




f everyone nvolvea were to d1scuss. openly and 
I honestly, tne state of videogam1ng today, 1t would 

have to be concluded that the next generation -
that 1s, the one we're currently playmg w1th- arnved before 
1t was ready. How else can the worldw1de Xbox 360 
meltdown that led to M crosoh 1ssu1ng extended three­
year warran ties be explained? Is that the mark of a 
h1gh-performance console that has undergone enough 
testing before being released 1nto the marketplace? 

And is there any other way to explam the fact that, 
having originally poured so much scorn on Microsoft for 
offering multiple iterations of 1ts console hardware, Sony 
has bumbled 1ts way along to the po1nt where, less than 
a year after it sold its f1rst PlayStatJon 3, 1t now offers the 
console in four different flavours) 

Of course. Sony had to make ts move mto the marKet 
when 1t did because M1crosoft had a ready set the ball 
rolling, and then ... Well. and then the c rcle was complete 

Meanwhile, w1th Wu demand contJnu ng to outstnp 
supply, has N1ntendo ever loo<ed m such a pos1t ve pos1t1on) 
While industry analysts attempt to p ck between wh1ch 
manufacturer - Sony or MICrosoft - w1ll manage to sell the 
most hardware units th1s Chnstmas. N1ntendo JUSt has to 
tip back .ts chair a'ld res1gn 1tself to only sh1h1ng everything 
1t can poss,bly get out there on to store shelves That 
once-nd culed policy of usmg revamped GameCube 
hardware no anger seems to be qu1te so out of touch 

In th1s 1ssue we talk m the manag1ng d~rector of 
Sony Computer Entertainment Europe to f1nd out how. w1th 
1ts stripped-down architecture and new pricepo1nt, he thmks 
PlayStat1on 3's fortunes are set to change (see p70l, and 
look at some of its b1g, and not so b1g, upcommg toties 

We also look to Japan (p60), and take a snapshot of the 
terntory as it exists today to see how 1ts market has evolved, 
and consider the implications for the w1der 1ndustry 

If all that seems a little serious, there's a slightly 
spectacular new release reviewed in th1s ISSue, tOO 
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Animal Crossing goes MMO 
For all its current domination of gaming sales and headlines, there's one area 
where Nintendo has had little impact: online gaming. That's about to change 

Japanese source has conf.rrned to Edge 
that the upcom1ng Wi1 teratiOn of Antmal 

Crossing IS set to be a soc1al networkmg 
MMO. it's a natural move for the senes, which IS 

hugely popular worldw1de. In fact, Antmal Crossing 
'las become one of N1ntendo's most-loved and top­
selling franch1ses (w1th over 7m copies sold), 
partrcu arly n Japan. Famously, Nintendo already 
refers to the t11 e as a 'commun cations game' 
rather than a v1deoqame, and p ay1ng already 
depends on real-world t me~eepmg, seasona' 
weather features. soc a COO\enuons, and economiC 
nteract1ors rn other words. Ammal Crossing has 
always been the perfect MMO concept. 

The game has yet to be off1oally announced 

(although N1ntendo has at least conf1rmed that an 
Antmal Crossmg game 1s 1n development for the 
W i) so details are naturally thin on the ground 
nght now. But there are some mdicat10ns of where 
the game will take the series: Katsuya Eguch1, 
head of development for the project, has made 
relat1vely non-<:omm1tta no1ses thus far. but m an 
1nterv1ew as far back as last year h1nted that 
connect,on to moo e phones and PCs (for basK 
funct1ons such as messages would be ncluded 
Antmal Cross ngs ear er ·erat1011S a ready ;eature 
travelling between ;owns. •ne abt ty for payers :o 
live m the same :own :nough not to play n n at 
the same t1me trans'er of cer.a n 'eatures 
between conso e and tne GBA. and the ab1l ty to 

des gn your own cloth ng -

Famously, Nintendo already refers to Animal 
Crossing as a 'communications game' rather than 

a videogame, and playing already depends on 
real-world timekeeping and social conventions 

and then se I ot 
Of s m lar 1mport 

cou d be the mm1nent 
arrrva of an off c a DS 
flas~ card reader, wh1ch 

n,:,a ly be ava lab e 
to allow N1nte'ldO to ·e-se :s back catalogue of 
Game Boy and Game Boy Color games The 
unco·1trollable homeorew and p racy commumt,es 
that use the DS re y of' s m ar deVIces for the1r 
more nefanous ends. out :r. s should, n the long 
term, allow N1ntendo to exerc se some contra over 
at least the former through the s1mple step of 
offering a path to pubhsher-supported content 
Compared to the slightly vague W 1Ware 

proposition, th1s hcls the possib1hty to revolutionise 
homebrew development - at least n terms of 
d str,but1on and the possibili ty of mainstream 
success but how far the notonously controll,ng 
Japanese g1ant will allow that commumty the 
creat1ve 'reedom t requiteS to flour sh will only 
be seen 'n pract,ce 

These are two moves that m1ght seem 
ms gn,f cant m the wh1tlw1nds of blockbuster 
AAA re eases set to dom1nate Chnstmas headlines. 
but grandmaster N1ntendo IS already thinking 
several moves ahead, and these two 
announcements, when officially made, 
should only consolidate ts w1nmng stance 



8 EVENTI 

Sony opens, then Nintendo 
shows the way at TGS 
This year's Tokyo Game Show proves Nintendo's 
dominance - despite it not even attending 

rom Septe.mber 20-23 the 2007 Tokyo 
Game Show took over the Makuhan 
Messe Th1s year's ~heme. emb azoned on 

the off1C1al gu1de book, webs te and occas1onally 
throughout the venue was 'Link up, reach out, to 
the world' it seems this has already happened, so 
few were the surpnses and cunos1t1es on show: 
TGS IS now an event with an International focus. 
bnng1ng 1ndustry types together 1n tr e ternfyingly 
named 'Busmess Solutions Area·, rather than a 
Japanese game show w,icn fore1gn med1a attena. 

If there was an unoff1cial theme, however, then 
it might be expressed as 'Look at what N1ntendo 
has done. and copy 11' Desp1te Nmtendo's absence 
from TGS '07, 1ts machmes dom1nated the playable 
booths and tables w1th titles that seemed very 
fam1l ar. Examples were at most stands. Hudson 
deo1cated almost 1ts entre "loorspace to Deca 
Sports on the Wii, wh1ch has ten sports next to 
Wn Spores' five; Sega showed Dream Cats, 
nopmg to catch the tall o~ Ntmendogs; and even 
the likes of Konam1's yoga and pnates software for 
the os had an obvious sideways influence from 
W1i F11. More so than any gam1ng event 1n recent 
memory, TGS showed that N·" .endo's success 1s 
beg nnmg to d1ctate the busmess models of a 
grea: number of pubhshers 
~e key'1ote speech, however. was de 111ered on 

day one by Kaz H ra1. A PS3 pnce cut was Widely 
hoped for among the Japanese development 

Sony's presentation filled almost a quarter of its slteable hall, seemingly an indication 
that there was a great deal of new content. There was certainly content, but 
unfortunately almost all of the major games had alrtady been seen at prior events 
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The familiar sight of the Makuhari Messe in a.e. CJty btgan TGS '07, as -n as some -ll·known fa<es- although a pot of gold would 
not have made us swap places with the poor souls wllo were fft<ased in Bomberman's photo· popular and fluffy exterior for four days 

comr1uMy (and doubt'ess the buying pub c), but 
no such announcement \\as 'Tiade ~ IS n 5()(Tle 

ways a VICious mcle. w1th many corroan es 
indicating at their pre-TGS evel'lts :r.e:f are wa1t1ng 
for the pnce cut to make tn" mar. et ~;able and 
resume P53 proJects, ana So11y's d~:: ay o- that pnce 

formats. w1th the compary now promoting VOD. 
B u-ray and UMD v1deo. hira1 also conf1rmed that 
Home w1ll be delayed, and GT5 Prologue's release 
datE> was confirmed as December 13 for both 
down load and packaged vers1ons. 

W1tn no PS3 pnce cut. what about the games? 
SCEJ had a SignifiCant floor 

While 40 titles for the PS3 were shown, 
most had already been announced at last 

year's TGS, others were DLC, and the great 
majority were developed in the west 

presence 1n the back of the 
ma1n hall, w1th massed ra'1ks of 
PS3s and PSPs (WhiCh. oddly 
enough, were older models 
rather than the nev1 slimmed-

cut holding back a badly needed software boost 
for the platform One po n: o1 the keynote did 
dea w1th lowenng tne cost o1 the PS3 Sony 1s 
negotiating to sell the factory wh1ch 1S 
manufacturing the Cell processor and the single­
Chip PS2 to Tosh1ba for around Vl 00 bill1on 
(£420m) w1th a deal Kely to happen around sor,ng 
2008. Such a move would not only improve Sony's 
fmanCial SltuatJor before the end of the f1nanCJal 
year, 1t would also enable cost sav1ngs on the PS3 
by; m effect, enabl ng Sony to license Cell 

The DuaiShock 3 was. of course. presented 
as a b1g advance forward for the gammg 
expenence on the P$3. There were ten compatible 
t1tles on the show floor, and 1\ was con! rmed that 
older games can be made compatible v1a updates 
Video-on-demand services were a strong message, 
clearly aim1ng at expanding the PS3's appeal - but 
perhaps at the r,sk of conflicting messages about 

down vers1ons) showmg off 
upcommg software. it was an impressive showing, 
pnmarily for 1ts emphasis on PSN titles and quirky 
PSP games such as Patapon, but wilile 40 titles for 
the PS3 were shown. most had already been 
announced at last year's TGS, others were DLC. 
and the great maJonty were developed 1n the wes­
These 'Yoge' (western games) had a hard t1me 

Monster Hunter Freedom 2 may have seemed a surpri se winner 
of the GOTY award at TGS (sharing the honour with w;; Sporrs) 
but PSP sales in Japan have depended greatly on its success 



The engineering spectadt of SO<M of IM stands was as divtrting as 
ever, and several companies s~ to bt trymg to outdo each other 
with just how elaboratt thty could make temporary nton signs 

captur•ng the attent1on of the Japanese gamers, 
and next to the hours-long queues for other t1tles 
were almost treated w1th dens1on (the excellent 
LittleBtgPianec be1ng an honourable exceptiOn). 

The one-hour keynote ended on the Wn H1ra1 
acknowledged Ntn tendo's success, and sa1d that 
open1ng the gaming world to new users was only 
good for the industry. He c1a1mPd. however, that 
both platforms were not a1m1ng at the same 
aud1ence. and so n some ways the PS3 was 
being he ped by the VJu's success 

Microsoft managed to put on a brave 
face, witn a ded1cated area decked ou: 1n cl n cal 
wh1te and gree'l tones. and cramrred lull or 360 
consoles shoWing off the western b•g-h1tters I ke 
i-lalo 3 next to the Jclpanese hopes for the 
p atform, such as Beauttful Katamari, Gundam and 
Zotds Alternat1ve Almost two years after 1ts 
ntroductJon. the 360 IS Still hav1ng a hard ume 1n 
Japan, yet never before has M1crosoft had such a 
targeted (and strong) I ne-up VFS 1s the centre of 
attention, and few VF fans bought the PS3 vers•on 
due to the console's high pnce, which may be a 
chance for the Core pack to p1ck up some sales 

Qu1te apart from Sony and Microsoft. however, 
a pleasart surpnse was to see somP publishers who 
had almost disappeared from the show floor 1n 

There was a huge push from Hudson for Deca Sports, taking up almost all its floorspace. 
Satoru lwata recently said Nlntendo was "not going to takt such an usy way, not by 
including seven sports since Wii Sports has five". But then Dec., Sports does have ten 
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The OS paddle for Arkanoid (which un also 
be used with Space Invaders Extreme) was 
an excellent add-on from Taito, bringing 
back some fond memories 

r 
c. 
~ 

Kaz Hirai's keynote speech (above) lacked concrete details to go with the future he outlined 
for Sony, most importantly in its thirdparty relationships. Despite the content being noble, it 
wasn't enough to prevent 'father of the PlayStation' Ken Kutaragi from actually falling asleep 
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prevrous years. Taito and Hudson had large areas. 
and Jaleco returned Th scan be put down to three 
factors: Ntntendo's more affordable consoles, the 
establishment of mob le phones as vrab e 
platforms; and the growtng popularity of DLC 

The OS's current dom1nat1on was obv1ous 1n 
most aspects of the show, from the sheer number 
of games 1n development, rangmg from Space 
Invaders Extreme and Metal Slug 7 to the '5 m pie 
OS' ser es it was drffiCult to vrsit a company's stand 
w1tf'IOut see1ng at 'east two or three DS games 1n 
development, or comrng across stat sties such as 
that about the Day of the Elder public holrday. 
when the DS was the top present offered to sen1or 
1n Japan. witn a 20 per cent sales jump. 

Regardless of platforrr. however, the major 
gaming event was a playable demo of the PS3's 
Metal Gear Soltd 4, and a new trarler that certa1nly 
had the otaku sal vatmg but perhaps revealed a 
few too many of the game's events - or :al<1ng the 
opt1m1st1C view. if MGS4 can afforo teasers ike thts 
then the full thing must be truly remarkable. The 
hands-on at least allowed MGS4 to stand apart 
from the seemmgly endless trailers as a game, 
however. and it proved capable of doing so. 

The -Gs 07 Game of the Year awa•d was spilt 
between two titles Wu Sports. whrch 1t was 
cla med 'has totally revamped the image o' 
trad1t1ona1 game consoles (and] won over new 

Microsoft 's presentation area was slickly 
appointed, as you'd expect, but far more 
impressive was the fact that people were 
queuing to play some of the games - thoug~ 
not as many as for the Dragon Quesl trinke~ 



As well as the line-ups for phones. m.-.nufiKllnfS >ftR showing 
off future models and their graphics capabilities - thooJh the 
possibility of interfaces beyond the usual buttons was.. t broadaeod 

demographic sectors'. The second was tt>e PSP it e 
Monster Hunter Portable 2nd, or Monsrer nunrer 

Freedom 2 on western shores, a huge sa es success 

in Japan and descnbed as 'more than a game' by 

the JUdges. Hearten1ng for the XOox 360 was 

w1nnmg both the Global Award Japanese Product 

and Global Award Foreign Product awards. with 
Dead Rising and Gears Of War respea.vely 

Overall, TGS '07 was a well-organ sed event 

that was incapable of providing any rea surpnses: 

finding a quirky title on the floor tended to be 

more novelty relief than unexpected gem though a 

Bandai Namco game on - of course - the DS, 

based on movmg a w itch's cauldron to catcl) spe I 

mgred ents. was a de ghtful, 1f lim1ted, treat). In 

the ever- ncreas ng nte•nat1onal spotlight. there's 

no other way TGS can go. such 's the over· 

exposure of any t • e of ment months before the 

showcase events. Even the attendance was slightly 

stagnating - 193,040 peop e anended the show, 

almost the same as last year, 

TGS '07 was a well-organised event that was 
incapable of providing any real surprises: 

finding a quirky title on the f loor tended to be 
more novelty relief than unexpected gem 

192,411, but th s year's event 
was one day longer 

But even 1f TGS IS reachmg a 

plateau, there are always n1ce 

cameo moments at any event 

Metal Gear Online's presentation area, complete with match 
commentators and a khaki·outfitted lady who barked instructions 
to the teams before beginning, was crammed throughout 

where the gaming world is 
gathered. Perhaps the most notable came early, 

and went largely unnoticed. As Kaz Hirai delivered 

the keynote speech, the world's photographers 

noted w1th JOY that Ken Kutaragi had fallen asleep 

in the front row Amid all the snapping and the 

woolly talk of the PlayStation future, a small and 

discreet group that had sat as near to the door as 
possible quietly slipped out After 30 minutes of a 

60-minute speech, the aides to Nintendo's top 

execs left They had no official presence at TGS 

but, incognito, they were there to size up the~ 
opposition - and seemed to f ind it wanting. ~ 

As is tradition, at the end of each day the hired female hands lined up for photo opportunities 
and to thank attendees for coming along to play videogames. And these were our favourites 

If you've ever had to apologise to a special 
someone for neglecting them in favour of 

exploring the land of Hyrule, or 
defending the Earth from swarms 

r--:----r--------, of giant ants, then help may be 
at hand. The ingenuity of 

those behind Massage Me 
should now make it easy to 
convince ludophobic 
partners of gaming's value. 
Integrating a control 
device into a sleek, body­
hugging vest, the Austria· 
based developer claims 

that 'the addicted game 
player becomes an 

inexhaustible masseur', 
thus coercing spurned spouses 

into experiencing the joy of 
videogaming, albeit from a rather 

more passive position than most 
twoplayer games demand. _______ .., 
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After the party's over 
Halo 3 becomes the biggest media launch in 
history, but how will it affect Microsoft's world? 

ith Xbox 360 entering its third year of 
service, Halo 3 has predictably taken the 
world by storm. Well, the colloquial 

videogame console world, at least Microsoft 
triumphantly claims that, at $170m, its launch-day 
takings in the US far surpassed those of Sony's 
Spider-Man 3 film, the previous record holder for a 
media launch But with a much higher price per 
unit it's hardly an indteation that Halo 3's has made 
quite the same impact on general culture. 

Its UK launch, held at the lmax theatre in 
London, only seemed to conftrm that Microsoft's 
aspirations for its golden child fly far beyond its 
reality. Its attempt at a Hollywood-style red carpet 
event fell decidedly flat in the face of a paltry 
selection of uninterested stars and a show that was 
aimed squarely at garners, with several deat'1match 
sesstons (hampered by dtsconnecting joypads and 
other control issues) that did little to demonstrate 
that Halo 3 will f ind new audiences beyond the 
already converted. 

Regardless, it has become the second-fastest­
seltng game in the UK after GTA: San Andreas, 
accordtng to Chart Track, and caused 360 sales to 
double during the launch period. But whether it 
wtll f.nally push the Xbox dtviston into proftt is 
another matter - Microsoft Game Studios' vice 
prestdent Shane Kim claimed it tS too early to 
comment on financial success. but said in a recent 
interv,ew with the BBC: " If we can't make a profit 
in the year Halo 3 comes out, then when will we?" 

A few days before Halo's launch, Mterosoft held 
small-scale local replacements for its big annual XO 
showcase events. Though a great deal lower key 
than XO and thin on new announcements, tt was 
nevertheless a confident demonstration of where 
the company is in the run up to Christmas. Its line 

Halo J's red carpet launch was hosted by a somewhat emaciated 
Master Chief and at tended by celebrities including Pharrell 
Williams, Christian Slater and someone off this year's Big Brothe1 

up of first- and thirdparty blockbusters like PGR4 
and Halo 3. Mass Effect and The Orange Box. is 
exemplary, and the Xbox _ive Arcade titles 
announced at TGS, including Rez HO, lkaruga and 
Exit, do much to back it up. The marketing 
department heads that were on hand could 
perhaps be forgiven for making such swaggering 
statements as 'we own the 16 to 34 gamer 
demographic' and boasting of an enviable attach 
rate of 6.3 games per console. 

Also shown was minigame extravaganza Viva 
Piiiata Party Antmals and Buzz-alike Scene lt, whid 
did something to cover the more casual side of the 
market. Scene it will come packed with four infra­
red buzzer controls, which are robust and well­
considered, including a Xbox Guide button and 
directiOnal controls for the 360's menus through 
rocking the large buzzer button. 

