music download service 

interface is very highly 'inspired' by Xbox Live. 
There's Track My Progress, which is your 
gamerscore. although this distinguishes between 
points gained in singleplayer, multiplayer and 
community games. Show Room is where new 
games can be found and trialled. with a 'game of 
the week'. and there is an assortment of rankings 
and leaderboards for the competitive urge. Perhaps 
the most interesting aspect of the interface is the 
emphasis on playing with other people, whether 
competitively or co-operatively: approximately 50 
per cent of launch titles are designed for 
multiplayer. it's a decision that may do more to 
bring about a growth in mobile gaming than any 
number of AAA titles from major publishers. 
though a killer a pp has yet to be seen. 

The latter consideration was the only lowpoint 
of Nokia's recent Go Play launch event. Despite the 
forward-looking technology and infrastructure, 
many of the games are still the usual suspects, the 
uninspired likes of Space Impact Light, Asphalt 
Street Racing and FIFA '07, and were presented as 
t ickl ists of features - an approach that can 't hope 
to compete with more focused handhelds. But 
there was a brief glimpse of what the future could 
hold: Creatures Of The Deep, a fishing simulator, 
uses the phone's camera to allow a casting motion 
of the line, and GPS for geographically specific 
(though tongue-in-cheek) angling - such as being 
able to try catching Nessie if you're in Scotland. 

These clever applicattons of the technology 
within the phone to games, and the incorporation 
or otherwise of the admirable infrastructure. will 
determine whether Nokia's new strategy can f inally 
justify the status of mobile gaming as a truly 
important player in the industry, or if we'll 
have to wait another generation. 



. INTERVIEW ! 

Talking tall tales 
The man with a CV filled with classics - and a 
PS3 launch ti tle - is back with a new adventure 

he dnvmg force behm. d Gyruss. Ttme Pilot. 
1942, Street Fighcer, and Res•dent Evil, 
Yoshiki Okamoto (nght) was a Capcom 

superstar. In 2004 he formed Game Republic, the 
company responsible for the 1nfamous Genji: Days 
Of The Blade. We caught up w1th h1m to d1scuss his 
newest pro1ect, upcom1ng PS3 game Folklore. 

How do you feel about making another 
flagship PS3 title, considering Genji's 
poor reception? 
In the case of Genji there were a lot of things I 
wanted to change and work on, but due to the 
t1me constra,nts of a launch t1tle I couldn't. With 
th1s t1tle we were able to spend more time 
develop1ng 1t, so I'm a lot happ er Wlth 1t 1n every 
respect, from the mechan1cs to the graph1cs. I 
hope Folklore IS good enough that 1t can bring 
new users to the hardware. that's how I thmk 
about a flagship title. 

Does Keats' name and writerly occupat ion 
have anything to do with poet John Keats? 
No, unfortunately. Is John Keats a cool character? 

Absolutely. 
If he's cool then. yes, I can assure you that Keats 
is based on John Keats. 

Folic/ore futures a variety of environments. but a criticism aimed 
at tht Japanese release was that it's relatively linear in its story 
mode. That will all change dramatically with user·generated 
dungeons, however. which will be supported by Game Republic 

Folklore centres around 'folks' that can be collected, much akin to 
Pok~mon, which then become your attacks in a fluid battle system ­
each having their own strengths. weaknesses. and favourite sweet 

Folklore allows users t o create their own 
dungeons and upload them - how important 
do you think this element will prove to be? 
I know that a m o: FPS • ~ ¥P beer domg tt>tS 

for a long t1me, and often thl'Se user modrf cat10ns 
have been tncorporated 1nto the games But don t 
think about tl JUSt m terms of users 'rom a 
developer's po.nt ot V~e~.v, t s very good to receiVe 
direct feedbac" 'rom ~ players They m ght come 
up Wlth new wa fS. oener WG'JS, of playtng the 
game tha: the development team haven't thought 
of. By look1ng a~ ~1s d rect mput we can say: 'Hey, 
that's a cool way to use our game', and then th1nk 
about 11 or bu1ld on 1t, look to take 11 further. There 
will defm1tely be a lot more of 1t 1n the future. 

And in terms of DLC there are many things, 
among them additional outfits for Ell en ... 
Well. they' re very sexy you be able to enjoy 

Keats' attacks are directional and brawling. whereas Ellen summons folk remotely 
and uses them much like a summoner; attacks level up as you collect more folk 

experience you can't create better things. and you 
always bnng someth1ng of the thmgs you feel have 
worked well into your new work. But at the same 
t1me, reahs1ng a concept has somethmg to 
do Wlth the technology you're us1ng, and 1t's as 
much aboul PS3 capab1ht1es hke the Sixaxis as 11 

•s the graphics. The inrt1al 

"Without knowhow and experience you 
can't create better things, and you always 

bring something of the things you feel 
have worked well into your new work" 

concept was to base the 
narrat1ve upon Irish folklore 
completely, but as we proceeded 
through the development 11 
became more creat tve. and 

playtng through aga1n and aga1n The testers chose 
to play through in those costumes But many of the 
testers prefer women in the gameworld to the real 
world ... These are the guys that created her. so 
there's a lot of depth to her character. 

You say t hat the likes of Pokemon inspired 
Folk lore, and you have a distinguished gaming 
past. Are these influences helpful, and is 
Folklore really somet hing new? 
Both. W1thout my past expenence I couldn't have 
created this title. Without knowhow and 

sorreth1ng unique. 

What's the recipe for making a great game? 
The most Important th1ng IS the 1dea, the concept, 
and actually canng about 1t. Then there's the need 
for technology that can make that concept 
poss•ble. Thirdly, very importantly, it has to be fun 
to play. And fourthly, you have to want to play 1t, 
so much so that even 1f you've cleared it you want 
to go bad( and play 1t over agam. What is needed 
beh1nd modern technology 1s an 1dea and 
teamwork, and when you put those things .., 
together you might get a great game. ~ 
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Psycho chillers 
The new producer of the Silent Hill series 
talks about his plans for its evolution 

Viva Pifiata is essentially about prO<reation. ill.iam Oertel is the producer of Silent Hill 
Origins for PSP, and now the upcoming 
Stlent Hill V for 360 and PS3, the first 

brother is missing, and so that's the foundation for 
the latest chapter. So here you have this character 
coming back from a desert war that everyone has 
on their mind - whether they support it or hate it, 
it's a big topic and very raw to a lot of people. That 
creates a sense of no one understanding the very 
specific angle and experience of the soldiers who 
were there - they've just been w atching it on the 
news and reading the papers. The soldiers are 
actually there, and on the battlefield morality is 
sometimes ambiguous - in terms of what seems 
right and w rong it can get confused. And that's a 
strong foundation for a Silent Hill story. 

You gradually turn your hovel 
into a seduction pad, create the 
right atmosphere, and bring two 
of the same species together in 
the hope of them creating 
bouncing offspring. One man 
in Jacksonville, Florida, has 
taken Viva Pifiata to its 
logical conclusion in the real 
world: after buying his 
girlfriend the game and a 
360, he sent her the one 
diamond he'd found to ask 
for her hand in marriage. 
"When she got it, she giggled 
and said I was silly. Then I pulled 
out the real deal, got on a knee and 
started getting cried upon. She said 
yes, so next spring we're getting 
married!" Next step, mating dances? 
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games in the franchise not to have been developed 
m Japan by Team Si lent We spoke to him about 
the issues of working on a successful f ranchise, its 
future, and the benef1ts of a pair of headphones. 

So, what's it like to have taken over the 
Silent Hill series? 
Taken over 1s such a harsh phrase. I am the 
producer on Ongtns, or Zero as 1t's going to be 
called, and I'm also the producer on Silent Hill V. 
it's a great property to work on and I have a lot of 
ideas for the future, but 1t's up to the powers that 
be to determine where the senes goes from here. 

"There are games you get utterly 
engrossed in and this is one of those 

experiences. Really you want to play this 
on your own with your headphones on" 

How much innovation do you think can be 
brought to a series li ke Silent Hi if? 
With Vwe' re not yet talk1ng about the gameplay 
elements, but what we are discussing is the basic 
outline for the story setup, where you play this 
sold1er called Alex Shepherd who's came back from 
a desert war. He's come home to his town called 
Shepherd's Glen, h1s dad's gone and his little 

Oertel {right) st eps into the shoes of Team Silent, as t he series' 
development moves outside of Japan. Silent Hill Origins {above and top) • 
is a prequel to the first Silent HU/ game, but introduces new cha racters 

Perhaps an overarching theme o f the series 
is the setting, and it physically reflecting the 
inner torment o f the characters. 
In Origins you start out w ith a truck, a burning 
house, a hospital. These locations tell you much 
about Travis and Alyssa before the things you see 
happen. After hospital you travel to the town and 
go to the mental asylum, and this sprawling level is 
very dark and a lot of the things you'll find in there 
relate to Travis and his story- it's the climax of 
what the character's already gone through. but 
then you've got to keep going. I think players f ind 
that they play this type of game for when it takes 
on a life of its own. They may like this character 
and then be challenged. 

Are you aiming specifically for handheld 
garners with Origins or hoping that the Silent 
Hill name will attract fans of the series? 
A bit of both, I think. Whenever you release a big 
franchise you're giving people what they want to 
see on a platform. But the thing about Silent Hill is 
that it's a curious game, so the opportunity is there 
for people to try something new on their PSP, a 
very tight. psychologically intensive experience. 
There are games you get utterly engrossed in and 
this is one of those experiences. Really you want to 
play this on your own with your headphones on -
that'S how you're going to get the most out of this. 
Headphones are good at isolating things and that 
can be a real asset of a handheld system. and ~ 
we hope people use them for our game. ~ 



••• ~ • 
. INDUSTRY I • • ...... EU boosts game funding 
UK developers stand to benefit from a new programme 
offering financial support to interactive media 
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_J n a move that acknowledges the scale and 
significance of the videogame industry, the 
European Commission has permitted 

MEDIA, its support programme for the audiovisual 
industry, to dole out non-repayable sums of up to 
€1 00,000 (£68,000) to game developers. 

Developers will be able to claim funding for 
up to 50 per cent of a project's total prototyping 
budget, or 60 per cent should the game deal with 
specifically European issues such as its h1story and 
cultural diversity. Developers must have their head 
offices in Europe and have had at least one game 
commercially distributed since January 1, 2005. 
This fund comes from a budget totalling €1.5m 

(£1,010,000) for the entire interactive media 
industry over the next f inancial year, split between 
two application periods, with deadl ines of 
November 15, 2007, and April 15, 2008. 

The European Games Developer Federation, 
a body representing over 500 European games 
developers based in Malmo, Sweden, has been 
instrumental in lobbying for the scheme. "We hope 
now, as the European Union has acknowledged the 
importance of our industry, that the developer 
community will harvest the fruits of our work and 
make thei r submissions for prototype funding," 
reflected EGDF general secretary Malte Behrmann 
on the success of its actions. 

it's an important and welcome move for the 
industry, and one that, by awarding more money to 
game developers than any other interactive media 
creators, recognises the scale of producing 
videogames. European developers in part icular are 
struggling to compete in a global market, as EGDF 
chairman Fred Hasson said in a letter to European 
Commission requesting further financial incen tives 
for developers: " Europe is in danger of losing its 
pre-eminent position in the production of 
videogames due to incentives, tax breaks and 
massive government agency support to games 
industries in Canada, China and Korea if we ~ 
do not act now." ~ 

Continue 

The GC team just gets 
stuff done, doesn't it? 

In upper case, of course, 
because, well, IT IS ROCK 

Brings so much more to 
SingStar than you'd expect 

.. 
Another month, another 
unconvincing example 

So portable that no one 
else remembers theirs 

We just sit around and talk 
about stuff a lot, mmm7 

SPOOK COUNTRY 
Iraqi shadows meet location-based tech 
in Gibson's take on 21st century spying 

Considering his status as the chief technical officer of cyberpunk, it's 
ironic that it's only as he's flipped into a more realistic take on the world 
that William Gibson has entered his richest vein of writing. Just as 2003's 
Pattern Recognition combined the growing cultural power of the internet 
with the commercial murkiness of developing countries and post 9/11 
paranoia, Spook Country builds on the uneasiness that underpins the 
American zeitgeist. As the adage goes, just because you're paranoid, it 
doesn't mean they're not out to get you. In the case of Spook Country 
however, you're unclear for the majority of the book who's out to get 
who, let alone the motivations of the various characters, including the 
ex-singer in a minor rock band, an Russian-speaking drug addict who's 
been kidnapped by an agency man, and a teenage Cuban black operative. 
Cementing the link to Pattern Recognition is mysterious Belgian 
billionaire Hubertus Bigend, who seems to know a lot more about what's 
occurring than he's letting on. But as the action flows through locative art 
in LA, a failed counter-espionage operation in New York and the arrival of 
a shipping container in Vancouver, the net closes around each character. 
And even if the denouement initially appears anti-climatic, that too, 
Gibson seems to be saying, is the way of the new world order. The most 
important events are those no one ever hears about. Everything in a 
spook country is just another shade of grey. 

INSIDE GAME DESIGN 
A cross-section of developers discuss the game­
making process in this coffee-table tome 

The term 'game design' is causing a lot of bother at the moment. You can 
spend years of your life in supposedly academic environments trying to 
learn about it, or trawl through shelves of books that may or may not 
shed some light on the subject. Either way, you'll find few opportunities 
to actually get your designs made, a situation that surely defeats the 
chance of becoming a better designer (though The Game Maker's 
Apprentice will help). As for Inside Game Design, it would have been 
more honest to call it Inside Game Development, as it's not so much about 
formal game design as uncovering the more woolly decision-making 
processes that give birth to most games. Of course, that wouldn't have 
sounded so definite a title. Instead, Si mons, whose Difficult Questions 
About Videogames (E144) provided a pleasing if dense read on game 
culture, talks to a wide spectrum of developers, ranging from the likes of 
Bizarre Creations, Harmonix and Free Radical Design down to one-man 
mobile-game makers, as well as some of the growing number of 
downloadable console-game developers, about what makes them tick. 
There's certainly good information packed into the well-presented book, 
while the chirpy, anecdotal style stops the flow getting bogged down in 
technica l jargon. Plenty of production artwork is also provided: Media 
Molecule in particular goes to town with LittfeBigP/anet concepts. But 
while its smorgasbord approach is filling, it also lacks some structure. 
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Gran Turismo 5 Prologue 
FORMAT; P$3 PUBLISHER: SCEE 

A Christmas treat for fans of- wa11 for it - the other real driving 
simul~tor. Forty cars. online races and a preview of GT TV join 
central London, Suzuka and returning Eiger Nordwand tr~cks 

Eternity's Child 
FORMAT; Wu PUBLISHER: ALT£NB 

Dropped by Microsoft due to problems meeting XBLA's size limit. 
the XNA platfonmer based on luc 8ernard's fa~rytale defects to 
Wii At the very least, expect visuals as eccentric as their creator 

Deca Sports 
FORMAT r. PUBLISHER. HUDSON 

IVith any ludt this'll be the next Wir Spom - enough. •I least. to 
tide us over until the nexr Wii Spom HOTV owners. beware: the 
volleyball, racquet and football events prom1se shattering finales 

New games, and updates on games already on the radar 

Race Driver: Create & Race 
FORMAT: OS PUBLISHER: CODEMASTERS 

Having veered from TOCA's usual racing line, firebrand's design· 
and-share game Is now just around the corner. Fourplayer single· 
cart sharing and intuitive controls join a wealth of cars and tracks 

Don Bluth OS remakes 

Following remastered Blu·ray and HO-DVO releases of the 
original Oragon's Lair come new versions of Dragon~ L.Jir /land 
Space Ace on OS featuring- gulp- voice-recognition support 

The Club 
FORMAT PC, P$3 PUBLISHER SEGA 

Aaah. shoot. Bizarre's prize gun g~me slips from its Christmas 
release date. though no one's saying why. Perhaps Kane, lynch, 
Master Chief and Chow Yun·Fat have scared it into next year 

Mafia 2 
FORMAT: PC PUBLISHER: 2K GAMES 

The prerendered trailer gives about as much ~way as a mob boss 
in the dock, full of post·Goodfellas cliche and little of the first 
g~me's old-world charm. The screenshots, however, look terrific 

Silent Hill V 
FORMAT: 360, P$3 PUBLISHER: KONAMI 

A veteran soldier recuperating in hospital? Suffering ghoulish 
hallucinations intercut with real-world events? Developer The 
Collective scampers up Jacob's ladder in search of inspiration 

Resident Evil: Umbrella Chronicles 
FORMAT "" PUBLISHER CAPCOM 

loll Valentine and Chris Redfield regroup for the last of these new 
ass1gnments.. Capcom dressing its REmake models in some fancy 
arctic attire. Hopefully the gameplay's been tightened since E3 

"We've been dying to talk about this game for so long," says 
Psychonauts and Grim Fandango creator Tim Schafer. "lt feels 
great to finally be able to share it with the world." No, ho ho, 
not his rumouned Jack Black vehicle Brutal Legend. but a 
cheeky little Flash beat 'em up based around Double Fine artist 
Raz's eponymous fantasy-based comic strip. Schafer's proud of 
its "deep combat system• (consisting of punch and kick), and it 
also sports several different backdrops to fight against, and a 
set of selectable characters that includes a gnome, wizard, 

troll, barbarian and a horny witch. The Sbit ·styled game a lso 
features a 'd istinctive' sense of humour that will keep you 
battling to completion, even if it only requi res furious 
s tabbing of the kick button as the AI ambles toward you, 
intermittently sticking out a leg or arm in one of its four 
frames of animation. That's humour along the lines of the 
message when time is up: 'Sorry I couldn' t watch you guys 
fight. Ever had that urge to poo but it goes away and all 
you do is I art a lot?' Quite. 



lt doesn't poy to be dysFunctional 
Famitsu's Koj i Aizawa on Japan's growing Lock of enthusiasm 

A 
re you gaming 
comfortably? If 
you are, you might 

say you were 'koshi wo 
ochitsuite' - that's 'sitting 
somewhere comfortably' 
or 'doing something with 
no stress'. And perhaps 
you are - but I'm very far 
away from that. 

The ma1n reason m1ght be 
persona . I JUSt can't stay 1n my 
house! But that's because 

recently there JUSt haven't been many utles With the chansma to make 
me stay at home and play looking around me, 1t doesn't look like 
many other people are play1ng at home e1ther, and 1f I ask my friends 
and colleagues what they are play1ng, a lot o! them are saying mob1le 
games On the PSP they're play1ng Monster Hunter and only Monster 
Hunter, on the OS 1t can be any tit le from hundreds. What if I push 
further, I hear you cry? Then there IS a hesitant 'Mmmm .. .' A few 
might mention FFXt, a f1ve-year-old MMO, and a few might mention 
Obliv1on, but by far the majonty are simply stuck for an answer. 

When I look at the upcommg titles for the W1i, PS3 and Xbox 360, 
there aren't any wh1ch appeal to me, none that w1ll make me push 
grandmothers to one side and step over babies s1mply to get to the 
front of the queue on the day of release. The only titles wh1ch even 
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prick my attent1on are on the OS though it has 
to be said that the sheer quant1ty of OS software 
ava1lable means there has to be a few good ones. 

lt got me thinking about recent games I've 
completed, devoured from the moment I tore off 
the cellophane to the fmal cred1ts I surpnsed 
myself agam, because they're all OS t1tles­
Phantom Hourglass, Ch1b1 Robo Park Patrol, 

now a common saying: "lately I thmk I'm suffering 
from game EO" . 

The initials might seem famil1ar EO - erect1le 
dysfunction. Impotence. Shooting blanks. In th1s 
context it's not about the physical affliction, but the 
mental side: playing a new title doesn't crea te that 
fire in the gut, tear emot1ons out of you or play 
with your reactions, smacking your pathetiC 

lt's when playing o new title doesn't create that fire, tear emotions out of you 
or ploy with your reactions, smocking your resistance into o hole and saying 
'PLAY ME, WEAK HUMAN'. Many people don't even know they're sufferers 

Gakute~ Sa ban 4 and the h<e Of course I'm not 
saymg I never play on my home consoles, and I'd 
agree w th anyone who sa1d that. 1n general, 
console games are •mprovmg and there's much less 
crap than there used to be. But there must be 
someth1ng we've m1ssed, someth1ng lost along the 
way, because I ftnd I JUSt don't play the new t1tles 
as much as the old ones. 

I don't know 1f there ts an equ1valent outside 
of Japan for th1s phrase, but I've recently been 
hearing a lot of people talkmg about th1s 
phenomenon in terms of 'game EO'. I'm not 
making this up for the sake of a column- it's 

resistance 1nto a hole and saymg 'PLAY ME, WEAK 
HUMAN'. Many people don't even realtse they're 
sufferers: With a very cool and cntlcal eye they'! 
look at games and say: "Yeah, th•s game IS that 
kind of stuff, it works ltke game X and has 
elements from gameY", etc. ad 1nf mtum They 
don't see games as something exetttng, and far 
gone (tf ever) is the time when they would depnve 
themselves of sleep to play just.. that.. httle .. 
b1t ... more ... I even hear movie buffs su ffenng 
from something similar - celluloid EO - and 
wa1lmg: "Whatever I see seems so bonng". 

What's behind this, Or Columnist? I don't really 



Capcom's Monsrer Hunrer Freedom 1 was the besr·selling 
videogame in Japan for the first half of 2007, but some of 
its hardcore fans are ignoring many other new releases 

know, dear reader - rt's not my area of speciality. 
But I' ll have a bash anyway· people touched by EO 
seem to me mostly maniacs and heavy users. 
'Normal' people who play games mrght try four or 
five tit les m a year, and movie fans mrght see frve 
or s1x f1lms at the cinema. But the people who are 
cleanng dozens of games every year, gorng to the 
cinema ?!most twice a week? Here are the EO 
sufferers - overdosed on nch and fatty content 
untrl they're overfed - the pass1ve vrct1ms and the 
aggressive consumers, and one of the very brggest 
problems for the industry. From an rndustry po1nt 
of vrew, rt's becomrng harder to appeal to these 
surfeited customers, and from the1r pornt of view 
tllere is an entertainment vo1d at the centre of the1r 
rfe Are they wondenng what the point of all those 

years of gamrng or cinema were' 
The human race t~as ex1sted for perhaps 

200,000 years; •t took 199,991 of those to patent 
Viagra. Wrll we have to wart as long for someth1ng 
to take care of the soft spongey trssue rn the head 
to make things fresh agarn? Wrll there ever be a 
cure? Do we have to start from scratch? I feel kind 
of weary about the whole thing, and .. wart Oh, 
no I've got EO! lt's rn my head I Someone 
help mer Someone find a cure. quick! 



Edge's most wanted 

Goku Makaimura Kai 

Capcom must surely be composed 
of a bunch of sadists to make 
something so cruelly difficult as 
this. But we must be a freakish 
bunch of masochists to want it. 
FSP. CAPCOM 

Crysis 

Despite not having enough time 
to spend with the game at Leipzig, 
we saw-enough of its zero-gravity 
trickery to spin our stomachs and 
tickle our fancy still further. 
I EA 

Unreal Tournament 3 

Though we're already engrossed 
in other pieces of multi player 
firstperson shooter action, it'll 
be interesting to see how Epic 
goes about shaping the genre. 

' 0\1\ ~ 

The future of electronic entertainment 

'an 
. 

amtng 
Are free-roaming games breaking the GTA mould? 

A 
tone point, 'GTA·style' was 
a common description to 
hang on a game. In fact, 

GTA almost became a generic term 
for the free-roaming non-linear 
game representing the type of 
product rather than the brand. 
However, with so many upcoming 
titles exploring the features that 
defined GTA (and that GTA 
subsequently defined in return), 
we are in need of new terms to 
describe these games. 

lt is in stark contrast to the 
recent past, in which me-too titles 
like Saints Row did not try to play 
with the possibilities GTA had 
exposed, but 1nstead moved in only 
small, iterative steps. Now there is 
a sense in which there is no longer 
a distinct genre of GTA·style games 
but disparate titles that use its 
central features of free-roaming 
nonlinearity to different ends. 

it's hard to imagine that Far Cry 
2 will use its freedom to travel 
anywhere in a manner similar to 
GTA; the world is living, no doubt, 
and you can engage in all iances 
and aid others to achieve their 
objectives- but it is a different 
animal, and not simply because it's 
an FPS. In terms of scale it stands 
apart. dramatically bursting the 
limitations of GTA's contrived 

island-bound cityscapes. And with 
this new scale come challenges to 
the GTA structure; 1n a landscape 
this huge, the process of gradual 
possessoon and control that typifies 
Rockstar's game 1s surely impossible. 
Kill a general here, and a colonel 
w ill step up; from what little we've 
seen so far, there is a greater sense 
of the world's pers1stence desp1te 
your actoons that runs contrary to 
GTA·style ego trips. 

Then there's Vikmg, which takes 
the territoria possession trope and 
runs, creating an enticing hybrid of 
persistent world, RTS and hack-and· 
slasher Borderlands, meanwhile, 
adds spice to its open world with 
RPG elements, procedurally 
generated environments and the 
allure of co-op. More conventional 
games have not been extinguished, 
of course- both Protoype and 
Infamous follow the same branch 
of GTA·style construction on which 
Crackdown perches. Yet, to some 
extent, evolution beyond the 
genre is inevitable as technology 
enables potential not 
countenanced by GTA's original 
design, or by its subsequent 
instalments. Which leaves us with 
the question of whether GTAIV 
will recognise the need to 
move on as w ell. 
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Spore 
PC 

Hellgate: London 

Kane & lynch 
60. P< PS3 

Alone In The Dark 
P< PSl 

Nights: Journey Of Dreams 
Woo 

Mario & Sonic At 
The Olympic Games 

Viking: Battle For Asgard 
CBOX. GC. C G A 

Rise Of The Argonauts 
3 oO PC. PS3 

Speedball2 

. • 

Tony Hawk's Proving Ground 
' 3 

Borderlands 
, C. PSl 

Wet 
160. PSl 

Civilization Revolution 
OS.I'S3 

Race Driver One 
360. PC, PS3 

Guilty Gear 2: Overture 

Ratchet & Clank Future: 
Tools Of Destruction 
I'S) 



FORMAT: PC 
PUBLISHER: UBISOFT 

DEVELOPER: UBJSOn MONTREAL 
ORIGIN: CANADA 

RELEASEe SPRING 2008 

As you might imagine in a gameworld 
this large, transport is of some 
importance. The hangglider returns, 
alongside 13 other types of vehid e, 
with multiple variations of each 
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Far Cry 2 
Ubisoft sets out to redeem its shooter franchise with both 
sprawling ambit ion and savannah in equal measures 

fter two years' secret development. 
A the sequel to Crytek's free-roa m1ng 

firstperson shooter has yet to reach 
pre-alpha. When you realise the scale of the 
project, you begin to appreoate why this 
m1ght be. Exchang1ng JUngle for t f]e diverse 
landscape of Afnca, Far Cry l's 50 square 
kilometres of rolling savannah, gnarled 
ra1nforest and ruddy d1rt makes clear the 
ambitiOn Ub1soft has for its t itle, dramatically 
outclassing prev1ous attempts to create a 
truly open world. 

Taking on the role of one of several 
mercenaries workmg m the reg1on, your 
pnmary goal 1s to bnng down an arms 
trafficker whose 1mmoral trade is 
perpetuattng a bruta conf'1ct. Beyond th1s, 
however, the game prom1ses to mandate 
very little; Far Cry 2 attempts to create a 
synergy between prescnbed plot and 
freeform structure by reconf1guring the 
former continually to account for your 
new affiliations, movements and act1ons 
However, the progressiOn of the player 
through the story superstructure was not the 
focus at Le1pz1g, 1nstead be1ng a presentation 
of the technology on wh1ch the world is 
grounded and the k1nd of action it enables. 