Similarly aimed at catering to a broader 
audience are new pink ar d blue wireless joypads, 
and Microsoft was also keen to point out that, at 



f 179. the pnce of 1ts Core sys:em matches tnat of 
the Wi T,a: xud, rumours based on US reta1 er 
stings are current y c rcu at ng that the Core 

system in that terntory Wl be d scont1nued 1n 
'avour of 'lew rnode ea ed Arcade. wh eh w1ll 
come w1th a w~re ess JOypad and a memory card 
oaded with f1ve XBLA games 

Companson to Wn1s te ng- N1ntendo's 
console has now overtal:.en tne 360 1n worldw1de 
sales. and the 360 has cons1stently undersold 
compared to its targets 'n August 2006, M1crosoft 
expected to sell 13 to 15 m1lhon consoles by June 
2007, but has actual y sold only around 11 million 
to date. 

Microsoft has announced that 1t has now 
registered 7. 1 million L1ve subscnptJOns- though 
would only conf~rm that w1th1n that f1gure there 
are more gold accounts than silver - and a ms to 
have ten million by the end of June 2008 it also 
conf1rmed that its v1deo download seNice, 
launched 1n November 2006 1n North Amenca, Wl 

beg1n to be rolled out m Europe by the end of 

V"rva Pinata Party Animals (above) allies the game series closer with 
the spirit of the TV series, with minigames such as using belches to 
propel paper boats. Exit (right) is one of a series of successful Japan· 
developed games that is being converted for release on live Arcade 

2007, start ng \V.'" tne uK Pnces. Which for 
moves are on a renta bass. are yet to be to 
announced as s :he preva ence of h1gh del r11t10n 
vers1ons m ts catalogue. 

But though Microsoh has much to be bu sh 
about for the rema nder of 2007, 2008 s 

Microsoft also confirmed that its video 
download service, launched in November in 
the US, will begin to be rolled out in Europe 

by the end of 2007, starting with the UK 

something of an unknown quant.ty Whether 1t's 
because Microsoft is anxious to prevent eyes from 
being distracted from today's r1ch offer ngs or fears 
that next year wil l pale in companson one th ng IS 
clear: firstparty studio games like Fab e 2, Too 
Human and A/an Wake have a hard act to fol ow 
And, w1th the pressure on the Xbox diVISIOn to 
f1nally make some money, 'or tne 360 the 
f1ght is far from fi'lisned. 

0 

Scene lt?, based on the popular DVD·based game, 
looks polished and proficient but lacks some of the 
charm of Sony's Buzz!, and though its heritage might 
make it familiar to the casual market, would anyone 
be prepared to invest in a 360 over a single DVD? 

Newswire · / 

Following rumours of a split, Microsoft finally 
confirmed that Bungie is to become an 
independent company via a press release dripping 
in corporate euphemism. However, Bungle will 
maintain its publishing agreement with Microsoft. 
which owns the rights to the Halo franchise. With 
the British-based developers of the Project Gotham 
Racing series, Bizarre Creations. also jumping ship 
to Activision, Microsoft's portfolio of game studios 
has been significantly diminished. To lose one 
high-profile game studio may be regarded as a 
misfortune; to lose two looks like carelessness. 
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Japan's agricultural ministry delivered a rap to 
the knuckles of several bureaucrats who 
had been spending work-hours 
tweaking Wikipedia entries. Well 
over half of the 408 offending 
editorial contributions were 
on the subject of Gundam, the 
hugely popular giant robot 
franchise that has spawned 
countless ani me and 
videogames. The reprimand 
comes as a result of an 
investigation into allegations 
that ministers were editing 
Wikipedia to reflect their 
political bias. Ministry official 
Tsutomu Shimomura was quick 
to assuage fears that Gundam 
would be tainted by partisanship. 
"The agricultural ministry is not in charge 
of Gundam, • he said. • 
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he des1gner behmd Ulttma Online, Star 
Wars Galax•es, and one-ume eh ef creative 
off•cer at Sony Onhne Entertainment. 

Raph Koster (above) has a long-standmg pedigree 
"' creating onhne words. Now he's ,n the process 
of launch1ng Metaplace, a web appl•cation that 
allows anyone to produce and play onl ne games 
through their web browser, from 20 racers to 3D 
MMOs. Having just opened Metaplace to closed 
alpha testmg, he talked to us about the culture 
clash between games and web development 

So M eta place is about allowing anybody to 
implement MM Os on the web? 
Yeah We have a motto: build anythmg and play 
anythmg from anywhere But Metaplace 1sn t bu1 1 

solely around mass1vely mult payer games. You 
can make smgle player games as well. We've 
already made thmgs like puzzle games, 2D 
overhead space combat games, and we're workmg 
on RPGs and MMORPGs, so really it means any of 
those things. I don't doubt that there' I! be th1ngs 
that the platform can't make, but we'll f1gure out 
ways so 1t wll 

So far, what creativity are you seeing? 
Peop e are a ready tall(lng about crazy wonderful 
stuff. One of them wants to remake a virtua world 
that is a 1 980s arcade, others are already trymg to 
f1gure how to use avatars between worlds. We've 
been heanng from educat,onal institut ions, from 
people who want to use it for research - JUSt all 

Koster's vision for Metaplace is one of openness, so each element 
on tvtry game can interact with the greater inter net with ease to 
produce high·score tables or in·game RSS·generated newspapers 

sorts of projects. Some 1deas are coming from 
core garners, who want to make a RPG the way 
they like 1t. 

How did you convince investors that there 
was a market for this? 
The off oal p ~eh was essentially that v1rtual 
worlds work like AOL d1d n 1994- that as of 
yet tney haven't absorbed the lessons of the 
web. When you look at the web, a lot of products 
use openness, right? And user partiCipation is a 
major currem. So when we marned this growth 
w1th AOL·style virtual worlds, suddenly it's an 
interestmg business picture for investors: 
exponential growth and a chance to have 
something disruptive 

How has creating M eta place compared with 
the likes of Star Wars Galaxies? 
t's a very d 'ferent exoenence The b1g MMO 
proJects need teams of lOO or more people and 
take years -I th1nk WOW was f,ve. Metaplace 
started out with 1t be1ng JUSt me and work ng w1 th 



The Metaplace game developmenttoolkit will run in Flash as well as other runtime environments and offer a raft 
of standard tools. though some programming knowledge will be necessary to create projects. The system uses 
MetaScript, a custom-built language that's based on Lua, but the aim is to keep it as adaptable as possible to give 
users as much freedom as possible whilst ensuring what they produce runs across multiple platforms as standard 

w eb technology w as k1nd of easy I was able to get 
a simple functional prototype going myself Now, 
our team is composed half of game developers and 
half of web developers, working s1de by s1de. it's 
enabled us to have a really lean team of about a 
dozen people. 

Has the interaction between your games 
people and web people been fruitful? 
Yeah, but any time you cross disciplines you 
always learn stuff. But there are th1ngs that games 
can learn f rom the web and v1ce versa. There's a 
lot of discussion about the playful.,..eb these days, 
and that's the w eb piCking up on 1deas ' rom 
games. On the game Side, we've learned a lot 
about the benefits of open standards. of very 
different methods of product1on that involve 
much less extensive preplann1ng and much more 
rapid Iterat ion. 

Why the b ig difference? 
A m of rr oo s dOWT" to the ISSue of control The 
w eb 'eeds a o~ d comrol to users and the games 
1ndustry doesn ; .t's k nd o' a shame because it 's 
someth1ng tha~ tne games 1ndustry used to have 
and has l(lnd of lost t flowers every once in a 
while, like there was a beautiful explosion of 
modding in the '90s, wh1ch has kind of faded out 
now I think the mdustry has gotten caught in a 
very Hollywood-like 'broadcast b1g old 
blockbusters' kmd of hole. 

There are moves away from that. though ... 
tr1nk people making games who don't ascnbe 

to that philosophy tend to be seen as be,ng on 
tile 'nnge If they're 1n the industry at a That's 
ev1denced by tne fact that they end up haVIng their 
own conferences, ke casua games or senous 
games summ1ts, because they're not qu1te like 

the rest of us. But I see all th1s 

'The web feeds a lot of control to users and 
the games industry doesn't. lt's kind of a 

shame because it's something that the games 
industry used to have and has kind of lost" 

stuff as one. I think the indie 
guys making Flash games and 
putting them up on 
New grounds are in our iCJdustry, 
but not to the typ1ca I EA 
marketing guy. 

Do you think there's much difference between 
the web and videogame industries? 
There is a really big culture gap. it's the core games 
indust ry that's failing to join up, because the w eb 
1ndust ry is pillaging game ideas w ith abandon. 
Web people are used to not knowing w hat kind of 
platform people are using and they're used to rapid 
Iteration. Games use usage statistics d ifferently, 
too. MMO developers might say: 'Oh, they're 
killing this monster too much, let's fix that'. On the 
web, developers make more of w hatever users are 
do1ng, not less. You see websites completely 
change wnen their business models change. 
Probably one of the most dramat ic of these is Flickr, 
which was originally born as an MMORPG called 
Game Neverending. Now it's a photo-sharing site! 

So, do you fear that the videogame industry 
won't take Metaplace seriously? 
I've got a positive response f rom a lot of game 
developers, and a couple of publishers have been 
very intrigued. They're aware that their business 
models are not looking great long-term because of 
rising budgets and difficulties creating new lP and 
platform lock-ins, so we're seeing a lot of 
interesting movements, like EA going into casual 
games. But there's also a sense from some people 
that Metaplace is just going to be 'MySpace 
garbage' . And that's a disservice to the creativity o f 
users and obviously it's a bit of a disservice to 
MySpace. The v1deogames industry would 
ki 11 to have MySpace's audience. 

The search engine giant has filed a number of 
patents relating to delivering in-game advertising 
to players. The patents. of which seven have been 
uncovered, detail technology which detects when 
a game is launched and directs advertising to the 
player, tailored to his or her specific location, 
behaviour and interests. The patents also cover the 
means of collecting this data. The encroachment of 
commercial interests are probably inevitable in 
such a rapidly expanding medium. Let's hope 
that Google sticks to its 'don't be evil' mantra. 

Metaplace's alpha release has attracted over 100,000 applications for membership, far 
more than Koster expected, and far more than the site can currently manage. By the time 
you're reading this, the first few hundred members will have been given closed access 
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'Cutscenes undermine the sense of 
involvement - of play - that is games' 
authentic metier. Games have become 
a backward-looking medium. Because 
game designers rely on the language 
of cinema, they have not sufficiently 
developed a new form of storytelling' 
N~w Yo•k T1mes contributor Daniel Radosh 
b~bo~hes videogdrning·s obsession w'th onema 

'When t here's a videogame t hat makes 
t he player depressed, t hat's when t he 
mediu m m ight be on to someth ing as 
an art form . it's easy to l ike someth ing 
that makes you f eel powerful in it s 
fantasy world but wou ld anybody play 
a game t hat makes him sad?' 
The Washington Post de>cribes why its book er tiC 
Michae Dirda feels that 81o5ilock isn't qu1to art 

" You' re able to buy a v irtua l Bravia 
television t hat does not break. 
That's kind of funny, in some 
sense. lt was too pol ished, 
somehow. lt didn't feel like I' d 
rea lly ca ll that place my home" 
Habbo Hotel's ead des1gncr, Sulka Haro, proves 
himself quotable two months 1n a row th1s tlm~ 
diSCUSSI"•9 h1s opon on of P ayStat1on 3'> Home 

'We would ig nore it were it not 
fo r the internet's propensity fo r 
drama where none exists. The 
reason w e haven't mentioned 
t h is befo re is t hat it w ould 
have d istract ed from more 
important aspects of t he 
game, and g iven tin fo i l 
hats new gr istle t o chew 
on as t hey cat alog ued 
their toenail clippings.' 
Luke Smith of Bung1e net d1sm1sses 
thC' misplaced cutrdge ol Halo 3's 
nat ve resolut on of 'almost 720p' 

Love, actually 
Can Swedish developer Quel Solaar prove that 
it's love, not loot, that makes the world go round? 

_g ollaboration isn't totally alien to MMO 
players. but its aim is ohen ultimately 
self ish. bnnging character advancement, 

loot and new items. Two-man indie developer Quel 
Solaar feels that such goals mtss the point - it is 
actually the stories we create together that are the 
ones we cherish most. We manage to catch up 
wtth one half of Quel Solaar, Eskil Steenberg 
(above), to talk about its proof-of-concep t, Love. 

Love promises to involve players in an 
engaging story - but so much of the game is 
procedurally generated. How do you marry 
these two fairly opposed ideas? 
We've been really interested in looking at 
multtplayer games, and especially RTS games, 
where you have this ebb and flow that creates a 
story - not a preset narrative, but a story of the 
game as it's played - a story of the players and 

"I want to step away from the 
idea of creating stories with AI 

characters - the story should be 
amongst the heroes, the players" 

their experiences. For example: you are livmg m 
this village and everything's fine. Then somebody 
attacks you and you start realising that you get a 
lot of attacks from a partiCular place; automatically, 
just by dealing with that threa t you've created a 
story - it's a very simple story, but if you start 
expanding that and creating sidequests and 
introducing twists and turns. then you do have 

With Love's character system s till in the works. the images 
available so far are of the game's beautiful, painterly 
environments and terrain sculpting system (below) 

a story. I've been looking at movies like Star Wars, 
trying to figure out what the basic building blocks 
of a story are and find ing ways of introduCing 
these elements into the world to give people an 
idea of narrative. 

Say you have a stronghold of the AI enemy that 
keeps sending out enemies and it takes two full 
days until a player finally manages to destroy it, 
having already completed a series of tasks like 
find ing weak-spots, gathering the right tools. 
keys and we a pons. The ruins of the stronghold 
will then be named after the player, and others 
who come to thts place will recognise tne 
significance of that player. In a sense we are 
building characters and story; not through a wntter 
story, but through real gameplay. I want to step 
away from the idea of creating stories with AI 
characters - the story should be amongst the 
heroes, the players. 



One of the game's unique features is the 
abil ity to alter the landscape - to what extent 
will this power be in the players' hands? 
The eng1ne has a very novel terrair technology that 
makes •t possible for players to modify the ground 
s•mply by pulling •t. but rather than just a he•ght 
f1eld you ea., also build cliffs. dungeons. houses 
and bndges w1th 1t Tney can't do that everywhere 
- there'll be a lim1t to the number of cit1es m the 
world, a'ld though you can place them pretty 
much wherever you want. you can only build 
around 1n tnat •mmed ate area. l•m•Mg the havoc 
you can create on the world's env1ronment. 
Although we've created a sandbox engine, it 1s not 
des•gned to be a sandbox game for the players. but 
rather for the game :se" By us 'lg procedural 
technology the game can gene• ate dungeons. 
strongholds. turn c1t1es m to ru•ns and create 
endless things for the player to explore Since we 

can generate as much content as we want, 
players don't have to ever play the same th1ng 
tw•ce Old content will turn to ruins and g•ve the 
world a sense of history You may play one day 
and then check in two days later only tO f1nd that 
the cry you started build•ng has grovvn. a darn 
has been bu lt and the enemy tower s 10 rUins. 
t's almost I <ea soap opera that constantly 
moves forward. 

How does the game's action stand apart from 
other MMOs? 
One of the xey goa s IS to get away !rom slat>. cs 
menus and character bu Id ng The players should 
rather focus on the erMronrren;- bu d ng a 
forge or a c•ty or somethmg · ~a; 
other players ea~ e~penence 
and be a part of By 
restricting the 

"There's actwlly only two people 
wortcing on t~ project.• says 
Steenberg. "Well, in fact we're not even 
two full·lime people; we're more a 
quarter person and two· thirds person. 
So, maybe I shouldn't make promises. 
but If we fail and everything goes to 
~11. I tlllnk I'll at least be able to give 
a great talk to other game developers 
about it - we have some cool features 
that we're eJCperimenting with" 

poss1biht es of what yov can do as one character 
we're hopmg we'll get peop e playing and 
build•ng stuff together. The fact that items are 
shared communally also strengthens the 
collaborative s•de of the game and means that 
players who only play occasionally have access to 
the same th•ngs as the people who invest more 
t1me. But the player who can bnng •n the cool stuff 
becomes more s•gn1f1Cant story-w1se. 

What kind of freedom does this procedural 
generation give you as a game designer? 
In a way, we·ve tned to program a game des1gner 
mstead of actually being a game designer I 
wanted to do a sandbox game not just for the 
players. but for me to play With new types of 
gamep1ay and new 1deas What w•ll work 1n 

the end, I can't really tell - that's 
sort of part of it. 



• DEVELOPMENT I 

Creative community 
Shiny founder Oavid Perry has entrusted 
the crea tion of his next game to the public 

ith his cohorts of bedroom developers 
now having completed design and 
preproduction on his MMO racing game, 

David Perry (left) is now inviting them to pitch for 
the job of making it. In this experiment, called 
PrOJeCt Top Secret, one cont ributor will win 
directorship of a future MMO for publisher Accla im 
and the dev team a professional contract. With the 
venture now unveiled, we talked with Perry about 
running a developer with 52,000 staff. 

Why use amateurs in this way to create a 
professional game? 
I go to a lot of colleges and I'm always blown away 
by somebody in the group that doesn't know how 
ta ented they are. Some litt le kid, shy as all hell, will 
pull out an amazing demo reel. it's these few that 
make Top Secret interestmg. 

"Can you imagine how viral this 
game will be if it's made by the 
community? lt's free to play so 

they can give it to their friends" 

Don't you get an enormous amount of 
unusable content? 
Yeah, the hard part is filtering and keeping it all 
under control. The pictures are a little taste of that 
- I get thousands o f images, and when you look 
through it you will find one or two you like. This is 
what user-generated content is all about. and the 
skill, or the thing we're trying to learn, is how to 
filter and manage i: . 

What's the basic premise behind the game? 
The idea they came up w1th was beast racing, 
which I've never really seen before in a game. Your 
beast can get toasted by other beasts. leaving you 
on your feet trymg to revive it with these massive 
animals thundering by. Each beast is incredibly 
powerful and there to help keep you alive, but you 
can easily switch to being very vulnerable - 1\'s a 
fun game design mechanic. 

What else has the community come up with? 
Some ideas were pretty wacky - someone 
suggested we create a commentator system. 
whereby some players would comment on the 
races. Professional designers traditionally only 

The creature concept art over these two pages is a cross-section 
of the quality of material submitted to Project Top Secret by its 
members, from the good to the bad, the dull to the inexplicable 

design things for all players, but the community 
says that some people will want to be 
commentators, levelling up to get to be the 
commentator for champ1onship races. 
Commentators bnng such energy and informat10n 
to sports games, so it's actually really cool. 

How do you decide what ideas go through? 
One of the problems is the amount of ideas and 
thousands of conversat ions going on, a'ld they 
would come to me and ask me for decis1ons. And 
the minute I did, I'd get inundated w ith people 
asking why they didn't pick their ideas. lt was a 
problem, and it's not tru ly community created 
because I was makmg the decis1ons. So we created 
an advisory board of people from the community 
who handle the vot ing and decisions. I just sit in on 
their hugely long conference calls. 

Do you see many good ideas get ignored? 
I've absolutely found that suggestions I think are 
really cool absolutely flatl ine I thought it would 
be neat to have a secret agenda system in the 
racmg, so the game would give bonuses if you 
finish off certam rivals. lt was flatlined. You rea lly 
start to learn who your community is. T<~ey 

suggested a card system for the game and 
everyone went crazy for it. 

Is that right for the game, though? 
As the director of the whole thing I have to keep 
n realistic and make sure we end up w1th 
something, and when 1 hear someth1ng like that 
I say that it sounds a good idea but I don't think 
1t's important for sh ipping a racmg game - I don't 
want to split attention on a card game too. If we 
nail the racing then the card part is a bnlliant 
follow up. 



~~ 
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Beast Concept 2 

by btot.entnlln 

Do you get much dissent? 
So fa r I haven't had much prob'eiTI taKe my t me 
to expla1n myself so it doesn't sound random We 
do get the odd hater, JUSt l1ke 1n e~ery o.,. ce, and m 
the office you f1re that dude We de ere tt'e r posts 
and tell them to move a ong ~?urm ng a rea team 
takes tough deCis ons ke tMar 

How is the game going to get made? 
Tre ObVIOUS th1ng tO do "JdS ~0 re a :XO;es510r.aJ 

team - I'd actually a ready chose~ 01:e 3u< can 
you1maginehowwa thsgame\IVI oer. t'smade 
and des1gned by the commun tyJ ;s •·ee to play 
so they can give 1t to the1r fnends. so I though~ 
let's give the commun1ty a chance. The probem 
for independent game develope~ s tha· <ney' 
take an engine like Source and mod • bm mey 
can never relea~e these games pro:ess ona 
We'l g1ve them al tt·p tools reou rec - cask 
management. source cortrol, ano oat up to 
S 1 mill on for any eng~re ti'ey want and grve 
a S 100,000 advance on royalt es for t'le ·earn 
that wins the JOb, plus an 1ndustry-stanoaro 
publish,ng deal The 1dea s to help somebody 
go from nd1e to ful published profess1onal 
team in one pop 

That sounds hugely ambitious. 
I'm not be1ng silly about it- it's a very b1g 
challenge. it's only going to be a few teams that 
can pull th1s off There's no book I can buy that 
tells me how to do all th s I w sh it was easy, but 
1t's not Peop e say that I'm domg th1s so I can 
make a game for free. but ''m like: 'You have no 
1dea' We'd be so much further on n a norma 
game scenano because we'd,ust hire people and 
I'd JUSt make dec,sions. lt's way, way, way 
much more work 

Perry says that the community wants to also produce an 
a«ompanying Magic: The Gathering-style collectible card 
game, and despite Perry's reservations that it might, at this 
point. distract attention from the main game, members 
have already started designing the rule-set and cards (left) 

21 

.. 
n 



IN2Games has certainly accurately 
perceived and diligently replicated 

the presentation of other successful 
lifestyle games - the packaging 

even reproduces SingStars 
gradients and curlicues 

Although unmounted, Rea/play Racing's 
steering wheel seemed a competent 
means of control. Hopefully there will be 
a fully fledged game under the gimmick 

Perpetuating motion 

WEBSITE OF THE MONTH 

On the one hand, Bungie.net is a wonderful resource. 
A place to view the stats of every Halo death match 
you've ever played, to find out which maps you' re 
best on, with which weapon you make the most kills . 
it's a place to view and down load your screens hots 
and those of your opponents and team mates, a place 
to browse material that Bungie has found, and line 
up movies, Forge maps and game types for down load 
next time you play. it's a way of playing Halo 3 
vicariously. On the other hand, it's a poisonous 
reminder that you' re not, a frozen reminder of the 
paucity of your rank and the fun others are 
experiencing while you are stuck at your desk. 
Essentia l yet distressing. 

Sit• 
Bungie.net 
U~L 
www.bungie.net 
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Thirdparty developer IN2Games brings 
motion sensitivity to PlayStation 2 

he tech behind IN2Games' forthcoming 
suite of motion-sensitive controllers has 
been in development since 2000 but, for a 

long time, the company lacked the funds to go to 
market. Unsurprisingly, the Wii's success changed 
al that. What is stranger in hindsight. however, is 
that 1t has fallen to thirdparty developers to deliver 
these penpherals for other consoles. Sony seems 
unwilling to countenance motion sensitivity as 
anythmg more than a passmg gimmick - the 
Sixaxis' tilt control has yet to convince in its various 
uses and, bafflingly, the previous-generat•on 

There's no doubt a market for motion­
sensitive games amongst the PS2's huge 

customer base, and the console has already 
seen a success in the social gaming field 

console has been neglected. it is a short-sighted 
omission by Sony; s nee 1t is to cheaper low-end 
systems that the casual market has been attraded 
- and, as the Wii's triumphant courting of casual 
gamers suggests, 1t is this group who are likely to 
be most enamoured with mot1on sensitivity. 

Sony's fai lure is IN2Games' opportunity, and the 
company has created a range of PS2 games under 
the Realplay brand that are sold alongside their 
own feature-specific control devices. Six titles have 

The pool game predictably uses only the motion sensitivity of its cue to determine 
how hard you hit the ball - the angle is determined by the 0-pad on the cue's grip 

been announced so far, each coming w1th a USB 
dongle and wireless controller. The Realplay titles 
cover the usual suspeds- tennis, golf, racing, 
bowhng, pool - and the controllers resemble the 
tools of each sport, albe1t comically small, plastic 
vers•ons. The one other title, Puzzlesphere (below), 
IS a Monkey Ball-style game using a controller of 
pred1dably spherical shape, which you t ilt m order 
to d1red a ball through a maze. 

There's no doubt a market for motion-sensit1ve 
games amongst the PS2's huge customer base. and 
the console has already seen a success in the social 
gam•ng field with t1tles hke SmgStar. IN2Games' 
marketing push intends to present the suite as a 
budget alternative, replicating Wii gameplay 
without the need to purchase an expens1ve 
console. But, while IN2Games· move init ially seems 
a canny one, it is poss1ble that by tying each device 
so closely to a game th1s perception of value-for­
money has been jeopard1sed; surely one of the 
major appeals of the Wii's control system •s that it 
combines ergonomic funct on with incredible 
versatility. lt 1s a tennis racquet, golf club and 
steering wheel all at the same time, as well as 
includ1ng many; many more functions. 

The Realplay range begms to seem like a false 
economy - a Wi1 plus Wii Sports may cost in the 
region of £180; at £30 for each of the six Realplay 
titles, you cease to make a saving. Realplay's 
success therefore relies on ts t1tles possessmg 
greater depth or quality of control than that 
offered by the Wii's minigame packages. 

IN2Games also has a universal control device 
for the PS3 and 360, called Freedom, due for 
release next year - it's a more attractive solut ion 
than a clutter of separate peripherals, and it makes 
you wonder why IN2Games doesn't take 
advantage of this early lead to dominate the P$2 
space in a similar manner, before other 
companies come 1n to contend it. 



intel ~ 

To date. Havok has been employed 
in over 150 games including Halo 3, 
Tesr Drive Unlimited and Crackdown 
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Continue 

Nothing punctuates a good 
fight like a knife in the eye 

Enjoy the thrill of a perfect 
sticky from your desk 

We giggle with glee as 
an enemy medic heals us 

Quit 

So we just need to use 
more ammo? That's .. . it? 

For ¥300, convenient it 
may be. Edible? Barely 

Wanted: joypads powered 
only by Special Magic 

8 BUSINESS j 

lntel cries Havok 
The US hardware giant makes its 
move into the middleware scene 

_j ntel's recent purchase of lrish-based Havok, developer of the 
middleware physics engine of the same name. suggests 
interesting developments in the diredton lntel intends to take 

processrng power in the coming years. it's been a tumultuous time for 
the processor industry- in the face of unmanageable temperatures, 
lntel has abandoned its quest to squeeze greater clockspeeds out of 
single-core processors and mstead followed the model of the graphics 
card manufacturers, who have for along time found a solution by 
throwing more and more execution units - essentially more cores -
at the problem. 

Grven this move towards multicore, it seems to make sense that 
lntel would then wish to support technologies that directly benefit 
from increases in parallel processing power - such as the calculations 
behind physics and AI Although Havok will continue to operate as an 

COWBOY ANGELS 
Brisk adventures in alternative American real ities 
ensure McAuley keeps the pages turning 

--------------------
Considering he's known for his hard sci-fi, ex-research biologist Paul 
McAuley's recent work has taken a particularly political bent. Maybe 
that's why Cowboy Angels replaces the biotech and nanotech themes 
with a relatively gung-ho thriller based around alternative universe 
versions of 1980s America. As ever, someone from the agency has their 
own underhand plan when it comes to spreading traditional values of 
democracy and capitalism, and no one, not even an alternative version of 
Jimmy Carter, is going to get in their way. 

One-time agent Adam Stone really doesn't care any more. Retired to 
an alternative wilderness after selling out his erstwhile colleagues, he's 
lost faith in the great proselytising project. Still, when one of his wilder 
partners goes on a killing spree across different realities, always 
murdering the same woman, he's reluctantly bought back into play. 
Something of an everyman, Stone doesn't think hard about what he's 
doing, so he heads back to their old haunts to pick up the trail. Dodging 
the attentions of local law enforcement, the deeper schemes of the 
various affil iations within the agency, not to mention the killer's 
endgame, it doesn't take long before Stone finds himself out on a limb of 
his own. And even if the potential of the alternative history arc doesn't 
really gel, Cowboy Angels is nothing if not compelling. But like Stone 
himself, don't expect it to be a thinker. 

Commentators are divided over what this 
means for Havok's competitor Ageia. Could 
developers prefer PhysX over Havok in order 
to ensure support of non·lntel chipsets? 

independent business, it will have access to lntel's Software and 
Solutions Group as well as tools and technology- and this greater 
integration w ill ensure that the now widespread Havok middleware is 
optimised for lntel's upcoming graphics processrng unit, codenamed 
Larrabee. The union should see the proliferation of physics and ray­
tracing trickery as lntel tries to use Havok's capabi lities to give Larrabee 
the edge over competitors. 

Commentators have expressed concerns that the aqUJsitiOn could 
mean Havok becomes less efficient on chipsets made by lntel's 
competitors, AMD and Nvtdia. Equally, how well will Ageia's PhysX 
middleware run on Larrabee? At least game developers can take heart 
that lntel will now have an incentive to alleviate some of the burden 
that multithreaded programming has placed upon them, 
helping make best use of Havok and Larrabee's fea ture set. 

PERSUASIVE GAMES 
US academic Bogost turns his attention to the persuasive 
power of serious games, albeit with mixed results 

One of the growing band of thinkers turned game designers, assistant 
professor at the Georgia Instit ute of Technology lan Bogost is obviously a 
clever man. Maybe too clever. His first games-related book, Unit 
Operations (E164), would be baffling to anyone not doing a Ph. D. 
Persuasive Games, subtitled The Expressive Power of Videogames, is 
slightly easier to handle thanks to its subject matter; games that try to 
persuade us about politics, education and advertising. But the theory 
continues to be laid on pretty thick. Bogost's thrust seems to be that the 
power of videogames is more than their content. Potentially, this is an 
interesting approach as it brings Mcluhan's 'medium is the message' 
homily to bear on the issue of inter activity. 

Too quickly however, he's moved on, inventing a new concept, 
procedural rhetoric, which he suggests affords us a promising way to 
make claims about how things (notably games) work . Yet, bizarrely, the 
first game he applies his new tool to is anti-fast-food freebie The 
McDonald's Videogames: hardly a title that requires sophisticated 
analysis. And sadly, this is the level throughout much of the book. Partly 
it's due to the narrow choice of subject matter, as by definition serious 
games are one-way arguments. The only commercial games covered are 
well·worn favourites such as SimCity, GTA and Animal Crossing so it's 
difficult to understand how Procedural Rhetoric would apply more widely 
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Project Origin 
FORMAT: 360. i'C, PS3 PUBLISHER: TBA 

Monolith declares its second war on office furniture with the true 
sequel to FEAR. Viewed through a fashionable concave visor HUO, 
the action seems suitably incendiary, the animation in<redible 

Touch Detective 2 1/2 
FORMAT: OS PUBLISHER: ATLUS 

Unlike its predecessor, the western follow-up to Osawaru Tentai 
Ozawa Rina isn't letting its art obscure its design. An overarching 
storyline ties its mysteries together, its clues now easier to spot 

Star Wars: The Force Unleashed 
FORMAT: Wii PUBLISHER: lUCASARTS 

A Wii version? With gestural lightsaber and Force power controls? 
Was there an air of inevitability to that 'news' or have we all 
developed Jedi precognitive powers' Krome Studios develops 

New games, and updates on games already on the radar 

Flower 
FORMAT: PS3 PUBLISHER: SCH 

Building on the relative (to most other PSN titles) success of flOw, 
thatgamecompany unveils its successor, another ponderous ode 
to the beauty of nature. Score attack fans should look away now 

Tom Clancy's Air Combat 
FORMAT: TBA PUBLISH ER: UBISOFT 

With the Blazing Angels franchise stalled and earthbound, Ubisoft 
gives its Bucharest studio an enviable second - or indeed third ­
chance. Expect a mainstream alternative to Ace Comba(s niche 

Pirates Of The Caribbean On line 
FORMAT: PC PUBLISHER: DISNEY INTERACTIVE 

Disney's massively delayed online RPG entered its second beta 
testing phase last month. Combat (on land and sea) and visuals 
are still defiantly simple, VR Studios' enthusiasm undiminished 

Samba De Amigo 
FORMAT: W1i PUBLISHER: SEGA 

If Sega and Nintendo bury the hatchet any further it' ll pop out in 
Australia. Another mascot makes its way to Wii, this time with 
the aid of FPS specialist Gearbox, creator of Brothers In Arms 

Mamonoro 
FORMAT: ARCADE PUBLISHER: GULTI 

Is it that time already? Another vertical shooter from G. rev heads 
for arcades, this time with help from start-up developer Gulti. 
With a number of ex-Raiden staffers involved, the signs are good 

Kane & lynch: Dead Men 
FORMAT: 360, PC, PS3 PUBUSHER: EIDOS 

M ann alive! IO's duelling dualists finally have a release date set 
for November 23. The latest reports suggest further similarities 
to Freedom Fighters, though visually it's already showing its age 

... 
like Swedish game develo per and musician Nicklas 'Nifflas' 
Nygren's first Knytt game, Knytt Stories is a finely tuned two­
dimensional platformer, as minimalist in its gameplay as in its 
distinctive art style, which captures surreal and striking 
landscapes in simple geometric shapes and soft gradients. 
However, whereas the first game comprised one single 
scenario, Knytt Stories comes with a level editor and the game 
acts as a front-end for content that is d ivided up into 
downloadable scenarios. With an expansion pack also 

released, th ere are four full scenarios to play, and no doubt 
more will issue from creative fans. Reminiscent o f the original 
Metroid games, the player has to revisit environments as he 
gains further powers. You spend no more than a matter of 
minutes in each section; the world's theme constantly 
changing and accompanied by beautiful ambient music. And, 
with each scenario just on the limit of what you can remember 
without a map, Knytt Stories compels you to finish scenarios 
in one sitting before you forget where you need to go. 



CueTGS 2007 
Famitsu's Kaji Aizawa has a great time standing in line 

F 
or the first time in its 
history, the TGS this 
year lasted for four 

days, with the visitor days 
acting almost as a coda to 
what had already been done. 
The four days were in part 
a response to the growing 
media interest around 
videogames, and partly to 
do with the growth in the 
industry as a business (the 
increase was due to two 

business days rather than one). To call the public days a 'coda' 
suggests that they were the end of a beautiful composition, 
but they were really more lik,e the tail end of the event: the 
stated objective of which was to give more opportunities for 
Japanese companies to create business relationships with 
overseas firms. Delving even further into my chosen TGS word. 
the French took from 'coda' a term that will be very familiar to 
any attendee of the Tokyo Games Show: queue. 

Trey're funny thrngs. q<.~eues. People stand rn hne. waitrng for 
somethrng at the end for hours a: a t rme My favourrtes are those who 
stand oehrnd you for about 20 monutes before asktng "Oh, rs the 
queue for Nrghrs?" When you po1nt out ifs not and where to go, you 
wonder how they've mtsseo the maps, watted 20 m•nutes behmd you 
without ask ng, and failed to not ice the huge 'Metal Gear Soltd 
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Onlrne' banner at :he end ot u:e ne. Or the 
people who are 1n the nght queue, but dec1de 
after wa1t1ng for an hour, wnh one more hour 
to go, that they've wasted the1r time and leave. 
Wherever else they go, in the ~GS at least, they 

will JUSt JOin the back of another queue! People 
just dr ft rnto and out of queues for as long as 
they' re there 

d sappeared 20 m•nutes after the doors had 
ooened - but at least that t1me no one was foo ed. 

Where w ere the b•ggest queues? Metal Gear 
Soltd 4, as expected, had four hours of wa1ting for 
around ten minutes of game Metal Gear Online 
wasn't qu•te as popular, but still had people 
queu ng for hours. Sega's Nights booth was 
permanently pacKed, as were some Sony games 

They're funny things, queues. People stand in line, waiting for something 
at the end for hours at o time. My favourites ore those who stand behind 
you for about 20 m1nutes before asking: "Oh, is the queue for Nights?" 

But tt was the games they w ere queuing for, 
and to be fa1r some publishers had made foolish 
deosions, such as level-S who prepared a free 
demo ROM for the OS of two of its coming titles 
for people who attended rts showing. Guess wha t 
happened next? Naturally, the word got around 
like wildf•re and they were absolutely mobbed and 
ran out by noon Great advertising and a clever 
ploy? Not so a four-hour-long queue had formed 
a most mstantly, and some people spent their 
prectous t1me at TGS queuing for a demo that was 
out of stock I saw some of those ma(e the1r 
feehngs very clear. The followrng day, level· 5 
decrded to try aga1n by gomg with t•ckets, wh1ch 

l1ke LittleBtgPianet. The 360 didn't go unnoticed 
either, with t itles ltke Halo 3, PGR4, Ace Combat 6 
and Lost Odyssey proving popular. The queues 
snaked into the distance for the closed room where 
you could play Assassin's Creed, and I have to say 
that game was visually remarkable - but what was 
rrore remarkab e is that I got the feeling. from 
lookrng at the people queurng and talking to some 
of them, that Japanese garners are not as allergiC 
to western t.tes as perhaps they once were. 

•he'e were other surpr ses. who knew :hat 
peop e would queue up to play Dragon Quest IV 
on OS, a versron of the NES game wh eh was 
re-releasee as recently as s1x years ago for the 



PlayStattonl Or the Final Fanrasyre-releases for 
portable consoles? But that show crazy some 
Japanese fans are for thetr favour·te series. Square 
Enix, the company behind those games, also 
distributed t ickets for its Closed Mega Theater, 
where a session lasted a huge 35 mtnutes and 
simply showed footage of the upcomtng products. 
But because the names in there were the likes of 
Final Fantasy, Dragon Quest and Star Ocean the 
tickets sold out very quickly - and m thts sense I 
suppose enormous queues are nothing more than 
a sign of a booth's popularity. But I can't imagme 
most people spent more than an hour actually 
playmg games over the two days. Compared to 
previous events, this TGS had, without doubt, the 
most spectacular queues. 

I've barely menttoned the event itself, so I'll end 
with my own little coda The queer thing is that I 
enjoyed it, and took away a long and lasting 
tmpression of a w ide range of quality software. 
There was no Nintendo and no new hardware, but 
a lot of new games and, after all, surely that's w hat 
gaming's all about. If you don' t enjoy cramming 
into an atr conditioned hall w ith tens of thousands 
of people. hoping to find a brill iant new game or 
play an eagerly awaited one. then. well, 
you'd better get to the back of the line. 