In the half-hour of ltve demonstration 
behind closed doors, the player traversed less 
than one per cent of the game's total 

As with far Cry, stealth is an 
~ssential part of your arsenal - but. 
affording less cover than the denst, 
dark jungle, will the open grasslands 
of Africa demand different tactics? 

geography. The expenence was no less dense 
for the freedom of movement within the 
enormity of th1s environment; though it 's 
easy to be sceptical that the final game w•ll 
be as richly populated with d1versions as the 
demonstration, the e~vironment itself was 
deta1led and truly, powerfully beaut1ful. 
Much effort has been expended preventmg 
any location or v1sta feeling generic, and the 
technology that bolsters the landscape's 
features is clearly something of a feat. Blades 
of grass bend md1vidually as the wind sweeps 
across them, while branches of trees wave 
Independently of one another Smoke and 



fire are at the mercy of the w1nd, too, and 
flames w1ll spread through the dned grasses 
consummg trees and wooden bu•ld1ngs m ts 
path u'1tll t runs out of fuel or the wmd 
extingUishes it. But such enwonmenta' 
effects are not simply generated Without 
craft: although the game Simulates weather 
patterns, clouds form•ng and dtsstpallng 
credibly, the heavens will read 1n sympathy 
to the player's ad•ons If an ally des on a 
bruta ftrefight. black clouds wJII roll across 
the sky, rumbling with thunder, wh1pped by 
violent winds. 

The end result of th•s tailored, cons1dered 
detailing is an environment that feels alive, 
and Its components 1nterad conv1nc1ngly 

Smoke and fire are at the mercy of the w ind, and the 
flames will spread through the dried grass consuming trees 
and wooden buildings in its path until it runs out of fuel 

This appl1es no less to the human populace 
of the region, who eat when they feel 
hungry. 'steep when they are ttred, and, upon 
waking the next mornmg, will kick dirt over 
the embers of the prev1ous n1ght's f re Such 
behaVIour •s unscnpted and autonomous 
Wound one of thetr fnends, and they w1lltry 
to drag them out of the line of ftre. Steal a 
truck from them, and they will pile into the 
back of a jeep and give chase. Equally, help 
them dur•ng a firef,ght and they may well 
help you 1n return. The demonstration saw 
the player wade m to a hopeless battle, and 
fall - apparently dead Moments later, he 
was being pulled up by an ally called Marty 
we had visited a short wh1le before. 
Apparently, having had h1s hfe saved dunng a 
prev1ous battle, Marty heard gunfire 1n the 
area. came to investtgate and deCJded to 
return the favour. 

Dunng the freneuc VICIOUS batt es, 
damage IS IndiCated by the colour and 
distortion of the screen and, as IS becoming 
rapidly ubiqu1tous among shooters, your 
health recovers once you stop be1ng shot. 
However. take too much damage and you 
rece1ve a wound wh1ch w1ll coollnue to be 
life-threaten•ng untll1t 1s addressed. 

Storms are something to behold - the leaves of trees and 
sometimes enure branches are whipped off by the wind, 
as the grasses beneath them bow and ripple in waves 

ad1vatmg one of 60 ammattons- the player's 
perspedtve suddenly lurchmg downwards as 
he d1gs the bullet out Although these 
moments are presumably intended to mmgle 
the health recharge system with something a 
little more VIsceral. the result 1s almost the 
oppos1te: they are mstead a httle incongruous 
and draw more attention to the arttfictality of 
health in shooters than 1s perhaps sens1ble. 

With a good deal of time left m 
development, however, there is undoubtedly 
much that will change. Nonetheless. the 
foundation here IS startlingly comprehens1ve 
- the craft1ng of the world is unquestiOnably 
sound, and although the manner in which 
the player progresses withm it has yet to be 
proveCI, Ubtsoft's efforts w1th AI and the ally 
system conftrm an ambition that was absent 
from the vanous sp1n-offs of the game's 
predecessor. The next year will see a good 
number of sandbox shooters come to market 
but it's clear that Ub1soft wants to 
re-establish Far Cl)"s credobthty as one of the 
genre's lead•ng brands, expandong the ~ 
honzons of the open world. ~ 

S . ~ '~ r r~-,~·~~~~••.-,.~rR.~~P,.-' ~,_,~ 
t;) Happiness is , .. ·. · ··. 
: .. ' awa~mgun."'. . · 

Unfortunately a very, very 
warm gun may not be of 
much use at all. The 30 or 
so weapons that you' ll fond 
in Far Cry 2 won't always be 
reliable in the hot and dusty 
conditions, and you may 
find that they jam or 
misfire. The arsenal has 
been gtven a few other 
neat details, too - the RPG 
launcher's proje<tile, for 
example, doesn't become 
armed until it has rotated 
four times, meaning that 
shells can be bounced 
so long as you get the 
timing right. 
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FORMAT: PC 
PUBLISHER EA 

DEVElOPER: MAXIS 
ORIGIN· US 

RELEASE. SPRING 2001 
PREVIOUSLY IN: E151, E1&4 

Spore 
EA takes us through a slice 
of life in Will Wright's god si m 

The way evolution is represented in the game lends itself 10 
a gentle learning curve os your creatures gain complexity 
But it has perhaps txchanged depth and challenge for 
freedom - there seem to be few penalties for bad design 

shenng life from primordial soup 
U to intergalact•c colonisation: the 

ambit1ous scope of Spore is enough 
to generate a great deal of good wall. it's 
easy to feel excated by the potent1al davers1ty 
of play offered by the game's fiVe dist1nd 
sectaons - surv~val at the cellular level; 
exploration as a larger. land-dwelling 
creature; creat1on and expansion of a tribe; 
diplomacy and war as a civilisation; and, 
f inally, space travel and terraforming of new 
worlds. Equally, such scope gives pause: 
could at not eas1ly be that th1s diversrty comes 
at the expense of depth? Wall Spore rea ty 
amount to the sum of Its parts? 

lt has to be sa1d that the hands-off 
demonstration at Le1pz1g d1dn't who y allay 
these concerns. Featunng only the second 
and third sections of the game, the 

The vibrancy of Spore's world still appeaiJ, but on closer inspection it all feels a linle lacking in features. 
a disappointing result of the compromise between detail and making Spore play able on low-end systems 
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accelerated playthrough didn't quite manage 
to generate an 1nterest an the world and your 
creatures· in terad1on w1 th at. But there as stll 
a great dea to adm1re besides. The ediMg 
tools that a low you to sculpt your own beast 
are a tnumph of accessibility, 'or nstance, 
tugg1ng spanes mto curves or crooks W1th a 
few sweeps of the mouse - a couple of clicks 

how rich and sign1f1cant a range of options 
arise from th1s is unclear- the interactions 
were very limited in the demo, allowing you 
to only e1ther bite or sing, and the effed of 
further upgrades were not an ev1dence. 

While there IS an obVIOUS JOY 1n haV1ng 
your creat1ons roam the world, the 
demonstration didn't really conv1nce that 

The form of your animal will directly affect its abilities; 
mouth-shape determines whether or not it can eat meat, 
and the construction of limbs alters its chances in combat 

mould1ng f,abby bulbs and long elegant 
limbs, reshaping skulls and 1aws. and 
appending forearms With deadly claws. 
Colourisation, meanwhale, although more 
clearly based upon preset patterns, allows 
you to layer the designs in such a way that 
the eventual sk1n tones look d1stindave. 

If nothang else, then, Spore looks to be a 
del1ghtfu tool for expressang player creat1v1ty, 
and, droppang the resulting animal into the 
world, it's clear that the game makes good 
on its early prom1ses· no matter how strange 
the arrangement of limbs and joints of your 
creature, at wall be animated appropnately. 
Further, the form of your an1mal will directly 
affect its aballtaes; mouth-shape determ1nes 
whether or not at can eat meat, and the 
construd 1on of l1mbs alters ats chances 1n 
combat and socaal poss1bdtt ies. But just 

what at was then poss1ble to do with those 
creat1ons was particularly Interesting. As a 
recent arrival on to land, the second section 
of the game anvolves wandering a fairly 
featureless environment, acquiring 'DNA 
po1nts' by killing or befriending other 
creatures in your 1mmed1ate v1cinity. Neither 
of these activaties were hugely appealing -
combat. as1de from lacking a feel1ng of 
tangible connect1on, IS largely out of the 
player's hands, and attempts to wow other 
creatures seem arb1tranly successful. lt all 
contributes to the disturbing feeling that 
Max1s hasn't qu1te worked out what this part 
of the game is for, except to bridge the gap 
between the cellular and tnbal states. 

Eventually you can mate, and then 
spend your DNA po1nts purchasing new 
parts for your creature. Later still, havmg 



Spore is a game about the joy of creation rather than ~sign; the variety of architectural styles you un uplore are of 
aesthetic value rather than functoonally different. The opportunity to swap creations with other pqyers os allunng. ho-

befnen(l~d three different an1mals. you 
achieve intelligence and enter the third 
sect1on of the game - the occasion heralded 
by a parody of 2001· A Space Odyssey •n 
wh1ch your creature tnumphantly bashes 
somethong with a StiCk to the tune of Also 
Sprach Zara thustra. The genre remit for 
th1s section is better defined than its 
predecessor. essentially functioning like an 
RTS, 1n which you collect resources, build 
and upgrade your VIllage's facohties, and 
conquer or recru1t other tnbes. And there 
are some neat touches- you can determ1ne 
the clothing your creatures wear dunng 
certain activities. for example. making group 
Identification and select1on easier. 

Once again, however. the range of your 
poss•b•e mteractoons seems a htt e hm1ted -
although t1me constraints undoubtedly 

restncted the focus of the demonstrat1on. 
We saw some tribe members f1shmg. f1ght1ng 
and dancing - th1s last in an attempt to coax 
another tnbe mto JOimng them Presumably 
there are further roles, but whether the 
organosat1on of these will prov1de an 
interest ng challenge is the real quest1on. 
and one that was not def1nit1vely answered 
by the presentation. 

lt •s a worry that, in tryong to cover so 
many dofterent gametypes, the prom1se of 
each will be reduced. Spore's central and 
ingeniously 1mp1emented selling poont is 
the editor wh1ch enables the creat1on of so 
much 10 its world - but if this world is 
then only penodically engag1ng 10 1ts 
behaviour, Max1s may have created a bnefly 
brilloant toy rather than a endunngly ._, 
entertainmg game. ~ 

You can impress other trobes with your musical sk1lls. 
If they begin tapping their feel you can convin<t them 
to JOin your tribe, changing their colour in the process 

There has been some 
commentary on Spore's 
presentation of evolution 
and its position in the 
lopsided debate over 
intelligent design. lt's more 
than a little misleading, 
however: here, the design 
of your creature and its 
trappings are almost 
irrelevant to gameplay. 
Initially, you get an extra 
attack move for each tusk 
or extra limb, but, as the 
range of possible creatures 
testifies, the creativity 
possible is design largely 
without purpose: it's almost 
wholly aesthetic and hardly 
a representation of either 
intelligent design or 
Darwinian evolution. 
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Interestingly, progression i.s largely item· 
based. With <abalists, for example, high­
level spells a re not as important as the high· 
level 'focus items' used to empower them 
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Hellgate features three 
'esoteric depictions of 
philosophical archetyp9s'. 
according to Rop9r. Each of 
these groups - Templars, 
cabalists and Hunters -
then break down into two 
further classes, the total 
range offering dramatically 
different styles of play. 
Templars. conceived as 
medieval crusaders realised 
with modern technology. 
are met.e exp9rts, with an 
offensive or defensive bias. 
Cabalists are magicians -
summoning daemons or 
using spells. Hunters play 
closer to the FPS mould -
gun-toting marksmen, or 
engineers capable of 
building mechanical allies. 

Hellgate: London 
As ever, commuting proves to be a diabolical nightmare 
as we navigate a nightmarish version of the West End 

I 
n Bill Roper's futuristic fantasy 
vers1on of the Big Smoke. it 1s the 
London Underground where the last 

vestiges of humanrty have holed up - a 
rather flattering end to the British transport 
system which 1s, 1n reality. a hole in wh1ch 
most people lose the last vest1ges of therr 
human1ty. In fact, apart from the spattenng 
of names and locations, little of London IS 

recognisable here - the geography has been 
broken up into fragments which continually 
reconf1gure themselves. meaning that each 
journey between static hubs will be a un1que. 
randomised experience. lt is in this sense that 
Flagship's RPG is a spiritual successor to the 
Diablo series which Roper championed while 
at Blizzard. But it's clear that Hellgate goes 
far beyond this. prov1ding more variety than 
alternate flavours of dungeon. 

Dunng our demonstration. Roper piCks 
up a m1ss1on 1n Charing Cross tube statton, 
whrch obliges h1m to head through Whrtehall 
and down to the nverbed of the Thames. 
where a battle rages. The quest entails a 
specifiC end encounter. and so th1s meeting 
w1ll always take place rn a s1m1lar location -
although 1ts exact layout wrll be vastly 
altered each time. The locatiOns between 
Charing Cross and that point. however, are 
much more subJect to change. Headtng 
through Whitehall you might ftnd yourself 
erther below or above ground in any of 50 
to 60 different types of location- Victorian 
sewers, the disused Tube network, back 
alleys, deserted streets and so on. These 
w1ll be made further distinct by 'rarity' -
the example that Roper gives IS that you 
might in one instance f1nd that the sky is 

Although all the claues have customisablt appearances. 
Summoners are the most eccentric and ma<abre. ohen 
incorpora ting daemon skulls and other grisly mementos 

Playing as a marksman rids you of auto-aim, meaning 
that you can manually pick targets other daues <annot 
- taking out the shaman standing behind his minions 

red and that all of the daemons are on 
f1re. Then there are random1sed m1SS10n 
encounters; you might come across a 
wounded man who bE!9S you to frnd and 
help h1s fnends. lt seems that Flagsh1p 
Studios has attempted to use random1satron 
to its best effect. creating an intense and 
idrosyncratic expenence. 

With around 200 quests available to the 
player. Hellgate prom1ses between 30 and 
45 hours of roleplaying out of the box. On 
top of this is the opportunity to take the 
game on line. at no extra cost. interacting 
co-operatively with thousands of other 
players. An additional subscrrption model is 
available for £7 per month wh1ch gives 
access to extra content armour, classes, 
skills. quests and extra character slots it's 
certainly an interesting payment model. 
taking advantage of the attractive 1mmed1acy 
and permanence of a smgle upfront fee, but 
then allowing for a smoother approach to 
the additional content pipeline - releaSing 
material as and when. 

The optional subscription 1s rust one of 
several ways in which Het/gate generously 
caters for player ind1vrduahty - characters 
look to be heavily customisable from the 
offset. and the choice of classes offers a 
radical variety which borrows from shooters 
and more traditional RPGs alike (see 'A touch 
of class'). Although the idea of a WOW 
killer is something of a fallacy, Het/gate's 
consrdered combination of d1vers1ty, f lex1b1hty 
and depth looks set to play well 
among a very broad aud1ence. 



Kane Er Lynch: Dead Men 
10 Interactive's crime shooter proves you are never 
too old for vicious, uncompromising revenge 

ane and Lynch may be destined to 
K take a place among gam ng's most 

memorably realised characters. 
Kane. coldly calculating, broken and 
embittered, IS an anti-hero on a very human 
scale - a crimmal of a generat1on slowly 
fall1ng 1nto obsolescence. The unstab e Lynch, 
meanwh1le, desp1te a brut1sh appearance, IS 

perhaps more sympathetic - a man whose 
sudden v•olence 1s a result of parano1d 

As in Slrdng/ehold, gunfights become more dynamic 
when you find your cover being steadily blown apart. 
forcing you to move on and find shelter elsewhere 

sch•zopnren a, an 1 l"ess mat ma es h m 
s•mu taneously vu nerab e and ··.gh:en ng!y 
unpredictable Bot t s :her 1meracuon that 
def1nes them- a terna~ely uneasy n the r 
a I ance and then downnght antagan stJc 

PromiSing ~ese char act~ shave no: 
s mply been dropped nto a predef ned 
shoo:er Lll order to gNe t colour - : IS 

around th s re at1onsh p tna: the game IS 
bu :. the gunp ay dnven by :ne scenanos 
vvtuch the men face together rather than 
the evels bemg des1gned to fulfil a certam 
feature set As such, the game's var ety of 
cha lenges unfold w1th a natural and 
c nemauc sense of progress•on ndeed 
w :h a ITIOVIe sct>edu ed for release n 
2009, etnema 1s c early someth1ng o' a 
preoccupat on, and 1t s no surpnse that the 
game has absorbed a good deal matenal 
from en me f1lms. echo1ng the likes of Heat. 
Get Carter and Pomt Blank 

In th1s latest demonstration we w1tness 
the dramat c open ng e-e, 10 wh1ch Kane 
and lynch ma<e the r escape from the 
secunty truck transpor.: ng :hem :other 
execut on, as we I as re\lls t th<' preVIously 
seen sequences 1nvolvlng a n1ghtdub and a 
he•st-cum-shootout on Tokyo streets The 

If lynch hasn't been taking his pills he can be more than 
a little twitchy; if things really get too much he may not 
be able la tell the difference between cops and civilians 

latter two levels have changed httle from the 
last t me we saw them, although some m1nor 
g tches have been erad cated, but th1s t1me 
tne demonstratiOn 1s more complete, and 
giVes a better sense of how the game 
funct1ons as a shooter. 

One note of partiCular 1nterest IS the 
oe~<"opers emphas1s on not being pun1t1ve­
' Kar.l' gal'S down, he w1ll be rev1ved by a 
eo! eague, gMng him a shot of adrenahne 
and pulling h1m to h1s feet. Two shots of 
adrenal•ne 1n rap1d success1on may cause h•m 
to overdose -but lement checkpomts ensure 
you never have to retread a lot of ground. 

The act1on is loosely tact1cal, allow1ng you 
to command your men .n a general dlfect1on, 
and necess1tat1ng the use of cover and 
smoke grenades to give you the upper hand. 

Hopefully Kane & Lynch will ma1nta1n 
the pace and level of engagement we've 
w1tnessed so fa r, blending it convinCingly 
with the odd-couple dramatics of 1ts central 
characters When so many other franch1ses 
plump for protagonists that are little more 
than a JUmble of ins1p1d cliches. JO should be 
recogn1sed for try.ng somethmg d1fferent m 
pushmg and promoting these dark, 
gnzzled and 1mperfect leads. 

FORMAT: 360, PC, PSl 
PUBLISHER: EIDOS 
DEVELOPER 10 INTERACTIVE 
ORIGI~ DENMARK 
RELEASE NOVEMBER 16 
PREVIOUSLY IN E167 

Although Kane & Lynch 
draws bold lines with its 
characters and intentions, 
when placed beside so 
many other demos at the 
Leipzig Games Convention 
it's clear just how rapid the 
graphocal advancement of 
this generation has been. 
Although admittedly not 
yet complete, Kane & Lynch 
looks a little rough by 
comparison - no surface 
seems to feature detailed 
textures, crowds are made 
up of identical models, 
and sequences frequently 
venture into the Uncanny 
Valley. That said, each level 
is ambitious in scale and 
heavily populated, possibly 
making detail a luxury. 

The clubbers here. as in real life, may 
all look a litlle simila~ but according to 
the dev team there are between 3,000 
and 3,500 of them in this building alone 
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FORMAT 360, PC, PSl 
PUBliSHER ATARI 
DEVHOPER EDEN 

OR GIN FRANCE 
RElEASE: FEBRUARY 

Alone In The Dark has a 
strong heritage (putting 
aside the infamous film by 
Uwe Boil). The original was 
among the first games to 
use 30 character models, 
and its non-linearity, 
avoidance of combat and 
pervading sinister air made 
it a template to which many 
other series. including 
Resident Evil and Silenr Hill, 
owe a debt. Subsequent 
games dropped the 
references to the Cthulhu 
mythos that inspired the 
original, ill-advisedly 
leading the series down 
rather less cogent routes, 
involving Mafioso pirates 
and zombie cowboys. 
Hopefully this remake 
returns, if not to the tales 
of Lovecraft. then to a more 
coherent and uniformly 
terrifying premise. 

Alone In The Dark 
Eden reveals some promising technology 
at Leipzig, but where's the game to use it? 

Bumtf>!llltms woll eventually break ;.nd you can hold them for only so long before the flames begin 
to S<O<ch JO<Ir ~nds it's a realistic trade-off between their combat effectiveness and longevity 

1nce last year's E3, Eden has 
S remamed unfon:hcomng about th1s 

gloomy remake of the 1992 classiC -
a game wh1ch gave b rth to many of the 
tdenuftable features of the survival-horror 
genre We know that 11 has relocated to 
Centra Park. New York, and that •~ wil be 
ep•sod•c m 1ts struaure- broken uo 1nto 
one-hour segments of aaion, much lke a 
TV show. Beyond thts, httle IS known, 
however Given that the projea has two 
years of development behind it, we were 
slightly nonplussed that a'l we were shown 
at Le•pz•g was a tech demo featuring a 
walkthrough of the kmd of puzzles you 
mtght face dunng the adual game, should 
1t ever deCide to step out from the shadows. 
Fortunately, th1s modest demonstration was 
by Itself pretty compelling, convincing us that 
the game has potent•al to deliver both 
atmosphere and 1nnovat1on. 

In the spmt of the origmal game, your 

The Belvedere Hotel serves as one 
of the foreboding locales in Alone 
In Tht Dark, along with the whole 
of Central Park, which has been 
recreated to within SOcm of reality 

character wt f nd few v.eapons to hand 
- relymg on a miXture of ma eshilt tools 
and h•s l'llVlronme t to de· eat or avOJd h•s 
enem1es The technology bols;enng 1h1s 
is the abl :1 ·o combine many :ems :hat 
you come across - ·ne nven:ory s~tem 
d1spl.;ymg ··om a first~n ~rspt<tlve, 
loolong down over the charaae•'s chest as 
he opens hiS ac et. revea ng the many 
pockets llSide Wrap a glo\V!>:K •n tape 
and you can f ng rt on to a wa to hght the 
area ahead o• you F a bottle With bullets 
and gasol e and you have a bomb. whiCh 
you can ~hen gn ~e trom a safe d•stance 
by lea'llng a ;ra o' fuel 

In fact. f re seemed to be a central theme 
of the demo, and one of the most effect1ve 
ways to d spense with enem•es As w1th Far 
Cry 2. f•re spreads reahst•cally, consummg 
flammable substances and. •ndeed. 
flammable creatures - wh•ch 1ncludes you 1f 
you re unlucky enough not to have a f~re 

extingu•sher to hand From these s•mple 
abdoties arise complex mechamcs; the 
demonstration suggested multiple ways to 
resolve an encounter with some small, 
gruesome looking enem•es- apparently 
some sort of demon•cally mutated verm•n 
Our character at flfst shoots a corpse to 
distract the creatures, wh•ch choose to feast 
on the blood rather than attack the player 
He then wraps a bottle of gasoline 1n tape 
and manages to throw it on to one of the 
creatures, to which rt strcks. before •gn•t.ng 1t 
w•th a bullet. The player then punctures a 
hole 1n a blood pack, and uses the trail to 
lure the remaining enem•es 1nto a gasoline­
soaked fire trap. 

In keeping with the attent1on to physics, 
handling items has been made mtultive and 
realistic. The player picks up a cha~r. and, 
w1th a slow rotation of the 360 controller's 
nght analogue stick, the charaaer moves the 
item in a circle, sweep1ng out m front of him 
and then up over his head. W1th sw•ft 
movements, items can be swung v1olently to 
serve as bludgeons - we witnessed a metal 
door be•ng stead1ly deformed as it was 
beaten with a fire extmgu1sher. before f1nally 
breakmg from 1ts h1nges. Later, a p1pe was 
artiCulated through the a1r to coax a'l 
eleancal wire out from a pool of water. 

In an deal world the full game w1ll put 
these powerful, simple mechamcs to good 
use •n creat•ng •ngenious puzzles, wh1ch, 
being construded on reahstrc pnnc•ples. w1ll 
make the game's horror element all the more 
credible. However, w1th so much time on the 
projed already expended, we can only hope 
that the handful of months between now 
and the scheduled release date shed some 
light on an actual game whrch does 
justice to its foundations. 



Nights: Journey Of Dreams 
Sega gives the formula behind a Saturn classic another whirl 
-this time via the swishes and swoops of a Wii Remote 

M 
any have 'ond memories of Nights' 
previous adventures - a fact whtch ts 
both a boon and a burden for Sega's 

US studto, whtch tS developtng thts sequel 
under the watch ful eye of anginal destgner 
Takashtllzuka. However, a recent eyes-only 
demonstration suggests that Journey Of 
Dreams remains fatthful to the ongtnal, 
almost note for note, desptte a new 
control scheme on the Wu hard~~~tare 

Once again you control the androgynous 
flying jester, Ntghts, swooping through the 
vtbrant dreamscapes of Nttghtopia, on a 

With such a long period having elapsed betwet n this and 
the last Nights game, Journey Of Dreams will inevitably 
have to appeal to a new audience ils well as fans. Being 
~ to freely navigable 30 enwonmenu, will younger 
gamers be enamoured by Nights' restricted fhghtpath? 

mtsston to nd the and of the monstrous 
N1ghtmaren who plague chtldren's sleep. As 
before, the movement space is restricted to a 
tvvO-d•mensiQnal course •hat weaves back 
and forth and around a three-d•mens1onal 
envtronment Wt thtn these limtts, Nights 
sp ns and soars, collect ng •tems and 
performtng tncks that extend the countdown 
of hts flight ttme 

lfv hereas ne pre\IIOUS Nights was a score­
attack game, Interspersed by boss battles, 
Journey Of Dreams introduces specific 
obJectrves. too Dunng the level we saw 
demonstrated, Ntghts had to chase a bird 
in order to pnse a key from its claws ­
presumably to open one of the doors that 
lead to other dreamscapes. Interestingly, the 
emphasts on the game's challenges seems to 
have st> ~ed slightly: when Nights' fhght time 
camo to an end, you traditiOnally dropped 
out of the sky and had to waddle back to a 
central po•nt tn order to re-initJate the ievel­
a task made dtHicult by bounong 4!(Jg-t•mers 
whtch would pursue you. Th1s threat seems 
to have been elim.nated and, instead the 
level ends and you return to a hub woOd 

FORMAT: WII 
PVBUSHER SEGA 
OEVELOP£R IN-HOUSE 
ORIGIN: US 
RELEASE· NOVEMBER 
PREVIOUSLY IN E178 

Certainly, Journey Of Dreams rematns 
true to the style of the original game as well 
as Sega's trademark v1vid palette, and 
minor tweaks astde- indications are that tt 
wtll deliver more of the same 

Perhaps fans wou d suggest, though, tha~ 
tnnovatton tS not as tmportant as ensunng 
:hat the central JDy of cent nuous, 
aerobauc mo•IOil rema ns ntact 

Mario Er Sonic At The Olympic Games 
With the acrid smell of the 2012 logo furore still lingering, we brace ourselves as the 
Olympic marketing machine unleashes the inevitable slew of 2008-branded games 

W hile the pa•nng of Mano and Some 
has long been tn the mtnds of 
garners, whose parttsanshtp tn the 

console wars of the 1990s has stnce faded 
mto nostalgia, the occaston to bnng them 
together here sounds less like fan 
appeasement and more ike an attempt to 
elevat~ a trrte cash-in. With a hefty number 
of similarly themed games comtng to market, 
Sega will certainly need the combtned star 
power of the game's contenders. also on the 
horizon is an Asterix-branded OlympiCs 

game, plus Konami's remake of Track & 
F1eld {the ongtnal was re-re eased August 
on Live Arcade), tn whiCh you can play as 
Silent HJ!fs Pyramid Head, among other 
Konamt •cons 

Such brandtng emphas•s portends that tt 
will be diffiCult to d sttngutsh the games 
quahtattvely. and a br ef demonstratton of 
Mano and Some's spnnttng and hurdle 
events confirmed them to be predtctably 
implemented The archery event, however, 
sparked hope that some of the tasks would 

Each character has different skill biases. Mario is the all-rounder; Bowser has brute strength; Sonic;. as you might imagine, 
is speedy - but in a token effort to balance things, he acceltrates slowly. He still seemed to win each race event. though 

be more mechan•cally ll'lterestmg - requinng 
you to pull the Remote back, tngger down, 
tn a hne beh1nd the Nunchuk. 