The most anticipated playable game at TGS was obviously MGS4 and, with a nod to both practicality and 
setting out a stylish area, Konami decided to put the terminals behind a large 'e lectrified' security fence 
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Edge's most wanted 

Guitar Hero Il l: 
Legends Of Rock 

Though now under the shadow of 
Rode Band, we expect that the next 
instalment in this brilliant rhythm­
action series will still ignite the 
office with the flames of rock. 
360. PS3 W1! Ac-"' >" 

Wipeout HO 

After the disappointment of Fatal 
Inertia, we hope this remastered 
'greatest hits' edition of the 
renowned llnti-grav racer will show 
the competition how it's done. 
"S3 SO,..Y 

Haze 

What we've played of Free 
Radical's morality-bending shooter 
makes us eager to sit down and 
find out if it can beat that drum 

C"'"" 

The future of electronic entertainment 

Control yourself 
How the best laid plans undermine gaming's interactivity 

I n our preview sessions wnh not to feel that these games have 
The Bourne Conso racy and gone too far en predetermining 
Beowulf. much was mace action in a way which may be 

of the way these titles bring 4'ilm dramatic but 1s ultimately contrary 
conventions to gaming. Such cla1ms to games' fundamental difference 
are not unwarranted: when Bourne from other media - interactivity. 
swiftly dispatches three enemies it's one of the ways in which 
with a series of lightning blows. Tale Of Tales' The Path proves itself 
the action is captured by energetic to be a useful criticism of gaming 
cuts of the camera; when Beowulf conventions; it relies on AI to 
climbs on the back of an ogre, you determine your avatar's low-level 
know what follows will be fluidly interaction, but your whole game 
animated and bloodily dramatic. experience comes from a decision 

In delivering such a precisely to step off the game's titular path. 
construct ed vision, the player's Recently, BioShock offered a 
decisions are necessarily sidelined. brilliant exposure of the issues 
Beowulf gives the player a few surrounding linearity and control, 
options- actions along a particular although it did not have the 
line- but you do not personally strength to reject such mechan1sms 
place Beowulf's hand around the once it had pulled back the curtain. 
throat of a monster. Instead, the it's not a problem that will end 
decision of how you dispatch an any time soon - developers will 
enemy is made for you - the player always be conflicted by how they 
merely condones it; Bourne, too, communicate ideas or images· too 
dives under a closing barricade at prescriptive with sequences and 
the game's behest - the player just set-pieces and you hamper player 
determines if he succeeds. freedom; too loose in direction and 

The difficulty lies in a three-way the player might fail to experience 
balance: delivering abilities that anything worthwhile. But the 
make the player feel empowered, increasing prevalence of QTEs 
while neither overwhelming the demands with some urgency that 
player with complexity nor games f ind new ways to deliver 
removing so much control that the narrative, and better equip players 
player becomes an impotent with the tools to create their ~ 
observer. Nonetheless, it's difficult own, no less rich, experience. 
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Ninja Gaiden 2 
360 

Beowulf 
360PS3 

. •. ~~ . 
I ;·• 

' ..... ' 

. . . ~ ' 

Robert Ludlum's 
The Bourne Conspiracy 
360, PS3 

Turok 
360, PS3 

Nights: Journey Of Dreams 

God Of War: 
Chains Of Olympus 
PSP 

Echochrome 
PS3, PSP 

Patapon 
PSP 

Opoona 
Wh 

Ninja Gaiden: Dragon Sword 
DS 

Devil May Cry 4 
361' PC. PS3 

No More Heroes 

Time Crisis 4 
PS3 

Space Invaders Extreme 
DS 

Dark Sector 
360.PS3 

Rez HO 
360 
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Ninja Gaiden 2 FOR',' AT 360 
PUBlii"ER: MICROSOFT 

OfVELOPER: TEAM NINJA 
ORIGIN: JAPAN 
REL[AIE: 2008 

You've got red on you. Ryu Hayabusa sharpens 
up his act for a 360-exclusive sequel 

Ninja Gatd~n 1 may still suffer tile washed-out look of tarh~ T~am Ninja tit1H but its S<ope has U~Wguably 
increased. Our quHtion about the game's availability in Germany was tgnored by a Microsoft spokesman 
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nyone else would have craw ed 
A under a rock after last year, when 

Tomonobo ltagak• rai led aga•nst the 
makers of Tekken. dismissed underach1evmg 
gamers as 'nmja dogs', then produced the 
utterly average Dead Or Al1ve Xtreme 2 But 
there he was, the bra1ns and mouth o' ~ea m 
NmJa, swaggenng across the stage at th s 
year's TGS H1s trademark braggadoc•o may 
have lost some currency over the )ears. btJt 
ment•on of NmJa Ga den c early has not 

W1th many still d1scovenng and re; urn ng 
to 2004's breaknec< bloodbath, be 1t through 
360 emulatiOn or PS3's S1gma remake, there's 
no denying the timeliness of announc~ng a 
proper sequel. The hardcore, faced with the 
rise of non-gaming and Japan's laboured 
uptake of new consoles, are yearning for 
some old-school pa1n. Ninja Gaiden 2, as you 

The enemy hter archy is fundamentally the same as beforo. 
with beasts as some of the deadliest. Tile identity of the 
ftnal boss IS a closely guarded seaet. however. and it's 
unknown tf he or she possessH supernatural powers 

Hyabusa's new range of weapons, many of which are now 
bound to his hands and feet, mean that enemoes who so 
much as look at him are likely to lose somethtng pre<ious 

d•scover from tre off, has more than enough 
to go around 

" I'd hke to say that we're not depiCting 
th1s v10 ence for the fun of 1t," insists 
Yoshifuru Okamoto, the game's producer. 
"We want it to actually have meaning 1ns1de 
the game, in terms o' the experience 
Violence is a key challenge o' th •s proJeCt -

heads. shoulaers, knees and toes 1n great 
puddles on the 'Iocr. Better - sorry, worse -
still1s what happens to the p1eces 1eft 
attached: w1thout a hand or foot. for 
example. enemies will writhe, hobble and 
hop around until fm •shed off. And I ke the 
Black Knight h mself, they' I f•ght you the 
ent1re t1me. 

"I think the Xbox 360 has made a unique way of depicting 
violence possible: how blood is spilt, how the body is 
dismembered and how the parts remain on the ground" 

we don't even thtnk it's possible to alter 1t I 
understand that in Japan we w1ll be Z rated 
[the dreaded adults-only rattng, wh1ch 
effectively brands games as culturally 
hazardous]. In the US, though, we're 
conf1dem we'll be an M (for Mature) " 

Integral or not, the v1olence 10 Ninja 

Gatden w•ll have yol- feehng lil:.e Lady 
Macbeth after JUst five m~nutes· play. 
Granted, heads d1d roll in the f,rst game (1n 
most vers•ons, at least). out th1s 1s someth ng 
else Ryu Hayabusa·s staccato sword-sw•pes 
literally chop his opponents to p1eces, leaving 

"The enemy AI changes as he loses an 
arm or a foot, " Okamoto expla•ns. "Our 
obJective is to show cool action nght up until 
the enemy IS killed But our ninja won't 
search bod1es or steal weapons from the 
dead. Bod1es rema1n solely for the purpose of 
graph•c realism. thmk the mcreased power 
of Xbox 360 has made a un1que way of 
dep aing v1olence poss1ble how the blooo is 
spi l , how the oody 1s d1smembered and 110\v 
tre par:s remain on the ground ... 

With this in m1nd, together w1th an 
image of Jack Thompson spontaneously 



combust ng upon s•gnt o' ~ ~ s ~h 
po11111ng out tna: tnere s a s;:ory b.?oea~n tne 
carnage. Whi e ltagak. will ooub• ess say 
otherw1se dunng the remam·ng 10nths of 
development, Team NlnJa •s eSPf'Cia ly !<een 
to expand NmJa Gatderl's aud e'1ce ·After 
we released the prev1ous N n1a Ga den,· says 
Okamoto, "we thought aoout the game a'ld 
realised that a gap was form1ng between 
what we or g1na ly wanted and the react on 
of the playe•s. lt was very much about ~he 
d ~1culty level- and we fe t the need 'or 
casual garners to enJOY our game as well. 

it's too early for Okamoto to go 1nto 
detail, but he prom•ses a more intense and 
'1nterestmg' game than before, w tr a w•der 
vanety of nval characters and boss battles. 
Foremost will be a nval n•nJa to Hayabusa a 
nemes•s central to the game's events. The 
proposed enemy types sound a mote fam I ar 
- demon1c beasts and gun-mung 
commandos JOU' the usua nl'lJa h1t squads ­
but the1r attack patterns and strateg•es, 
whether grouped or 1solated. arc more 
vaned The need to f1nd the (lght weapon 
for each chal enge, furthermore, w•ll be 
brutally enforced 

"I: all started w1th the weapons we 
wanted Hayabusa to carry, says Okamoto. 
" turnmg him 1nto some kind of super n•nJa 
This lead us to thmk about the act1ons wh1ch 
would fit these weapons, and how that m 
turn wot.ld affect the games fun factor· 

But the problem, as •t e~ sts " ~~ s ea• 
alpha code, IS less a q.Jesuon of cha enge 
and intrigue than that old Team N•nJa 
bugbear, v1sual evolution. You could cut and 
paste concerns over Ninja Ga1den 2's 
techno ogy from re~re-.'1/S o; e1ther DOA4 or 
DOAX2: 1t JUSt doesn 't 'eel part•cularly 
modern. lron1cally for a game wh1ch cuts 
more flesh than a chef who moonlights as a 
ser a1 k er, 1t 's d•sconcertongly clean. Ligr~ 
and shadow effects, for both characters and 
enwonments, are qu1te defiCoent. eavmg 
some very smooth (60 frames per second) 
but flat v1suals 

He m•ght not have lived under a rock for 
the last year, but you have to wonder how 
much ltagak, and hos team have isolated 
themselves from the inf luence, and more 
mportant ly the examples, of other studios' 
games. Okamoto openly admots to a polocy of 
lookong away from 'the compet•t1on', and 

speaks little of conflict w1th Devr/ May Cry 4 
because he hasn t seen •t N n1a Ga den 
wol' certa nty make head ne rews s mpty 
for .ts gore, and.,.,, I probably be enJoyable 
as hel for the masochostoc e te. But 1f 1t 
..... a~:s ~~speak to casual garners as well, 
~en graphiCs are a language 11 can't ..., 
a«ord to ognore. ~ 

If you think this is ultraviolen~ wait until you see what 
Hayabusa d~s to tables and <hairs. Destructible 
scenery is more in line with that of OOA4, while inlint 
weapon and item selection replaces the original menus 

it's something of a relief to 
learn that Team Nlnja, at 
this early stage, is 
concentrating almost 
entirely on the singleplayer 
aspects of Ninja Gaiden 2. 
The eMpectations of Live 
play, especially some form 
of deathmatch or co-op, are 
fast becoming a bane of 
games with stories to tell 
and action to perfect. "I've 
been thinking various 
things concerning online 
play." says Okamoto, "but 
I'm not sure this kind of 
game is suited to a full 
on line experience. I just 
don't know. What I can say, 
though, is that the genre of 
the hero against tons of 
enemies would have a hard 
time getting along with the 
concept of co-op 
eMperience. That's my 
opinion anyway.• 
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FOR•~AT 360, PSl 
PUBLISHER UBISOFT 

DEVElOPER. IN· HOUSE 
ORIGIN: FRANCE 

RClEASE: SPRING 2008 

The story of Beowulf is a tricky thing 
to visualise as its primary monsters are 
described in ambiguous terms- here. 
Grendellooks like Gollum, but bigger 
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Beowulf 
Will the glory of the monster-slaying king live 
on in Ubisoft's gory accompaniment to t he film' 

hat Beowulf the game departs from T 1ts source material should be little 
surpnse. Popular tastes have 

changed 1n the 1nterve'lmg centunes. whilst 
the ong1nal ep c must have been sufftCtently 
entertatntng to warra'lt 1ts long survrval, thiS 
year's b g-screen vers on suggests that 
modern VtE~vvers demand much more 1n the 
way of VIOlence, blood and imperilled v1rg ns 
At least 1n this regard, the game certainly 
follows the film's template. Pleasantly, 
however, it seems to avoid recreating the 
film's exact scenarios - that common error 
made for licensed games of cramping thetr 
tnteract•vity with n the conftnes or a 
predetermtned narrat1ve. 

The decis M to set Beowulf the game 
tn the years left ur'Jdescribed by etther the 
f lm or the poem 1s a good one, as 1t frees 
up Ubtsoft's design opt ons. lt's a hnle 
d sappoint1ng that, desp1te th1s, the 
developer has then gone on to create a linear 
hack 'n' slash. There are inev1table limitS th1s 
sets on the game's ambttion. but at least 
Beowulf does work competently within thts 
genre, and has several pleasmg touches not 

east in the use of the film's vocal talent to 
add gravnas to the portentous d alogue 
"The beast must be b1gger than the giants of 
Orkney, • Brendan Gleeson remarks of a 
distant monster, setttng up Ray Wtnstone's 
growled reJo,nder: "Then 1t Will spli that 
much more blood on our boots." 

it's a safe bet that Winstone's Beowulf 1s 
right about that, as the game revels in gore 
and incred tble violence. The usual fight and 

Beowulf will snap an ogre's arm before climbing up on the 
creature's back, pummelling it in the side of its ugly head 
before prising open its mouth and, finally, pulling its jaw off 

In order to get your men to work together 
efficiently, you have to play a rhythm·action 
minigame. Stirring drums keep your thanes 
rowing in unison, steering clear of the rocks 

heavy anack combos customary n hack ·n· 
slash games are bolstered by some truly 
VICious moves, tMiated by grabb1ng and 
subduing your opponent w1th rapid button­
hammering Further options appear, each 
assigned to a face-button throw. crush. 
struggle and steal weapon Wtth larger 
enemies, select ng one of these wtll require 
a ~urther button-hammenng mtntgame, but 
the result is sausfactonly gruesome; w th 
ogres. for example, Beowulf w1l snap ts arm 
before climb1ng up on the creature's baco<, 
pumme ltng t .n the s1de of ts ugly head 
before pnsing open tts mouth and, finally, 
pullmg 1ts 1aw off. 

Although deltghtf Jlly gnsly, Beowulfs 
various attacks have a further gameplay 
1mpact. Stnng ng together combo-attacks 
Impresses your men, and a morale meter 
slowly fills, allow1ng you to perform ra ly ng 
er es which bolste' the strength of your 
accomoc;nymg 'orces. However, when taking 
damage or grappling w•th the ene'Tly, 
anotner gauge ftlls up: your carnal rage 
When fu". you become an unstOppab e force 
- the damage your enem1cs take multiplieS 
but your own men become vulnerabte to 



your sweep1ng blows, and 1t becomes 
d1fficult to direct your attacks solely aga1nst 
your foes 

You need to keep an eye on these ~ 
gauges and, per od1ca ly, explOit both 
extremes: althougn the bulk of the enemy s 
usually made up of low- eve foes wh1ch can 
be dispa:chcd w1th heroic combos, the larger 
creatures need the bcost of carnal fury 
simply m order to execute the kill1ng moves 
S1milarly, you'll need a h•gh morale to 
complete object ves that reqwre tre 
co-operauon of your thanes, rally1ng your 
men v1a a rhythm-ad on m mgame to row m 
un1son, or rol a huge rock to cove• the 
enemy's spawn-po nt. 

At the end of each level your successes 
and failures are totted up - how many of 
your own thanes you helped, how many 
KillS were made usmg carnal fury or heroic 
combos - the results go on to dPtermme 
toe development of your k1ngdom and the 
att tude of your k1nsmen towards you. We 
have yet to see how involved this role-play1ng 

element w1ll be, but 1t has the potenual to 
be more than just window dress1ng, the 
kmgdom to which you return between 
m1ss,ons acts as a hub 1r wh1ch you can 
make changes to the forma:1on and toad­
out of your soldiers. 

We hope the k1ngcorn conceals further 
1nterest1ng gameplay cha lenges that elevate 
Beowulf above the hack-and-slash genre­
although the title w1ll inevitably sell well on 
the back of the movie, critically 1t faces a 
cha enge Its own ments as1de, the last 
gene• atonal technology eap has seemmgly 
prompted a surge o' trtles eager to exploit 
the poss1b ty of displaying large numbers of 
enem1es The most obvious genre to benef1t 
from th1s IS the hack 'n' slash and, duly, there 
are many on the1r way. With titles like Conan 
already do1ng a more than serv1ceable JOb, 
and the amb1t1ous Vikmg lookmg set to 
exceed the genre's conventiOns. 8eowu/fwill 
need to excel m ts d,fferences 1n order to 
1mpress rather than s1mply rely on 
gimm1cks to add 'lavour. 

Beowulf offers some extravagantly vicious moves which 
are unique to the creature you're fight ing. This ogre may 
have to be on soft foods for a while alter this encounter 

There are some minor 
attempts to mix up the 
gameplay; one sequence 
sees you attempt to protect 
a number of buxom 
sacrificial virgins from being 
tossed Into a pit . ft requires 
use of a little careful time 
management to select and 
kill the right ogres before 
they drag the screaming 
maiden to the precipice -
but even with the balance 
of heroism and carnal rage. 
on the whole, Beowulfs 
various elements don't 
really cohere into a 
particularly tactical game. 
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Though intended as a 
different beast to other 
Bourne·branded products, 
the game clearly attempts 
to recreate much of the 
style of the films. At points. 
when Bourne's flight across 
a rooftop is being followed 
by a sniper, the camera will 
cut to a view down the 
scope. How the controls 
account for this change in 
perspective will be crucial to 
the game's coherence -
though it certainly evokes 
the drama of the films, you 
wonder how the player will 
know where he's going. 

Apparently, Bourne's new backstory has been given the 
go ahead f rom original aulhor Robert Ludlum himself, 
and the films' screenwriter Tony Gilroy has been involved 

Robert Ludlum's The Bourne Conspiracy 
High Moon ups the bloodshed as it cherry-picks from the 
various incarnations of the rough-and-ready spy franchise 

•gh Moon Stud os s Qu CO< ~o state 
H that •ts gafTie has been des gl'ed as a 

th rd t er to the Bourne franch•se, 
accorrpany1ng the books and f 'ms rather 
than pursUing them The fact that ol aVOidS 
using the likeness of Matt Damon 1s a po1nt 
10 H1gh Moon's favour and, wh e the game 
recreates the introduct•on to Bourne seen 10 

both the books and f 1lms. n seems that 1t 
then diverges 

Open1ng wnh the amnes1ac and bu et­
nddled Bourne f oat•ng unconsc oc~s 1n tne 
sea, tl>e f1rst sect on of :he ga'lle nvolves 
h•s attempts to d1scover more about h s 
1dent•ty it Will be fam11iar to those who've 
seen the films. and as things go wrong for 
Bourne at the Amencan embassy in 
Switzerland 1t helps to establish two of the 
three pillars of gameplay: hand-to-hand 
combat and evas•on A t1mer ticks down to 
total oc><down, and Bourne sl•des under 
c os1ng secunty gates w th a quick button-

The combat's fast·cuts convey the 
economy of motion employed in the 
mania I an of Kali - the choreographer 
used for the films has been used here 
to authentically recreate their a«ion 

press. it's d "ICllh to tell exactly where the 
d sMct on hes between the player's dlfect 
control of Bourne and the many c•nemat•c 
moments where the interaction 1s lim•ted to 
timed button-presses. Part of the diffiCulty 1n 
distingUishing this IS due to the smart 
dynam1c camera system that makes quick 
cuts on the fly, recreating the films· energy 

it's a system that adds considerable v1sual 
sheen to the combat, even 1f 1t prompts 
concern over tne degree to wh eh the payer 
•s actually involveo in 'llakmg n-game 
decis ons Wh le fight•ng, a gauge bu1lds up 
w1th every combo. allow ng you to execute 
Increasing numbers of contextual takedowns 
- H1gh Moon has worked to create d•fferent 
moves for every inch of the environment and 
they m1m1C the speed. brutality and mgenUity 
of the films, with Bourne often employmg 
mundane objects to v•cious effect W1th a full 
gauge and mult pie aggressors, you can 
execute a senes of cinematically framed 

While in other areas direct control of Bourne looks to 
be limited, the gunplay prom1ses to be involving and 
uses a cover system akin to that seen in GeatS Of 
War- from whence the game's engine also originates 

takedowns in s ow-rrouon -quiCk button 
presses once aga•n determ1n ng your success 
at. rather than the nature of, the sequence. 