However, when Wtt games have so 
r4!(Jular y explored new contra methods and 
then tted tnem to wtder and more tnteresttng 
object•ves, there's a h1gh risk that the single 
OlympiC events will fee reduct•ve by 
companson. The same could be said of party 
games which often rely on stngle, simple 
control schemes for each act•vtty, but 
WanoWare and its ilk also bombard and 
befuddle the player with raptd changes and 
b1zarre images There's an anarchic humour 
to those games whtch w1ll inevttably be 
absent from this, a game about a fairly ngtdly 
defmed sport•ng event. albett one in wh•ch 
the parttetpants are juxtaposed from notable 
vtdeogame franch1ses. 

Hopefully Sega has thought about the 
ways tt can make this treatment d1stinct from 
the slew of other Olympics games JOStling for 
contentton If tt simply relies on the appeal of 
1ts contestants to add gloss to a by-toe-
numbers Remote-Jiggler then tt may ~ 
well fall at the first hurdle. ~ 

The lewls ate realised with the usual 
Sega-bright colours, and the boldness of 
the art style helps to distract from the 
fact that it doesn't come dose to the 
graphical standards set by Mario Galaq 

FORMAT: OS. Wii 
PUBLISHER: SEGA 
OEVELOPER· IN·HOUSE 
ORIGIN JAPAN 
RELEAIE CHRISTMAS 

Princess ,.ach's pink blancmange isn't 
practical sportswear. As in Mario Strikefl 
she's one of the few whose iconic 
apparel is altered to suit the context 



Combat i$ not merely button mashing: by 
delivering a $eries of fast attacks against 
enemie$ you amass pips that can then be 
spent on large. spectacularly bloody moves 
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FORMAT 360. P$3 
PUBLISHER SEGA 

DEVELOPER CREATIVE ASSEMILY 
O~IGih UK 

RELEASE Qt 2001 

Although Viking eschews 
the historical realism of the 
Total War series in favour of 
a fantasy setting. Creative 
Assembly has emphasised 
its authenticity w ithin 
Scandinavian myth. The 
game sees you take on the 
role of Skarin. who is 
chosen to see off the forces 
of Het, a goddess who 
throws a strop at being 
expelled from Asgard. 
conquers Mldgard, and tries 
to release Fenris to bring 
about Ragnorok. Although 
the dev team has promised 
that Het will be a tragic 
figure, with so much else 
going on in the game, will 
there really be much space 
for storytelling? 

Viking: Battle For Asgard 
Creative Assembly drinks deeply 
from the skull of Scandinavian myth 

C 
om1ng from the team beh1nd 
Spartan. Total Warnor. V kmg was 
one of the surpnse delights of the 

Leipzig Games Convention. Due for release 
early next year. and bemg what might loosely 
be descnbed as a Scand1nav•an-themed hack­
and-slasher, 1t will 1nevitably f nd rtself battl1ng 
agatnst the big-budget Beowu/f game tn 
development at Ubisoft (see E179). But 
V1kmg is far from hang1ng on the coat-tails 
of th1s more v1s1ble title- 1n fad its amblt1ons 
may well see it usurp Beowulfs throne. 

In both games you control a hulking mass 
of Nord•c muscle as he cuts a bloody channel 
through a throng of gruesome enem1es -
and 1n both games your ad1ons have an 
1mpact on the allied troops who fight 
alongs1de you At th1s pomt the d1vergent 
scale of the two t1t es becomes apparent­
Beowulfs squad behav1our IS Important m an 
1mmedrate, linear fash1on; 1n Vikmg, your 
actions as a bulwark are a tactical necess•ty 
to shape the course of vast banes occurnng 
m an open world. 

Taking place on a square kilometre of 
remar~ably we -drawn rsland, Viking sees 
you s OWl 'I berate sett ements from the 
undead hordes of the vengeful goddess, Hel. 
As you do so, you can ea I a greater number 
of troops to yoJr a o n la•er battles Such 
events unfold 1n a non- near fashion 
mdeed, you are free to explore the 1sland 
and visit enemy encaMpments at any po1nt in 
the game and, although t would be unwrse 
to engage them rn ban e beiore you are 
su1tably prepared, you m1ght 1nstead elect 
to sneak in alone and sabotage key utd1t1es 
that will weaken the1r defences dunng a later 
confrontation. S1mrlarly. you can bolster your 
own army's chances by a strateg1c selectiOn 
of targets: liberate key resources, such as a 
lumber m1ll, and you'll f1nd your army 
equipped w1th a battenng ram 

lndiv1dual battles also feature a strategte 
flow; your abil1t1es are a VItal asset to your 
army, and you must cons1der where and 
whom you engage in combat Your presence 
has such an effect that you can successfully 

You need to managt your time and abilities to help your 
troops - grunt individu.1lism without tiKtkal !honking will 
just lead to you confronting in$urmountable odd$ alone 

Currently in pre·alpha. the game alrtady look$ good, 
and although its world is nowhere near as large J$ that 
of Far Cry 2, its $ingle square kilometre of dense island 
scenery offers plenty of pretty diversions. perfectly 
decent draw di$tantt1. and lots of freedom to roam 

push a contingent of thanes through heavy 
defences or. by infiltration and assassination. 
you can remove the enemy shaman 
responsible for respawn1ng the forces that 
are stymying your troops· advance. Such 
act1ons need to be thought through - dnve 
your troops nto a dangerous chokepo1nt 
Without f rst deal1ng w1th the defences and 
you'll find your army in d1re straits. 

Th1s scaling, from the brutal one-on-one 
combat, through the tad1cs of each battle. 
to the strategy of an al1-encompass111g war, is 
amb1tious- and much rests on how flu1dly 
the convergence of these layers of gameplay 
will prove. However, the demonstration 
suggested that 1ts breadth hasn't come at 
the expense of the completeness of each 
element. Combat is a system of moves and 
abiht1es that cha1n together. building up to 
spec1al attacks and mag1c. The results are 
SUitably brutal but not Without challenge­
cleavmg m1nor enemies into gory slabs IS a 
doddle, but f1ntSh1ng off a champion requires 
carefully parryrng and avo1d1ng attacks untrl a 
vulnerable moment allows you to leap up 
and pilednve a sword through the back of his 
neck. If this small-scale v1olence segues well 
mto tadteal and strategic warfare -as the 
developer's Total War hentage suggests 1t w1ll 
- then Viking has a good chance of bring1ng 
to the hack-and-slash genre a level of ~ 
depth so far unseen. ~ 



Rise Of The Argonauts 
In a lightning-quick presentation, this myth-inspired 
RPG hacks through the accepted features of the genre 

T 
hough Rise Of The Argonauts cla1ms 
to be an RPG, you m1ght not have 
known it from the demonstratiOn at 

Leipz1g, which seemed to focus all of its 1 5 
mmutes on the ways 1n which the game 
upsets cliches and deviates from the norm. 

Although it's clear that we take on the 
role of Greek hero Jason. the demonstration 
didn't dwell upon the formation of story, 
stating simply that there 1s one. and that 1t is 
as nch as you would expect from an RPG. 
Instead. the presentatiOn exam1ned the 
combat elements of the game and, 1f your 
pen could move fast enough to take note of 

Jason can choose two Argonauts to join h1m on his 
mission~ selecting from a range of well·known figures 
from Gr~k myth. including Hercul~ Atlanta and Achilles 

Speedball2 
The Bitmap Brothers pass the ball 
on to Kylotonn for this remake 

peedbaf/2· Brutal Deluxewas one 
S of the flagsh1p t1tles of BntlSh game 

development, 1ts unabashed VIOlence 
and humour marking out The 81tmap 
Brothers as a stud1o at the vanguard of the 
UK's talent. Its recent re-release on Xbox L1ve 
Arcade, with an lll-adv1sed (although 
blessed,ly optional) graph1cal rev1S1on. showed 
that the game's charms had only slightly 
d1minashed over the intervening years­
Speedba/1 2 endures as an anarch1c, 1f 
lightweight. p1e<:e of arcade-style act•on 

But, given the ongtnal's presence on ltve, 
perhaps this full remake from French team 
Kylotonn seems a little premature, not to 
ment1on confusingly t1tled - dropp1ng the 
subtitle but keeping the same numeration. 
Indeed. all of the game's features are 
faithfully reproduced w1th almost no 
alteration; it's easy to think that there is httle 
to 1ust•fy a full-pnced vers•on of a game that 
is already readily ava1lable, in appealing le-res 
glory, for cons,derably less. 

However, as1de from a .dub1ous 
conversion to 30, the upcomtng remake 
bnngs the k1nd of onhne support that should 

them, there were many minor, but 
nonetheless pleasing, touches that built 
towards an emphasis on dehvenng instant. 
viscera I action. 

ReJe<:bng the usual statistiCS trade-off, 
enem1es die in a single hit if they don't block 
or dodge your sweeping blade - often falling 
1nto two bloody halves. But block and dodge 
they do. exh1b1tmg levels of intelligence, and 
the dev team made a po1nt of the fact that 
enem1es attack together. rather than falling 
back on the game cliche of advancing one by 
one to tneir death. Levelling up here has 
palpable effects your enemies don't s1mply 
take more damage; a h1gher level is the 
d1fference between knock1ng a foe back Wlth 
your sh1eld, and swattmg h1m off his feet 

All these efforts were well complemented 
by a dynamK anamat1on system. assessmg 
where an enemy IS in relation to your 
character. and ensunng that each attack 
move then conne<:ts convmongly For a game 
given so little ttme to 1mpress the press, 
Argonauts d1d a good JOb of ptqu ng rverest 
with 1ts smattenng of annovat1ons and ..., 
irreverence for the genre ~ 

be a model for any developer. The game 
comes with extensive communtty faciht1es. 
matchmaking and rank1ng systems, and even 
a full SDK, wath which the developer hopes 
players will customise every aspect of the 
game and create a healthy flow of user­
generated content Wh1le the game itself IS 
a modest divers1on, the way Kylotonn has 
supplemented th1s w1th generous penpheral 
features might well appeal strongly to ..., 
the Speedba/1 senes' cult following. ~ 
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Each of Proving Grouncfs 
three districts- based on 
Philadelphia, Baltimore and 
Washington DC- can host 
up to 30 pieces of player­
placed Rigger kit, and 
permanently so. Phone 
booths allow you to call 
f riends into seamless online 
play, as they'll be invited 
into your modded vision 
of the gameworld. Your 
personal HQ is a hangar­
sized area that can hold up 
to 200 pieces of furniture, 
including wall-hugging 
screens that can roll a 
selection of videos. These 
personal hubs can also be 
decked out with themed 
decor kits including chrome, 
dojo and skate-park themes. 

I>.ISsers-by who view your tricks (below) will 
add a little bonus to your cash bank, which is 
also bolstered by onhne pl.>y. Barge into a 
ped (right), however. and you can expect 
them to give surprisingly dedicated chase 
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Tony Hawk's Proving Ground 
St ill pushing, tweaking, updating, evolving and 
refining. Is Hawk down to the last of his nine lives? 

S 
ottong down to play Proving Ground, 
ot's all too easy to mumble a well 
worn gnumble about once aga n 

hottong the streets woth extreme sports 
gammg's own answer to Mano. a well­
flogged. hogh-jumping icon w1th enough 
multi-generatoonal heritage to nval many 
RPGs. But ot's JUSt as easy to once agaon get 
sucked onto thiS combo-dnven instotut1on. 
Provmg Ground's presence may make 
observers roll their eyes, but old hands will 
soon be rollong their tongues and thumbs 
w.th concentration, eagerly familiarisong 
themselves woth the game's new trick aspects 
and falhng for JIS flexobohty all over aga1n. 

Every new Tony Hawk game bnngs new 
thongs, but Provmg Ground os the forst to 
truly feel feature-complete- there are no 
obvoous holes in ts bullet pomts- along 
woth a certain sense of matunty about ts 
advancement. The long-established balance 
bars, formerly a stumpy meter that would 
appear nght next to your skater dur ng 
gnnd and manual manoeuvres, has been 
replaced with a colour-coded, screen-wode 
arc. The logicJ lt frees up your eyes whole 
you're maintainong your balance triCks, 
onstead of having to focus on the centre 
of the screen and leavong navogatoon to 
penpheral vision. 

it's the extens1on to Project 8's revoVJfyong 
Naol the Tnck mode that's the sharpest new 
hook. however. Its senes of foot-fancy; p 
tncks now extends to onclude Nail the Grab 
and Naol the Manual, allowing thos shck slow­
mo mode to become a combo stnng on otse.', 
and not just part of one During Na. the TncK 
mode, holdmg the left trigger actovates the 
grab-move aspect, where the stocks doctate 
where each hand grasps the board, the 

The aggro push, when applied with timing. allows you to 
build up extra speed during an apPfoach to a ramp. Without 
needing to find a d ear and lengthy run-up. You can also 
boost yourself oH walls and vehicles during a manual 

The standard camera sways 
and bobs more actively than 
before, although not as 
severely as that of Skate. 
Tighter direction can be 
achieved in the video-editor 
mode. as can the application 
of visual filters and music 

Nearly 60 licensed music tracks are confirmed, in a 
typically broad sweep. including The Rolling Stones. 
Oasi!lo The Clash. Beastie Bo~ Bloc Party and Jurassic S. 
The 360 version will also feature a Guirar Hero Ill demo 

manual aspect needs the right tngger to be 
held, With each stiCk determonong the herght 
of each foot. Whole these new analogue 
avenues successfully add further bulk to the 
senes' already-groaning trick repertotre, they 
don't feel like a significant overlap with the 
1ntomate control mechanisms of EA's Skate 
(see p92). Both 11 and Provmg Ground of' er 
a technocal approach to skating, but EA's 
debut is about stre tching the JOypad over 
skateboarding, while Neversoft's long-serving 
endeavour 's about stretchong skateboarding 
over the joypad Vosually; however, Proving 
Ground's ashen realism may well differentiate 
11 from previous toties. but has placed 1t more 
in line with the competition A little more 
colour would be very welcome, and would 
hardly harm the game's ostentat.ous style. 

As with Project 8, there's renewed reason 
for fa ithful Hawk players to consider once 
agaon upping pads and getting stuck in. But 
ot's the game's as-yet-unknown ability to toe 
together 1ts new features via plot, obtectives 
and its character-class system that will be 
crucial in convincing Pro Skater 2 & 3 
romantics that Provmg Ground is a more 
confident slice of expansoon than has ~ 
been typical over the years ~ 
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Borderlands 
Brothers In Arms developer Gearbox exchanges World 
War 11 for the grit and dirt of the interplanetary frontier 

1ven the success of P1tch Black and 
G F1refly, it's shghtly surprising that the 

'wild west in space' genre has seen 
little goldrush fever Swaggenng 1nto th1s 
niche IS Borderlands. an RPG·flavoured FPS 
set on the planet of Pandora, the s1te of a 
poorly conce1ved colonisatiOn attempt. As 
those who named it apparently foresaw, 

Vehodos and weapons are 
highly customisablo. with 
the la"er being randomly 
generated within certain 
parameters to create over 
SOO.OOO possible i tems 

fORMAT: 160, PS1 
PUBliSHER: VIVENDI 

DEVElOPER: A2M 
ORIGIN: CANADA 

RCLEASE: AUTUMN 2008 

Pandor a contams some rather ghastly th1ngs, 
wh1ch only reveal themselves when the 
mcred1bly slow seasonal cycle of the planet 
k1cks m to spring. 

Woth their new home rapidly becommg 
less hospitable, many colonists up and leave 
- but seven settlements remain, determined 
to eke out a living on the front1er. You find 
yourself playing as a fortune hunter and 
gun for h11e, tasked w1th protecting the 
ot1zens of New Haven from the flying 
creatures which threa ten their livelihood 

As With several of the more amb1t1ous 
toties on show at Le•PZIQ, Borderlands 
'eatures an open world - free to explore and 
partly procedurally generated. The game has 
also been built w1th co-op in m1nd. Randy 
P1tchford, presodent of Gearbox, gave us a 
typiCally well-rehearsed presentatiOO, 
penodocally whoopmg With practosed 
enthus1asm and showong a lively sequence 1n 
wh1ch the players were being pursued across 
salt flats by a group of buggy-dnvng 
marauders. Land1ng a grenade under the 
wheels of their enemy. the two co-op players 
switched pos1tions m the1r own vehocle, 

Wet 
A2M brings grit, style and wiggling 
hips to the thirdperson actioner 

U 
nveiled for the forst time at LeipZig, 
the rather strangely t1tled Wet 
introduces Rubi, a leather-clad 

gun-toting fixer who lives in an abandoned 
plane graveyard and has a penchant for 
balleuc combat. As a female gammg ICOn she 
1s a reasonably characterful effort a coolly 
nonchalant n1n1a falling somewhere between 
the com1c-book touchstones of tough 
fem•n•n•ty. Miho and Tank Gir She also 
sets a new standard m ammat1on Simply for 
the remarkable, and probably phys1cally 
1mposs1ble, gyrat1on of her buttocks as she 
walks- perhaps an acknowledgement that 
Lara Croft has the exaggeratoon of other 
fem1mne attributes already covered 

The action on show saw Rubi swing from 
rafters, vault across tables, perform wall-runs 
and fLps, diving and rolling with grace -
gunmng down enem1es al the whi 1e The 
game allows you to lock on to mult.ple 
targets at once, although not w1th the 
freedom explored in the recent Call Of 
Juarez, and during any of her acrobatiC 
'nav1gat1on moves', Rub• can whip out a 
katana for a gnmly amusing sword kill. 

As well as dangerous indigenous species, you'll find 
yourself up a gains! human opponents who have 
taken advantage of the lawless fringes of civilisation 

the•r character models clambenng over 1ts 
chassrs to get nto position. 

No doubt Borderlands has some neat 
tncks hidden under its dust-jacket. but it 
could fmd 1tself outgunned by 1d's similarly 
sun-baked so-f1 vehicular FPS, Rage. Perhaps 
the genre w1ll turn out to be big 
enough for the both of them 

Apparently the wolk of sometime 24 wri!er Duppy 
Oemetrius, !he storyline promises plenty of double­
crossing and intrigue to frame the thirdperson action 

There's no doubt that Wet has attrtude 
and a certain amount of flair its si ck visual 
design is pi tched with accuracy at the exact 
median pomt between Quentin Tarantino, 
Guy Ritch e and Tony Scott The nsk is that 
Rubi will look ike a b11 of a Jenny-come­
lately, offermg the exact same l<lhd 
of gunplay already seen in titles such as 
Stranglehold but even then it's hard to 
begrudge wers w1t and beautiful. 
compelling carnage 



Civilization: Revolution 
The long-revered PC strategy series gets a 
lithesome reinvention for t he console market 

S 
id Meier's name appears above 
many games. Std Meter's Pirates, 
Std Me1er's Alpha Centauri and 

even S1d Meter's S1mGolf try saytng that 
ftve times qutckly). But one game, or 
perhaps one concept, looms over them all: 
Ctvtlizat1on. From ts 1991 release 1t has 
been the game synonymous wtth his career 
and, as one of the deftntng t1tle5 of strategy 
gaming, tt IS largely responstble for 
cementtng the assoCiatton between the 
PC and that partiCular genre Wtth 
Civilizatton: Revolution, Meter hopes to 
upturn thts relationship 

To wtt, Revolutton streamlines much 
of the tradttional design -though 1n th1s 
rare case 11 seems that 'streamline' 1sn't a 
euphemtsm for 'dumb down· Its success 
comes down to del venng information 
effiCiently " I think we want an expenence 
that is iO'lmedtately east er to understand 
than mouseovers and text readouts, as well 
as being visually dramatic," says Meier 
"There's a practical value in a real causatrve 

relat1onshtp and \IISUa ;eedbac( there -I 
want to make a game that you11 be able to 
figure out what's happemng by lookmg at 
1t rather than runn ng for me manua or 
looktng for t ps on re • 

Upgraded untts, c ty resources and 
fon1frcattons are a rea sed vrsua !y- mak ng 
it much easrer to caku ate the success c· any 
encounter w1th enemy troops. the r var ous 
modtflers eas ly vs be at a glance \'\lh e me 
game remar'1S torr.-oaS<'d, : pro.- s to oe a 
great deal faster A though Meter says he 
sees little dtfference tn the attentton span of 
PC and console garners, by vtrtue of berng on 
a console, Revolur on has a greater 
multtplayer focus, and th1s determines the 
game's pace it's maybe OK for you to play 
alone for half a day, but hard to f1nd a group 
of people who'll stt down for ten hours " 

Thts accessibility doesn't undermtne the 
rich and involving gameplay the senes •s 
known for, Meter mststs don't buy that 
long games are deeper- making a dectston 
20 t1mes rather than two, that's not deeper· 

After combat you can upgrade your units. giving them 
visibly identifiable modifiers. For example, a unrt with the 
ninja·like infiltration upgrade will conquer cities easier 

The eventual goal of the game is still to send an 
uped•tJon ~ the way to Alpha Centaun, although you 
can also w•n by c~ an othe< cap.tal cities. 
Alternatovely. you can won the game by more peaceful 
methods achieving cultural or economic hegemony 

Wh e :he game progresses at a faster 
pace, there are tew areas whtch seem to 
lack the detail of Crvs past The technology 
:ree re 3 ns ntact, atthough the bn tant 
rPterface destgn makes rts comprehenston 
constderably less cumbersome than in 
prevtous games. The c1ty screen rs simtlarly 
complete, although 'IS revised rnterface 
makes management of your populace and 
resources slick and tn tuitive. 

At all points the game impresses wrth the 
accesstbtlity of tts Ul whiCh coheres well 
with the bold, clean, super-saturated an 
drrect1on The world rtself s a fu ly 3D globe 
whteh you caP zoon out to see n rts 
cartoontsh entrrety Your vanous advtsors and 
competrng leaders are memorable cancatures 
that pop up onscreen. reactrng amus1ngly to 
your drplomattc choiCes, bargtng each other 
out of the way to gam your attentton. 

Meter clatms thts to be h1s favounte Crv 
game yet He would say that, of course, but 
tt certatnly seems to be the case that 
Revofutton is far from a poor cousm to tts PC 
predecessors. Even the DS verston, Flfaxis 
claims, runs on the same code as the verston 
coming to 360 and PS3 - it ts only the 
graphrcs that have been scaled back. Wtth rts 
vivid and d1st1nct desrgn ethos, depth and 
speed, Civtltzation Revolutton looks like it 
mtght be the first strategy game to 
conquer the crossplatform market. 

Exploration is ince<~tivised by hidden ancient 
artefacts which give you significant bonuses. 
working in much the same way as the 
Wonders of the World in previous Civs. The 
Arc of the Covenant. for instance, instantly 
provides all of your dties with a temple 

FORMAT: 360, DS, PSl, Wii 
PUBUS"IR TAKE·TWO 
DEV!LOPE• FIRAXIS 
ORIGr~. US 
RElEASE: SPRING 2008, 
AUTUM N 2008 (Wii) 

One thing that Meier misses 
from the PC Civs is the 
channel for exchanging 
content: · user-to-user 
content is at a different 
level on the PC because 
there'll always be 
something that'll host it. 
whereas on consoles it's 
controlled by Sony or 
Microsoft and so the user 
c.an't create a mod and just 
share it with other players. 
And that was a significant 
part of Civilization's vttality 
on the PC. So that's 
something we're not able to 
do with this generation. But 
we're there and making 
downloadable content on 
the consoles ourselves, so 
that's the first step, and 
maybe in the future 
channels and networks will 
open for users to create 
their own content." 
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FORMAr 360, PC, PS3 
PUBLISHER: CODEMASTERS 

DEVELOPER IN·HOUSE 
ORIGIN UK 

RELEASE: 2008 ____ .,., 

fORMAl: 360 
PUBLISHER: ARC SYSTEM WORKS 

DEVELOPER: IN·HOUSE 
ORIGIN' JAPAN 

RELEASE: TBA 

The Guilty Gear series has no small 
amount of history, having appeared 
on many formats, but this is the first 
attempt to refashion in an RTS manner 
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Race Driver One 
Don't let the working title deceive you: the descendent of 
TOCA hopes to give birth to a wholly new racing franchise 

The dev team has apologised for the roughness of the 
early build we've seen. This strikes us as false modesty, 
as the Neon engine reaeates Milan with startling fidelity 

ventually to be released under a E d1fferent name. Codemasters' cla1m 
IS that thiS game w1ll push the genre 

in a d1fferent d1rect1on, away from prev1ous 
Race Dri~er t1tles, th1s t.me focus1ng on 
five· to ten-m1nute bursts of adrenal1s1ng 
motorsport. You will JOin the ranks of a 
persistent. global table of race drivers 
numbering in the thousands and all 
competing to become world number one. 

it's a cunously unreal conceit for a genre 
that prides itself on the simulation of reality­
the whole world, s.ngly and completely 
obsessed w1th driving. Starting as a driver 
for h1re, you will eventually work up enough 
cash to found your own team. From there, 
you can hire new and better team mates, buy 
and k1t out cars, and 1ncrease your reputation 
in order to s1gn sponsors 

Just as Codemasters' other recent racing 
release, Dtrt, has attempted to divers1fy 1ts 
offenng 1n companson to preVIous Colm 
McRae games. Race Dnver One also throws 
a fa1r vanety of challenges at the player, 
themed by type and locatoon Amenca is the 
arena of the muscle car, Japan the place for 

Guilty Gear 2: Overture 
A new instalment in the series known for its 20 
brawlers heads off in an unprecedented direction 

A 
re System Works, once a developer 
ek1ng out a corner of the arcade in 
the shadow of bigger names, is now 

busy establishing a name for itself as a 
publishmg house. In line with this upscaling 
of amb1tion, 1t has decided to revisit its 
lead1ng franchise with an eye for radical 
renovation Departing from 1ts roots, thiS 
latest Guo/ty Gear 1S an attempt to court the 
console market, and w1ll not only see the 
move to 3D, but also to an entorely d1~erent 
genre of game Overture IS an actoon game, 
uttlis1ng some of the f1ghtong combos fam1 ar 
to the senes, although wotll the new 3D 
layout you will f1nd yourse f engaged VV1th 
multople enemtes, ma<1ng the act1on more 
l•ke that of a hack-and-slasher than the 
duelling of prev1ous instalments. 

In a further innovat1on, this actoon is used 
to serve RTS-style play, 1n which the player 
must capture structures that spawn enemy 
troops. As you progress you earn points 
whiCh can be spent on robotic AI alhes and 
healing u mts - co-ordination of which is 
reqwed to bnng down the larger targets. 

The new format does not entail a 

reject1on of the Gut/ty Gear world, however, 
and Overture continues the story from a 
pomt several years after the first game in the 
series. The Improbably named Sol Badguy 
returns, along with h1s foil Ky Kiske, who has 
apparently ascended to the throne of lcuna, 
and these two w1ll be JOtned by a number of 
new characters Although few detatls have 
been announced, it looks l1ke the senes w1ll 
support between two and four players ~ 
over Xbox Live. ~ 

Codema>ters claims that the game will have a broader 
range of events than in any previous instalment of the 
TOCA series. forcing the player to mix up racing styles 

ad-hoc street races, and Europe the centre 
for organised touring car events. And each 
area is realised w1th some authentiCity, 
thanks to the ever-impress1ve efforts of 
the Neon engme - also contnbuting 
environmental and car damage to the m1x 

Race Driver One has an em1nent heritage 
regardless of the name, but will d'tch,ng the 
lP be of benefit? Without a disttnct boas 
towards the arcade end or sim, and w1th 
graphical fideltty already pushed so far, tt 
seems d1fficult for a new racing brand to 
d stmguish 'tself in a fteld dom1nated ~ 
by longstand1ng franchises. ~ 

While you'll still be able to pull of the same kind of 
combos you did in previous Guilty Gear games. the move 
to 30 requires you to lod< on to individual opponents 
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FORMAT PS3 
PUBLISHER: SCEE 

DEVELOPER· INSOMNIAC 
ORIGtN US 

RElEASE: NOVEMBER 7 

As ever, the game is full of 
imaginative ways to rain 
destruction on the army of 
robots you'll be facing. By 
far the most pleasing of 
these is the Groovitron. a 
metallic sphere that, when 
thrown, quickly morphs into 
a disco ball; it rises to a 
height just above the 
enemies, some funky music 
plays, and your enemies 
helplessly begin dancing. 
lt's been incorporated with 
such visual charm and the 
enemies· dance moves 
are so enthusiastically 
expressive that it seems 
almost a pity to wrench 
them to oblivion when 
they're having so much 
fun. (But, among all the 
hand gestures, spins, 
jumps and moonwalking 
on offer, why don't they 
ever 'do' the robot?) 

Ratchet Er Clank Future: Tools Of Destruction 
One of t he flagship PS2 series makes the leap to PS3 in 
a marriage with something old as well as something new 

atchet & Clank has never been what 
R you'd call a subtle series, w1th each 

PS2 sequel bnng1ng more odd 
weapons and btzarre tWISts of humour 1nto 
the protagomsts' world For the PS3 debut, 
however, th1ngs are getttng scaled up 
cons1derably - and not JUSt the guns. 

Despite the tttle, Tools Of Destruction IS 
as much about returntng the senes to 1ts 
platformer roots as 1t IS cramm10g 1n every 
vanety of destrudNe weaponry 1mag nable 
There are stdl the old favountes. o' course, 
because turn1ng a crowd ot onrush10g robots 
10to blinking pengui'ls (complete w1th 1ttle 
hats and scarves) can only look that much 
better in HD.Visually, the game is very 
accomplished and v1vidly coloured, with 
the temptation to be too fussy over the 

The environments cover the usual 
range of themes- ice, forest, 
factory - but the series has always 
produced variation within limits 

details eschewed 10 favour of a clear and 
far-reaching sense of des gn 

The evels are certa nly oanoram1c, With 
great 10es of c ty blocks, mounta ns and 
trees runnmg o" 1nt0 the d stance. The 
Metropolis le•e, however, shows thts to be 
mostly a beauttful sheen w1th little allowance 
for exploration. As an early stage, th1s may 
be the resu t of a des• re to gu1de the player 
unt ltney are fully familiansed, but it would 
be a shame f ;he colourful sett10gs were 
s mply wa paper for hnear mtssiors. 

But though hnear, Metropolis does show 
vervca ambttton. w1th your movement 
punctuated by Jump pads and grind rails 
that constantly move Ratchet and Clank 
along and up, wh1ch shows off the 
sometimes spectacularly Imaginative des1gn 

The boss battles show oH your own capacity for sheer destruction, as well as some strong character design, though the 
early encounters. at least, reveal them to be tightly scripted in terms of attack patterns. Series devotees shouldn't mind 

There's no arguing with the draw distances or texture 
quality, while the framerate's extremely smooth. For all 
the familiarity, it's a massive visual leap for the series 

of the surroundings to good effect. In terms 
of the promtse of a return to p atform1ng, 
there are several moments where the 
walkway and/or scenery beg1n collapsing 
and a fast pace has to be maintained, as 
well as some side-viewed set-pieces The 
only disappomtment IS the ratl grind ng 
which, whtle not new to the senes. seems 
to move just a httle too slowly to ~er get 
the blood pumptng, and features relatiVely 
perfunctory enem•es that perform 
programmed offensive manoeuvres rather 
than dynamically engaging you. 

The combat is as beguilingly offbeat 
as ever. w1th Ratchet's wrench sending 
robot1c parts fly1ng and cogs spilling out 
from your enem1es and the desuucible 
scenery w1th abandon. The vanous weapons 
(see 'Dance'') are well1ntegrated and can 
be easily sw1tched around, while even early 
enemies show the capac1ty to get the odd 
liCk in on you themselves. 

Nearing release, Tools Of Destruction 
doesn't look like tt wtl offer anythmg 
Stgntftcantly new, but tl does prom1se to be 
an extrerrely solid and accomplished 
platformer - and therefore a valuable .._, 
add1t1on to the late-'07 PS3 line-up. ~ 









Rock Bancfs full tracklistmg remains 
a secret for now, but some of the 45 
tunes set to appear in tht boxed 
game onclude 

Are You Gonna Be My Girl -Jet 
Black Hole Sun Soundgarden 
Blitzkrieg Bop - Ramones 
Bra in power - Freelepop 
Celebrity Skin • Hole 
Cherub Rock - Smashing Pumpkins 
Creep - Radiohead 
Dani California Red Hot 
Chili Peppers 
Detroit Rock City Kiss 
(Don' t Fe ar) The Reaper -
Blue Oyster Cult 
Enter Sandman Metallica 
Epic - Faith No More 
Gimme Shelter - Roll•ng Stones 
Go With The Flow 
Queens Of The Stone Age 
The Hand That Feeds None Inch Nails 
Here lt Goes Again OK Go 
Highway Star Deep Purple 
I Think I'm Paranoid Garbage 
In Bloom - Nirvana 
Learn To Fly- Foo Fighters 
Main Offender - The H•ves 
Maps - Yeah Yeah Yuhs 
Mississippi Queen - Mounta•n 
Paranoid - Blac~ Sabbath 
Repti lia- The Strokes 
Sabotage - Beastie Boys 
Say lt Ain' t So - Weeltt' 
Should I Stay Ot- Should I Go -
The Clash 1 
Suffragette City Dav1d Bowie 
Tom Sawyer Rush 
Vasollne - Stone Temple Pilots 
Wanted Dead Or Alive - Son Jovi 
Wave Of Mutilation - Pixies 
Won' t Get Fooled Again - The Who 

As well as t his, albums confirmed for 
down load thus far include The Who's 
Who's Next, Nirvana's Nevermind, 
Metallica's One, plus an 18-track 
selection from The Grateful Dead. 



Ziggy plcyed 
microphon e 
The Rock Band microphone is plain 
black. weighty, topped with a 
metal grille, and 1t recognises 
singing from any reasonable 
direction. Harmonix's claims for 
phoneme detection are evident 
in practice: if you hum into the 
mic, it will certainly register your 
pitch and stop you failing the 
song. but the higher scores and 
bonuses will immediately stop 
coming into play - and reappear 
when you begin warbling 
properly. On some tracks, silver 
circles float across the screen bar 
in place of vocals and the mic 
doubles up as a tambourine (or 
cowbell - or, conceivably, any 
other percussion instrument) 
to be patted against your palm 
(or indeed any other surface). 



Ziggy played 
drums 
The drum kit Is d8igned to 
withstand a Mhy lashing with 
the lialnsed sticb that come 
packed in. and the pads balance 
on incllvlclual plaltk 'cups' to this 
end, while a foot pedal can be 
placed wherever Is most 
~!lent. Alked to elabora• on 
...._.., dMn that people can '""'up 1he bMia of drumming 
from 1he g-.lllgopulos says: 
"As JOI(N _....,playing on 
hanl or expert difficulty. you're 
playing the drum pftterns from 
the original music note for note. 
Having that as tht ,.,off of 
playing a vtdto1111Mis -of the 
mostadtlntJ ... of ........ 
lt's been amazing to watch our QA 
department: about 30 people 
started out and now a few 
months into testing this whole 
suite of faitly competent 
drumiiiii'S Is down lhtre.• 
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alve may well have outdone 
itself. Inevitably, such a claim 
sounds a touch hyperbolic given 

the history of the company; over the last 
ten years, the people of Valve Software 
have created one of the most successful 
multi player games of all time in Counter­
Strike, redefined excellence in the 
singleplayer shooter genre- first with 
the influential Half-Life, then again with 
its stunning sequel- and modernised 
the way games are delivered using Steam, 

a digital distribution platform and 
community service. Now, with the release 
of The Orange Box (previewed in E179), 
Valve's ambitions seem to be ascending in 
an exponential curve. Putting aside the 
exceptional quality of the games therein, 
the manner of its release epitomises 
Valve's tendency towards unique, and 
often brilliant, experimentation: The 
Orange Box is a compilation of five parts, 
bringing together the two previously 
released instalments of Half-Life 2 and 

three entirely new prospects - all for the 
price of a single new release. 

"We had these three projects under 
development- Half-Life 2: Episode Two, 
Team Fortress 2 and Portal- and they 
were all sort of converging,· explains 
Gabe Newell, Valve's founder and leader, 
recalling the conversation which brought 
about their amalgamation into a single 
product. "We were looking at this trying 
to figure out what to do. In the end we 
determined to stop thinking about it in 



terms of schedules and certification 
processes and start thinking from the 
point of view of a customer. What would 
they think about something like The 
Orange Box? I felt it'd be really exciting 
for them, and because that was an easy 
decision for a gamer, it became an easy 
decision for us to do that. If finding that 
compelling concept for your customers is 
the filter on your decisions, you're almost 
never going to go wrong." 

This kind of agility and flexibility is a 

rare freedom, and for it to be directed 
with such audaciousness is rarer still . If this 
was not evidence in itself, it takes only a 
few hours at Valve's Seattle offices to 
realise that the company is exceptionally 
idiosyncratic, even when placed alongside 
the frequently unorthodox working 
environments of other videogame 
virtuosos. Ask nearly anyone what their 
job title is, and they wil l take on a pensive 
expression before suggesting that they 
might be a designer. 

HWe don't really do job titles, H says 
Jeep Bar nett, one of Valve's more recent 
acquisitions, plucked from university 
along with the rest of the team behind 
Portal. Later, Episode Two's Gautum 
Babbar d1sm1sses the idea that there is 
any one person behind the direction 
of the series. lt's a recurring theme; 
responsibilities are shared and positions 
are rarely set in stone, employees 
expected to straddle ro les and make 
themselves useful in any way they can. 

63 



64 

1

'""""''"'""""""""""
1

'"""'

111111111110111111111

!111111111 I 
Gabe Newd {righl) is keen to emphaSlse Valve:~ 

op~!""~' t~ <otllmunoty Input: •After wt do E~~e , 
Thtee wt

1re going to sn down and use tho!s<! 1hii!e 
VtJY differetJI examples as DISCUSsion points• l.,,,..,.,,.. .. .,.,.,.,.,, .... ,,..,,,,.,,. .. ,...,n .... uto.!lllllllll l1 

"I think my personal view is that we're in 
the business of inventing things that haven't 
existed before," says Newell. "A lot of times, 
solutions fall between the cracks of existing 
role definitions. Is this an art problem? Is this a 
tech problem? Is this a design problem? Often 
the answer is all of the above, and you need 
people who are really comfortable spanning 
mult1ple disciplines." 

lt's a need Valve has clearly taken pains 
to fulfil, and it's somewhat Intimidating to 
discover that nearly everyone 1n the company 

seems to be a polymath. Newell picks a few 
examples oH the top of his head: "Ken 
Birdwell, who wrote all the code in our 
animation system, also has a fine arts degree 
and has done a bunch of art shows - he just 
happens to write code really well. Our HR 
person is a professional actor who can do 
voices in our games. Chet Faliszek - he's 
supposedly a writer, but he functions just 
as well in a role that is traditionally a 
producer's role. But he just did it on his own -
no one said he was getting promoted to a 
producer's track - he just started being 

incredibly usefu I to everyone else on the Left 
4 Dead team." 

That Valve employs highly ta lented people 
is not a surprise -it is a successful enough 
company that it can afford to be choosy - but 
there's no doubt that Valve has selected for 
particular characteristics, too. "When we hire 
people they tend to be pretty sociable, pretty 
verba l and capable of deciding on their own 
what they' re supposed to be doing," says 
Newell. it's a statement that is easily 
corroborated by any of our conversations 
around Valve's oHices. The atmosphere is 
perhaps more than usually jubi lant. with the 
crunch to get The Orange Box complete finally 
coming to an end, but there's an easy familial 
feel to the interaction between employees. 
Perhaps by virtue of the mutable, indistinct job 
definitions, no one seems unapproachable or 
inaccessible. There's also a sense of sharing in 
something worthwhile- in purely fiscal terms, 
everybody here owns a piece of the company. 
lt goes further, however. 

"The biggest perks for me, and for almost 
everyone here. are the people you get to work 
with," says Newell with a rush of earnest 
enthusiasm. "When I was worktng for 
Microsoft I could have carefully managed my 
investments and never worked again, but I 
realised that. for me, this is what I want to do 
-if I can do anything at alii want to be with 
Ooug and Jay and Ken and be solving these 
really cool problems and touching people's 
lives with entertainment. Everybody here has 
those choices. I' m the first person to tell 
people they could get a job elsewhere in f ive 



minutes They have to be here because th•s •s 
the best place for them to be That sort of 
att•tude tends to breed a really col eg al 
enwonment. We've rad peep e wa " up to 
Valve staff at tradeshows and say- 'I don t care 
what you're making, I'll pay you double'. And 
people laugh, because the th1ngs that they 
value most are their colleagues and the wor~ 
they get to do. If Valve stops be1ng that way 
then we'll shed staff really rap1dly • 

There is another interesting 
commonahty among Valve's staff that sets 
the company apart from its industry peers, 
as marketing director Doug Lombardi 
explains "I'd say more than half the company 
on the developer and art s•de has come out of 
the mod scene The percentage s wildly 
higher here than at other compan1es. We're 
very vocal about 1t; had it not been for that 
openness to embrace the modd1ng 
community, we'd just be th1S company 
that d1d Half-Ltfe stuff all the t1me. lt would 
have been a b1g m•stake. Day Of Defeat, 
Councer-Smke, Team Fortress, Portal- they 
all came to us from smart, young people 
who were doing it already. The only smart 
thing we did was h•re them " 

Barnett and Kim Swift are two of seven 
such smart, young people to be h~red on the 
strength of the1r JOint f1na1-year proJect at 
Digi Pen Institute of Technology m nearby 
Redmond. The~r trajectory m to Valve is not 
an atyp•cal story among the•r colleagues. 

Every year D1g•Pen holds an expo for 
gradual ng sen1ors so that they can try to 
get JObs or n:erv ews • expla ns Swrft 
• Apparently a couple of Valve guys were there 
and saw our game, and •nv1ted us to come 1n 
and show t to otl'er people at Valve After 
abou: 15 m nu:es o; us demomg :he game 
Gabe ust offe ed us a JOb We thought t:e 
was 1<* ng For me t c en ~rea ly s nk n m a: I 
was workmg a: \ia~e um I s.:x montns a;er • 

"lt def•Mely fe t I ke vo.e were wor"mg on 
somethmg cool and new, • says Barnett of that 
f nal-year pro ect Nart>acu ar Drop - the game 
that lad :.he groun<hvorK •or The Orange BoJts 

physics-puzzler, Portal. •1 was pretty sure 
someone would see 1t and we'd get JObs 
from it. but I never expected Valve." 

"Or that we'd get hired together as a 
team," Swift interJects "Gabe sa•d: 'You 
obv1ously have some sort of chem1stry so 
let's hlfe you all at once and see what 
happens'. Portal happened! • 

Portal may well be JUst the kind of neatly 
innovative •dea with which Valve was hoping 

"If there was one thing that would have made Narbacular Drop a lot betttr it 
was playtesting. ·says Swift. "literally the se<ond week we were at Valve we 
staned playtesting l'or!al- and all we had w.u JUS I one room with barely 
anything in it.~ first room in l'or!alhas gone through a ton of iterations• 
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to expand its catalogue. Although indirectly 
referencing the Half-Life universe, Portal 
moves in a different direction; it's a f irstperson 
puzzle-game with a unique hook: the ability 
to open up and link together holes in space. 
Finding yoursel f in the role of a human 
guinea-pig, you must survive a series of wittily 
inhumane tests of intelligence, requiring you 
to bend space to traverse pits of toxic gloop, 
evade mounted gun turrets and eventually 
escape the laboratorial warrens of Aperture 
Science. With this simple central premise, 
Portal conjures up puzzles of considerable 
complexity and variety - its contortions of 
space periodically prompting the same kind of 
cross-eyed brain-crash that comes of staring at 
an Escher work for too long. 

Perhaps most surprisingly of all, Portafs 
puzzles are strung together by a narrative 
that, while essentially just dressing its core 

ll 
................ !ll ...................................................... o"'"''"lll''llll'"'''''lllllll Valvt's ~~~ ~~ scatt..-.d with Ha/f-uf.,.~elat~I\R~IW!~s.~~~e po\'1~. IIJ!"'t 
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gameplay, is compelling and bleakly funny. 
The voice of Aperture Science, an apparently 
senile AI, introduces you to the sad1stic 
puzzles of each section with hilarious 
euphemism - a purely amoral scientific 
doublespeak that presents your captivity as 
a pleasant stay in the company's 'relaxation 
vaults' . The much-referenced reward of 
'cake', which you will receive for completing 
the Aperture Science tests, takes on an 
distinctly ominous quality. 

Half-Life 2's various instalments mix 
violent action with moments of contemplation 
as you solve puzzles; TF2 and Portal seem to 
represent a bifurcation of these qualities into 
two separate games, each almost the perfect 
counterpoint to the other, making rhe Orange 
Box a package of uniquely varied experiences. 
But the diversification of Valve's catalogue 

isn't the only benefit that hiring talent from 
the community has brought to the company. 
Creating a mod necessarily entails a certain 
kind of commitment and range of skills- and, 
with so many modders on the payroll, a 
particular kind of attitude has permeated the 
company, and gone on to define Valve's 
outlook as a whole. 

"People in the community are used to 
being connected very directly to their fans," 
says Newel!. " In fact, they don't think of them 
as fans - they think of them as friends or 
people they know through forums. They don't 
have a marketing staff, they don't have a 

support staff. They have to do tt all themselves 
- I think that fundamentally instils sound 
values. They don't think of themselves as 
auteurs, they just think: 'How can I make 
these people happier?' I worked at a company 
where the time between finishing a product 

and the customers having it in hand was 
sometimes six months. These guys are used to 
making a change and then making another 24 
hours later from the feedback they got from 
the first one. Having that type of connection 
wtth a customer instils an attitude which is 
really valuable whether you're building games 
or anything else. They're fundamentally good 
business practices." 

An intimate connection with the 
community is something that has defined 
Valve's direction since its inception. and 
employing talent from the mod scene 
reinforces this. In fac t, many at the company 



are almost self -eff acmg m therr drhgence 
towards Valve's fans. Newellmcluded 

"I was commg out of the operat,ng 
systems world, and was farrly paniC stncken 
that al of a sudden 'd have to run an 
enterta nment company, .. says Neweil ·so. 
completely out of fear, I reached out and sa1d: 
'What do you guys want? Please tell me! A 
month ago I was a gamer JUSt like you and 
now I'm running a games company'." 

This relationshrp is the core around which 
Valve has built rts approach to game design. 
Newell is critical of designers who consider 
themselves unassailable art1stes- ultimately 
their goal should be to serve the1r customers, 
and engag1ng with that commumty IS of 

paramount moortance to both himself and 
Valve. 'The fact that the commumty rs so 
artiCulate and so forceful rn expressing rts 
op1mons means that if you know now to do a 
good JOO sten ng and filtenng, you can take a 
need and wrn t mto a game des,gn. • 

Newe I appears ent rely genu ne 1n h s love 
of the commun 'Pf, wareS and a • and when rt 
rs suggested that tre k nd of no se generated 
by the Internet 'Tiay not Y'e d a h gh 
proportron of coherent thought. he pnck es 
slightly. "A lot of peop e here grew up hv1ng 1n 
that world, • he pointS out "Somet1mes 1t 
feels hke JUSt about everyone here has marned 
someone who they met on 1ne - wh1ch 
amounts to understanding what people are 
trymg to say rather than gettmg hung up on 
the form 1n wh1ch 1S be1ng sa1d. So if you can 
meet your w1fe onl,ne, you can probably piCk 
through a forum and f1gure out someth1ng 
about what they're trying to tell you. If onhne 
romance is possrble then game des1gn 
feedback certa1nly rs. • 

it's not clear whether Newell s guileless 
or blase rn dismrss1ng the huge scale of this 
endeavour. He seems surpr sed that we're 
surpnsed. "I read every emarll get. After we 
shrpped Ep•sode One I got about 7,000 emarls 
- can't respond to tnem all, but I can 
certa1nly read them a11. Sometrmes people wrll 
give us super-concrete and useful feedback A 
mail I got earl, er today asked why you can't 
1nvrte someone from the group aom1n tab 1n 
Steam Community. They often po1nt these 
things out, and you sort of JUSt hit yourself on 
the forehead and go, 'Of course - that makes 
sense!' At trmes. you have to put on your 

flame-retardant cloth1ng, some people are 
really good at sayrng they're mad, and you 
have to frgure out why and what you 're going 
to do to frx rt But you can't ignore the fact 
you're not do1ng a good JOb You look at the 
standard devrat1on - rf you see oprnrons 
clusterrng around a pretty clear mean then 
that's useful data. can prom1se you, if you 
get 7,000 ema11s then certain themes become 
pretty apparent." 

Newell might well be refernng to the 
resoundmg war I that arose from those who 
d1ed repeatedly during one partiCular sectron 
of Eptsode One. Waitrng for the elevator 
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wh1ch will carry them to comparat1ve safety, 
Gordon and Alyx must fight off wave after 
wave of zombies in the pitch dark. Fa11ing 
torch beams and limited ammunition 
compounded what was already one of the 
most tax1ng portions of the game- but 
Inflammatory ema,ls weren't the only 
measure of the commJnlty's 1rntauon. 

"We had data from Steam that showed 
that people d ed here a ton and adually 
stopped playmg, • says Babbar "So 1n the next 
patch we gave the player more resources for 
that ~ed1on. That not only affected Episode 
One but 1t was feedback that we took on 
board when we were making Episode Two 
We consciously tried to give the player more 
outs without dropping the tension. And so 
that one datapo1nt helped us immensely." 

Steam has proven to be a worthwhile 
technology nvestMent for Valve, not least 
because 1t s an 1mmensely powerful tool for 
tracking player behav1our. "We learn how 
qu1ckly people are advancing to new 
generat1ons of hardware," says Newell. "Only 
two per cent of our customers have DirectX 
10 and Windows Vista, which really affects 
how we try to move graphics forward 1n our 
game We're trying to move to more f1ne­
gra1ned feedback loops, like the weapon 

pncing in Counter·Stnke, where the weapon 
purchase decisions of everybody dnves the 
pnce. creating a marketplace that balances far 
better than we would be able to artificially." 

"Thanks to Steam we can react to thmgs 
that we can measure," says David Speyrer, 
a programmer and, nevitably, des1gner on 
Eptsode Two. "The more subjedlve th1ngs I 
guess we consult our colledrve conscience 
about - but the elevatOr sed10n of Eprsode 
One was a particularly good lesson because 
we found out that what playtesters say IS less 
reliable tnan what you can actually see 
happening to them We had playtesters who 
d1ed a bunch but who sa1d it was fun anyway 
- so we shipped it that way, and then Steam 
gave us empirical ev1dence people were 
getting frustrated ... 



Not only does Steam help locate and 
•dent•fy problems, but w1th its background 
stream1ng, it can fix them, too. it's upon 
this feature that Valve's game development 
process, with its obsessive emphas•s on 
feedback and Iteration, has centred -as the 
lead des•gner on TF2, Robin Walker, explains: 
"You loo" at the data we gather and you 
•mmed ately know what the best two weeks 
of work you can do is. I can wnte code today 
and it'll be on every one of our customers' 
machines tomorrow. The ab1hty to get that 
level of turnaround 1s so msanely mportant 
to us. Half the reason we bUilt Steam at all 
was to do th1s. lt was really pa•nful before -
f the developers released an update for a 
mult•player game you needed to go f1nd 1t 
yourself. Usually, the reason you even knew 
you needed an update was because you tried 
to join a server and couldn't because you had 
the wrong version. Then for the next week it 
sucked because half the servers had updated 
and half of them hadn't - al th•s IS crap a 
customer shouldn't have to deal With We 
wanted a system where we could release a 
new vers1on and overnight every server and 

every player was up to date, hopefully before 
they even tned to join a game. We need to be 
able to move quickly and measure, because 
we don't th1nk we're smart enough to get 
thmgs nght first tJme." 

lt's a modesty that appears to be 
ub•qu•tous among the Valve employees we 
onterv.ew, a respect for the1r customers and 
the onlme commumty that makes them regard 
their own roles with surprising diff•dence. 
And, along with this recurring theme, once 
again, it was Valve's readiness to embrace the 
mod scene that lay behind the drive towards 
rap•d neratoon, and, by extens1on, Steam 

·we were asking why mDf'e people were 
playing Team Fortress than Quake, why 
Counter-Strike was so huge," says Walker. 

"The thmgs Y.e a•e do ng With ep.sodiC 
content •s an attempt to get our smg ep a~ er 
stuff to th•s po•nt where they are sh pp ng 
more; the faster we can sh1p, the more 
feedback we get, the better our dec•s•ons are 
lt sounds too s mp e to be nght, but 11 actua ly 
1S. We've seen very convmongly over the ~ears 
that the best way to keep people playmg a 
mu1t1player game s to keep sh•ppmg free 
content lt s how you w n the mult1player war. 

One of the th•ngs that we felt showed we'd 
made that nght dec•s•on w1th Steam was that 
10 the f1rst two or three months we'd shipped 
as many updates as we had 10 the two-and· 
a-half years prev1ously. • 

This constant process of •tera\IOn and 
assessment IS mlfrored •mernally, pnor to 
sh1pp1ng, by ngorous playtest1ng. Wh1le 1t has 
been responsible for honing thelf released 
products to excellence, this same playtest1ng 
has also put the nix on a number of proJects 
that d•dn't meet with Valve's standards 

"Internally, we have a h1story of fa•lures, • 
says Newell. ·Early on, there was a second 
project called Prospero. That has never seen 
the light of day - even though some of those 

"With Episode Two the visuals continue to move fooward. • says Babbar, "but the defining characteristic 
of !he franchise is the lransparency of iu prHentatioo; minimising the interface. pushing the slory· 
lelling and the level of interaction with olher characters. lt makes the experience much more personal" 

•deas ended up being incorporated m to other 
games Team Fortress 2 is on 1ts th1rd iteration. 
We JUSt tned stuff and got to a certain point 
where we realised it wasn't going to be 
successful I th1nk the fact that we're w1lling to 
adm1t that someth1ng is not go•ng to work 
gives us freedom. Instead of sh•pping a bad 
game, we go back to the drawmg board. A lot 
of places would JUSt shove someth1ng out the 
door that would ultimately d1sappo1nt " 
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TFZs visual style is pragmatic as much as anything- striving for clarity of design. "There's a common 
misconception that the only way to make something accessible is to reduce complexity, • says Walker. 
"We don't feel that's true -the main challenge for us regards accessibility is visual representation." 
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lt is this bold acceptance of fallibility that 
has allowed Valve to refine TF2 into the 
exquisitely constructed experience it is today. 
While remaining true to the joys of the 
original mod's class-based team multiplayer, 
Valve has renovated and perfected that model 
into a wholly coherent and balanced design. lt 
has certamly had long enough to do so, given 
its epic gestation of almost a decade. In his 
defence, Walker points out that when he 
came to Valve from his own company, which 
had started work on TF2 for the Quake 11 

engme, he was to be immediately involved in 
mult1ple proJects, bringing Team Fortress 
Classic to Half-Life and developing that game 
as a mod platform. TF2's mooted World War 11 
sett1ng was quickly dropped in favour of a 
futuristiC military setting - but that too 
became problematic. 