The th1rd component of the game's 
action IS gunplay- wh1ch may be a surprise 
to fans. as Bourne's def1ning feature has 
thus-'ar been h1s rei ance on more low-tech 
methods. However, High Moon has contnved 
a decent enollgh excuse for the game's 
considerably higher body-count by setting 
much o' 11 1n Bourne's past - as an assassin, 
Bourne's m•ssions are cont nually botched by 
bad •n:e l•gence, lead•ng to the kmd of 
excess1ve carnage that 1n1t1ates h1s eventual 
breakdown. Such act1on IS not separate from 
the game's other principles of evas•on and 
hand-to-hand, however: each element runs 
flu idly into the other. 

With every successive v1ewi ng Bourne 
certainly looks better and better, but we do 
worry that these looks may be com1ng at the 
exoense of tne player's ab•l•ty to d rect tt>e 
act1on. As pleasing as 11 m•ght be to see 
Bourre d•spatch an enemy w th a pen, it wJII 
only be empowenng 1f the player 1s 1nvolved 
,n the dec1sion to do so- cmemat1cs 11'it1ated 
by button prompts are anathema to 
gam1ng·s strength of •nteract•vity 



Turok 
Ext inction was on the agenda, 
but t he old fossil's got some life yet 

T 
urok's TGS demo oeg ns at a crash 
Site. You're InStructed to check the 
wreckage w1th your team, and begin 

mov ng through tre tr- gh·h gh grass towards 
the smoke Ar> enemy sold.er appears. and 
you take n1m down re awefy eas1 f· Two 
others appear near the wreckage and begm 
moving towards you, usmg cover and f1nng 
Their shots f ly by; you re n usua Fi'S comba~ 
mode. and then sorrelh :1g out o• the 
ordinary happens the grass beg ns movmg 
Sudden y, d nosaurs are everywhe'e 

They run at the eneMy, thef ru'1 at 
your teammates. they run at you Tne 
grass obscures them unti l they re INT!h n 
leap1ng d1stance, and you frar~ ea 'y 
backpedal, I ring blindly 1r>:o tre fo age­
but one I an<s a 'la sends you flymg tJE·ore 
savagely Jumping on top of your prostrate 
body The camera quickly changes to 
th1rdperson and you barely f ight 1: off, 
your hands clamp ng 1ts jaws shut wh1le 

The world shoW<ases some bizarre human foes, but the true 
stars will bt the hulking T-rex and fellow carnivores - it's 
hard to 1mag1ne that popgun mak1ng much of an impact 

Using yow squadmotes •s a big 
part of tht ~ ond ~ 
~-IOhetp,_.,..., 
prtl9R'SS loob e a aeassary 
..... at IN5I"' .. ~stages 

yo-~ ::esc.e ately lxk ~ n the stomach. 
Tne :.. of the r.urran er.,m es s 

conv10c ng Comoa: wrth ndMdua s 1s an 
nstL'lC"..ve miX o· duchng and bobb ng 
around L'le ·obage and CDVf!{ usmg the 
er.. o mem to obscure )'Ot.:~ f and easily 
PIUI!19 a few off 3u: groups they re 
Ei.'la accurate · re o ns your ont1on. they 
aovan<tc quiC Jy ana ourOOSEfu ly, and when 
you try the same ma:10€mre tWice they' I 

punish you for •t. The dinosaurs, on the 
other hand, are straightforwardly vicious, 
huntmg in packs and attacking qu1ckly 
though not always d1rectly lt's not 
uncommon to see two or three d tferent 
grass tra1 s head ng at you, and have a nasty 
feeling there are another few offscreen. 

Th1s 1s why Turok has the potent1al to be 
a great game: both types of enemies are 
deadly and c1early d1fferent n the1r tactiCS, 
and solo are JUSt abou~ beatab e Together, 
;hey re form dable. and so a great deal of 
your strategy has to be coaxmg them m to 
confrontation with each other, lett.ng each 
s1de wear down before gettmg 1nvolved 
yourself. Get caught 1n the middle, and 
you're dead. 

The 01ly blacK marks ngh< now are 
agamst the graph1cs, wh1ch are somet1mes 
rud,mentary by today's standards· the 
grass in part1cular 1S well animated, but 
blocky and rough-look1ng up close. Enem1es 
also occasionally appear from a 1ocat1on that 
you·ve scanned as c ear Such issues should 
be taken care of 10 the remainder of 
development, although the lat;er po1nt IS 
grudgingly admissable given the game's 
dependence on shock1ng you out of lulls All 
th1ngs considered, Turok 1s lOOking good, and 
an essential re1nvent1on of a series 
that'd become somewhat 1rre evant 

FO~~AT. 360, PS3 
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ORIGIN CANADA 
RElEASE Q1 2008 

Turok is set in the 'near 
future', and you take the 
role of Joseph Turok, the 
latest in the lineage of dino 
hunters The plot revolves 
around his ex-mentor, 
Roland Kane. a war criminal 
who has been chased down 
to the planet where the 
game is set. And naturally, 
he has an army protecting 
him. The dinosaurs are 
native to the planet (the 
comics have featured 
'bionisaurs', altered by 
humans with implants) and 
will include herbivorous and 
non-threatening species as 
well as flesh-hunters - of 
which raptors, carnotaurus, 
and (of course) the T·rex 
have so far been seen. 
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Journey Of Dreams' boss 
encounters are a mixture 
of old and new ideas - of 
the three we've seen so 
far. two were similar to 
creatures in Nights' original 
outing - a balloon monster, 
which you latch on to and 
propel through a series 
of gates, and a giant 
toothsome fish. The 
remaining boss was a more 
novel proposition - a 
chameleon that conceals 
himself behind the 
background through which 
you can cut circular chunks 
by performing loops. 

Nights: Journey Of Dreams 
Finally, we get t o see if Nights' purple 
leotard st ill fi ts after all t hese years 

W 1th S~a seemingly nervous about 
lett1ng the press get too close to the 
controls at Leipz1g, it has been a 

tortuous wait to see just how fillthfully the 
classic game for the Saturn has been 
rev1s1ted The ongtnal act on adventure 
p1oneered use of an ana ogue st o< ;o d1rect 
the androgynous jeSter. N ghts, n an aena 
ba e: through lush. VIbrant dreamscapes. 
although these were 30. Ntghts only had 
freedom of movement W1th1n a stng e 
plane, h s aerobattc loops and d ves only 
determtn ng htS he ght and distance along 
a preset path 

The forthcom ng recreatiOn for the Wi 
gives you the choiCe to control Nights etther 
w1th the Remote or by a comb1nation of 
Remote and Nunchuk The former uses the 
Remote as a potnt1ng devtee, directing Nights 
towards a star on the screen. and the latter 
uses the analogue st1ck to dtrect Ntghts and 

the Remote's motJon se~s tiVity to execute 
spec1al mo\es. - r e' rs; suror s ng th ng IS 

that. when us ng tre tltunchuk. N1ghts' angle 
of fl grt s not f u'd'Y determ1ned by the 
analogue st cK, but seemmgly restncted to 
thee ght compass-point directions with little 
more freedom than that wh1ch could be 
expressed on a 0-pad and. g1ven the focus 
on aerobatics. tne result1s that hts contro 
feels oddly jerky 

In most other respects. however. Journey 
Of Dreams oVtngly recreates the or gtnal's 
expenence, furtl-ering the ga"1e's essenttal 
exuberance through ts v1brant graphics and 
exh larattng. JOyous soundtrack. Sega has 
added to the traditional formula. too. there IS 

now a greater vanance n the ObJeCtives of 
each level. requtring you to collec t items from 
enemies and. towards the end of a level's 
fltghtpath, the po1nt of v1ew moves beh1nd 
Nights. allowing you to control movement 

Once again, Nights' purpose is to help two troubled 
youths overcome their fears. The fish·like Girania, above. 
can be turned into a doud of coloured balls - by looping 
these you destroy them. and Girania becomes smaller 

more IKe a conventiOnal fly1ng garre. There 
are new secttons that break up the more 
conventional cha'lenges- a boating sec11on 
sees Nights rescue fnendly creatures from a 
nver. and another features a rollercoaster. the 
player extendtng the cart's four legs, Wacky 
Races-style. 1n order to collec t objects li ttered 
a round the path 

Though the slight clunl<1ness of the 
controls gives us pause. th1s latest 1ncarnatton 
looks set to build on tne nostalgia that ma<1y 
hold for the ortg1nalt•tle The quest•on s 
whether this w1ll be e11ough to establ1sh itse ' 
as a success w1th the Wn's expanced 
aud.ence. Though t fondly recalls the h1ghly 
saturated v1suals of many a Sega class,c. they 
certainly don't compete with those of Mano 
Galaxy and you may well wonder if N1ghts' 
restricted flightpath will baffle new garners 
as much as 1t delights those who 
remember its origmal incarnation. 

If you choose, you can roam the levels on foot as one of 
the two rather uncanny-looking children, but you are 
more vulnerable in this state than when playing as Nights 
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God Of War: Chains Of Olympus 
The sleek Greek killing machine is back, and 
ready to carve up throats on t he small screen 

The mystique around the 
game is that it should 
elaborate on Kratos' 
motivation for his actions in 
the subsequent games, and 
the most obvious storyline 
from that series perspective 
would be the appearance of 
his brother. The latter 
features m the background 
of the first game but hasn't 
yet made a fully-fledged 
appearance, thanks in large 
part to the fact he's dead, 
but a promise has been 
made of a trip to Hades. it's 
hardly going to be Dido and 
Aeneas, but the game has 
licence to elaborate upon 
these vague references in 
the finest mythological 
fashion, so sibling rivalry in 
the underworld will 
hopefully turn out to have 
some impact upon the 
game's story. 

T 
here's someth ng 1ha1 s appea ng 
about the God Of Warser es beyond 
1ts combat and centra mechan cs 

it's the settmg Greek Myth has such a m1x of 
hero1sm and human1ty, 1s so ful of the c ass1c 
archetypes for a! stores, that ~ prov des a 
tremendously compe ng backdrop 'or a 
v deogame - espec a ly and appropr d~e~ a 
brutally v1olent one Ano:her pa'1 o' myth IS 

vagueness, events that can onr, be h :1·ed at 
and must always be p1eced mge~r.er a· a 
distance from the event. Before Goo o· War 

makes a blockbuster return on "53 Reaoy 
At Dawn Studios (previously beh1nd the 
accomplished Daxter spin-off on PSP) 1s 
gomg to Investigate a hidden part of the 
myth-kitty on the small screen. 

God Of War: Cha1ns Of Olympus is a 

The Attica level follows the templates laid out so well by the original, and is full of effective 
su ipted moments - the ships in the background destory the scenery, the cyclops destroys walls 
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prequel to the orig.nal. it chrome es the 
decade of servitude that Kratos gave the 
gods of Olympus and begins in Attica, 
watch1ng a fleet of Pers1an sh1ps invade. lt IS 
one of the most remarkable lookmg games 
yet seen on the PSP: there is a huge amount 
of detail in the vista, wi th burning ships part 
of a much larger fleet and mu t1ple parts of 
the background operating 'ndependent1y. 

Desp,te the difference 1n settmg, the 
sectiOn played through was very s1m1lar to 
the open,ng of the first game, so S1m11ar m 
fact 1t could almost be taken as a tr·bute act. 
There are all the familiar attacks and fluent 
movement between targets, with one or two 
new add1tions such as a very useful cham 
move that sweeps entire groups of enemies 
'n front and behmd out of the way. There are 

As ever, the game features QTEs for everything from 
opening a door to hitting a basilisk on the head with a 
column, and though hardly onerous. they' re familiar. 11 
would be good to see the game as a whole adopt a little 
more originality in interpreting the series' conventions 

a few enemies to take care of, some corJtrols 
to learn, and then a cyclops bursts through 
the door. There IS a humorous ongmal touch 
here, where after you've won a QTE (it tnes 
to crush you mmed1ately) you separate and 
prepare for the f1ght, before a huge basilisk 
smashes through the wall behmd and simply 
eats hirn. The bas1hsk then goes for you. and 
the remainder of the section operates in a 
s1milar way to the Hydra fights of the ong nal 
game: the an,mation and graph1cal effects 
are leagues ahead of the ong1nal, however, 
as the screen-filling head moves n and out, 
breathing f~re and sweep,ng across the arge 
honzontal view the PSP offers 

Series trademarks also crop up, such as 
the m-engine cutscenes that move n and 
around the city to show the level of deta I 
in the environment, and some suspiCiously 
blank sections of the level where loadmg 
is obviously occurnng Tougher enemies 
also appear, like the King of Pers1a, who 
uses mag1c aga nst you wh1ch you can then 
claim after brutally mash1ng h1s head w1th 
a treasure chest. There are more pleasant 
touches such as the bas hsl<. runn ng away 
after your ~irsi encoLnter, then catch,ng 
glimpses of him 1n tl"e background of Attica 
moving through and destroymg more ~ 
of the c1ty as you progress ~ 



Echochrome 
A game built around impossible 
objects, with possible problems 

E 
chochrome, at the moment. ts a 
flawed novelty - with the potential 

to become a very good game if some 
·aults are ironed out. The game's world is 

constructed of, essentially, impossible objects 

:hat have the illusion of 3D but operate on a 

2D plane. A ftgure walks around the stage 

automatically, and you rotate the stage to 

create optical illusions and coherences that 
will allow t to negotiate the environment m 

previously-tmposstble ways. You can conned 

loose corners, make the f igure land on a 

Echochrome's mechanic is obvious in motion. but 
somewhat less so on paper: in ~enco, the gap at the top 
of this level could be bridged by rotating the level so 
that the two separate edges overlapped on the 20 plane, 
at which point they would join and allow the figure to 
walk between them on the 30 plane.lt works. honestly 

Patapon 
SCEJ fuses bemani 
with tribal warfare 

P 
ata pata pata pon. Pon pon pat.a 
pon. Those are two of the bea~ <"a' 
will be hard to remove from your 

head after playmg th ts qutte excellent 2D side 

scroller f rom SCE Japan and the creators of 

LocoRoco. You control a flag bearer, who can 

construct chants that w tll direct an ever­
tncreasmg army of, basically, walktng eyes. 

Time it correctly and, as you beat. they shout 

and respond to the instructtons - each 

combination produces a set effect - and it is 

possible to move the army through the levels 

smoothly and flawlessly, rackmg up a huge 

combo in the process. 
The first level is a simple affatr to 

familiarise you wtth the controls, and as you 

move through a fterce dragon gives chase. 

lt's no great threat, but keeping your small 

squad ahead takes some skill in measuring 

the beats out neither too early nor late. l ater 
evels become more complex, demanding 

frequent changes of the beat w htle 

maintaining forward momentum (which also 

has to be directed by chanting}, and tt's here 

you beg m missing opportunities and 
confusing the troops (who respond with a 

surface that seems some distance away (if he 

hits it on the 2D plane), and 'hide' empty 

space by moving the level to cover it -thus 

allowing the figure to walk over that space. 
The game clicks into place relatively 

quickly, with a black f igure (the 'echo') 

appearing at certain stages of the level, 

whtch you then have to guide the white 

ftgure to, which causes the echo to reappear 

elsewhere on the structure. The simple tasks 

to begin with work perfectly well, and on 

thts basic level Echochrome is very gratifying 
and well -executed. However, when you 

become more ambitiOus in attempts to solve 

puzzles, certain 'solutions' simply won't 

work. it becomes clear there are a limited 
number of ways to solve the puzzles 

'correctly'. and it will baffle as to why the 

game re1ects others that seem consistent to 
its rules. Fundamentally, Echochrome 
contradicts its own weird logic, and breaks 

its own spell over the player. 

Added to this, rotating the level 
sometimes feels a little slow. parttcularly as 

you can't slow down or stop the 'gure 

walk1ng - whteh eads to sorr:e frustratJng 
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moments, particularly when it turns around, 

and you then have to begin a different 

rotation so it doesn't fall off or move to an 
undesirable location. These difficulties of 

logic and controls may just be teethmg 

troubles. and ftxed by the final vers1on, but at 

the moment Echochrome IS lookmg like an 

occas1ona y charmmg and often 
frustranng drvers1on. 

There are some highly innovative 
methods of solving levels, such as 
moving a column in front of a gap, which 
will allow the walker to pass over the 
gap because it can no longer be seen 
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RElEASE: TBA 
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action, and in the battles are endearingly 
brave - it always feels tragic when one 
of them falls. The inspired design of the 
enemies, meanwhile, speaks for itself 

little 'wha ?'). lt suggests both a sizeable 

challenge, and prov1des, m contrast to 
LocoRoco's frequent lack of it, a sense of 

constant interaction. 

Spec1al mention must be made of 

Patapon's graphic style: clean, bright and 

thick hnes differentiate obstacles extremely 
w ell. Combined with the excellent audio, it 

never feels anything less that polished, and 

w ith an engag1ng central mechanic. Whether 

it can sustain this charm over extended play 

is yet to be seen. but it was a high 
point for Sony at TGS. 

For the most part, Patapon has its own striking and distinctive look, but in some of the 
levels and character animations the fact that LocoRoco's creators are behind it is obvious 
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f0R:1.~Al Wii 
PUB,ISH!R KOEI 

DEVELOPER: IN-HOUSE 
ORIGIN JAPAN 

REl(ASE: NOVEMBER {JAPAN), 
TBC (EUROPE) 

In battle, the 'active bon 
bon battle system' comes 
into play, whereby Opoona 
throws the orange bon bon 
that floats above his head: 
this is sparked by an arced 
motion of the Nunchuk 
(that can also be swerved to 
hit multiple foes). and is 
your primary method of 
attack against the nasties 
you'll be facing. Opoona's 
family have their own bon 
bons above their rounded 
heads (apart from his little 
brother, who has bon bon 
legs instead), and his allies 
all have some variation on 
the system. 'Throwing' the 
Nunchuk is responsive, 
although it was hard to tell 
how detailed the swerve 
could be - and whether 
hitting multiple opponents 
needed furious waving, or 
careful a1ming. 