"We kept wanting to do things that were 
interesting in terms of game design but were 

difficult to convey to customers in a natural 
fashion," Walker says. "The obvious problem 
you have is justifying something in the real 
world. The best example is the medic's 
medi-gun - a gun which heals people. lt 
doesn't make a whole lot of sense in the real 
world, but you still need to realise it in such a 
way that people can instantly recogni~e its 
purpose. Having gone through several 
iterations already, we were able to really 
Interrogate each des1gn to see if it solved our 
visualisation problems. I thmk TF2 is the first 

product where we've finally achieved 
something we've always wanted: that is, 
to decide on the art direction entirely after 
we know what the game is." 

The result has already been much 
celebrated in the gaming community: Valve's 
eel-shaded, comic characters have struck a 
chord with gamers, while effortlessly 
conveying the essentials of gameplay - the 

"I think post-Orange Box we can call ourselves a console company, • says Walker, 
proud of the minimal differences in play between the 360 and PC versions of TFZ 



purpose of each 1tem and each class of 
character. But as polished and appealing a 
product as TF2 is. 1t's hard to 1magine that 
ether it or Portal would ach1eve the sales 
<hey deserve as standa one products. Even 
Half-Life 2: Eptsode Two would struggle to 
overcome the franchise's lower penetration 
rto the console market were t not packaged 
so 1rres stibly With the franchise's back 
catalogue, allowmg new players to catch up 
with the series. Each game compnsing The 
Orange Box will undoubtedly have a much 
longer life as a result of the1r amalgamat1on -
and that m1ndshare will bene'1t future Valve 
projects. And, as for what shape these future 
projects m1ght take, there seems to be no 
shortage of 1deas 

"Everybody here has a 11st of f1ve games 
that they want to build," says Newel I. "Some 
people want to budd MMOs, I want to bu Id a 
:urn-based strategy game God knows why 
The Wii is a b1g hole in our strategy nght now. 
it's clearly chal lenging game des1gners to th1nk 
very, very differently- prov1ng that m put IS 

1ncredibly important in a way tha! •he mdustry 
had kmd of forgotten." 

Then there's the prospect of Eptsode 
Three. We ask how Valve 1ntends to outdo 
The Orange Box As always. Newe I 
nonchalantly turns the quest1on bacK to the 
customer, restat1ng his amb1tJon to use 
feedback to create ever more appealing 
products for the company's fans 

"That's what comes with tne terr.tory.• 
he says of this task. "We're go1ng to have 
to fmd something to get people fired up. 
They'll tell us If we do. and they'll te I ..., 
us 1f we don't.· ~ 
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Edge1s most played 

BioShock 

OK, so it's not as great as everyone 
had hoped it'd be, but that's not 
to say Rapture isn't a place that 
deserves to be revisited- especially 
from a different perspective. 
360, PC.lK GAMES 

ouendon 2 

There's something to be said for a 
game that enables you to maintain 
a sunny disposition with customs 
officials after a fraught nine-hour 
flight on a toddler·infested plane. 
OS NNTtNOO 

Scrobulous 

Yes, we know it's on tha t website, 
and that we should be working, 
but simple wordgames. as Or 
Kawashima shows. can keep you 
alert and thinking. Honest, boss. 
ONUNE 

Following on 
How sequels ore trailblazing new ideas 

hose with only cursory a 
knowledge of the games 
we've reviewed this month 

might be excused for feeling a little 
depressed at the heavy presence of 
multiple sequels. 

But though it's natural to 
assume that the likes of Persona 3, 
Halo 3, Metroid Prime 3, PGR4 and 

SingStar might indicate a lack of 
fresh ideas, each manages the 
opposite. Persona 3 twists the JRPG 
into a high·school drama; Metroid 
Prime 3 implements a brilliantly 
executed new control scheme. 

lt's Sing Star, Halo 3 and PGR4 
that demonstrat e the fresh est 
approaches. At heart they're 
faithful franchise updates. but also 
feature online interaction that 
goes beyond friends lists and 
multi player. By allowing their 
players to share screenshots and 
replay videos of their in-game 
exploits they've opened up 
opportunities for showcasing 
talent, humour and ingenuity as 
well as competitiveness. 

Each is the result of careful 
observation of t heir players. 
Knowing how much Halo players 
love to explore its levels and try to 
break them, Bungie created Forge, 
a Halo 3 playground t hat gives 
users f ant astic freedom to mess 

about with the game's physics and 
geometry, and a way of recording 
t heir exploits for posterity. Bizarre 
knows just how much PGR players 
love toying with its cars, and, 
having formalised in PGR3 the 
fan-invented cat'n'mouse race 
type, PGR4 now requires players to 
co-operate to w1n an Achievement 
for which e1ght cars must be 
a1rborne at once. And, after PS2 
SingS tar players began posting 
You Tube files showcasing their 
sessions, Sony's London Studio 
realised that video playback just 
had to be a feature on PS3. 

There are many great things 
about the way these games are 
developing their social sides and 
demonstrating broader appeal. 
Instead of enforcing the need to 
win within the rules, they endorse 
inventive play and performance ­
a chance to show off. 

They're also indicative of the 
fact that the current generation is 
maturing. These games aren't just 
about proving the computational 
power of their host technologies, 
they're showing that deep 
consideration of the way games are 
played, along w ith subt ler use of 
technology, can do so much to 
enrich videogames as an 
interact ive medium. 

80 Halo 3 
360 

84 Metroid Prime 3: 
Corruption 
w. 

86 Project Gotham Racing 4 
360 

88 Enemy Territory: Quake Wars 
360, PC 

89 Sega Rally 
360, PC. PS3 

90 Lair 
PS3 

91 John Woo Presents 
Stranglehold 
360, PC. PS3 

92 Skate 
360 PS3 

94 Persona 3 
PS1 

95 SingStar 
PS3 

96 Two Worlds 
360,PC 

96 GrimGrimoire 
PS2 

97 Jam Sessions 
DS 

97 Final Fantasy Tactics: 
The War Of The Lions 
PSP 

98 World In Confl ict 
360. PC 

98 Eternal Sonata 
360 

99 Phoenix WrijC't: 
Trials And Tri ulations 
DS 

99 Sonic Rush Adventure 
DS 

Edge\ sconng system explained 
1 : one, 2 = two. 3 • t!\n.'(', 
4:. lour. S • fM:, 6~:~s.sx. 7 •Sf'\t?O 
8:e.gllt 9=rone, 10•~ 
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Though never playable in singleplayer, 
the Arbiter is a frequent ally, and even 
the most hostile players should have a 
warm affection for him by the end of 
the game. l ike all Elites, his formal, 
portentous utterings are wonderfully 
written and delivered, on a knife· 
edge between parody and poetry 

ever before has a videogame been 
so confidently, so loudly touted as 
an event. The world's richest man 

threatened to deploy it in a corporate 
smackdown. His Xbox chief called it the 
entertainment release of the year, predicting 
it would flatten the toughest heavyweights 
Hollywood had to offer. Ten months before it 
was due, 1t was advert1sed on national US 
television; four months before, it was 
previewed to hundreds of thousands of 
players in a month-long multiplayer beta. 
Halo 3, we were told in no uncertain terms, 
was it. The daddy. The big one. 

Neither has a videogame ever been so 
sure of itself. Halo 3 makes its entrance with 
all the cocksure swagger of its hero Master 
Chief. lt knows it's an event. and every butch 
line of dialogue, every stirring swell of the 
score, every sweeping view, artful reveal and 
blunt reversal is wrung dry for excitement as 
it builds itself up yet further. lt is the ult imate, 
chest-beating alpha game. lt has an awful lot 
of bragging to live up to. 

Does it deliver? Does it ever. Where Halo 
2 got lost, Halo 3 starts out small, keeps it 
simple, and then just builds and builds and 

- Halo 3 starts out small, keeps it simple, 
~""1111111111 and then just builds and builds and builds 

into an unstoppable action steamroller 
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The hornet is a new. human 
alternative to aerial transport. a 
gunship with a subtly different 
play style to the Covenant 
Banshee. All the new vehicles, 
including the Mongoose ATV 
and brutal Chopper, are agile, 
potent and distinctive with 
strongly satisfying feedback 

Halo 3 will silence those critics who dismissed its looks as 'HO Halo Z' after the beta-test version. it's never less 
than arresting, and can often be simply astonishing to behold. From the lustrous and painfully detailed surfaces 
to the air brushed, painterly quality of the big vistas. this is classic sci-fi art come to thundering, rampaging life 

builds into an unstoppable steamroller of 
sci-fi action. Every nme you think it can't 
possibly top 1ts own tntensity, audacity and 
sheer scale, it outdoes 1tself, until it closes 
the trilogy with a climax that, in a very real 
sense, tears the house down. 

it's the most consistently accomplished 
Halo campaign to date, but it's not long -
nine chapters, some of them brief, some 
of them sprawling - and it's not that new, 
either. Halo 3 1s so nfe with quotes from 
and tributes to the first game, especially in 
its latter stages, that at times it feels almost 
like a remake. The shape and tone of entire 
Halo levels have been reconstructed, but on 

the grandest scale - especially in the 
numerous, glonous orgies of freeform 
vehicular carnage. 

You can't blame Bungie: it's not like 
Combat Evolved doesn't have memorable 
moments to spare. And to be fa1r, Halo 3 
adds more of its own than the second game 
ever did, and is also far more successful at 
giving each of its chapters an iconic, thrilling 
identity. The African sequence that forms the 
game's first half is an atmospheric and 
beautifully paced progression, from tangled 
jungle to claustrophobic bunker to ruined 
savannah and, finally; a battlefront on the 
brink of a spectacular abyss. 



later on, the one-two punch of The Ark 
and The Covenant is destined to be spoken 
of in the same reverential tones reserved 
for Truth and Reconciliation and S1lent 
Cartographer. On the other hand. one late 
level, Cortana, Will attract the b le prevtously 
atmed at Library- in terms of frustratton, 
though thankfully not repet1t1on - but the 
fact IS that a Halo game wouldn't feel half as 
cathartic and heroic if you weren't requtred 
to survtve one gruelling ordeal 

As a story, Halo 3 is undiluted, 
shamelessly populist space-opera hokum, 
and frequently tt's JUSt nonsense. lt's less 
bogged down 1n polittcaltntngue than 1ts 
predeceS'Sor, though, and told wtth such 
relish, such convictton, such cavalier 
disregard for any form of restramt, that tt's a 
pleasure to be swept up in. There is no shock 
on the scale of Halo 2's Arbtter moment (and 
no attempt to sh1ft the focus off Master 
Chtef for one second), although some 
eyebrows will be raised at the game's 
touchtngly absurd stab at a love story 

The more important scnpt in Halo 3 is 
that which dnves the Al. however. The 
overhauled Brutes are definitely worthier 
opponents now- the first encounter with a 
ttght-kntt group of them wtll be a humbling 
moment for many players. As you blow away 
the1r armour and provoke them from m1htary 
ea ut on •nto insane rage. the sense that each 
enemy tS an indivtdual is even stronger than 
it was wtth Elites. The power structures and 

group tactiCS of the vanous Covenant races 
are a wonder to behold and f1ght, and are 
highlighted wtth vocal feedback that far 
surpasses what was a1ready the best chatter 
in videogames 

The armoury is a relattvely modest 
evolutton of Halo 2's. New add1t1ons are 
kept to showy novelt,es - the very grat.fymg 
grav1ty hammer and Spartan laser or to 
copytng weapon types from one factton to 
another (most human weapons now have 
an alien equivalent, and vtce versa) There 
are sound multiplayer reasons for th1s, but 
tt's hard not to long 'or Halo's line-up, 
where every gun had a distinct personality 

• They are mort fun to fight than Elites!• quips a marine after 
the fi11t big Brute enc:ounter. The chatter isn' t just bu11ting 
with the traditional atmosphere and self·awart jokes. it 
provides tremendous information on the enemy's position and 
tactical intent as Brutes bark out orders to their underlings 

Gadget inspector 

There's barely enough 
opportunity, in the cour~e of one 
run through the campaign, to 
explore the potential of all the 
imaginative. audacious and well­
implemented equipment (the 
bubble shield, flare, portable 
cover, energy drain and booster, 
gravity lift, auto-turret and so 
on). Nearly all the devices are 
excellent examples of Bungle's 
willingness to execute outlandish 
and potentially game-breaking 
ideas in the name of exciting and 
entertaining players, and more 
miraculously, to get it right. For 
the most part equipment blows 
tactical options wide open while 
leaving balance undisturbed, and 
toying w ith it will be one of the 
many things that give Halo 3 the 
longest of legs. Just another of 
the many ways in which this 
game frees you to do what you 
want. when you want. 

8 1 
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and strength. it's also a little eas,er to get 
caught up in the inventory anxiety the f1rst 
game very nearly banished. Weapon balance 
has been well sorted, though, with dual­
wielding less overpowering and the trusty 
assault rifle beefed up to its former guts and 
glory. And if the weapons don't shake things 
up, the new equipment certainly does. 

Detachable turrets provide tremendous fire power, but 
slow you down; there's seldom a reason not to grab one 
for easy kills. They're almost more important as a visual 
signature, giving plenty of opportunities to identify with 
the Spartans and Elites in thirdperson and close-up 

Not that Halo multiplayer needed 
shaking up; there's a reason Halo 2 has ruled 
Xbox live for three years straight now, and it 
must have seemed unwise to rewrite it, so 
Bungie hasn't. it's generous with new maps, 
most of which have the series' traditional 
(and very rare in other games) combination 
of depth and detail with simple, intuitive 
architecture. The bravest, the immense 
Sandtrap, is also the best. 

The controls are improved, the tactical 
options multiplied, even more so the 
opportunit ies for cruelty, hilarity and happy 
accident. Unafraid to add slapstick elements 
such as the man cannon, Bungie has 
intensified the ruthless pace and joyous 
extravagance of its game to scarcely 
believable heights, and a five-hour session 
will feel like five minutes. 

In solo campaign and multi player 
matches alike, Halo 3 is, unlike both its 
predecessors, polished to absolute 
perfection. lt may not move these modes 
far forward, but it knocks them into the 
best shape they've ever seen, and updates 
their vibrant visuals in a bold, hyper-real 
style that elicits gasp after gasp. Bungie's 
talents could have left it there and been 
rightly satisfied that they'd made the best 
Halo to date, if not the freshest. But, being 
Bungie, they had to go one step further. 

And Halo 3's vision and deep, daring 
ambition are to be found elsewhere. too. 
They' re in the Forge map editor, the replay 
theatre and the co-operative campaign. 
Over and above that, they' re in the 
philosophy, the engmeering, the game's 
infrastructure, the community support and 
the sheer commitment that lays behind 
these modes. and the way they're unified 
with the game at the most fundamental 
of levels. 

As map editors go, Forge is fairly basic, 
only really allowing you to distribute items 
and furniture and alter a few basic ru les. 
Its genius is to allow eight players to edit 
and play it as a regular game of Halo 
simultaneously, transforming it into an 
immediate and flexible mix of sandpit, 
physics lab, sports arena and theatrical stage. 
The replay theatre, again, is actually quite 
limited - lacking editing tools beyond the 
ability to record clips on the fly - but 



amaz1ng 1n 1ts seamless integrat10n w1th 
and support for every other mode of the 
game, 1ndud1ng Forge and campa1gn. not 
to merwon mult1player screemngs and free 
host1ng for every player on bung1e .net. 
The co-op (see 'Four's company') is even 
better, so far ahead of any peer in terms of 
features and scope that it probably won't 
be equalled for years. 

The total lack of comprom1se 1n each 
and every s1ng1e deta"l1s breathtak1ng 
Everyth1ng works with precis1on. everyth1ng IS 

set up the same way, every barner w1th1n 
reason has been lifted, and you never need 
to do any of 1t alone. Halo 3 was bu1lt to 
be used, bu1lt to be shared, built to be loved 
and bu.lt to last. it's a safe bet that 1t w1ll 
still be enJOyed by a thriving commun.ty 
years from now. 1n substance 1t's nothing 
new, merely a magnif1cent, beaut1ful monster 
of an FPS sequel. In concept and execut1on, 
though, Halo 3 is the future. [10) 

Capturing moments like this. and the aftermath of a well· 
aimed gr~nade on video or in a screenshot is bound to 
become a time~consuming obsession on a par with 
actually playing the game itself. Given the opportunity to 
pause and study the game from any angle across entire 
maps using the built-in replay mode, you' ll only become 
more awed at its incredible scale, detail and liveliness 

Four's company 

They saved the best for last: it's 
been only a short time since 
Bungie confirmed that its net 
code could handle fourplayer, 
online co-op, but the mode 
{tested with three players over 
System Unk) couldn't be further 
from an afterthought. lt's the key 
to this short game's extremely 
long shelf-life. Not only does the 
generous player-cap rewrite the 
entire experience and open 
legendary difficulty to all­
comers, but the hidden skulls 
unlock settings with tremendous 
power to customise the game 
and increase its difficulty {from 
upgrading enemy units to 
causing grunts to die in puffs 
of confetti and balloons). There's 
an optional scoring system that 
awards style points for kills, and 
includes a chain multiplier that 
decreases with time, quantifying 
your performance and turning 
co-op Halo 3 into a brute of a 
score-attack game that can keep 
on giving even after its hardest 
setting has been defeated. 
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This Wii entry doesn't make many 
notable graphical advances over its 
GameCube predecessors; just as well that 
they were stunning· looking games that 
have refused to date. Technically hard to 
fault, Corruption's graphics stand or fall 
on the art - when i t's good, it's gorgeous 

t seems odd to descnbe Metrotd 
Prime 3. Corruptton as a grower 
lt IS, after all. the third game m a 

tri logy that began f1ve years ago, ttself part 
of a 20-year-old senes There's plenty 1n ·t 
that's novel. but noth1ng rad1cal. and t has 
a much-loved. nch trad,tiOn on wh1ch to rest 
You ought to slot mto 1! l1ke a morph bal 
mto a wa,Mg er ad e Metrotds natura ly 
slow-burnmg rhythm as de, tl'1s is not a 
game you expect to ta!(e 1ts t1me worm1ng 
1ts way 1nto your affect1ons. 

Yet that's just what it ends up do1ng. 
Corruption spends near half its length 
recovering from an opening so badly 
misjudged that you fear developer Retro has 
forgotten everything that makes Metroid 
special and run dry of all inspiration. 
Although tt does recover. that's a fear that 
you never qu1te manage to shake. 

Fortunately thts has nothmg to do with 
Retro·s pnmary m1SS10n from Nintendo HQ­
to perfect fJrstperson contro son the Wit. 
In that respect, Corruption 1s more than 
exemplary. The vanous sens1tlvtty settmgs are 
expertly calibrated. and the crosshairs· shift 
from free movement to dragging the view is 
exquisitely smooth and progressive in all of 
them. The pointer is so fast and precise that. 
with practtce, you'll ftnd yourself turning, 
lookmg and a1mmg almost independently of 

Five years on, and Merrold Prime's firstperson platforming has still to be ~tiered. Samus' steady gait, 
weight and inertia, and the sense of a solid connection with the ground, make most jumps second nature 
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each other. the crosshairs darttng around the 
screen but the viewpo1nt trackmg stably 

One stroke of genius was to retam 
Merrotd Pnme·s notoriously diVISive lock-on 
trtgger. even though it might be sa1d to have 
outlived 1ts usefulness. lt allows you to f,x 
your perspective (on an enemy or, 1f not 
locked on. straight ahead) and move the 
crosshair around it with the half-tngger 
speed of a lightgun. Dealing w1th mu t1ple 

push elaborate mechanJcallocks. trace a 
we d1ng beam around a shattered CJrcutt 
board: us1ng the motton sens1ng of both 
Nunchuck and Remote. Corrupt ton fetish1ses 
every movement, every beep and clunk of 
these mechanical interactions. They bring 
nothing to the gameplay, but everythtng 
to the game: they're pure SCJ-fl, pure 
atmosphere, pure Metroid 

You'll be grateful for every one of those 

~ The sensitivity settings ore expertly coUbroted, 
"'-~ and the crosshoirs' shift from free movement 

to dragging the view ts exquisitely smooth 

small targets 1s grat'fy'ngly sw1ft and prec•se. 
and Retro has explo1ted thiS well, peppenng 
the game wtth opportun1t1es for qu1ckfJre 
target pract1ce, from sw1tches to boss f1ghts. 

Around th1s msp1red scheme. Retro has 
constructed hundreds of httle moments of 
what you m1ght call control colour - the 
effectJvely pomtless but totally compelling 
little phys1cal ntuals that Nmtendo has 
become add1cted to on its new machmes 
(both recent Zeldas, and the OS's Phantom 
Hourglass especially, be1ng pnme examples) 
Throw and yank the grappling beam, push 
the buttons of a keypad. tw1st. pull and 

moments, because to begin w1th. pure 
Metroid is somethtng that's m short supply. 
it's hard to describe JUSt how disorientingly, 
depressingly wrong the first few hours of 
Corruption are. Aboard a FederatiOn starship, 
and then down on the surface of the planet 
Norion. Samus fmds herself surrounded by 
Federation troopers in the m1dst of staged, 
onematlC skirmishes wtth Space Ptrates. She 
collaborates Wtth a motley team of fellow 
bounty hunters who look l1ke B-hst X-Men. 
She even wanders busy corridors. talking to 
NPCs. Story is doled out 1n huge gobbets of 
cutscene and bad. diSJOinted d1alogue. For all 



Debate will rage forever over whether the Metroid 
PrlfM scan visor dumbed down the series or was a 
masterstroke for accHsibility and player involvement. 
In truth, it can be a bit of both: even with it Corruption 
will still occasionally confound you - and rightly so 

the world, the beg1nnmg of Corrupc•on feels 
like a clumsy remake of the f1rst level of Halo 
m1xed with a cheap mov1e licence. The 
awesome loneliness and creepmg fear of the 
mtroduct1ons to the first Pnme or Super 
Metroid are nowhere to be felt. 

They don't really resurface on the 
stereotypical and lurid 'fire planet' of Bryyo 
etther. desp1te the fact that the exploration is 
more conventionally langu1d and lonesome 
there. Overwrought architecture and overly 
restrictive. linear, A-to-B-to-A backtrackmg 
bludgeon out most of the mood and the 
organ1c progression that distinguish the 
best Metroid games. That's to say noth1ng 
of the marathon boss encounters (a signature 
part of the senes. but of Metro1d Pnme 2 
Echoes 1n particular) that sw1ng "rom the 
dramatically 1nsp1red to the monolithically 
ted1ous. sometimes in the space of the same 
attack pattern 

Develop1ng the plot arc and arcane lore 
of the Pnme senes seems to have been more 
1mportant to Retro than evolvmg the true 
story of every Metroid- Samus' su1t, v1sor 
and weapon upgrades. The grandstandtng 
command vtsor that allows remote control of 
your gunshtp for bombing and heavy lifting is 
of ext•emely hmtted use The only other 
ma1or additton, Hypermode - 1n which 

H~rmode and Convn.llld visor aside. the suit upgradH follow a fairly well-worn p.lth of plasma caniiOfl. boost ball, saew 
anack and so on. The multiple-lock homing-missile laun<her is the only variant that seems tailored to the new controller 

Samus consumes her own health to enter a 
destruct111e, unstable, Phazon-fueHed frenzy ­
does add an mterestmg nsk dynamic to 
ftrefights, but tnevttably throws many 
encounters off balance. making them too 
easy m Hypermode. and too hard (or too 
bonngl out of t Otherwtse. 1t's very sohd 
bustness as usual. and there's no s1gn of the 
advances those excellent shooter controls are 
beggmg for decent enemy AI and some 
occastonat combat-geared map des•gn 

it's only once you move to Skytown, an 
achingly beauttful steampunk c1ty flymg 
above a turbulent gas g ant. that Corrup!IOn 
starts to get under your so: n Tne aer al 
z1plines between build ngs may str ke an 
unfami liar note of on-ra•ls showboatlng, but 
it's actually at thts po•nt that the game opens 
up, and you start to use Samus' power-ups 
to explore sever a worlds on several fronts 
Then and only then does the hypnotiC spell 
of classic Metro1d take hold. and •or the rest 
of the game as you move on to the 
oppressive Ptra te homeworld and the tangled 

wrecks of destroyed Federation ships; as the 
Metro•ds themselves make the1r belated and 
mescapably ternfymg appearance - you 're 
happily trapped 1n 1ts mtncate, mechaniCal 
web, alone with 1ts ancient mysteries. 

Masterful controls aside. Corruption sees 
Retro lost for a while, like Samus. oown 
some myst1fy1ng and convoluted dead-end of 
1ts own mak1ng. populating a umverse that 
should have stayed desolate and dead 
E\entua 1y :does ell'erge as a suostant.al 
and beaut fu ly eng reered adventure. a 
worthy and welcome Wu blockbuster But 
as the conclus•on of a tr,logy that started so 
bn I antly, •t can't help but d1sappo•nt. [7] 

Swop shop 

Corruption's extras - audio 
tracks, artwork and the like -
are unlocked by shelling out a 
currency of medals, awarded for 
scanning. defeating bosses, 
completing missions, discovering 
new areas and reaching certain 
kill counts. The system shows 
some inftuence from Xbox 360 
Achievements, but its most 
interesting aspect is distinctively 
Nintendo. To gain access to the 
stranger and more appealing 
extras (ship decals, dioramas and 
more) you must swap the 'friend 
vouchers' earned from some 
feats for medals with other 
players of the game on your 
friends list. Socialising even this 
most resolutely singleplayer of 
games might be read as a sign of 
the times, but then again, the 
trading network as a tool for 
completion (and viral marketing) 
was pioneered by Pokemon. 

The bitarre. mismatched and rather out·of· 
place bounty hunters that assist Samus early 
in the game inevitably tum rogue and feature 
as minor bosses later in the game. as dOH 
Dark Samus.like the other boss encounte11, 
their diHiculty can be somewhat haphazard 

Corrup6on benefit.s from the superb atmospheric flourishes Retro brought to the first Prime (albeit with 
IHs economy and flair) - effects like mist and Samus' reflected eyes, and the lonely t<ho of her footsteps 
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The four new cities and one test track offer 
such mouthwatering driving that they put 
PGR4's track selection on a par with the 
inspiring PGRZ. Macau and Shanghai have 
some blistering high-speed cornering, St 
Petersburg offers treacherous bumps and 
wide boulevards. and Quebec's old·town 
twists and swoops recall Edinburgh at its best 
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n PGR3, life began at 170mph. In 
PGR4 it doesn't. but Kudos does 
Reach the magic speed and the 

style-point meter in the centre of the screen 
starts to tick round, accumulatmg Kudos 
faster and faster as you hurtle towards 
200mph and that brutal nght-hander at the 
end of the stra1ght. At 100 1t awards a star, 
at 200 another. Brake late, turn 111, touch the 
handbrake to imt1ate a dr~. anyth1ng to 
eep that meter ttcking: three stars, four 

Another corner presents itself, and an 
opportunity to keep it clean th1s t1me, nad 
the car to the apex, take a b1te of kerb on 
the way out. scrape the barrier and watt a 
heart-stopping second for the combo to 
reg1ster ... five stars. 500 Kudos, w1ld cheers 
over the howl of your engine 

Ever S1nce B1zarre invented Kudos for 
PrOJect Gotham·s precursor. MetropoliS Street 

There's a simple paint editor that doesn't stray anywhere 
~ar Fona's turf. but allows you to customise all your 
vehides with a cut-and-paste livery if you want to stand 
out. You'll also need to select a nationality, so Biume can 
foster a spirit of (we hope) healthy international rivalry 

Racer on the Dreamcast, there's been an 
mherent, unresolvable tens1on 1n the series. 
Kudos encouraged seat-of-the-pants style, 
but the semi-reahst1c handling and 
demanding course design promoted much 
more technical, purist racing. it's seldom 
been to the detnment of these excellent 
rac1ng games, and mdeed PGR2 achieved 
a fme syntheSIS of the two. but 3 m particular 
felt like it was bemg pulled m two direct1ons 

~ From the cars to the Kudos, PGR4 has one thing 
"-~ in more abundance than any of its predecessors, 

or any other real-world driving game: personality 

at once, and the hardcore driving game 
waswmning. 

Bizarre, though, was having none of 11. 
The sweeping revisions to Kudos 1n PGR4 -
and the subtler. but no less 1mportant 
adjustments to handling sw1ng 1t quite 
dramatically the other way, at a cntiCal 
moment in the senes h1story. Gotham, a 
launch title for Xbox, L1ve and 360, has 
always been the bride. but 111 2007 it 
suddenly fmds itself the bndesma1d, trailing 
behind tts dauntmgly comprehensive 
stablemate si m. Forza Motorsport 2. That 
kind of pressure was only ever going to push 
the inveterate score addicts at Bizarre one 
way, and PGR4 sees them boldly staking out 
the arcade-shaped ground 

So keen 1s the L1verpoo developer to set 
PGR4 apart that 1t has pos111Vely showered it 
in revisions and new features Alongs1de the 
Kudos star system and four new c1bes. career 
mode has been reworked from scratch, the 
game's general structure and progress1on are 
substantially overhauled, there are multiple 
new gametypes in single and multiplayer. a 



profoundly •mpressive graph1cal upgrade, 
weather effects, and of course the 
controvers1a ntroduct•on of motorbikes. 
it's almost too much, almost desperate, as 
1f B1zarre has t1ed itself up 1n knots mak1ng 
changes for the sake of 1t, and in the process 
lost all sight of the stream! ned s•mpliCity that 
made PGR3 such an easy pleasure In t•me, 
though, you'll come to apprec1ate every 
single one of them. 

The star system, 1ntroduct10n of h•gh­
speed Kudos, and return of Kudos for fast. 
clean cornering make the score system far 
more constant and cons1stent m 1ts rewards. 
far more tang,ble and add•ct"1e. 5o much so 
that Bizarre has been able to sever the long­
held link between cone and style challenges 
and split them into distinct, multi-threaded 
and techn•cally deep disCiplines of the!f own. 
The shift 1s well served by the car handling, 
which wisely retreats 1n the face of Forza l's 
staggering realism: it's still credible, but 1t's 
surpnsmgly gnppy and forg1ving, w•th very 
fast and precise turn-in, a fract•on •ess 
physiCal feedback, a fraction more control, 
and extremely clear definition of grip. 

The b kes are more of a mixed bag 
ln1t1ally they seem twltchy and weightless, a 
long way off MotoGPs prec1se perfect•on of 
the form. it's not until you put some miles in 
on higher classes afld faster tracks that you 
learn to steer with the throttle and start to 
appreCiate their capabilitieS, but you'll still 
need to suspend your disbelief at how 
absurdly res11ient they are to contact and 
crashes. That's an unavOidable requirement 
of balancmg the game properly, as is the 
imperfect but Intriguing stunt system, 
ntended to even out the Kudos. If you don't 

get on With b1kes, the game doesn't requ~re 
you to use them often, only somet•mes. 

Trad t•onal Gotham- an open choiCe 
of quiCk-' re, one-shot events With medal 
rewards from tin to platinum - has been 
s•delined to a bnef but sat1sfymg Arcade 
mode 1n PGR4 Instead, the career follows 
a rotat.ng ea endar of tournaments and 
one-off •nv,tat•onals, follow1ng geographical 
and meteorolog•cal themes. On the face of 
11, 1t's convoluted and prescnptive. But the 
1mmense vanety and •mag•nat•on of the 
event and track des•gn- not to mention the 
veh1cles, locations and weather cond•t•ons ­
make •t a delightful tour of PGR4's 
Innumerable pleasures Every month holds 
surprises, from a suspenseful knockout 
t1me-attack series in night-t1me Shanghai to 
a dnft challenge on Quebec's 1cy hairp1ns 
Furthermore, the entirely Kudos-based 
scoring for career tournaments bnngs 
PGR's unique selling po1nt nght back into 
the heart of the game. 

From the ternk new c•t•es to the 
splendidly exot•c and broad selection of cars, 

PGR4's garage replaces J's concentration on speed with 
an equally unwavering dedication to style and c.chet 
Supercars and tradt spe<ials mix with important classics. 
ultra-rare exotica, historic race cars and even a truck 

from the drama and cunning of the event 
des•gn to the re•nstitut•on of Kudos at •ts 
core, from the bike stunts to the bnlliant 
soundtrack, PGR4 has one th1ng in more 
abundance than any of 1ts predecessors, 
or any other real-world driv•ng game 
personality. lt has the potent•al to be the 
first PGR to end up misunderstood, 
underrated and overlooked. but it's also 
bound to foster an even more devoted cult. 
espeoally online. lt's uncompromis1ng and 
involved and may not be for everyone. but 
you sense it's the game Bizarre has been 
meaning to make for the last seven years, 
and for that alone, it's prec1ous. [91 

Achievement unhinged 

PGR3's Achievements are still 
some of the most imaginative on 
360, but with PGR4 Bizarre has 
really excelled itself for wit and 
variety. Gamer points are doled 
out for such tortuous feats such 
as performing a hot lap without 
touching the brakes, or knocking 
the wing-mirrors off all eight 
opponents in a race. Even better 
are the collaborative multiplayer 
ones that pay tribute to the PGR 
community's mischievous spirit 
(get two bikes facing each other, 
1 Sm apart, with each performing 
an impressive endo; get eight 
vehicles in the air at the same 
time; win first and second in 
splitscreen, against an AI 
opponent, in reverse). Most 
intriguingly of all, there are three 
puzzle achievements, with no 
guide to completion but their 
cryptic titles. Few developers' 
commitment to play beyond the 
base framework of the game is 
so broad and demonstrable. 
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Jt's all in the context 
I 

ne of the oft features of Quake 
Wars s that narrat ve spoilers are a 
genu1ne poss1b11ity That seems 
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peculiar when you realise that this is a 
Battlefield-styled mult1player combat game, 
but the fact rema,ns· each of its four 
campa1gns te sa story, and the maps 
themse ves are made up of a sequence of 
events wh•ch, at least for the first time you 
play them. somet1mes deliver genu,ne 
surprises. No other combat game has maps 
this lavish. or ambitiously designed. ETQWs contextual mission 

system is a remarkably smart 
piece of game design. lt allows 
players to generate missions for 
others - by spotting enemy 
vehicles or emplacements- and 
also provides a basic set of 
missions based around what the 
game judges a team might need 
in any given situation. This means 
that if a player follows the 
mission waypoints he'll always 
been contributing to the overall 
good of the team, and usually 
doing what is best for his 
character. lt's a great way to 
curb selfish play, but also a 
potent tool for quickly bringing 
beginners into the battle. 

ETQWs most unusual feature is that all 
1ts maps, and therefore all 1ts battles, are 
asymmetnc One Side has a number of 
assault ObJectiVeS aga1nst wh1ch the other 
must defend. This means that one s1de IS 
generally falling back, tryrng to stave off the 
inevitable or waitmg for the t1mer to run 
down The objectives are wildly varied - from 
blowing up generators to activating giant 
m1nmg lasers, through blastmg down 
armoured doorways and dnving giant 
vehK'es to set up forward attack posit•ons 
The frontune moves across the ba~lef1eld as 
the fight progresses and the nature of the 
combat changes as the two sides move from 
open vehicular conflict to st1cky close· 
quarters engagements 

What th1s asymmetnc des•gn means. 
however. is that there's no chance of one 

Th~ ~ngine is a tweaked version of that us~ for Quake 4, but also uses 
some of the megatexture landscape technology of id's next game, Rage 
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side clawmg back v1ctory from the bnnk of 
defeat They're s1mply stopp1ng the attacking 
s1de ach1evmg the r goal, as you m•ght tn 
Unreal Tourna..,enrs assau t m1ss1ons. This 
means tre gar'le IS someth ng of an acqu~red 
taste Wh 'e t e'e w1l be compar sons w1th 
both Qua<e and the Barr ef,eld games. 
ETQW 1s really a successor to Return To 
Castle Wolfenstem's class-based multiplayer, 
and particularly the Enemy Temtory 
expans1on that Splash Damage des1gned for 
1t, under 1d's supeMSIOn Th1s fact alone 
explatns the odd t1mbre of the act1on and 
the way n whiCh 1t m•xes deathmatch w1th 
opt1on-ncn c ass-based conflict. lt also 
explams •ts ped1gree as a mult1player combat 
game. 1t was a game made by people who 
grew up playing these games. and who have 
dwelled on little else (Most members of the 
Bromley-based stud•o have been recruited 
from the best FPS mod teams across Europe.) 

As a result there are many things in 
fTQWwhich are s1mply flawless: the HUD 
design gives you all the information you 
could need. wh1le the context-based m1ss1on 
system (see 'lt's alltn the context') and 
commumcation shortcuts are mstantly 
accessible. even to those JUSt starting out 
with the game. Each of the classes g1ves you 
d1stinct and esoteric equipment (remote· 
controlled flymg drones. air-dropped artillery 
and instant disgu1ses being some of the 
highlights) and the feeling that you can 
develop quite complex tactics, espec1ally in 
an orgamsed team game The three-map 
campaign structure. meanwh1le, means that 
you can expenment w1th unlocked weapon 
content without having to play a single class 
for weeks on end. 

The vehicles too have been extraordinarily 
welt-realised. never unbalancing the core 
mfantry conflict, and not havmg any flight· 
ace demands on playe• sk1ll. Thts ISn't a game 
where your expenments w1th flymg will result 
m endless crashes, as they seem to whenever 
a helicopter is involved 1n other games. 

ETQWwill not please everyone. but 
the mixture of fast-paced fighting and 
wide-open options for play1ng styles 1s 
unquestionably a potent one. it's certainly a 
shame that it's gomg to have to compete 
w1th Team Fortress 2 (also on 360 and PC) 
for players· attent1ons (8] 



ega Rally ts like a much-loved car 
that's just a few years too old 1t feels 
•nstantly col1"fortab e, great on the 

road, and you know that •f you crash •nto 
one of those smaller new models you'll be 
the one walking away from your sturdter 
carriage unscathed. The problem is, tt's just 
not that sexy any more 

But that doesn't mean tt's not good 
lookmg The game IS built arouna stgnature 
Sega moments where, for example, as you 
screech round a ha1rp1n bend and accelerate 
up the side of a mounta1n, a 1et plane w1ll 
just happen to fly past the track m your 
eyel1ne, almost a salute to your corner ng 
prowess Birds scatter as you hammer past. 
elephants honk, water cascades and crowds 

cheer. If ever there was a game that makes 
you fee• good about wmn1ng a race, this is it. 

There are a very generous number of 
tracks ava1lable (though they only come in 
f1ve d1fferent types of environment) and their 
twists and turns are vaned. The handhng 1s 
excellent, and after a short learntng curve 
your car Wll respor>d e act y as t should, 
tear ng around cor.,e•s a" whtppmg up 
stra ghts The only s ght drsappoll':tmelt s 
that t can 'ee more Ke a ·loaty box ~nan a 
hu king p ece o' f ne!y <Jned mach nery, 
partiCularly when you rea se that by far tne 
most e!fectiV(' over .a Icing te<hn que 1s to 
snum opposmg cars on corners and bounce 
o'"' t ., • ~ruum bushes that guard the s1des 
o' the road Th s rs offset somewhat by the 
AI, whtch ensures some exCiting and lengthy 
struggles for places, particularly on the later 
track.s, but ultimately there are no stgnificant 
penates for careenng around the track. In 
some ways th1s s the whole potnt of Sega 
Ra ly, but the game also has a tenuous gnp 

The surface effects aren't just for mud; 
racing through snow will mush the 
surface to a slurry, and, on tarma<. you 
can leave streaks of rubber that build 
up over successive laps 10 affect grip 

Sega Rally is nearty all about 
cornering. but the old Gran 
Turismo gambit of ricocheting 
off other vehicles remains the 
best way to gel around bends 

on aspec-.s of Slmulat1on, mak1ng you w1sh 1t 
had gone completely one way or the other. 

There are some s1gmflcant overs1ghts that 
exacerbate th1s prob em The tracks come in 
groups of three 10 champ•onshtp mode, and 
before each of these you have to select the 
vanety of tyres you'll use- but then StiCk 
with that choice for the three races. As 
the tracks often OSCillate wildly between 
mud holes and freeways t seems odd to 
not offer the player the opt on to change 
between races. and o"froad tyres put you at 
such a sign1f1cant speed d•sadvantage they'll 
likely only be chosen for speCific s1ngle tracks 
1n multi player or t1me-trial rather than dunng 
your t1me in the s1ngleplayer champ1onsh1p 

!t seems almost ungrateful to cnt1c1se 
Sega Rally. wh11e at can't measure up to the 
likes of PGR4 1n terms of graph1cal excesses, 
it has its own distlnct•ve look and offers a 
huge number of tracks. cars and paint jobs 
for the solo player, and the l1mitless 
poss1b1hties of mult1player head-to-head 
and t1me-attack/leaderboard modes. But 
perhaps, in this fastest of genres, 1t's s1mply 
stx months too late. it's good value and 
h1ghly enjoyable, but 10 a race with Forza 
Motorsport 2, PGR4, D1rt and even the likes 
of MotoGP '07, there's the unm1stakeable 
feel that Sega Rally's been superseded 
before it leaves the gnd [7] 

The original Sega Rally car roster can be 
unlocked (albeit in upgraded form), while 
some tracks throw up familiar features 

Tiger feet 

As your car races through the 
muddier tracks, your tyres leave 
imprints that impact upon the 
vehicles following and your 
own return to that area. The 
mud is a very noticeable visual 
effect -though, Sega being 
Sega, it's possibly the shiniest 
and sparkliest mud ever to grace 
a videogame - as it covers the 
surfaces of your car, and running 
through stretches of water will 
wash some of it off. 

The major use is in allowing 
you to spot racing lines and 
follow them, adding a layer 
of tactical manoeuvring to go 
with all the shunting. 1t feels a 
little underwhelming in some 
of the environments, but in 
the likes of the Arctic tracks it 
becomes absolutely crucial to 
maintaining speed and control, 
and is key to the online 
component of the game. 
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Hodokenl 

Several levels in the game will call 
for you to land among ground 
troops and begin spreading some 
chaos with your scaly steed. 
Watching the dragon march 
through lines of the enemy's army 
as if they're not there, fireballing 
and swiping left and right while 
chomping the odd soldier, can 
be a vivid spectacle. But the 
implementation simply doesn't 
stand up: the dragon lumbe~ 
around like an AT·AT walker 
rather than a powerful mass of 
muscle. the bat1le animations are 
horribly limited, and combat with 
anything larger than the human 
foes is pointless. That goes for 
close combat in general, where 
various QTEs seem lit1le more 
than replacements for an idea of 
how to incorporate any advanced 
movement into your abilities. 

ow could you poss bly mess up a 
game on whoch you nde a dragon? lt 
would seem ompossoble: that lottle bot 

of childosh glee everyone has at the mere 
thought of 11 guarantees an audoence 

How you mess up a game m whiCh you 
nde a dragon IS qu te s mp e You make tre 
control of that dragon ansv.erao e to mouon­
sensmg technology that can't d st ng;; sh 
subtle or even very forced gestures n 
anything like the detaol requ red, ana .nen 
you sync different manoeuvres to s m a• 
movements of that technology. The 5 xax s 
responds perfectly well for tilting left or nght 
and cru 1sing through the skies, and these 
moments of sweeping flight are Lair's best. 
but when asked to do anythmg beyond that 
- and Lalf demands much more than simple 
tdtmg - it quockly proves 1tself incapable of 
the distinctions needed. Combined with this 
omplementatoon of the 51Xaxis are some truly 
awful desogn decos1ons the 180° turn and 
the forward boost are frequently confused, 
meanmg your dragon responds in the 
opposote manner to your intentions, and it's 
telling that almost every surface in the game 
triggers an 'autofly' mode when you get too 
close. The poont os that Lair is a frustrating 
game to play, and you'll spend as much time 
overshootong targets and desperately righting 
your mount's directoons as attacking enemoes 

The attractive map comprises the mission select screen, and it heralds many minutes of turgid 
and (initially) unskippable dialogue. The voice acting might not be Two Worlds bad, but it is bad 
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But even wothout ;he flawed controls. thos 
would no: be a good game. Structures and 
evel pa:terns are shamelessly recycled from 
Factor s·s own Rogue Squadron senes, nght 
down to tne fact that a huge number of the 
mossoons onvolve escortong 'ships' on the form 
of flyong 'whales', or stoppmg damage beong 
done to a partocularly stupid contingent of 
troops who w1ll stand in plain sight to be 
dovebombed by enemy dragons, 1mpat1ently 
waoung for you to save them. 'Take out the 
enemy's power supply' is a typical ObJeCtove, 

The water effects. like many of the game's VIsual touches. 
~ seem beautiful at a glance but then clumsy when placed 

under scrutiny: fly close to the surface and the illusion 
dissolves. revealing waves as weird, slow·moving lumps 

A preview-build issue was over-enthusiastic HOR lighting. 
causing the screen to wash out or dim to extremes.lt's 
since been toned down, but somo dotail is still lost 

dovorced from rts quaso-medoeval world and 
insulting in its perfunctory nature. Rarely are 
you set objectives that seem like they have 
been created specofically for the game. 

Latr's visuals alternate between 
exceptoonal and mediocre: ots dragons are 
fonely detailed and can be fearsome, but the 
other elements that make up Latr's world, 
from the ground soldrers to the larger 
enemoes, all lack a dist nctove v1sua· 
personality. Draw drstance, meanwhile, IS 

quite awful, woth structures materoalisong as 
your dragon approaches; the framer ate 1s 
poor for a supposedly cu tting-edge P53 title; 
and the explosions and lighting effects are 
abysmal and atmosphenc respect1vely. 
Beyond this. the camera frequently loses 
sight of your positoon, and many of the levels 
are extremely drff1cult to navigate as a result. 

Lair was once quote some propos1toon. 
But now. up close and with ts gruesome lips 
pee'ed back, there's clearly been nothrng but 
smoke obscuring an old, gnarled structure 
well past its best. 5o, thos os how you mess 
up a game in which you ride a dragon. (3] 



everoped by Mrdway's Pst-Ops team 
rn close collaboratron wrth John 
Woo, Stranglehold rs a game about 

the specrfic magic of action movres. Or, to 
put it another way, the escape artrstry. 

Time and agarn rt crashes waves of 
enemies upon you, pushrng you rnto corners 
from which even more enem es appear. lt 
fences you rn behrnd tables and charrs, offers 
refuge before blowrng 1t away, and fills the 
screen w1th the trads of rndividually modelled 
bullets Then 1t has you prevarl, trrne and 
again, rn magnificent fashion. 

A pseudo-sequel to the mov1e Hard 
Boded - and a new assrgnment for 1ts 
troubled supercop Tequrla - rts debt to Max 
Payne is obvrous. The movement system is 
fundamentally the same, combinrng free­
rook gunplay wrth bu let-t•me abr rt es and 
drvrng manoeuvres But, by the same token, 
rt's also collectrng a debt from every gun 
battle waged since 1992. a I of whiCh have 
rn pa11 pard trrbute to woo·s 'bu let ballet' 
Chaos ng to rmprove rather than deny the 
methods of Payne, Gungrave, Total Overdose 
and The Mat(lx: Path Of Neo rs JUSt one of 
thrs game's wisdoms. 

Tequila's special attacks. earned rn ~·by scoring 
successive kills, start with Prt<rsion Aim. a slo·mo snipe.lt's 
ideDI for both boss assassinatoons and hiHHponse slapstick 

A lot of t me, 'or examp e, nas gone nto 
gettrng the basiCs rrght The chemrstry of 
control, anrmat on, AI and envrronmental 
damage systems s a::>solutely spot on, both 
rn frndrng Hard Bar eo's groove and provrding 
coherent. rhythmrc and unpredictable action 
Aptly enough, Teou a flows from prlar to 
post (via swrng ng amern. catenng trolley 
and dinosaur skeleton) wrth hquid grace, 
glrdrng over complex scenery wrth JUSt srmple 
throws of the strck. ~ s hands, meanwhrle, 
are always free, ready to put bullets rn heads 
from any and all positrons 

By the ttme the story - a demented blood 
opera full of double-crosses, crgar smoke and 
giant sunglasses- has played out across 
Hong Kong and Chicago you won't know 

'or sure whether Strang enold has cast you 
as Tequrla or Woo. star or drrector. Its genrus, 
a seamless mix of strategy and choreography. 
only flourrshes at ts linlockable Hard Borled 
drffrculty level, wrth a .m ass1sts off and 
special attacks at a premium. 

Not srnce Red Dead Revolver has a gun 
game got rt qurte so nght, desprte itself. 
Stranglehold's bosses, map-based objectrves 
and single on-rarls sequence feel redundant. 
ts online deathmatch modes obligatory 
Without them. you can't help feelrt may 
have el<ed some extra polish from Unreal 
Eng,ne 3 and refmed its low-resolutron 
textures, or better strll its trresome second 
level Tequila can't escape tradrtlon, it 
seems, even if he does come out blazing [7] 

If a tear of joy isn't shed when you discover Tequila's 
'prone' ability (above), you've nevor soen Die Hard 
Holding the trigger after a dive keeps you stretd1ed out 
on the floor, ideally placed for ground·to-crotch attacks. 
Guitar drops (left), meanwhile, challenge you to second· 
guess the level design by placing two health-recharging 
guitar cases about the le•el before the fight begins 

Known misleadingly as the Tequila Bomb. the 
special attack gauge also unloc.ks a barrage 
mode (Tequila becomes invulnerable, visibly a 
little upset and trigger-happy) and later a 
dovastating. dovt·releasing spin i ltack 

Massive effect 

The influence of Strangleholcfs 
Massive D physics system 
becomes more apparent as the 
game goes on. What sta rts as a 
crude series of environmental 
opportunities- signage falls on 
heads, awnings split, rock falls 
take out gangs, and pillars 
collapse to create bridges - later 
dictates your most basic strategy. 
When enemies are spawning 
from every angle, some with 
sniper rifles and others with 
shotguns, finding immediate 
cover is essential, yet at the 
same time futile. Little in this 
game's Chicago and Kowloon 
levels stays intact for very long, 
Tequila's presence being the kiss 
of death for anything made of 
brick. plaster or glass. The game 
has an exceptional control 
system and expects you to use it. 
leaving little time for loitering 
with intent to take potshots. 
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Show me the way 

Where Hawk likes to play talent 
scout - Project B's roster included 
11-year-old wunderkind Nyjah 
Huston - Skate is content with 
a selection of less technically 
accomplished, more charismatic 
skaters drawn from the ranks of 
the Plan 8 skate label. Ironically 
for a game that keeps itself so 
defiantly grounded, though, its 
biggest star is best known for 
stunts that wouldn't look out of 
place in THPS: frontman Danny 
Way's resume includes jumping 
the Great Wall Of China and 
'bomb dropping' on to a vert 
ramp from a helicopter. 

ess can be more. The axiom's s1mple 
but easily forgotten: in a market 
satura ted with titles, promising to 

do everyth1ng b1gger. faster and louder than 
the competition -or your last iteration -
seems the safest way to stand out. The 
Tony Hawk senes has been perfecting this 
approach for years, so how can upstart 
Skate poss1bly take 1t on? 

S1mple· 1t doesn't. Skate's best trick 1S 
to make every land ng seem l1ke a tiny 
v1ctory· w1th phys1cs that at least pay lip 
service to the real11.es of grav1ty and broken 
bones, Stmply maktng 1t down a flight of 
steps can be cause for celebration. And 
Wtth the 81rdman cont nUtng to treat near­
tmposs ble tncks I Ke the legendary Natas 
Spm as merely rout ne, Skace·s strength IS 
that 1t g1ves even ktdcflips and shove-1ts the 
respect they deserve 

Oddly, the control system is most 
comparable to EA stablemate Fight Night's. 
Holdtng the nght analogue stick m one 
dtrectton prepares your skater for a jump; 

Skate's replay system is one of its best features. always keeping the last 60 seconds or so in the bank just 
in case something unexpected happens. Highlights can be spliced together. then up loaded to the intern et 
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Grinds and manuals are all present and correct. but the game 
misses out stalls and handplants. The controls use one stick 
for the board, another for the body. and bunons and triggers 
to fling your skater's limbs around in the approved manner 

flicktng rt 1n another launches you nto the 
a1r. Later tncks reqwe quarter- and half­
mcles, whtle combinmg them w1th a sp1n 
means ustng the left suck at the same time. 
Rather than requtnng a Stmple stab of the 
button, gnnds mean approachtng on the 
nght line and Jumpmg at the nght moment 
Just as w1th F1ghc N1ght's fetnts and power 
hooks. though, th1s IS only half the story ­
tnck variations reqwe a defter touch. 
Manuals mvolve hold1ng the stick 1n a 
balanong sweet spot, wh1le gettmg more 
aenal 'pop' out of tricks means being more 
aggress1ve with your flicks. This sort of fme 
control seems imposstble at ftrst but soon 
becomes second nature. allowing tncks to be 
cha1ned together with impressive flu1dity 
Much harder is finding the nght place to do 
them with envtronments kept realistically 
sparse and momentum always a concern, 
worktng out a good line IS half the battle 
Aga1n, though, th1s IS l1ke real skatmg With a 
D-pad shortcut lettmg you 'sess•on ' any spot 
from your own chosen potnt, the repetttton 
of half a dozen tncks 1n the pursuit of 
perfection becomes almost Zen-like 

Compare and contrast You Tube replays of 
Skate tricks to Hawk's bloated, SO-million 
point combos - the lat:er m1ght contain 60 
tricks done too 'ast to see, while the former 
wouldn't look out of p ace 1n a genuine 
skate video. 

Hawk may have mellowed 1n 1ts last 
couple of insta ments, tontng down the 
Jackass-inspired excesses of the THUG years 
and slowing things down a notch. Skale may 
have the overs1ghts you'd expect of the ftrst 
in an tnevitable franch1se - the pactng's 
aggravating at times, and the lack of female 
skaters could irk some. But there's only one 
skate game that demands to be played th1s 
year, and while the cha~rman of the board's 
desperately trying to impress. Skace's cool as 
1t struts on to the scene has to be admired. 
Sometimes. it's better to settle for less. [8] 



Suicide is painless? 

Personas are ethereal creatures 
that are summoned from your 
unconscious mind to lend their 
abilities in battle. For this reason, 
the stronger your relationships 
with other students or groups the 
stronger your 'inner self' is and 
the more powerful your Personas 
will become. 

One of the most enduring 
images from the game comes 
from the way in which characters 
summon a Persona: by putting a 
gun (known in the game as an 
'evoker') to their temple before 
pulling the trigger. To players 
not closely familiar with ani me 
culture it's a shocking image 
that's us'ed repeatedly, and 
since the game's release has 
attracted keen debate in the 
US as to its suitability. 

Fans furious at the lad< of a Japanese audio 
option have already released on the interne! 
a pal(hed version known as an 'undub', 
with English subtitles but original voices 
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nyone who's ever compla ned that 
there aren't enough hours m the 
day will be pleased w1th Persona 3's 

prem;se Soon after enrolling your charaaer 
at the ocal Japanese h1gh school you· re 
accepted 1mo a covert soc•ety and et m 
on an enormous secret. there are, in fact, 
25 hours to a day 

The extra ·dark hour', as tt's known, 
occurs every night at mtdmght. The vast 
maJOrity of the populace IS unaware of 1ts 
ex•stence as. for its durat•on, they are 
rendered unconsc•ous and sealed in coffms. 
oblivious to the shadow creatures that 
emerge outside and roam the world lookmg 
for prey. A few humans remain unaffected by 
the phenomenon and, as one of them, 1t's •n 
the sparse company of these cognoscent• 
that your charaaer fmds h mse f after dark 

The group, ea ed the Spec•a zed 
Extracurncular Execut•on Squad, is 
responsible for hold;ng back the shadow 
creatures' advance while try1ng to uncover 
the secrets of the1r ong n, a huge mult1· 
storey ephemeral tower named Tartarus, 
wh1ch emerges each n•ght m the school 
grounds. Tartarus takes the form of an 
upwardly built dungeon whose Rogue-
like floorplans change every v1s1t. Your 
overarch•ng misston •s to sca'e the tower btt 
by b1t (don't pan1c: a warp opens up every 

Akihiko 
Great. keep it up. 

five floors) while levell ing up and discovering 
new Personas creatures that can be 
summoned to a1d you in battle. 