Opoona 

The gameworld is full of characters and terminals that 
provide the usual RPG functions of offering you informatoon 
towards your next ObJective or an alternative task to fulfil 

poona 1s a Wn game de•e oped by 
0 another of 'he seem ngly I m1t ess 

JRPG 'dream teams', m•s 1 me under 
tne aeg s of Koe1 Sh1ntaro MaJ ma and 
Sach1k0 Yukomura. Dragon Quest veterans, 
head up art desogn and plann1ng 
respect1vely, whilE' for Fmaf Fantasy fans 
H1tosh1 Sak1moto •s sconng the game But 
in stark contrast to the h1ghly traditional 
and visually sumptuous epics that other 
teams are produc ng, Opoona is, 1n:tially at 
least. an understated atfa r - and all the 
more refresh1ng for 11 

The game's plot seems to cue up a 
relat1vely stra•ghtforward RPG, concentrating 
on the young Opoona·s quest to ' md h•s 
fa m ly who have mystenously d1sappeared In 
the usual fash•on. he meets up vv•th some 
hke-m1nded compan1ons and they go 
through the adventure together. But Opoona 
has another layer beyond th1s, 1n that you 
can qu1te happ1ly forget about your fam1ly 

and the mam adventure. and concentrate on 
hv•ng 1n the vanous colon es you f.nd yourself 
1n throughout the garne In one sense this IS 

h•ghly gwded, because censes • acqUired 
through prof1c er1cy n a pa~ cular jOb, are 
necessary to mo•e ''ee y oetween the 
colon es. and cou d be accused of s1mply 
replac ng the 'dragons e1e key' or somesuch 
But '" another respect t p aces the emphas1s 
on Opoona as a member of a soc•ety Within 
whiCh he must f.nd a n•che -you can choose 
the occupat•ons you want to specialise •n -
wh le cont•nu•ng an overarch1ng quest In 

~ ~ ~mnr 
...... ' 

this resoect t s somewhat al<on to grand epic5 
hke Shenmue, but Opoona IS dec•cated flfst 
and foremost to s•mplic•ty and ease of access 
for players of all ablht1es 

This can be seen most clearly in the 
controls, wh1ch use just the Nunchuk. One 
button opens the status screen to view •tems 
and the ke, while the other a'lows Opoona 
to use vanous 1tems he has selected, and the 
analogue stiCk moves 'llm around the 
enwonments t feels slightly strange to only 
be us•ng the Nunchu" when t has to be 
connected to the Wi1 Remote •egardless, 
almost a return to the dark days ol vv red 
controllers, but after a short penod 1t's a 
comfortable and respons1ve system -and the 
bnlliantly named 'ac:ive bon bon battle 
system' (see boxout) is an mvolving touch. 

Opoona is a singular t1tle among the 
softvvare appeanng on the Wi,, and its qu.et 
innovat1ons and senous <and successfu) 
effort to ofer simple controls w th•n an RPG 
irnerface are worthy of some notiCe In the 
ever-d sappo1nt1ng absence of the ikes of 
Mother from western ~hores, 1t would oe a 
Pity •' Opoona's s1m far candy colour ngs and 
s ightly odd elements stop Koei irom ~ 
releasing the game outs1da of Japan. ~ 
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FOR~'AI 360, PC, PS3 
PUBLIS~ER: CAPCOIII 

OEIIHOPER: IN-HOUSE 
ORIGI~ US 

REUASE: Qt 2008 

:.-:-u .. T OS 
1'\.o_.s-;o TECMO 

DfVEloPf• TEAM NINJA 
OR G ~ JAPAN 

RElEASE Q4 2007 

Devil May Cry 4 
Hell is looking even more heavenly as 
Nero fiddles and Dante's inferno burns 

D 
evil May Cry 4 IS brash. beaut ful, 
and a huge amount of fun to play 
it's also a little d1sappoint ng, 

seeming like little more than a cosmetic 
upgrade from DMC3 Playable at TGS was 
an ent~re eve! as Nero running though, 
areas wou d be cordoned o" by fam1liar red 
g ow ng wa Is. enem es dropped 10, and 
f1ght ng began it's the same as always, w.;h 
a few new moves. and knocking foes around 

and racl<ing up combos IS easy for a DMC 
veteran (or, frankly, even for a newcomer) 

The locatiOns are beaut1ful, of course. but 
seem very narrow 10 scope - as you PflSS 

through a wrecked town with demons 
merrily jumping on cars and running through 
the streets, you can't leap over the two-foot 
barner to '1ght tnem !desp1te executing a 
1 00-foot jump 1n the prev1ous room). but 
have to merely watch the an1mat1ons play 
out. This sequence showed another of the 
game's problems- after clearing the prev1ous 
sect1on, Nero enters a door. a load1ng screen 
appears, and the cutscene showing demons 
and cars beg.ns lt ends. you move Nero past 
the ba cony and about ter> steps, a no tnen 
there's another door and load ng screen. t's 
h1ghty diSJOinted 1n this sense, moving from 
the smooth and stylish f1ght1ng to needless 
cutscenes and frequent loading sceens. 

But overall the combat is why DMC 
works, and 1t works as effectively as ever 1n 
th s tera: on lt looks great. plays wel.. and 
Wl no couot se I loads of copes. You just 
WISh Capcom would address a few 
pac ng and 1ncons1stency n1gg es. 

Ninja Gaiden: Dragon Sword 
Like t he init ials, Tecmo's series 
fits perfectly on to the OS 

N 
tn,a Ga den OS may seem ;o oe a 
\IIOrld away ·rom ts b g brothe·, but 
t shares one cruc a charaaer st c 1t 

IS a dream to control t adapts what by now 
must oe ~nown as ~he Phan:om Hourg ass 
r.:e...=ace :)yu responds to your szylus. 
fo low.ng a oo r.:er around and a:!aCKing 
ene~ es accord ng to the d rec or and 
numoe• o' your s~okes, nto trademark NtnJa 
Ga den combat Wltnout sk1pp1ng a beat. 

The DS is held venically ~nd only IM toudtscreen is used for 
the main action (the othet display showing a map), allowing 
some panoramic moments abovt foes - the levels also tend 
to be of various heights and layers rather than hotizontal 
width, and still allow for some fast and efficient movement 

t 1s simplimy Itself- a vertica stroke 
becomes a vertrcal sword stroke, a horizontal 
stroke becomes a honzontal sword stroke, 
combimng the two has the obvious effect, 
and tapping on enemies throws shuriken at 
them. Spec at moves are activated by bu lding 
up a comoo meter and then 'drawing' a 
Sanskr t cnaracter wh1le the act1on pauses. If 
completed successfully, the spel can then be 
gu1ded around the screen. Ryu moves qu ckly 
and fluidly, zipping from opponent to 
opponent (we saw up to f ive onscreen at 
any one time) and destroying them with a 
few well-placed str kes. 

The camera angles are tyo ea ly h gh 
above tne enwonments (wh eh are 
prerendered rather tnan fully 3D), rer1ov•ng 
any possioil1ty for confus1on. although for 
a red dragon boss 1t switched to a v1ew 
behind Ryu that tracked the opponent's 
moves but occasionally lost sight of him. 
However. the mmed1acy of the controls 
allied to the fluid1ty of the combat will ma(e 
th s. oarr ng d sasters, one o' tne 'Tlost 
ntU1t1ve and enjoyable act1on 
experiences on DS 
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FORMAT: Wii 
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ORIGIN: JAPAN 
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The initial trailers of No 
More Heroes showed 
extremely violent combat, 
w ith heads flying and 
bodies sliced with gay 
abandon. Howeve~the 
recent TGS demo showcased 
a much more visually 
imaginative and, frankly, 
enjoyable effect whereby 
enemies' limbs and torsos 
exploded into shards of 
black pixels and odd round 
shapes. Unfortunately, it 
seems that this version is 
reserved for Japan (where 
the laws on violence are still 
remarkably strict) and that 
those of us in Europe and 
the US will get the gory, 
version. Time to start the 
internet petitions. 

Whatever happened to all the 
heroes, all the Shakespearos? 

S 
uda 51 has a CV that both inspires 
and ternfies: while there's no doubt 
that Killer 7 was one of the more 

offbeat and imaginative titles of the recent 
past. it's been accused of having more mouth 
than trousers. No More Heroes IS lookmg to 
address that w1th a mixture of style obsess1on 
and lightsaber combat, bringmg more 
foundation to go with the visual impact. 

The game begins w1th Travis Touchdown, 
a loser otaku, who wins a beamsword 10 an 
online auction and (naturally) kills a local 
assassin, Helter Skelter, with it. Follow1ng 
this, he is ranked 11th among the assass1ns 
currently operatmg in No More Heroes' 
world, and sets off to find the other ten and 
make himself number one. While the story is 
typically unpredictable, the game's basiC ten­
boss structure might not seem so. Until you 
realise that No More Heroes takes inspiration 
from (of all games} Shenmue. it's set in a 
free-roaming city where you can search out 
missions and day JObs en route to the ten 
assassins, such as making yourself a garbage 
collector and other part-time JObs. Travis can 
move through the city on foot or on his 

Enemies come with various types of weapons that affect 
thei r fighting style, and standoff moments become a test 
of your Remote reflexes. Shall we call this the Wii QTE? 

d1st1nctive Schpel Tiger, a monster bike that 
looi<s extremely desirable indeed. and 1s 
simply built for high speeds and drih turns. 

The combat is the crux of No More 
Heroes, however, and it was here that the 
recent TGS demo focused. Travis' beamsword 
1s used by pressing the ·;:.; button and 
sw1shmg the Wii Remote when prompted for 
a i.msher, but any sense of having a very 
powerfu weapon is somewhat dulled by the 
fact that your enemies take lots and lots of 
h1ts to down. Quite in contrast to the trailers 
that show foes being split in two easily and 
los1ng the1r heads, in practice 1t feels less like 
a g Olo'l11ng arc of destructive energy than a 
ner SliCk. 

The demo was admittedly quite limited in 
scope, consisting of a warehouse where 
severa baddies were roammg, waitmg to be 
endlessly pummelled w1th your fists, feet and 
beamsword, and it quiCkly proved slightly 
repet;tious. Relief was occasionally provided 
by VIolent and visually impressive spec1al 
moves, with explosive confetti-like endmgs 
for the enemies (see boxout), triggered after 
a number of combos were strung together 
and by following large blocky arrows on the 
screen with the Remote. The combat does 
promise more depth than this showing, 
however, with an emphasis on switching 
between the three stances (by holding the 
Remote at different he1ghts) while keeping 
the sword charged up: it may be that a short 
demo is not the place for such intricacies to 
be shown at their best What it d1d show off 
to its full effect, however, was the animation 
for sword recharging (achieved by hitting the 
'1 · button and shaking), which is surely 
destined for some kind of infamy. 

Needless to say, the game is visually 
distinct, with a dazzling combination of 

No plot details have been released outside of the game's 
beginnings, but Travis seems to have a sizeable roster of 
friends and foes quite apart from the cannon fodder 

sharp edges, eel-shading and, for want of a 
better term, geek attitude. This is manifested 
most obviously in Travis himself, who can be 
dressed up in a huge array of different 
costumes (there are over 100 separate 
designs for his T-shirt alone), while the city 
has a grim urban aesthetic underlying all 
sorts of neon cool, from police tape and 
yellow sunglasses to the fly-posters that 
decorate the walls. Overall, No More Heroes 
is technically competent and graphically 
creative, with just a few combat elements 
needing tweaking to ensure it doesn't slip 
behind the standards of 1ts sometimes 
brilliant, sometimes flawed, always 
distinguished elder brother. 



Time Crisis 4 
You know how it goes: shoot, shoot, 
shoot, duck, reload, shoot, etc, etc 

he plots o' vtdeogames are T wonderful thon;:~s somet mes Ttme 
Cmis 4 begi'1s woth two agents sent 

to nvestogate b ack-ma•ket arms dealing. 
After being assau ted at an aorpon. escapong 
o a he'icopter and shooting through the 
streets, the baddoes gradually become 
booweapons. one of them has a magnofocent 
weapon arm' woth all sorts of functoons 
ncluding a tractor beam, and ot turns out 
that all along it was an attempted coup 
against the U5 government. Great stuff 

it's all completely irrelevant. of course 
Ttme Crists 4 revolves around shoot ng a lot 

As ever, it's easy to slip onto lulls w forget obout tM 
ever·tidcing timer at bottom r>ght that means game ovtt 

of badd es. then mOVIng s igh~ly 'orward 
whereupon another slew of baddoes appear, 
and repeatong these actions ad in'onotum 
through vanous different locauons. Described 
I ke that. ot'S a wonder that Time Cnsts os so 
much fun to play. it's breathless, the 
s•tuatoons get progressovely more ludicrous in 
theor setups and the enem.es get tougher as 
you move on. In a very small niche, it's 
peerless game design and Nex Entertaonment 
has only tweaked the formula minimally ­
such as allowing limi ted control over your 
movement and foring posotion behond certaon 
bits of cover, and adding a grip to the 
G-C on 3 so the gun can be comfortaoly 
held woth one hand or both. 

The G-Con 3 wdl ship woth the game, and 
os very somilar on form and funct on to •ts 
predecessors, although an improved method 
of target.ng makes 1t compatible woth 
modern iVs the Guncon 2 was only capable 
of worlong wotn CRT screens). Some games 
need chang ng O'.e' the generatoons, but 
Tme Crrss doesr t - fOv <now exaG 1 what 
<he garre be <e wna< ; wr oo ~ 
,md whe~her you1l e~ oy" 3- seye ~ 

Space Invaders Extreme 
With longevity like this, these onvaders 
could show Lazarus a thing or two 

The formations and attack patterns of these Invaders 
~ar little relation to the origiMis (barring the frequent 
llibute moments when they slip Into it), and their speedy 
loops and divebombing will see a few humiliating deaths 

he hostonca ornponance o' Space 

T Invaders os a fact. but o•er ;ne years 
successive remakes tnat d d I tt e 

other than replace the coloured str ps of 
p astoc woth coloured poxels have perhaps 
tarn shed the game experience somewha: 
t s thus a great joy to play Space Invaders 
Ex:reme, a game that has taken ~he core 
e ement o1 the ong na and moxed on 
ump~ee'l new tncks learned from modern 
shooters creatong a thorough y new take 
on the ser es 

FOR~'AT PS3 
PUBLISHER: NAMCO 
DEVELOPER· NEX ENTERTAINMENT 
ORIG ~: JAPAN 
Rfl!ASE: Q4 2007 

The most obvoous insporattons are the 
kes of Lummes and Every Extend Extra· as 

the onvaders descend, your shots add sound 
effects that correspond to the musoc, creatong 
an aural accompanoment to your shooting 
that complements the actoo;-o perfectly. The 
nvaders do move tn the tome-honoured 
fashoon, but they have other patterns 3nd -
most cruc a ly- c eanng one wave simply 
throws another d rectly at you, woth no 
pause 'or a new screen or level. it's a 
thought ess expenence at tomes, on the sense 
that you'll be so concentrated on foring and 
dodgong that the game and effects become 
all-consum ng 

There are new weapcns, new enemoes. 
dofferent ways to dospatch enemoes 'or 
d fferent bonuses, huge boss spntes 
surrounded by personal bodyguard waves of 
onvaders that take up the top screen of the 
DS, and very well-realosed bonus levels that 
are as compellong and challengong as the 
maon shootong From forst soght, this os already 
lookong loke a defonotove reworking of the 
classic, and will hopefully bnng ot ~ 
pulsatong and fonng onto the present ~ 

You have several guns that can be 
switched ~tw~en when in cover, though 
it is essential to cons~rve tMir ammo for 
the everyday challenges- such as a few 
pursuing choppers in the financial district 

FORMAT: OS 
PUBLISHER· MIDWAY 
DEVELOPER TAITO 
ORIGIN JAPAN 

•• • •• .. 
'"~" ". 

Firing over the OS bridge is frequently 
incorporated and may initially see a few 
bad shots, but it's quickly second nature 
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FOR'I.Al: 360, PS) 
PUBLISHE~: 03 PUBLISHER 

OtVtlOPfR DIGITAL EXTREMES 
ORIGIN· UK 

~ELEASE Qt 2008 

The distinguishing characteristic of Dark Sector is the 
protagonist's arm. which has several different functions 
that allow a variety of special attacks on your enemies 

~ Rez HO 

FORMAT: 360 
PUBLISHER. MICROSOFT 

DEVELOPER: Q ENTERTAINMENT 
ORIGIN: JAPAN 

RELEASE: Q1 2008 

lt looked good at the tim<!. bU1 high 
definition lends Rets fine graphic details 
even greater rmpact. it's remarkable how 
fresh it slill looks compared to new titles 
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The cult on-rails beat­
shooter returns on XBLA 

M 
1crosoft announced dunng the 
Tokyo Game Show that Tetsuya 
Mizuguch1's famed rarl shooter Rez 

w1ll be com1ng to Live Arcade Rez HO •s a 
straight port of the Dreamcast cng1nal nto 
wrdescreen 720p and ~.1 sound. Though rt 
keeps its frve levels and var ous olay modes 
1ntact, M•zuguch1 cla•ms t fu 'i s his rnrt1al 
v1s1on for the game sharp, wide, no Jagg1es. 

Most games benefrt from a dar~ened 
room and the sound turned up, but these 
were intrrns1c to the Rez experience - that of 
poundrng bass that all red perfectly wrth 1ts 
puis ng vrsuals and an almost instinctrve 
targe\ing of charns of enem1es - and one 
that 1he move up to 360 wrll grat1fyingly 
amplrfy. And. hopefully, also make up for 
the lack of new levels. 

Regardless. it's testament to Rez's 
superlative art dcsrgn that it looks JUSt as 
vital, radical and allurrng n 2007 as 1t drd on 
release in 2001 Yes. h1gh defiMron cena1nly 
helps. bu1 all that extra clar ty demonstrates 
JUst how perfectly defrned rts vectors. 
textures and planes were from the very s:art 

Though orrg nally released amid crres tna: 

Dark Sector 
A game with a familiar mechanic 
that's not so much dark as empty 

nfortunately, Dark Sector gave a bad U showing at TGS. Initial ly, it's almost 
rmpress1ve. but 1t wears 1ts love for 

Gears Of War on both shoulders. And the 
rest of rts body too. 

Next to such a flurd one-button control 
method. Dark Se<ror stumbles badly, making 
rnte•act orrs wrth scenery and combat almost 
exactly the same, but needless y alterrng the 
controls Hav1ng to press A to cover then 
being prompted continually to press B to 
vault over that cover seems like a po1ntlessly 
clumsy change for the sake of 11. If you're 
go1ng to rrp off a good game mechanic 
noted for rts flUid ty and ease of use, rt 
needs to be done properly. 

Combat IS rrksome because o' the 
camera's hab1t of go1ng haywrre when you're 
10 cover and try1ng to sweep the battlefield. 
and this frequently results in your getting 
f lanked or shot 1n moments of mechanical 
confus1on. Graphrcally. 1t's perfeuly passable. 
but in mot10n enem es frequently repeat 
moves and anrmat ons W~en rn combat. 
tney respond well to your stayrng rn one 
place, covenng and f1r1ng, but are very slow 

·t was a p ece of 'synaesthetic' art, Rez didn't 
sell part cu arly well Perhaps the low-cost 
d1stribunon Lrve Arcade offers might 'rnally 
g1ve 1t proper return, but rt seems to be a 
move that M1zuguchr h1mself has inst•ga ted 
he claims 0 Entertainment had to buy the 
licence back from Sega. 

The announcement came alongside news 
that 0 Entertarnment 1S also working on a 
versior of Every Exrend Extra. suffixed 
Extreme, for XBLA, as wel as ports of 
Treasure's lkaruga. Tarto's Ex•t and 
Warashi's Tnggerheart Exehca 

The interior architecture of the locotions seems slightly 
familiar. particularly the likes of open courtyards and 
long 'corridors' through streets. lt's all highly unoriginal 

to respond to movement at t1mes and others 
are JUst pla1n stup1d 1n our sessron. one 
enemy flanked successfully, but rather than 
shooting took ·cover' 1 n the open. 

At the moment, Dark Sector is a poor 
quality clone of a better game. and most of 
the things it does well are a resu lt of 1ts 
Unreal eng,ne rather than good des1gn lt 
will need a very strong fm sh to deve opmenr 
to stand a chance of berng worthy of ~ 
1ts rnsorration ~ 

Rezwas distinct for a fulsome roster of extra ' levels', play 
modes and avatars. which would unlock over time. Surety 
it wouldn't hun Q to add in on~ or two new secrets? 