Whtle th•s a little trad•tiOnal, the dark 
hour IS JUSt one element to an unorthodox 
game whose scenario manages to twist it 
out of the firm grip of its JRPG roots. In the 
ma•n th1s IS achieved by the dark hour's 
counterpo•nt· daytime, dunng wh1ch you 
partiC•pa:e 1n the lessons, clubs and SOC1et1es 
of a Japanese school. 

Here, m a s1m1lar way to Cants Canem 
Edtt. you're tasked with daily studying, exam 
tak1ng and after-school clubs and sportS, all 
minigame-style pursuits that are used as a 
means to bu1ld and enhance your charaaer's 
abilit1es. Three core stats (academ•cs, charm 
and courage) must be raised by tal<;ng part m 
a wide range of different activ1t1es from 
enrolling in the school's kendo team to 
VISiting the karaoke bar in the loca mall of 
an even1ng Ra1sing these stat•StiCS while 
bulld;ng and fostering relatiOnShips 1n school 
is crucial to creating stronger Personas to 
make your character more powerful on the 
nightly battlefteld. 

By hnk•ng the game d1realy to 2009's 
school term calendar and breaktng every day 
into seven d1S!Ind stages (from early morning 
through luncht;me to late at n;ght), you 
quickly settle into the comfortable rhythm 
of an educat•on system, wh1ch provides an 
excellent framework for the d1sparate 
mechamcs to slot into. 

The game's aesthetics are unusual for 

You aren't forced to visit Tartarus every night. 11 you'd 
rather you can meet up with a friend at the local mall, 
visit a club in town or spend the evening at your desk 
studying, all of which level up aspects of your personality 

~rsona cards can be fused together with one another to 
create entirely new monsters. and much of the deeper 
level of play is concerned with maximising resources 
to uncover the most powerful Personas in the game 

the genre. Low-poly environments, simple 
charader models and drab lighting are 
the uninsp1nng v•sual budd1ng blocks 
However. thanks to some ingemous use of 
beautiful anime artwork the game f1zzes 
with life as character portraits zoom m to 
shot to personrfy the dialogue wh•le slick 
and design-consCious menus add some 
contemporary style 

As with any game that's based on 
repetitive tasks set m unchanging 
enwonments, 1ts rhythm in time becomes a 
little monotonous. However, the frequent 
boss battles (introduced every few levels 
of Tartarus) and surpns1ngly compel! ng 
relationships you foster daily inspire 
perseverance. Games with distinctive souls 
are rare th1ngs but Persona 3 succeeds 1n 
d1sp1aying a mesmerismg personality that 
touches the many well-crafted aspeas of 
1ts cunous and s1ngular approach. [7) 



_j t has been three years S1nce the 
release of the origmal SmgStar, and 
the PlayStation 3 debut now stands 

as the 11th t1tle in the series. That number IS 
1nd1cative of two th1ngs. the success of, and 
demand for, the games; and the central 
concept being so well realised that the 
only consideration for a new Instalment IS 
a new trackhsting But w•th the mcreased 
expectations of a PS3 audience and, 
currently, fewer peopler to a1m for, can 
SmgSrar's formula still h•t the nght notes? 

The presentation of the game 1s a maJOr 
Improvement over the last generation 's 
climcal tones, and the mterface 1s ideal: 
clean, bnght, uncluttered, and eas•ly 
navigable. Th1s extends to ever-present 
shortcut keys, and there are some welcome 
custom1sation options. the wallpapers can be 
changed between the likes of a deep purple 
noir and a beaut1ful orange sunset (with 
some appropriate pimk-plonk e evator mus1c 
for lulls 1n the party) Most •mportantly. the 
on line features are easily access1ble and 
significantly more user-friendly than those 
o' most other PSN tit es. 

Those online features are the crux of PS3 
SingS tar, in a way, because 1t may be that 
this is the only boxed retail vers•on of the 
game for the current generation for some 
t1me. The 36 tracks that come as standard 
are a d1verse selection of recent chart hits 
and olp•es Everyone w•l thmk there are a 
few duffers, of course, but m genera 1t does 
a good job of showcasing a range of styles 
and IS a fme start.ng point for the mev1table 

Moments of high camp are staple uraob everung 
compo~nu. and they really sQck up in t:his Iteration of 
SingS tar thanks to the inclusoon of I Don't fftl Like Dancing 
by the Stissor Sisters. complete with super-gaudy video 

library that wlll be accumulated over the 
PlayStation Network. The songs can be 
bought mdiv1dually, or 1n themed packs of 
five to ten tracks, and the ent1re PS2 library 
W111 be ava•lable to buy at launch before an 
outpouring of content at a ra te of between 
50 to 1 00 songs a month 

The s•ng•ng •tself takes place w1th the 
music videos 1n the background (some in 
HD), while the proven note bars direct the 
P•tch and length of your warbling. it's a 
masterpiece of funct1onal design, 
fundamentally unchanged from the last 
generation. bar the mproved graphics and 

The online SingS tore allows you to buy songs individually 
at a reasonable price (though no official figures have 
been quoted, it looks like they'll clock in at a pound per 
track) as well as 'theme packs', which come at a discount 

a better placing of the score counter, and all 
the better for •t The Of' y bum note s that 
1t's st1ll poss•ble to get remarkably good 
marks by humm1ng along to the track rather 
than smg ng - wh•ch 1s not an 1ssue in terms 
of cheating after all, who would bother 
playmg a karaoke game to cheat at 1t ?) but is 
certa•nly a little deflating and ruins any sense 
that the score reflects your s•ng ng. As Rock 
Band approaches With phoneme recognition 
- wh1Ch admittedly has st1ll to be tested fully 
- •I perhaps needs to be pointed out that th1s 
1S the only aspect o• SmgStar that's broken, 
and there's no excuse not to fix 1t. 

SingS tar for PS3 is a ref1nement that ts 
a tnumph of presentation as well as a 
w1nn•ng game There are some niggling 
decisions, but they never spoil the 
expenence, and the constant flow of new 
content makes 1t a game that w1l last as long 
as Sony's console does - that IS, 1f you' re 
prepared to make the financial mvestment 
reqUired to ma•nta1n a song library. [8] 

The game is full of scope for changing its 
appearance and output. and the backgrounds 
have obviously been created for those quiet 
moments when karaoke seems unthinkable­
they even each have theit own custom muzak 

Record and ploy 

One of PS3 SingStar's new 
features incorporates the 
PlayStation Eye to record a 
30-second video of your 
performance. Although it 's 
initially disappointing that you 
can't record an entire song for 
others to marvel at, the quality 
of the Eye's video and audio 
playback make it an ideal party 
tool for showing off your 
concentration on those few key 
notes, and any moments of 
inspired dancing. Contrary to 
expectations of a user video 
market on line, the real strength 
of the feature may be in 
replaying things that happened . 
minute ago to the group that 
watched it, and that 3G-second 
limit turns out to work well. 



nd they said it couldn't be 
done Two Worlds is a less 
humorous vers1on of The Elder 

Scrolls IV: Obliv1on Its im1tation IS not 
only the sincerest but also the most 
polite form of flattery, as 1t slav1shly 
devotes Itself to only minor tweaks 
and at no stage threatens the 
supremacy of Bethseda's game. 

The world is more populous. but 
that populat1on IS made up of 1dent1cal 
creatures who aren't fun to f1ght, and 
who chase you but can't stop you 
runn1ng - thus a procession of 
hopelessly polygona I wolves, boars 
and goblins follow you everywhere 
The evelling system IS much better, 
allow1ng for considerable vanat1on, 
and the ab1 ilty to combine tools to 
create more effective equipment IS a 
fme add tion. But quests have l1ttle 
1mag1nation beyond the templates 
la1d out by other games, and movmg 
through the world IS constantly 
interrupted by the screen freezing 

Forsooth. the writing is splendidly 
unironi<. and well matched by some of 
the worst voice acting to have featured 
in video gaming or any other medium 
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The chase is on. Unfortun~tely, it's a chase that 
won't ever end and is only interrupted by the 
game's stuttering framerate and frequent loading 

for loading - a great irritation, 
occurnng as it does every 30 seconds. 

In fad the best th1ng about Two 
Worlds is that the vo1ce adors are so 
awful that they add some light relief. 
and the script is home to some real 
deadpan classiCs. "I believe I would 
very much like to w1pe the smirk off 
Re1sk's face- w1th his own blood !" 

Two Worlds has a lot of content for 
anyone willing to slog through 't, but 
1ts buggy failure to take ObltVIon's 
crown, 1ts troubled development and 
unfinished feel are testament to ideas 
beyond its makers' capabilities. [4] 

ealtime strategy games focus 
on creating and defending 
terntory. Perhaps for this 

reason developers w1th the genre 
are so adept at putt1ng off plucky 
newcomers: nowadays, precious few 
break mto this aged realm. 

Nippon lchi, however, having 
worked every conceiVable 
bastard1sat1on of the strategy RPG 
over the last few years, isn't one for 
respecting tradition and this, the 
Japanese developer's first RTS, is JUSt 
as irreverent as 1ts back catalogue 
would suggest. Eschewmg 3D graph1cs 
and enwonments, th1s IS an RTS 
squashed flat, the player's task to 
expand and defend dominion on the 
flat axes of mult•-floored 20 castle 
levels- a fresh take on another of 
gaming's eldest express1ons. 

Less innovative, at least mitially, 1s 
the game's story. Focusing on a young 
wizard protagon1st enroll1ng at a 
mag1ca1 school to study under the 
tutelage of a white-bearded professor, 
Gammel Dare, 1t's a keenly familiar 

backdrop. But a core narrative conceit 
has players replaying the five same 
days repeatedly in Groundhog Day 
style, an mag,native tw•st that ~n 
reveals an 1nd1v1dual sou 

Th1s extends into the levels that 
have you collecting resources, creating 
units and d~recting attacks and 
defences. Players are able to place 12 
different runes on the battlef1eld that 
can each build different types of u n~ts 

A slew of magiCal creatures, each with 
their own strengths and weaknesses, 
must be deployed and d~rected to 
destroy your enemy's runes and so 
wm the map. 

New unit types are added level by 
level and you'll soon be managing a 
sprawling army across the map, wh1ch, 
n later stages, can feel like playing a 
hundred d1fferent games of SCISSors­
paper-stone simultaneously A few 
interface niggles and the eventual 
fee ing of repetitiOn don't hod back a 
creat1ve re,mag.ning of a game type 
that, thanks to the execution. 1s as 
important as 1t is enjoyable. [7] 

When you select any unit the game automatically 
pauses, a neat decision that p•events managing 
the duttered screen from becoming too difficult 

like Vanillaware's other current PS2 title. Odin Sph#re, spites and background.s are richly detailed, 
and dodge many of the usual Japanese design cliches despite the big· eyed girls and revealing outfits 
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:.~=; JAM SESSIONS 

~ ~ FORMAT. OS PRIC£. £30 RElEASE· SEPTEMBER 28 
PUBUSHER UBISOFT DEVElOPER. PlATO PREVIOUSLY IN E178 

am Sesstons 1s another t1tle m 
the long line of OS software 
that is more of a tool than a 

game. EssenMlly a gwtar s1m, the 
touchscreen shows a stnng that can be 
twanged up or down and stroked with 
vary1ng degrees of subtlety, while the 
D-pad selects the chord you're play1ng 
There are tra1n1ng modes in wh1ch you 
can tra1n your ear to recogn1se notes. 
and a few song examples to play along 
with, but there are a limited number of 
these, and no opt1on for a backmg 
track or any aud10 gUide bamng a 
basic metronome 

And that's your lot. This is no 
Guttar Hero, or even a rhythm-act1on 
game, but somethmg more akm to a 
portable notepad for musicians. Rather 
than allow the mus1ca neophyte to 
feel as 1f they've accomplished 
something, Jam Sesstons will make 1t 
very clear to the unm1t1ated that they 
cannot play musoc, and should s1t 1n 
the corner wh1le the1r DS gently 
weeps. As long as that's accepted, 1t 
performs adm1rably for the most part 

The interface is fairly onh .. trvo. and it responds 
well to player input, varyong tunbre woth t1>e 
speed and direction of each sty1us stroke 

(although the use ot D-pad o agonals 
IS frustratong and can bt a hugely 
satisfying diversoon -and tl'e opuon 
to save your compos toons make :a 
worthwhole purchase for rea gu tansts 

Jam Sess1ons depenos very much 
on whether you war." ns-.a~: ·~ 
on compositions that occur on the bus 
to work or want to p ay a musoc game 
that creates an us1on of compe:ence 
If the former, ot vv ll do tre JOO we and 
the occas1onal fault can be forg en, ' 
the latter, look elsewhere (6] 

The game comes with some dassic tracks from the likes of Nirvana and Oylan Wllich is fortunate since it 
lacks bac.king tracks, meaning that playing along is tricky for ifTI<Iteurs who don' t already know the tunes 

Charicters levelled in singleplayer are used in the ad-hoc-only multlplayer modes, and teams are assigned 
colours to avood confusion. The wonner will receive a random item that can be used in the main campaign 

_J n the :en years sonce Fmal 
Fantasy Tact1cs orog1nal 
PlayStatiOn release the 

strategy RPG, more than most other 
genres. has undergone vast evolut1on. 
Noppon lcho's 1nterpretat1ons of the 
often pedestroan turn- and grid-based 
gameplay w1th the hyperactive 
D sgaea and 1ts wold-eyed cousins has 
wooened ana oeepe11ed the borders 
o• SRPG de' n toon Bu: : s testament 
to Fncl Fantasy Tact1cs' oncredibly 
robust mechanocs and artiStically 
coheren: execut on that th1s 'enhanced 
rema e shows :ne game to be one of 
me very best examples of the genre, 
e~en rf ots technicalitieS are altogether 
more vanolla than those of the showy 
contemporary competot1on. 

D rector Yasumo Matsuno·s forst 
project for Square-En1x, the game 
closely follows the tread of h1s earlier 
work, the Ogre Battle se roes. The core 
mechan c sees players manoeuvnng a 
handful o' un :s around sma I gnd­
based enwonments on an attempt to 
dec1mate the opposotoon. Every actoon 
from the stroking of a sword to the 
dnnkong of a potoon earns a un1t 
experoence and job pomts. The onus 
1s then on the player to develop a 
balanced team of kn1ghts, archers, 
healers and mages, a system only 
slightly more complex than the toties 
that preceded t. 

But woth Square's deep pockets 
and resources these basiCs now bristle 
w1th v1sual and aural panache and are 
framed t>y one of videogamong's most 
lav1sh and 1ntncate stones. Followong 

young mercenary Ramza Beovule, 
bastard son of a knoght of nobility and 
protector of an heir to the lvahce 
throne, the game's elaborate narratove 
is austere and weighty. now brought 
to life by a ~resh and cons1dered new 
translation for the PSP. 

Indeed, this conversion is far more 
than a straightforward emulation, 
having been recast in splendid 
wodescreen. bolstered by wel -executed 
head-to-head mult1player modes, 
invested with new characters and 
tonally garnished with exquis1te new 
hand-drawn cutscenes from ;he 
game's ongmal artost, the supremely 
talented Akihiko Yosh1da. 

A small amount of slowdown 
makes certaon battles drag and the 
occasoonaiiSSue woth beong able to 
properly see unots obscured by houses 
or holls is exacerbated on the PSP's 
smaller screen. Nevertheless. this still 
stands as one of videogamong's 
greatest achoevements, one f1nally 
properly served by an excellent English 
translation to reveal a game that feels 
far fresher than its age, settmg and 
rrvals moght otherw1se suggest. [9] 

Recognisable F1nal Fantasy furnishings appear 
throughout the gamo. from common chocobos 
to Black Mages. as well as the occasional cameo 
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wed1sh developer Massive 
Entertainment's third push m to 
the realt1me strategy market 

looks like ·t mtght fi'lally bring the 
reward of commerctal success. After 
the uncerta n science-fiction forays of 
the Ground C oncrol games in 2000 
and 2004, Mass1ve is trying someth1ng 
d1fferent: World War Ill. Set m 1988, 
World In Conflict tells the story of the 
Cold War havmg gone thermonuclear, 
w1th an invasion of North American by 
Russian troops, and a Warsaw Pact 
war 1n western Europe. 

World In ConfltCitS just as vtsually 
Impressive as the Ground Control 
games were in their day. lt also boasts 
some astound1ngly authentic 
battlefield events, including fully 
destructible scenery and rea1t1me 
nuclear explosions. Nevertheless, 
World In Confltcr delivers an uneven 
expenence. The smgleplayer has 
some compelling h1ghltghts - such 
as a bndge defence ustng almost 
unlim1ted artillery support and an 
assault on the Statue of Liberty -
but the conveyor-belt appearance of 
enemies and thetr complete ack of 

Infantry, with their assodated lighttranspon 
vehod~ are wlnerable but un be enormously 
versatile. As in Ground Control 2, getting them 
to take cover inside buildings will massively 
increase their survivabillty In a firelight 

tacttcal profic ency renders the solo 
game rather unfulfrllmg. 

Where Massive's ach1evement lies is 
1n creating a class-based eight-a-s1de 
multiplayer game. 1n which two teams 
struggle for control of meticulously 
deta1led maps. Players have to work 
together to pin down areas using 
either helicopters, tanks, infantry 
or support vehicles such as rocket 
arttllery and APCs. Be1ng based purely 
around the use of mdividual unrts. 
rather than base-buildmg. the games 
are all action. The only rea l resource to 
manage is the amount of off-map 
arttllery and arr support you can ca11 tn 
to support your team. meantng you 
can concentrate on usmg the terrain 
and the abilities of your troops to 
overcome enemy assaults. Thts IS the 
closest strategy games have ever come 
to the drop-m-and-play freedoms of 
FPS deathmatch games. 

Ultimately; this is one of the finest 
tacttcal challenges of 2007 - but only 
1f you play online. [8] 

Rocket anillery is about the most satlslyl"9 visual effect in the game. lt also delovers a huge amount 
of damage in the targeted area. and you cenainly don' t want to have friendhes In there when it hits 
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ternal Sonata beg1ns in a 
bedroom 1n 1849 where 
Chop n IS dytng from 

tuberculosts tn h1s f1nal hours he 
tmagtnes a fantasy world which 
proVIdes the settmg for the game, 
peopled w:th paral els to hts 'real' lrfe, 
and beg ns :rave I ng through 1t. 

The game beg1ns with a long 
cutscene outl.ning th1s, and continues 
through a ser es of long cutscenes 
'or a~ least the ' rst three hours. 
Comb ned w.th th1s, the tutorials 
take a great deal of t1me and omit 
to mentton some of the more crucial 
batt ef e d dynamics until ater in 
~ne game t s easy to be put off by 
th s un\l'oe comtng open1ng. but once 
the game proper begins 1t swiftly 
tmproves and shows itself to be one 
of the best RPGs ava1lable on Xbox 
360 by some d1stance 

lt s a beautiful game. with a 
mixture of flat-shad1ng and rendered 
backgrounds that work together 
e egantly. There is a sh1mmer around 
the characters as they move through 
this alternatively opalescent and bright 
landscape, and the overall effect can 
be quite magical. The scnpt is 
occasionally a little too flowery for its 

As Chopin travels through the world he be<omes 
less and less sure he has imagined this alternate 
universe, and begins to question his perceptions. 
which becomes a comment on the nature of RPGs 

own good (on one occasoon caught 
red-handed rem1mscing about a 
'babbl ing brook') but m context it can 
be forg1ven Less forgivable IS the 
overbeanng VOtCe acting. and the 
dungeons whtch somettmes depend 
on retrac1ng your steps around an 
environment while enem1es respawn. 

But desp1te these annoyances. 
Eternal Sonaca has more than 1ts share 
of trump cards The battle system 1s a 
f1 nely judged mixture of action and 
turn-based strategy, the story becomes 
more interesting as it progresses, and 
your party members have charm (and 
also evel up at a rate that means little 
in the way of grindmg is required). 
There's nothing revolutionary in Eternal 
Sonata, but it's a well-executed RPG 
with style 1n abundance [7] 

Chopin"s sister died from TB at 14, something that haunted him durong his own battle woth the disease. 
In his fantasy world. Polka (the back of whose head is on the left) is a 14·year·old girl marked for death 



s the final Phoenix Wnght 
game. Capcom has set a lot 
on Trials And Tnbulations' 

shoulders to t1e up a lot of loose 
strands 'rom the series' over arching 
story about Wnght, h1s dead mentor, 
Mla, and the mysterious Fey family. As 
a result, its five cases are inundated 
With references to the previous games, 
return1ng charaders and a good deal 
of expounding sollloqu1es to bnef new 
players and returning ones on what's 
go1ng on. The overarch1ng plot IS 
pretty much as complex and tw1St1ng 
as each 1nd1vidual case, whiCh seem 
particularly Byzantine 1n this game, so 
players will have to have their w1ts 
about them to keep up w1th 1t all . 

But though newcomers rr ght 
strugg e to care about the plot, it's not 
a necess1ty to have played prev1ous 
games: the opening case. wh1ch -
shock - features M1a Fey 1nstead o: 
Phoen1x Wnght m a flashback to 
her second ever case, IS as good a 
tutorial to the id1osyncras•es of Phoemx 
Wright game des1gn and its take on 
courtroom procedure as in the 
prev1ous tJtles. Th1s 1s, after a 
fund1onally 1denucal to 1ts mMed1ate 
predecessor, Justice for All. Comb1ned 
w1th the extensive reuse of charader 
art 1t confirms that th1s IS noth1ng more 
than a set of new stones rather than a 
new game in itself. 

And, though once fresh, the 
formula continues to creak. When a 

The Japanese edition contains both Japanese and 
English text. Though the translation is as good 
a standard as in previous Wrights, it contains a 
few typos, a tact that Capcom has ad<nowtodged 
and a~ms to fix for the game's western release 

cnt•cal p1ece of ev1dence that w 
prove a Witness' statement false 
eludes because the game og c 1S so 
obtuse and ~heres a case c' thiS 
d scourag ngly early n tne game , :he 
11Vely storyte hng and flamboyant 
charaderisat1on are somet mes barely 
enough to compensate The essenua 
prob em s ~nat Wnght alwaJS lnol.vs 
more abouc what s gong on tnan you 
do. Often you'll present a p1ece of 
eVIdence on a hunch and find h1m 
expla1nmg 1t far beyond your own 
understand1ng The result 1S distance 
from the story, and a remmder of the 
paucity of interad1V1ly on offer. 

Granted, when the narrative is 
allowed to amiably bouno along, Trtals 
And Tribulations IS as enJoyable and 
endeanng as any of its predecessors 
But it's rather relieving that, for now, 
Wright is hanging up the wig. [6] 

Trials And Tribulations has a playful attitude to 
its five cases, with one apparently not featuring 
a murder at all and two conducted by Mia Fey 

_j 
ncrease the speed of the ma1n 
character and the player's 
react!On ~ me decreases 

exponent1a ly t s a s mp e cor•e at on 
that Son1c The Hedgehog creator YUJI 
Naka was well aware of when 
des1gnmg h1s most celebrated work. 
He real1sed that the mtncate 
platforming of Mano et al was out of 
the quest1on when operat1ng at 
Some's pace. At this level of existence, 
the gameplay must be distilled into a 
sequence of ye5/no choKes. or else 
descend 1nto arbitrary chaos. Naka's 
solut•on was to assign each button 
with the same funct•on. Son1c was a 
cntiCal success Fifteen years down the 
evolutiOn hne, Son c Rush Aavenrure 
has a tutona mode 

lgnonng the adv1ce !a1d down 
by Some Rush's external developer 
D1mps. Sega has elected to create 
someth ng that plays as the 20 
eqUiva ent of the 3D SoniC t1tles. 
Hence, to ma1nta1n a sense of speed, 
Some Rush Adventure elects to take 
control from the hands of the player 
via an •nordmate amount of 
inconsequential set-p1eces, the other, 
less elegant solution to decreased 
reaction limes Worse, the one major 
flaw of the f1rst title -that of an 
endless succession of death pits - has 
not been addressed, wh1ch 1s an 
unforg1vable flaw in a game so 
dependant on vertical level design. 

More forgivable 1s the 1ncrease in 
expos1tion - a charming shipwreck 

During inttr·i$land jaunts, simply holding your 
sl}lus on the screen propels your craft. while 
strokes allow you to pull off tricks over ramps 

story that sees Team Sonic team up 
with an antipodean racoon named 
Manne However, the net result is a 
comp1lat1on of 1nterm1nable. touch­
driven sa1hng minigames proof that 
the OS's most innovative feature 
can also be tiresome. Often dwarfing 
the key act1on, these m1n1games are a 
man1festat10n of a senes that's been 
unrecogn•sably perverted from its 
origmal purpose, flashes of bri lliance 
or speed only serving as a remmder of 
what has been ost - as upsetting as a 
tragiC pop star's fma performance. [5] 

If you manage to suppress your rising sense of 
ennui long enough to suffer through the flabby 
minigames, you're allowed a glimpst or two of 
dassic Sonic action. Then you fall tn a pit and die 
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rt e noise of war ar~> is only 
one part of the soundtrack. 
albeit an important and 
expertly produced one. 
Arguably the most 
sognlfocant part of the audoo 
Is the voice work, whtth ts 
perfectly judged to give the 
game real character and 
personality. Whether it be 
the comedy German accent 
of a major enemy Grunt -
an apparently random 
oncluston that only oncreases 
the bizarrely appealing 
humour- the South Park· 
Inspired bleeped sweanng 
of the resistance mechamc. 
or the generic bank of 
put-downs and shocked 
exclamation~ for the 
regular enemi~s. the vocals 
always manage to add to 
the game's sense of 
humour. Even the frequent 
farting - hardly comedy's 
hogh·water mart<-
manages to be amusing. 



a an w n 

go:nciO~t. ~inglvpi"Y"'' 
campaign tS a fully featur•d 
multi player mode. Along 
with gun emplaccmenu 
and vehicles. levels feature 
a selectton of prone enemy 
bot types, waiting for 
human players to take 
control of or recruit via 
grenade to add to their 
firepower. As a result, 
multiplayer becomes a 
battle for control of bot 
respawn points. The online 
potential for this mode can 
only be lmagmed ·the end 
of the campaign leaves the 
story op!!n for a sequel. but 
Bliuard's purchase of 
Swlngin' Ape ond the 
team's apparent dissolution 
means that the expansion 
of thes!! Ideas Is left for 
other game series 
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THE MAKING OF ... 
SOLSTICE: THE QUEST FOR THE STAFF OF DEIVINOS 
This puzzle-platformer masterpiece gave its developer a new direction. set 
new audio standards on the NES, and nearly scuppered its designer's career 
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Foil in suggests that he would not 
have been so musically audacious 
had the technical boundaries for 
that generation of hardware not 
already been reached: "A colleague 
played me lots of Rob Hubbard 
tunes, and I immediately realised 
that technically the bar had already 
been pushed as far as it could. lt 
made me focus on the music rather 
than the technique, and also I knew 
that at the end of the day people 
respond far more to musical ideas 
than technical wizardry.• 



Wilson is justifiably bilious when 
it comes to Sony lmagesoft's 
handling of Solstice in the US: "I've 
no idea from which orifice Sony 
extracted the image that they 
eventually used on the box cover 
(above). but it had nothing to do 
with the game we'd written and it 
was inferior in every way to the 
cover art (created by Neal Sutton) 
we'd already supplied to them. 
Also, there's a mass of illiterate and 
asinine drivel in the handbook that 
somebody at Sony wrote, discarding 
what had already been written.· 







One of the main areas of improvement in 3DS Max concerns 1ts 
underlying architecture, which has been optimised so it can 
handle large scenes containing thousands of ObJects. Combined 
with this is a new scene explorer, which provides what's called 
a hierarchical view of scene data that. together with a level ·of· 
detail system, means the resolution of complex scenes can be 
automatically simplified to ensure that the framerate during 
the creation and editing process remains at a useable level. 