The roleplaying man 
Hironobu Sakaguchi <s the founder of 
M1stwalker studiO, which is currently 
developing Lost Odym'y for Xbox 360 The 
creator of the Fmal Fantasyserres. he has sad 
1n the past that he IS dnven by a des.re to 
Integrate narrauves 1nto v1deogames. and has 
been involved 1n many of the console RPG 
genre's highlights, from Chrono Togger and 
Xenogears to Vagrant Story. Lost Odyssey 1s 
the second of two games M1stwa ker has 
comm•tted • ., deielop<ng 'or M crosott. and 

we spoke ·o "a aguctu aboli: :he game, and 
the past and future of the genre •o wh1ch 
he has devoted h s career 

Lost Odyssey has been in development 
for quite some tJme now ..• 

M_ ob,ec. "' t .e as g aptuca 
rea sm, so there was th s huge need •or 
realistiC CG for the characters and 
backgrounds and also the spec1al effects, and 
to ach eve the leve of deta1 we have 1n the 
game became a huge task. The h1gh level of 
deta in the 30 models and textures would 
be quite useless 1f the animal:lons don't 
match the quality, and you also have to think 
about things like fac1al express1ons. You need 
to know where you want to go when 
working on these ~~sues, what will be 
saiJsfactory, and dehvenng realistiC al'ld true 
faces n CG IS very chal eng1ng That's wry it 
comes on four d scs I rea ly am sorry about 
that, but we cou d not have 'ewer With the 
enormous amount o· g ach ea data 

feel wouldn't su1t Lost Odyssey, 1t's a more 
intimatE' and mature world 

lt looks as though the popularity of 
traditional RPGs is declining in Japan. 
What do you think of the current 
situation, and are you optimistic about 
the genre's future? 
I believe that RPGs are still very popular 
among payers, but thmk the current market 
doesn t have favourable enough condit1ons 
for the genre to be boom1ng I'm part:Jcularly 
talKing about the s1tuallon of gamer-oriented 
consoles Consoles like the 360 and PS3 have 
still to make a breakthrough 111 terms of sales, 
and the market IS very much about Nintendo 
The PS3 and Xbox 360 are clearly lack1ng 
utles to appeal to the Japanese gamer, but 
th s s about to change, and the Xbox 360 m 

part1cular has an opportunity to prove 1tself at 
the end of the year. Its hne-up IS the best 
Microsoft has ever had n Japan My hope •s 
that thiS Wll tngger aga n tne need to play 
these games 

Blue Dragon and Lost Odyssey are 
conservative RPGs. Was this deliberate? 
Yes, that was my idea when designing the 
llivo !ltles, I wanted them to be a conservative 

expenence and almost ke tutonals '" 
Japanese RPG culture. The systems are the 
ones I fll";t created years ago when making 

Fmal Fantasy games. My objective 15 to focus 
on the d ., a and the story, not only on 

"THE PS3 Ai~D 360 ARE LACKIKG APPEAL TO THE JAPA..'\'ESE 
GAMER. BUT THIS IS ABOUT TO CHA..~GE, A'\"D TFE 360 
IN PARTICULAR HAS AN OPPORTUNITY TO PROVE ITSELF" 

Were there any lessons from Blue 

Dragon's development that you took 
into cons1derat10n With Lost Odyssey? 

he:- o • · es a~ d oea o, different 

IS rr· 

VISIOO :1avtng sa::! • .a· •• 
may be some re;a which we were 
not consc1ous of The ooerung o· 8 ue 
Dragon is wmte and Losr Ooysse~ IS back. 
There are JUSt d1fferent conce;:.~ be nd 
them: thmgs 1ke a ·nose logos appea ng a· 
the beginn1ng of 8 ue Dragon somethmg 

screen but through the e•Pt'r ence of plc.ymg 
One key reason ·or Lost Odyssey comes ''Om 
:ne ma n plot il'le story of a man who nas 
hved tor a thousand years IS ong na ly the 
work of a novel wnter named Sh1gematsu 
WrPn 11 comes to rne deeper e ements of th1s 

s~ you need to oe ab!' to de rver an 
.-mouona exper ence as wd so then you 
have a core 9<Jm ng concept, but W1th the 
ob ect e to make users feel and expenence 
emot onal content as well. So I needed to 
tn nk about how far Lost Odyssey could be a 
game and how much it had to tell a story. 
You can t 1mag ne how cha leng ng th1s is. 

With the tenth anniversary of FFVII. 
various titles based around that game 
and its name are being released. 
Considering FFV/1 was one of your most 
personal creations, how do you feel 
about the way it's being used? 
Indeed, lots of Fmal Fantasy games are 
be1ng released nowadays. Well, I don't have 
a speCific feeling about this. The way we 
used to make games was very much from 
a cr!'at1ve perspect1ve; we mvested all of 
our 1deas 1nto one s ngle title If new 1deas 
occurred dur,ng the process of development, 
we would iind a way to 1ndude them no 
matter what. So when the game was 
re eased, our m1nds were empty and dried 
out Then vve needed to begin th1nking 
about our next challenge. n that sense, 
the title of Fma1 Fantasy rea 1y means 
someth1ng: th1s was, and <S still now, my 
way of creat1ng games dnd challenging 
myself 1 thmk 11 1s d ' ritical process that 
has to be kept very much alive Videogames 
are both creattons and products. Otner 
people caf'! create products. As a creator. I 
know th1s game has to be a product. but 
from my personal point of v1ew it is a 
creat1on first and always: don't see other 
ways to touch people, to tngger an 
emot1ona response from them. 













hen Satoru lwa~a became pres dent 
and CEO of Nintendo 1n 2002, few 
preaiCted that he would change 

tl)e ;ace of gami!)Q His ambition to take 
VldeOgames beyond their traoittonal aud,er>ce, 
n part a solut1on to a cootinually shrinking 
marl;e1, has permanent y altered the Japa'lese 
ga glandscape. lt has become almost de 
nge\Jr to talk about the Japanese gammg sce'le 
tn the context of a vague rosy past, almost 
ambrvalent to wnat the current Japanese 
nfluence IS ach,eving n the tndustry as a 

whole. But •t's perhaps the case t'lat Jaoan's 
.. i'""'nn11;,fi,nn~ are now so prevalent tl'a: they can 

only really be see'l at a d stance: rather than 
Japal"leSe gam ng meanmg quirky titles with 
gaudy cOlour schemes and J-pop soundtracks, 
what about Brain Training, Wii Fit, or Talkma'l, 
the PlayStatlon Portable deVtce ~hat translates 
speech Into one of a flt..mbe( of other 
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languages' What the concept of •gam ng' 
bee= :ng synoo1rnous v. :n or act ea ? 

·e .,nee a:\d succe~s o• tt>e Japa~e gam1ng 
du>.ry IS, 10 recen~ ~ mes ~parab!e ·ram the great 

comebacks~ of Ni endo t's such a w.ae trumpeted 
story that ~Some have become oored o' 1, proOOt.:lC r.g 
the OS and W11 hardware as too g.rnm1cl:y and faddiSt', 
with too few 'harqo;>re' games and too much 1: ~haSJs 
on sales rather than sdtware. True, the stream o' ·os 
success•• and 'Wi1 sold out'· stories •s repett10us but 
tl'lere also exiS1s a kind of churlishness surrou1"1d1ng \tie 
change 1n the industry brought about by these consoles, 
and what it means for the future of softvvare 

rew gar:~~ng market ltl Japan, and a soc1al o~enomeno 
But why? lmtially, at east. the 1merface opponumties of 
the touchscreen alld IY'Icropnone in com~inat1on with t 1 

classic D·pad and buttons was crucial. The shorthand 
term for these n€'11 garners certa my ho os a c ue - the 
Touch Ge~ratlon' was born, and Wlth 1t new and 
surpnsmg opportunities Female players rapioly became < 
la•ge· proporuon of the market (53 per cent, it's cla1me 
and concerns OUite apart from techmcal specs saw 
N n~enoo th nking careiully about ti;!e aesthetics of the 
hardware 1tself The redes1gn of the DS nto the DS ~1te 
was a direct espon~ to th1s growing population of 1,1se 
makmg a small and des1rable object less distirgu shable j 
a gam ng device than ns buky s lver predecessor Walk 
into an electronics store's DS sect1on, and not only wi t 1t 
rave explode in size over the past year. but there willlM 
a wiaer demographic we1ghing up at the latest releases. 

QLoltoe apa1 from the market trends and 
demographics, it's a so true tha: the DS l")terface aliowe< 
creatlves to ante again focus on the core concept of the 
v1deogame. returning to that rcsy Japanese golden age< 
tl'e Farr•con\ when graphiCS were pn""l :we and concept 
was everything. os is commonly thoug'1t of as meaning 
'Oual 5creen', but N nte~do officially describes that as 
only a secondal)' mearung. the pr mary Interpretation 
bei~g 'DeVeloper's System·. becau~ · we be ieve t gives 
game creators brand new tools wh1ch will lead to more 
Innovative games for the world's players." 

T11us ~ar. the Developer's System has certa•rly deliver! 
on that prom•~ ol innovation. out in wtldly tangential 
ways Qu te apart from th!llikes of Bram Training. Most 
obviously, the D~ has become al'\ •con of everyday life In 
Japan. W1th many non-videogarne companies building 
ron·v1deogarre software for rt The irest d EngliSh for 
nternat1ona Commun•cation, a standard bu~ness 
commUI1icatior~s qualification, can be stud1ed vla DS 
software. DS owners use their hardware to check aspect 

OS browser 1s even useo to access 



-=m and de er the resu ts to 
-s ::JOW central to the pfatfom)'s range, a11d 
ne -.oes purely educatiOnal and hea.thcare products. lt 1s 
:Kom ng more common to see OS software beirg sold , 
c em sts and bookstores, ai?<J perhaps the f,na' seal as an 
o- c al tool of educatton came wh~ tntendo began 
-ak ng orders 'rom schools and untver.;ittes 

lls ongo ng success seems assured but there p;nght 
E~ be trouble for tbe console'S market, If not •or 

N mendo 1tself A Nmtendo statement at the end of 2006 
,:;ut ~ne ar.acn rate for DS software at 3 9 games per 
conso e While tbs looks healthy. t w1rl be 1nte <!Sllfl9 to 
s.ee " that level is marntatned n htture, ~rt culat!y g ven 

e nature of the software that l;las been f®:il notable for 
::s success on the platform, Stnce funct ona smg:e­
oorpose applrcattOns are very dtf4erent frorr games that 
can be 'completed' and have a tendency to date A DS 
owner may w;:mt Brain Training Z for ts stream n ng of 
:eatures or new puzzles, but 's hardly a sequel or even 
an essential up~ate, Game developers are divided over 
:h s huge potenttal rtlatket created by N1ntendo; though 
obviously a major 9pportunttY. 11 comes With big 
challenges l)nd a posstble danger for the ll'ldl.lstry. 

First and most obvtOU!ily, N nfendo has and always will 
produce the best-selling :software on 1ts platforms, WhElre 
a most every game tha• the cpmpany relea~s is a sales 
success, tt'Jird parttes by con·rast need to release 
numerous tit'es In the hoPe that one IMII be successful 

2004 are still present if) weekly ~op 30 sales chart$) Toat 
s11id, it's not entirely unreahstlt lO t11ink tt'Jat the DS. tre 
~f:Y Inspiration behind the worldwidE! bomn tn ~a~u<JI 
software sales, could also see its mark,et satur.;~ted Vvith 
low-qual w titles and be the cause of some kind of rnarket 
crash m the future. 

The growth m new types of hand held conso e U$e 
does not represent the only b1g cha'lge to affect t~e 
Japanese gammg demograpt">IC, however. While rpost 
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Mobife phones have also 1ntroduced a new financla1 
model it's common (a buy games online, t)'P'Cally via 
monthly sub~nptions - a mode that a~ the success of 
ITunes The Japanese mobile market has qoadrupled In 
size over the ..st four years, •rom ¥20bn (£83 Sm) to 
V75bn (£313m), ana the aecent specs of tOday's 
handsets, wrth the•• high-quality three-inch screens, mea 
that visually detailed games are becoming standard 
offerings_ Tile marke: is bolstered by new Instalments 
estabhsheo genres (such as Final Fantasy Agito Xl!ll ahd 
convers10ns of popular older tiUes iMeta' Gear SO/,d 
Mobt1el. and 1t's certa nty no c0<rK1dence that majOr 
•hlfdparty publishers are fo IO'Mng each other, domlflO· 

e n establishmg stanwlone mobile diVISions. I 



TV tuners. The cost of new, fu HO d.g1al v1deo cameras 
s also fallin!;l rapidly. So Japanese consumers are used to 

~~gh·performance electron c dev1ces at very 
.. ttrwl;;hl" pnces. At t'le s:a e e. 1owever. DVD 

very 'Tluct> the standard mOl/le format, and. when 
:old of :he need for a 11ew gene atoo of for(Tlats, 

hether HD·DYD or 8 t.-ray, conwmers hardly hear the 
even if ihose formats are rxesented alongs;de 

platforms w th asp ·a·tans as multmedla devices. 
Whel'l consoles choose to ay the hlgh·pe(formance 

they can': 19nore these o:a t es. By playmg the tO) 
Nintendo distanced tsel irom the technology race 

1ts Wil a simple propos11ron: t IS for gaming 
~<>nt<>rl':Oinm .. nt and pnced as such Clearly this frees up 

consumer to acquire a W. w thout having to vve1gh 
a ticl;hst of mul~1'7leO a features aga nst a h1~h price 

Without havmg to cor"Sickf Wh~e much bulk1er 
mlg!lt fit IntO :ne r AV ~dt; ps n add tiOn. the 

of dev1ces such as Apple:s :>oo n o•her areas 
cannot bai!Jnored, with ts new models eatii'JQ nto the 

arket for gadgets such as the neWly remodelled PSP 

So where does this leave those who ma e up the 
·adrt1ona Japanese gam1ng scer.e, those 11oble soJswho 

buy Xbox 360s and PS3s and the V!rtua F19~ter Ss and 
"dge Racers to play on them' Well. there's cr1 1ncreas ng 
neas1ness 11t ground level concerning the manner m 
hlch Japanese companies are loo!<lng to make games 
at appeal to the western rather thaP the Japanese 
arket Outsourcing here, too, 1s a part of developmen~ 

• ateg~es as 1t has been before (it may have been 
nth1nkabl~ ten years <190 for Nintendo to entrust the 
etro1d licence to a US developer). Yet the struggle of 
ayStat on 3 does most to llustrate the problem· right 

, •ts software cata ogue is dominated by western tit es 
nat ~ lrttle appeal to Japanese garners Developers 
ave long been wa :~ng ~or a sign fteant PS3 pnce cut to 

DUALSHOCK 3 

A great number of Japanese homes 
still own the seemingly indestructible 
Super Famocom, and it's still used by 
the kids at home when they're not 
playing with OSes. That willingness to 
play with the old next to the latest 
technology can' t be underestimated: 
the Super Famicom is a robust console 
with cheap games easily available 
secondhand, and simple 20 graphocs 
as opposed to 30 flourishes. When 
Shigeru Mlyamoto said, before the 
launch of the N64, that "I don't know 
if people want to play on the Ultra 64, 
in the same w ay that I don't know 
whether existing 16bit hardware 
isn' t sufficient for the player anyway,• 
it was less of a criticism of new 
hardware than an acknowledgement 
that, in Japan at least, specs will 
always be less important than 
what you do with them. 



In Tokyo. the secondhand paradise is 
Akihabara: but though still buzzing, it 
perhaps feels more empty than it did 
five years ago, with slightly fewer 
electronics shops and less wiry tangles 
and retro oddities in the ones still 
there. and simply less in the way of 
exotica. This may be a result of the 
seemingly endless attempts by the 
Japanese gaming industry to 
'regulate' the sales of secondhand 
games. Although the Japanese trade 
ministry had relaxed its latest law 
as of April 2007, its low-level effects 
may remain for a time. 

and V200.000 1£840) playing the game on a 
rnor:1hly bass but and e-. en less ded ice~ted entnuslasts 
happ ly spend 'iSO.OOO £21 0). Squadrons {essent,tally 
gu lds1 constantly form 10 tour-on-four or eight,versus­
eight con!Igura·JOns <hroughout Kizl.ma·~ nat(o~wlde 
c-etwork, waiting ;heir :earn's turn. dpnklng ora119<: JuiGe 
and eye1ng the merdlano se displayed in ~abinets right 
next to them, penda"'tS and T-shins priced from ¥500 (£2) 
;o 115.000 {£20 The arcade gammg environment in 
Japan 1s a par.:KL. ant b•oad church, however. Middle­
aged sa arymen hunch~ the ranks of ldolmasret 
mach1nes, on wh1ch a young starlet (and, eventually, a 
group of starle;s muso be gu ded fro!n their f irst awful 
renearsals to stad!Um-' IIT'g >.ardom. it'S p process of 
ta ktng to tne gJd, play ng rhythm-action minlg~fT\es to 
teach her ho'l\ to s ng, and even helping tw to get d1rt 
out d her eyes or prcMd:119 a massage. it's not the sort Of 
game you'o Ullaglfl~ 1mmed:ately t'anslating to other 

territories, but as a videogarpe it Sl!~c;eeds as a prime 
example of supremely addictive ano rewarding mechanic~ 
- the ge'1ius touch, of course, being tlle 'Manager'~ Card 
whic~ records each of your sessions on tre machine and 
llli<;MIS ~ov to continue your ge~me BtlY\Nhere acro§ Japar 
Via it~ network facility. Before, of cowse, sending your idc 
ihto on line competition, and troun<:cllg all-corners. 
Looking at the rows of brows wrinkled In concentration. 
the buro<:d-qown cigarettes forgotten in the ash~ra'f.i, 
and tl·e sheer number of machines which Qomili<M large 
sections of the .;ard-game floors in big a(cades, ]~pan's 
love aff ;lir With The /do/master Is obvious. That the game 
i~ responsible for selhng more OLC via Xbo>C L)ve- and, 
apparently, a rising attach rate tor the service in JapaJI -
than any otrer title 1s hardly surprising. 

Its Manag!!r's Card concept is mchcative of the 
G:>i'ltlnolng popularity of IC Cards in Japanese arc<Jd~~· th, 
technology offering up a range of types, from being 

compllltely !!Ssential to a game to being nothing ~r~ore 
than a record of statis,ic;s or a particular character 
modification. Sjnce Sega's success with cards in Virtua 
Ftghter 4, IC Cards have became ubiquitous for new 
games that hope to enjoy <my sort of longevity. 
Sangokushl Trisen js an indicative example, a huge s!Jcce~ 
among IC Card games, but unremarkable looking, Based 
around battling medieval armies, the setup is a board 
qlongslde functional graphiqs depicting the results of the 
engagements. The level of depth on t~a~ simple playfield 
is obvious 1n the repeat custom (bolstered by the fact tha 
you receive Cl random card to add to your army of thick­
nbbed warrlo(s with every play) and the i nt~nse eyes 
loc~ed on the rows of rnonltors whi~h are (aised beyond 
the poard for onlookers. Following a period when 
compllnie~ such a$ Sega had been losing a great deal of 
money with their arcade interests, and tre tcaditional salE 
of gaming cards In packs for around ¥500 {£2) apiece we 
proving unsuccessful, the team th<:~t came up w!t~ idea 0 

joining the game and the cards even more Intimately has 
been able to celebr;;~te ~ IJla~,slve suctess, A,nd this itself 
has offshoots: m<')ny of Siihgokqsht Trisen's most 
dedicated player~ carry leather wallets featuring plastic 
po~~et$ for their caras. some even wit)1 a 'Strategy guide 
Poking out of a satdiel, both accessories easily bought 
alongs1de the Gundarn rnerchat;~di~. 