Also providing an indirect boost to such features 1S support 
for Windows Vista and Direct)( 10, which as well as providing 
better performance, enables realt1me prev1ewing of complex 
lighting within the 3DS Max viewport. This includes things such 
as material textures, shadows and simplified indoor lighting 
using the mental ray renderer's Sky Portal feature. 

Finally, a new editor, called the ProEditor. has been added 
to the MAXscript language. Th1s offers a more intuitive way to 
write scripts, which Autodesk hopes will enable a wider range 
of artists to customise and automate functions w1th 3DS Max. 

The product (for 32 and 64bit Windows XP and Vista) Is due 
to be released in October. lt will cost S3.495 (£1,723), while an 
update from 3DS Max 9 will cost S795 (£392). Subscription 

packages, which include a year's worth of updates, product 
extensions and e-learning materials, cost S495 (£244). 

:::-:::--..:-- ~==· .::.. ~=-...:a 
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When it comes to Maya 2008, its performance upgrade was 
specifically focused into better support for multi-core processors. 
This, Autodesk claims. has resulted in speed boosts of between 
three and 30 times. depending on the type of operation. 

"We've gone through the software and made a lot of 
algorithmic improvements, revisiting the underlymg algorithms 
that run Maya and seeing what we could do to make them 
substantially faster,· explains Hoffman. 

The package's polygon-modelling tools have been tweaked, 
too. "We don't need the new 'make monster' button. it's a case of 
taking the tools we already have and making them work the way 
people need them to,• Hoffman says. "In this release, there are 
major improvements to the Booleans, bevel and bridge tools, 
which were some of the tools artists were having 1ssues with. • 

In addition, anomation tools have been given the once-over. 
with the 1mproved skinning and rigging toolsets includong better 
non-destructive skin editing capabilities. Finally. a game-specific 
feature is the new shader API with native support for OpenGL 
and DirectX hardware shaders on Maya's viewport. 

Released in September. Maya 2008 supports 32 and 64bit 
versions of W1ndows XP and Vista. Linux and Mac OS X for 

lntel·based Macs. lt also supports the 32bit version of OS X 
for PowerPC computers 

Pricong 1S S2,000 (£98S) for Maya 2008 Complete, and 

May a 2008 introduces a new non-destructive sk1nnong system, which allows 
anomators to work intuitovtly on a bound skeleton after skinning has been set up 

S7,000 (£3,44S) for Maya 2008 Unlimited. The upgrade price from 
Maya 8.5 Complete is S900 (£443), and from Maya 8.5 Unlimited 
is S1.2SO (£615). Software updates, technical support case 
management. product extensions and e-learn1ng materials are 
available via Platinum Membership for S1.300 (£640) per year. 



W arning: This column contains 
spoilers for ~everal games. Proceed 
with caution. 

For all the talk of puttin)l more emotion in 
games - most notably, former El<.'Ctronic Arts 

Los Angeles chief Neil Young·~ public references 
to his company's slog.1n of ye~teryear: ·can a 
computer game make you cry?"- it would thus 
far appear that there are a limited number of 
emotions that games haw become expert at 
eliciting, and a whole s lew at which games 
have a long, long way to go. One thing that 
videogames are indisputably good at is 
making us feel, well, good. 

vVhile we're playing, games may challenge 
us, frustrate us, torment us, even enrage us, but 
at the end of it all, we're ~enerally meant to be 
left with a feeling of exhilaration and a sense of 
accomplishment. But what about games that 
make us feel bad? I don't mean whether or not 

about an t'ntire series of Phoenix Wright gam<.'s 
based around this concept: a lawyer gaml' in 
which your entire client roster - conmen, 
polluter>, thieves, harassers, murderer,, 
embezzlers and war criminals - were guilty, 
and your job was to secure their acquittal~? 
Would you play PhOI.'nix \\'right Ace Artome) 
Gaidcn: The Ends justify The Afeans? Would it 
be fun for you?' 

Part of what prompted the question wa~ my 
playthrough of BioShock. I'd planned from the 
beginning to harvest the Little Sisters, but when 
it came time to do so, I very nearly lost my 
nerve. Credit to 2K Boston/Australia's pitch­
perfect presentation of the Little Si~ters, Big 
Daddies, and the entire world- the game\ 
seme of place is so forcefully established that 
for days after, I found myself dreaming of 
Rapture - for stopping me dead in my tracks 
to ask myself, 'Can I really go through with thi~?' 

BioShock won't sell like Gears Of War, but it already feels as though 
it's going to be one of this generation's most influential games I 

you cried when Aeris was killed in Final Fantasy 
V/1. I mean a game that manag<.'s to make you 
feel ashamed about ~omt'thin~ you've done. 

I had occasion to consider thi:. recently 
when my friend and fellow blogger. MT\' ;-\ews 
reporter Stephen Totilo. wrote a post about his 
experience playing the final case in PhOI.'nix 
Wright Ace Attorney l:}usrice For All.ln it, the 
titular player-protagonist, whose clients have all 
in fact been innocent, <'Olllt'S to believe that he 
is now defending a gu ilty man, yet he must 
continue to do so to the best of his ability. 
Totilo wrote that unlike other games that had 
tried and failed, PhOI.'nix Wright 2 had succeeded 
in making him feel like a bad guy. In a comment 
on Totilo's blog, I a~ked: 'How would you feel 

About 1 s minut<·s or so later I did, but 
not before going so far as to reach out, 
unsucct'ssfully, to friends and fanlily for their 
advice on what I should do. I still think that 
Bio.Shock could have tightened the screws a 
notch with its portrayal of the harvesting - it 
was cautiously oblique rather than inventively 
suggestive- but it set up a wonderfully 
dispiriting moment later on when, after ending 
up in Dr 'l'<•nebaum's hideout for rescued Little 
Sisters, one of them looked at me and said, 
simply: "He's the one who hurts us." I've killed 
hundreds, if not thousands, of aliens, d<.'mons, 
Nazis and terrorists over the course of my 
gaming career ";thout even batting an eye, but 
that line expertly stuck the knife in, causing me 

to regret the path I'd taken. lt 'sa di~oconcerting 
feeling, one that videogames rarely provoke, 
and it's something I'd like to ~>ee more of. 

The challenge developers face when trying 
to put garners in situations where the gamer 
b forced to interrogate the nature of what he 
or she is doing is that the gamer can always 
fall back on a familiar defence: I was just 
following (the developer's) orders. Titles like 
BioShock and Manhunr explicitly weave the 
notion of the developer-as-dominant, 
player-as-submissive into the very fabric of 
their narratives: Manhunt does so almost right 
from the beginning, after th<' player awakes in 
Career City, while BioShock saves its revelation 
of the player's less-than-free-will for a mid­
game shocker. Shadou· Of The Colossus, by 
contrast, does this more indirectly, sugge>ting 
fir~t through the maje~tic art direction and 
mournful animation of the Colossi, and 
ultimately through the repetitiwne~>> of its 
~>tripped-down hunt-down-and-kill-the-16-
bosses structure, that our hero's journey may 
not in fact be that heroic. 

Still, it's a tactic that more dev~lopt"rs would 
do well to explore, given how memorable these 
rare complications of our emotional responses 
can be. Shadou: Of The Colossus wasn't a 
blockbuster, but the frequency with which it's 
cited in 'are games art?' debates indicates both 
a medium still in its aesthetic infancy and a 
~ideogan1e that punched above it> weight. 
BioShock won't sell like Gears Of War. but it 
already feels as though it's going to b•· one of 
this generation's most influential games. And if 
Mass Effect can deliver on its early promise of 
m nfronting players with thorny moral choices 
and the consequences of their actions. perhaps 
other creators will see that making the player 
feel bad can be a good thing after all. 

N'Gai Croal uTi~<s aboutte<:hnoi<>K\' for ,...,...,. . ...,k, His 
blvii ton bt found or blog.~tn'<llff~.rorrv ble>P lc•'elup 



I
'm not a great fan of Terry Pratchett . I 
appreciate that he has his admirers, but I've 
tried his books, and found them to be ... 

well, the sorts of things fat virgins laugh at. 
However, Pratchett once said that "Fantasy is 

an exercise bicycle for the mind. It might not 
take you anywhere, but it tones up the muscles 
that can': Despite not liking his books, I can't 
help but think he's right on that score. 

Alas, it seems that this is something the 
videogame industry is in desperate need of 
being reminded of. Speaking at this year's 
Siggraph, Elect ronic Arts' chief technical officer 
Glenn Entis told an audience that game 
developers had a duty to make games realistic 
in ways other than purely through graphics. 

He echoes an issue 1 raised not so long 
ago in this very column; that you can throw 
all the polygons and light sources in the world 
at a game character, but what 's the point if 

wardrobe just go to Primark. If you want to 
change your appearance get a haircut, or, I 
dunno, wear a false nose. 

Whatever happened to projecting yourself 
upon a fictional character'/ (f we're getting to 
that stage it's as if games have become like 
those books you can buy for toddlers, where 
you've sent off a photo of them to have it 
superimposed over the face of the main 
character in the book (be it superhero, or a 
pirate, or leathersmith). 

We seem to be moving furt her and further 
away from the kinds of fantasy or abstract 
environments that used to typify games. Now 
that it is easier to recreate a virtual version of 
reality, it's like the industry is obsessed \•ith 
doing so, as if that's the pi.Jmacle of what 
i.J1teractive entertainment should be. 

LittleBigPlaner is a good case in point. 
Admittedly, you 're controlling fantasy 

We seem to be moving further and further away from tre kinds 
of fantasy or abstract environments that used to typify games 

he's going to shuffle around like he has brittle 
knees, and jerks from one ani.Jnation cycle to the 
next with all the grace of a pillcd-up alpaca? 

"It's about worlds that look beautiful, but 
behave beautifully as we ll," Entis barked. And 
he has a point. 

Regrettably, I fear that Entis' definition of 
beautiful differs from my own. Much like so 
many game developers, EA is obsessed with 
recreating reality. With EMs forthcoming Xbox 
360 title Virtual Me, players will be able to 
recreate themselves, taking unprecedented 
control over their game character 's physical 
appearance and wardrobe. I mean, that's all well 
and good, but what's the point? If you want to 
take unprecedented control over your own 

characters in a sort of fantasy envi ronment, but 
t \ley look like a version of reality, in a world that 
utilises a fairly convincing recreation of our 
real-world physics. It ·sa hybrid between the 
games of yore and the way gan1es are becoming. 

I mean, would Sonic The Hedgehog or 
Pac-Man really have been in1proved with 
photorealistic graphics, or real-world physics? 
Of course not (! was going to add Tetris to the 
above list, hut that could actually work quite 
well). Doing that would've unbalanced some 
beautifully tuned gameplay, and robbed the 
world of some of ganting's most iconic 
moments. The day Ni.J1tendo introduces 
realistic physics into a Mario game is the day 
I go upon a catastrophic death-rampage. 

Don't get me wrong: I'm all for realism up 
to a point. 1 mean, the likes of Splinter Cell 
wouldn't be in any way improved by ma~ing it 
more cartoony, or setting it in the distant 
shadowrealms ofKel-Da-Roth. Nevertheless, 
for me one of the big appeals of games is that 
they are a window on to fantasy. I don't mean 
fantab'Y in the dragons/elves/breaking-into­
people's-cottages-to-smash-their-vases sense 
of the word, but in the more general sense of 
being transported to somewhere that isn't real. 

Somewhere that stimulates the creative 
nodes, and fires up the i.Jnagination. Something 
- somewhere - that knows it's a game. The 
more real our gamcworlds become, the more 
mundane we risk them becoming. 

It 's like the Shrek films. When the first 
Shrek came out it was a feast for the eyes, 
purely from an 'isn't that clever?! ' perspective, 
but I kind of found the recent release of Shrek 
The Third to be completely pointless . If you're 
going to create a CGl world that's only one 
step away from our real world, then why not 
just make a live-action movie? I utterly lament 
the death of traditional, hand-drawn movie 
animation in much the same way I hate how 
realistic physics are being applied to every 
other game. 

Admittedly, I'm at every risk here of 
coming across like a woeful nostalgic. Part of me 
remains hopeful this is just a transition period, 
and that once they've decoded the genome of 
realistic physics and animation then all of that 
will take a backseat to the fantasy. 

Nevertheless, realistic physics is all about 
maths, and in maths there's no soul. You don't 
ask an accountant to paint your portrait, and I 
think it's ti.Jne that games were taken out of the 
hands of the technologists and given back to 
the artists. 

Mr Bi{(o co-(ound<'d Digiriscr, Channel 4'5 Telerexr -based 
videogames sectJ'on, and nou· write5 mainly for television 
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Choice cuts from 
Edge Online's 
discussion forum 

Topic: \ ... th~'" t< , 

Man' shO< tcr~: 
Sure, th~re are shooters of all 
sorts and flavour•, but they are 
all shooters. For God's sake, 
develop~rs! Th~re are other 
kinds of action games, you 
know. The situation reminds 
me of th~ late 16bit console 
era, when developers were 
churning out a ton of 'me too' 
platform~rs. The whole thing 
sank faster than the Titank. 
But at least then we had the 
upcoming pbit generation 
to look forward to; now we 
have rilcb. 

People like shooting thing.. 

!like shooting thins• too, but I 
also like to heat my enemies to 
a pulp, decapitate them, 6neak 
up from behind and ~tic:k a 
broken bottle into their 
throats, etc. 

'fake guns out of games and 
Pokemon Snap i~ your reward. 
z "· ;,. 1 
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I 
While reading your Top 100 
Games edition I realised I had a 

lot of the games mentioned. For a laugh 
I thought I'd try and get the full1oo. 

I posted what I was planning on a 
couple of gaming forums and, apart 
from the expected 'you are an idiot: 
'you have more money then sense' 
comment;, some people were extremely 
helpful in locating (selling me) game~. 
As I get closer to the full1oo a few of 
them suggested I should write to you to 
let you know what I was doing. 

Cbay has been my main supplier, but 

' 
genre a second glance but with its price 
tag and on line delivery on top of the 
review it was given, I gave it a go. 
Worth every penny. 

For all the kudos the game gets for 
being one of the 'vanguard of big-name 
titles· for the Play Station Network, the 
execution of a lot of the ;upporting 
infrastructure is a little below par for 
today·, ~tandards. There's not nearly 
enoush official 'cn.·cr<; to cope, and 
they ~eem to J:O down quite frequently. 
For a non-official 'erver to host a 
ranked pme, the ho;t can't participate, 

I expect bugs from a PC game, but now consoles 
have hard drives and internet access, can we expect 
more of the 'patch it after release' philosophy? 

this hasn't always been easy or cheap! 
Often the games have been rare and 
keenly collected, and no doubt your 
publication has raised prices, too. 

I'm down to my final three now ­
Thief, System Shock 2 and Secret Of 
M ana. System Shock 2 seems to be very 
expensive, as is Secret Of Ma11a. Thief 
appears to be non -existent in its 
original PC release box, but I will find 
it. I have tried to get the 'proper' 
versions - eg, Rez on Dreamcast rather 
than PS2. Of the games where you have 
mentioned the arcade units I ha\'e had 
to do the best I could. 

I suppose thanks is in order as well 
- you have opened my eyes to some 
amazing games that normally I would 
ne\·er have looked at. 
Superjoe 

Good work. You ·n devote a~ much 
cner!(y to pla};ng them, too, yes? 

I downloaded Warhawk soon after 
reading your review in E18o. I 

wouldn't normally give a game of its 

which mean~ the vast majority of 
servers are unranked. You can't queue 
for a server, either. The pre-game 
interface isn't buggy, it's just plain 
unfinished: when you try to join a 
server from your 'favourites'list, you'll 
be told that your rank is too high even 
when you know it's not. 

I'd expect bugs like that from a PC 
game, not a console ~tame. Now that 
consoles have hard drives and internet 
access, can we expect more of the 'patch 
it after relca~e· philosophy? 

An online gamer's first reaction, 
when it appears that a game's servers 
are down, is to Coogle for the game's 
server status pa~te or load it up from 
his/her bookmarks. There isn't one. 
The 'official' forum is a subforum of 
playstation.com, and you'll find no 
announcements from Incognito or 
SCEE there. lncognitogames.com 
doesn't even mention Warhawk. It's 
almost as if they don't want to be 
contacted (is their name coincidental?). 

Hollywood does better than this. 
For almost a year before Transformers 

The best letter 
wins a OS Lite 

was released, fans could get in touch 
with writers and producers via various 
message boards (l zealously insisted to 
as many official people as I could find 
that they'd make sure the game would 
get proper treatment). 

All in all it's been rather sloppy, 
which is a shame because the game is 
so good. To whom should I direct my 
anger? Is it the developers or the 
producers who should be blamed for all 
this support infrastructure tardiness? 
Steve Munro 

Warha"·k's network support at lautll'h 
certainly c:alls into 4uestion Sony·, 
decentrali~ed online multipl~)W 
~trate~·. At the time of writing, \W'rt• 

assured that fixe' are in the works. 

I'm writing to you to bring up 
what I think i; quite an important 

point. Sony is currently not doing as 
well as its competitors in terms of 
hardware sales. 

One of the primary reasons for this 
is that PlayS tat ion 3 and PSP cost more 
than their competitors' syMems. But 
while Sony may be reading the figures 
and frowning, we can rejoice because as 
Sony lags behind it means that we're 
getting amazing deals. Play Station 3 
costs £425 and with that you can get an 
extra controller and two games. To put 



that into per1.pective, an Xhox 360 Elite, 
two £39·99 games and a wire less 
controller would cost just under £413. 
Suddenly the PlayStation 3 isn't that 
much more expen~ive, considering you 
also get a Blu-ray player. 

However, the PSP is really the 
console we can reap the benefits of. 
\Vhile the DS Lite outsells it by a 
huge margin, the price has not changed, 
but the PSP is constantly going down 
in price. The new PSP costs only 
£129.99· The DS Lite costs £99.99. So 
for £30 more you are getting a more 
powerful {but not neccssaril) better) 
games console, an MP3, video and 
UMD player, and (soon) a piece of 
hardware on which you will get 
on-demand video from Sky. 

One could argue that the DS Lite has 
better games, which is probahly true, 
but due to its success these games all 
cost either £24.99 or £29.99, and PSP 
also has some very good games that are 
incredibly cheap to boot. Because so 

Allgela Brown claim~ that •imply ""'rching 
a Big Daddy taking down splicer< In BioSboc.k 
is 'enough interaction· Cor anyone, and that 
all of the game's flaws can be overlooked 

In your recent review of BioShock 
you mention that one of the main 

flaws of the game is that the world of 
Rapture contains creatures that don't 
react to one another in a propt•r fashion. 
Little Sisters are not harmed by splicers 
once you kill their bodyguard~ ... This 
claim really nagged at me. \\'hen you 
kill the Big Daddy, the Little Sister 
stands by the body of her friend and 
protector, and Wl·eps openly. lt \ a 
strange and 5ad thin~ to watch. And yet 
you guys stand there and think:· Hmm, 

Sony is currently not doing as well as its competitors 
in terms of hardware sales, but we can rejoice 
because it means that we're getting amazing deals 
few buy them, retailers are constantly 
reducing their prices. At Virgin, Exit 
costs only £10, Burnout Dominator £13, 
Vice City Stories !:15 and LocoRoc:o £15. 
The list goes on at other retailers such 
as Game and Amazon {here you can get 
Ultimate Ghosts ?·.:Goblins for £16.47). 

As a young reader I have less money 
to spen~.on games, so when 1 saw these 
prices it finally persuaded me to buy a 
PSP {when the new one came out). I'm 
sure I sound like a Sony fanboy, but 1 
assure you I am not, I just think people 
should take advantage of this great 
opportunity. It reminds of the time 
Oddworld Srranger's Wrath came out 
and was awarded a 9 out of 10, yet 
commercially it was a complete failure. 
Dut that meant Game was selling the 
title for only a tenner. 

So while it makes me very happy 
that Nintendo is finally getting the 
commercial success it deserves with 
the DS and Wii, ironically 1 have now 
been tempted by the cheap .prices of 
Sony's handheld. 
TomHussi 

that's weird. I didn't pay £35 or £.45 not 
to see a little girl thing get ripped apart 
by insane mutants. Poor show: How 
many dead bodies in a war game arc left 
to rot, without any fanfare or tears? 

No offence, but this is another sign 
that when it comes to the world of 
Rapture you guys can be colder than the 
icy waters which surround the place 
(see Mike Sloane's letter from last 
month's Edge for further evidence of 
this). BioShock is one of those amazing 
games that manages to combine a 
number of elcmt'nts such as fantastic 
storytelling, original enemies and 
interesting player powers, and yet all 
you do is whine about how it's not 
qui tc perfect. 

I understand that you, as a 
magazine, arc always on the lookout 
for games that encourage more people 
to play. You are a magazine about 
videogame culture, after all. But you 
speak about the gam(;' as if you haven't 
played it - or as if this is a game whose 
flaws are so huge that they cannot be 
overlooked, and that's just not the cas('. 

"'oplc: The chan~in)! 
t re arc_. 

lt was nice of the 
manufacturers to prov;de the 
little ashtrays for •mokcrs 
when playing on their 
machines but I'd imagine 
they're a t hing o f the past now 
since the ban on •moking in 
publk places. Or are arcades 
exempt because the 
govermnent don ' t want any 
troubl~ from the ne'er-do­
weJI, who frequent t hem? 

I l.-ed to like arcade cab• 
wi th no ashtray but a •cries 
of burns above the P1 and 
P1. Start butto ns w here 
people would rest their 
cigarettes anyway. 

What was really cool was 
the way we used to put our 
quarter. in the marquee holder 
• lot to mark our place in the 
queue for Street HJI}lter. 

What was cool"'" when you 
"~tt'd for the dude in t he 
kio~k to go for a pi ss when 
you "ere playing the top 
fountains. You could batter 
the thing. and t ip them over 
without him hearing the 
alarms going o ff. r un t imes. 

There's nothing more atmoying 
than a pub quiz machine 
designed specifically with no 
flat •urfaces to put a pint on. 
All qui>: machines shoul d ha\'e 
pint holders. 

I'm fairly certain they're 
de•igned so you don ' t •tore 
your drinks on them, what 
with beer and electronics being 
such unhapp} bedfellow•. 

Apparently the t op of the PS3 
is curved t o stop anyone from 
chopping up cocaine on it . 
Also the blue light on the Wu 
is t here to stop you finding a 
vein whilst playing Red S teel. 
I think it's okay to s moke 
tobacco at home, though. 

Watching a Big Daddy crush one of the 
freakish splicers is enough interaction 
for me, and anybody else. 
Angela Brown 

The issue is th<~t BioShock promises so 
much but dot•st1 't quite deliver, painting 
a world ~o compelling that when things 
don't behave consistently tht•y fed 
trrribly conspicuous. And what\ 
wrong with striving for pcrft·ction? 

Let's say you're in the middle of 
reading a gripping novel. You've 

got a nice bunch of pages in your hands 
and you're wondering when to take a 
break, so you check how many you've 
still got left. You 're halfway through; 
there is still plenty of time before you 
set out on the final sprint, the one that 
usually postpones sleep well into t he 
small hours. 

Now ~witch on your dusty 
GameCube and load your late~t save of, 
let's say, Eternal Darkness. How long 
~till to go? Quite a question, really. As a 
novice there is no way of telling; as a 
videogamc veteran you might know 
slightly better. Things such as some of 
those still-empty rune slots. Things 
such as screen shots on boxes, sites, 
magazines, things you've still to see for 
yourself. Nonetheless, you can never, 
ever know for ~ure how many 'pages' 
you 've got left. You can never know, 
then, if this is the night you need to gel 
ready for that final sprint. 

Sure, people read at different speeds 
just like people play at different speeds. 
But readers alway~ know how long they 
have to read before the end of the 
chapter, and so know how to manage 
their time. The same luxury is not 
granted to players, unle~s you bestow 
the power to save at any time. You have 
to play on, until the next typewriter, 
until you've got your sneakers in a twist 
because dinner's ready and your only 
bookmark is a ~>tart button that's going 
to ruin your game stats, or worse, skip 
the cutscene or dialogue you 're on. 

When it comt!S to media unfit for 
our tight time ~chedules, videogames 
are a main offender. If videogames' 
competitors are other forms of 
entertainment, then isn't it about time 
we studied enemy tactics a bit harder? 
Or do I still n<.'cd to deal with my 
pbsed-off fiancee every time she calls 
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me to the dinner table ... having then to 
forget about 'dessert'? 
Paolo Simone Maria 

And it's during onlint? <>es&ion~ that 
inability to pausl' hit(.'s thl' most. 
Perhaps a shiny m•w DS that you can 
take to the dinner tahlt· with you m<~y 
help to deal with the prohll'm. 

As I opened the packaging to 
E18o your la test guide about 

getting into gam(.'S fell into my lap. 
This is the second one that ['ve looked 
at and both times I've been ~>truck by 
the fact that you've not provided 
information about testing even though 
poor QA is oftm the first thing to be 
blamed. I wonder if this is bccau~e 
it's not perceived as an exciting role 
and appear" to be an afterthought in 
so many places. 

\'\'ithout adequate time and 
resources spent on testing a good game 
can be ruined, yet so often testing time 
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~~.,. K• d-i 
Does it look like it will actually 
work? It all somtds d<-ddedly 
dodgy to me, hut it's preferable 
to cockfighting, I suppose. 

I can actually see this 
becoming very, very addictive. 
The money clement is also 
much more abstract, and from 
the sound of the Edge article, 
in constant flux. More so 
than other traditional on Une 
gambling games. I reckon you 
could lose track of your losses 
or winnings very quickly. .. ' 

The Kw;tri Wt'bsitt' wins 
mo't ridiculous breasts of 
the da>· Not a.s big an 
achiewmt'nt as it would have 
been in the '90<, but still 
quit<' a rl'Spectable feat. 

is made shorter as internal deadlines 
slip and the developer tries to keep to 

delivery milestones. 
I suppose my question to you is why 

you haven't covered any aspect of 
testing? Is that because there aren't 
dedicated test teams in development 
houses? (And if not, why not?) Is testing 
boltt•d on at the end where a group of 
peopk arc contractt-d out to test the 
game (which from talking to one of my 
friends is a lot less fun than it sounds)? 
Or did you, like so many project 
managers, forget that we even exist? As 
a tc.'Stcr it often feels as though we are 
simply accommodated rather than 
actively thought of as being as vital to 
a team as a programmer. If we don't 
do our job customer pl'Tception is 
tainted and a good product struggles. 
Programmers and project managers 
seem to resent us as we're seen as 
being a drain • we produce nothing, 
we need time they feel they need, 
and causl' work by pointing out 

problems big (crashes) and small 
(spelling mistakes) - rather than 
understanding that we're hl'lping to 
ensure that the final product lhk s up to 
everyone's expectations, and making 
sure that we all have another project 
to work on. 

So, spare a thought for those of us 
who have to work out how idio ts mi!;ht 
use a game whilst ensuring that we're 
standards compliant and are fullilling 
t he entire feature se t. Flawlessly. 
St eve Dowling 

We have covered testing in the past. 
but don "t cover evl'TY role ewry t imt' 
we publish a new t>dition of GIG. 
\Ve'lllook at QA a)!ain next year. 

Send us email (edgeOfuturenet.co.uk), 
but be sure to use 'lnbox' as the subject 
line. Or send a letter to this address: 
lnbox. Edge, Future Publishing, 
30 Monmouth Street. 
Bath BA1 2BW 
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