Stepping back from obsess1ve 
= iea 'o r- e t resurgence of Japan's arcades 

os bttn a edestgn of venues whicn ta,lor each floor to a 
t ,uo~ence - 1n some of the 01ggest arcades there a•e 
rs for p a~ to watt the1r turn, reading a booK or 

"·ctJ ng !Ne a<t10n on screens. Countrywtde, and 
Jar. cularly outs1de of Tokyo, Sega has funded huge 
- anges to make 1ts arcades soc1al meetmg places and 
~ en dat1rg spots. it's a return to the early days of 
:oeogarrung in Japdn, wher1 the arcade venue was a 
J"nUlne rpeeting place and quite apart from the otaku 
!u ture that hoiiS characteri$ed it in recent years. Prize 
~mes h(e UFO catchers sit in the ent'ance hall, games 
at need to be played togetner (such as the recent quiz 

Answer X Answer, des1gned to be played by a boy 
g rij stand 10 banKs on the br ght open flOOrs, wh1le 

'hardcore' floors are giVen over to V1rtua Frghte~ 

a.nd card games The wider wortd 's Interested 
arcades as an extensior- of what it enjoys on DS. Sega 

IFcr>nn''~"rl th1s need and refasrioned its vehues to SUit 
So the inf uence of the Tovctl t;,enerat10n Is felt aga:n 
noticeable in almost any area of Japanese ga'n1ng. 

more obviously than others. A look at the Japanese 
charts In any given week Will show at least ~· of 

ten as OS t1tles, a'ld Enterbrain (draw ng data 
35,000 retail stores) attribu1es an mcrease n 

in the f1rst quarter of 2007 almost e • J to the 
of N ntendo's conso e V2Ti b o" f • 1- :le' 

to Y207 b1lhon {£880 en ~en " ·e sane 
nod m 2005. Recently. th~ re!a~nch c' "S= as PSP S M 

oeen successful. th<lnks m 'lO srna per.. ·o ti"Je a 
sorf1e h1gh-qua tty ong 'lai t:Jes. pnma Fma Fa r.asy 
Crisis Core, and Metal Gear 5o UJ Porta e Ops PillS 
eh sold a remarkable 93,000 copes '1 ts firs' week of 

-not bad for a rerntx .!.nd PSP·s total sales 1n 
now stand at a ttle less than 6.5 m1lhor~. 

Until the os·s arnva a combination o factors had 
Japanese game sales decreas.ng slowly but steadily. 
speaking to Japanese garners at t!1e Tokyo Game 
about prospeas ior 2008 bo;h MG54 and Fmal 

XI/I seem to be awa :ed oy a fana<1ca[. but 
small, f;lroup of fans, whi e ~e most antic1pated 

by an enormous marg n ts Dragon Quest IX. In th1s 
't now seems I ke an obvious chOtce oo Square 

part to '"lave made the game a OS exclus ve. 
Gaming in Japan has bot~ obvious features and 

undercurrents. The ongo111g success of Nintendo Is 
both from a flnardal and creatJve perspective, 

the concerns over market saturatJOn W1l not go away, 
no one knows what w1l happen to the entre Wu 

in the lorger :erm Sony IS playmg an tJnfamihar 
o' catch-up, and some publ1shers prev~ously 

""""''''""' to ~he PlaY$tauon brand are beg nrung to loo~ 
opportumt es in the west. whtle o·ners are I cen~ 
~ r popular v1deogam1ng Ps to pachmko a no pachlSio 

mach d ~ ~ aesp ~ being an unsett ed marnet, 
IS s· worth sto:;;genng amounts of money for 
mano.rlaa -=.., su a~ Sega Sammyl. But the new 
marb::rs that ha e been opened up 1n V1deogam1ng·s 
recent pas: rerra r. drawn 10 by N ntendo's OS, w"l1 e the 
tndvstr(s aoapta ·:on of games and arcades towaros 
seNtng th s new market have been success' ul 

The last v.estern game to ef'JOY susta ned and 
stgn,flcant success tn Japan vvas the P ayStatlOn 2 ;eraton 
of Grand Theft Auto San Andre<JS (whiCh sold around 
300,000 copies), but s1nce that t1me many western 
compan.es have been try1ng to promote titles that 
stood ttle chance of succeed1ng Wh1le there 1s 
adm~ratton for the techmcal achievements and overseas 
sales of the likes of Gears Of War (a game that, along 
w1th God Of War, is frequently 1alked about by 
Ja~anese developers), it very rarely t.ransl.;~tes to market 
success and sales - they s1mply seem to leave the new 
Japanese game-buying market cold Videogamng's 
cu tural cachet is greate• in Japal) than elsewhere n the 
world, and rt makes up a h1gher proportion o' ~he 
enterta•nment ndust.y than IS the case 10 th- vo.est. 
DriVIng all <hat is a mOde tha1 Qllies peop!e what 
they want. in spades. 1t s one tllat wou d bf ng 
benefits to any terntory 
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Sony thinks inside the box for its newest iteration of P53. 

S 
ony Computer 
~ ~·efto nment has a 
prob e, ft has sold 

Can less really mean more? 

124 b on P cly5tatton 2 games 
anto terr :ories spa:1n1ng the globe, 

out 1ts newest PlayStatJon hardware 
will no: poy a smgre one of them. 

nOW b g s thiS problem? That depends 
wno you ask For many commentators on the 

1nternet. who'~e spent over a year now fhck1ng 
cnt1C1sm 1n Sony's d1rect•on, ano 1ndeed the many 

thousands of consumers who log on to v.ebs1tes to 
wallow 1n tt>e negatl\le spin, at's JTlQre proof that the 

company has lost the plot, and tnat 1ts PS3 strategy 
15 broken beyond repa · '· (Th1s also JUSt m. BTW: H1tler to 

fror.· new PS3 ad campatgn.J For the milhons of people who 
use tn.e r PlayStation 2 consoles as karaoke mach1nes, elemontc 

q .:man:·s or s mply someth•"9 that will keep the k•ds qu1et wf-tile 
tney argue d00ut whose turn 11 tS to go to buy tnos week's lottery 

:1cke:s' This sector o' ~market 1S surely hardly eve., aware that the 
nevvly 1ntroducec. suo-£300 P ayStattOn 3 won·t play theor old games. 

11 s thiS sector, tnough, that Sory 1s ook1ng to brong on board now tnat 11 1S 
closer to off~>nng PlayS:a:.oon 3 as some~h ng l ke a massmarket proposttJon 

" 



Sony u pecu the likes of LevelS's White Knight 
5101)' (main), Konami's Pro Evo Socc"r 2008 and 
its in-house-produced Afrika to make bener use 
of !M hardware than has be..n evident in too 
many rushed, <funky thirdparty releas..s to date 
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What are these people expected to do w1th 
the1r stacks of PS2 games? "If we'd have thought 
about this six months ago, at launch. when there 
were very few games in the marketplace, I th1nk 
that would've been an ssue. and m fad •t was 
suff•c•ent e'lough of an •ssue for us to m~ est the 
money 1n the software-based backwards 
compal1b1hty,- says Sony Col"'p lP '" r'a nme~~ 
Europe manag•ng d1redor Ray Maguire "I th nk 
now we have to make a very firm dec1S10n on 
wh1ch way we go: do we keep mvestlng money 1n 
supporting backward compatibility so that people can 
play PlayStation 2 games without actually f inng up 
the1r PS2? Or do we put the money into developmg 
new games? I think the investment has to go 1n 
look1ng forward at new games, new experrences. 
new services, rather than look1ng backwards. at 
satisfy•ng a technology that we superseded • 

Th1s IS, of course, to g oss over comments 
prev ous y made by semor SCE execs wh1ch made a 
m~,ch b1gger deal out of the PlayStation fam1ly's 
relat1omonship w1th each other Indeed. Edge 

·=·· ·· ·:· 
On October 9, SCEJ announced that it would introduce two new 
PSJ models into Japan, as of November 11: the 40GB Piano Black 
Md Ceromic White (above) editions, at V39,9BO (£170) apiece 

columnist N'Gai Croal recently reminded readers of his 
blog that, 1n November last year, SCE chief Kaz Hirai 
sa1d: "I th1nk that when we ask the consumers to 
make an investment 1n software, 1t's our respons b1hty 
to make sure that the 'uture consoles that we br ng 
~o market, me ud ng PS3, are ab e to aa:Ja :Y pay all 
mese t • es that the consumers have rea ly spen: a 
lot of money on) And I :n n yet; ·e oo g • e 
corsumers and the gamer; a ~uge a sse'V1C"' .,.,'hen 
you come out w a, a new conso e only :o say t only 
plays PlayS tat1on 3 games. and that s rea ly counter· 
intuitive to our strategy, but also. really. to the Sony 
DNA." lt seems. then. that facmg up to the real t es of 
chasing two competitors, not leadmg them, also 
means serv1ng up a helping of customer d1sserv1ce 

But, given that the techno ogy drrving the 
backwards compat1b1hty m the previous Euro PS3 was. 
as MagUire says, software-based, how can Sony JUStify 
w1thdrawmg th1s support? "The Cell ch1p keeps on 
mov1ng," he beg1ns "Obviously, because that's a large 
cost m terms of the manufactunng of the PlayStat1on 
3, as we keep on putt1ng R&D and more advances in 

Ultimately, all of the talk concerning backward; 
compatib1hty is deflect1ng attention away from the 
b1gger issue: Sony has f1nally faced up to the b1ggest 
cr;t•c•sm levelled at its newest console, and done 
someth1ng about it. lt prev1ously had an opportumty 
to release a lower-cost •teratiOn of the PS3 hardware, 
but chose another path, as Magwe reca Is· "If we 
go back to the launch of PlayStatiOn 3 1n the UK, 
prev1ously •n the States we'd launched w1th a 60GB 
and a 20GB machine, and the 20GB mach ne had no 
w1f1, no memory slots, and clearly it had the smaller 
hard d1sc - we chose not to go w1th that strategy in 
the UK The UK is one of the most successful 
tern tor es n the world m terms of people's propensity 
to (pay VlOeogames]. and we felt nght at the launch 
that what we wanted to do was g1ve the rea early 
adapters of technology the very best package, and 
JUSt focus on that. so that's what we d1d - we went 
out With tne 60GB console With all of the features 
1nc uded. a'ld it was the b•ggest launch we've ever 
had. I{ you compare PlayS taliOn 2 at £299 a11d 
PlayStat1on 3 at £425, we st1ll had more people come 

"We have to decide how we allocate things 
within the Cell chip. And there is a big cost 
involved with doing software emulation" 

the Cell ch1p- to make 1t smaller, to make rt lighter, to 
reduce the power consumptiOn - some of the 
deCisions that we have to make include: how do we 
allocate things Within the Cell ch1p? And there •s a b•g 
cost involved with doing the software emulatiOn. So 
it's a cost issue. and as we always do- we want to 
bring the price of the hardware down." 

No one •s offenng hard details on the costs that 
would be involved were Sony to continue to offer 
backwards compat bdrty v1a a Cell-based solu1ion. lt 
is, however, conf1rmed that the conpany is still not 
mak•ng any prof1t from the PS3 hardware 1tse f. so any 
and all sav1ngs are sign fiCant •ssues. At the same t1me, 
of course. •t's also d1fficult to say how much money 
the company wd make by conMumg to sell prof•table 
PS2 hardware throughout this Chnstmas and beyond. 

m to the PlaySta\lon 3 offenng s•mply because the 
value of the machine was still extraordinary." 

Getting to that sub-£300 point, however. was 
clearly a fundamental, ultimate goal - 1t's JUSt arrived 
sooner rather than later, thanks to much shoving. 
" I think sometimes in consumers' minds. if you've 
got PlayStation 1 at £299 and PlayStatiOn 2 at £299, 
the logrcal thing to thmk is £299 for PlayStation 3," 
says Maguire, "but clearly 1n terms of technology 
and what you're getting from PlayStat10n 3 versus 
PlayStat1on 2, that was never gomg to happen at 
launch. Now we're obviously •nto the SituatiOn of 
getting further pricedowns. etc. and be1ng able to 
produce a produd wh1ch 1s at the same launch pnce 
as PlayStation 2. So I expect that for many people 
sub-£300 is the point that they would hke to come 



consumers." 
At the ttme of our mteMew, the ew PS3 mode' 

st 11 some d1stance from h1tt ng shop she , s but 
IS conf1dent that slash ng £12 5 from boxes 
the P$3 badge w11 ha~e an mmed a'" et.ect. 

Clearly there' !I be a huge uptake,· he sta:es " By 
time you go to press we'll be at around abotJ; 

P$3 sales m the UK. and through C r str1as 
take that well through the m hen mark • 

it's not JUSt cost that's been holdmg peep e back 
buy1ng PS3s. of course. There's 1ts software 

ue, too H1gh-profile late-2007 hopes Lair and 
-leavenly Sword proved to be d•sappo1ntments, while 
oual-format Xbox 360/PS3 releases have had a nasty 
habit of turning up on MICrosoft's console f1rst. lt 
hasn't helped, ei ther, that the delayed P$3 itera tions 

ave sometimes proved 1nfenor. "Yes." concedes 
1agwe. · and 1t's an area that's starting to change. 

Because the 360 mstalled base was generated some 
~me ago, 1n terms of development th1rd part1es were 
cevelop1ng for that alone, then out com~>s the 
P ayStation 3 and the natural th1ng to do then IS to 
t~se the ex1sting lP- which IS expens1ve to create ­
~nd bnng 1t out on PlayStation 3. So bas,cally 1t was 
360-led development wnich was comang O\er to 
F ayStat1on 3 Over about the last SIX 'rlOnths wha: 

e're see ng IS that 1n tne creat1on of nevv garres 
r.ere's a d1fferent dec•sion that has to be made 

f:c>cause of the Cell chip, and because 1t's got a haro 

disc 10 every device, the way of generating g<~mes 1f 
you start w1th PlayS talion 3 1S you can create the 
opt1mal, ultimate game, and thl"n you can knock out 
functiOnal ty to put 1t on to other platforms. And 1t's 
eas er to do t that way than the other way, which 1S 
try ar d squeeze a I tt e bit more out of [the game] to 
ut 15e the Ce eh p and hard d1sc on PS3. But clearly 1t 
ta~es t fTle becac;se ~'le se gafTIES are 1 B months, two 
yea~ devc orrent 5o we re n t e pe od of 
crossover • e·e "JeOp!e start to d?R op on 
P ayStat on 3 as tre .,~d S U • t ey're m •ormat 

There s certa nly no doubt that mary games 
ava,lable on PS3 to date 1'3ve suffered by ong nat ng 
elsewhere In many cases, developers exper ence 
enough d1ff1culty creating Xbox 360 t itles that bear 
close scrutiny, let alone having to rethink their core 
makeup an order that they will run eff1ciently on Sony's 
differently engineered arch1tecture (see Codeshop on 
p118 for more on the top c). " t's why, 1n many cases, 
you see that games ike Res1stance and MotorStorm 
were so much better than a lot of the products n the 
marketplace. because they were developed speCifiCally 
for PlayStation 3, and the same will be true for Drake's 
Fortune and Kif/zone 2 and GT5," says Maguire. " In 
Ratchet & Clank this Chnstmas you can just see the 
awesome clanty - 1t 1ust bnngs the personality to hfe 
10 our gaming expenence. And for us that's the key to 
•t JUst to see another sequel, IS not good enough • 

In the broader PS3 software context, then. how 
about other t1tles com1ng up 1n the near future? 
"We I, clearly there's really strong th1rdparty support, 
so we're go1ng to see a lot of product in the 
marketplace between now and Chnstmas - more 
cho ce for co,~ur"'ers than they would probably 
expect at th s • me n a conso e's f•fecyc e From a 
f•rstparty persoeGIVe we ve got a coup e o' great 
games 111 Ratcner & Cank Tools Of Oewua.on [see 
p86) and Drak~>'s Fortune For me. I usr ove the 
whole •dea of a new P n Drake's- 11 s qu,te brave to 
do a new lP this early m a console's life, and obv1ously 
going into its first Chnstmas [10 Europe), but it's 
looking like 1t's go1ng to be a great game, and aga1n 
starts to move the PlaySta\IOn 3 softwa'e 1nto a new 
area And coking at the plans for after Christmas as 
well we JUSt keep on go1ng forward on new IPs and 
new serviCes and other areas that I th1nk will make a 
p0111t of difference between us and our compet1t1on " 

Squ.1re Enix is maintaming f1rm support !Of 
PS3, lining up Final FantdSy V~rsus XIII (main) 
and Final Fantasy XIII (far left). On a smaller 
scale, a great many PSN tilles are in the works, 
including the likes of Go/ Sports Ski, from Yuke's 

lt's difficult to say much more about new lP n 
the specific form of LlttleB,gP!anet than has already 
been said w•thm these pages and elsewhere wnhout 
sound1ng li<e a broken record. but it rea ly does hold 
the capoCity to change perceptions of console 
gaming. Meanwhile. 1n terms of services, Sony has 
delivered on Remote Play as it said 1t would (and 
hmted at what may be possible in the future by 
ace de'ltally mclud,ng support 1n Lair to a low the 
game ·o be p ayed VIa the handhe d while 1ts console 
has expe enced SUCCE!SSM! t mware updates g1V1ng •t 
add - ona runcuona ty such as ·he ab ty to eft Clently 
upsca e DVDs, and ts Play 1V add-on w add dual· 
channel d1g1tal TV tun1ng and PVR funct1onahty 
next year. PlayStatiOn Home cont1nues to evolve, 
although it recently suffered a knock when Sony 
announced that its launch would be pushed back 
from October to the spnng of next year 

lt all adds up to a complex, sophisticated and. 
clearly. difficult-to-manage p•cttJre. But not one 
part of 1t is Halo 3-shaped, wh1le 1ts onl•ne gam ng 
serv1ce rema,ns a s•mply lame prospect when 

The new £299 Euro PS31oses two USB slots, 20GB of hard dnve 
capacity, its memory card reader, and backwards compatibility. 
Now at £349, the 60GB model is without question more attraclive 
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16,000,000 .------

At the time of going to press. independent 
sales tracking website vgcharu.com puts 
Wii's worldwide sales at 12.2m, PS3's at 
4.9m, and Xbox 360's at 11.6m. To date, the 
latter formats' sales have tracked closely 
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compared to Xbox Live, all of which goes some way 
to explaining why so many years-in-the-making 
hardcore gamers have found Sony's next-generation 
message so difficult to digest while Microsoft's has 
slid down the gullet (ndiculously mass-scale hardware 
failures notwithstanding, of course). 

Sony has achieved much in its 13 years in the 
videogame hardware business, and consequently 
made a lot of videogame publishers a lot of money. 
Now that it's been squeezed by Microsoft, and is 
currently left some d1stance behind by Nintendo in 
both the handheld and under-the-TV market, how 
are its publ ishing partners responding? "They're 
demanding that we g1ve them more people to sell to, 
because at the end of the day, (creating games] is a 
huge investment," says Maguire. "We've listened to 
that; that's why we're 1nvest1ng ourselves. So I would 
say that they know that we have a long lifespan in 

front of us with PlayStation 3; they know we invested 
huge amounts of money to make sure that we could 
have that long lifecycle by ensuring that we had the 
technology in there from day one that people could 
start to tap. lt's basically releasing the power of the 
PlayStation 3, which is the journey that most 
developers are on right now. Everythmg's about 
experimentation now, and 1 think the next wave of 
this is to actually understand how gaming might 
change in terms of the experience. How people relate 
to media right now is changing on a monthly basis­
w ith things like timeshiftmg on broadcast. people 
using their TVs in different ways - and there's such a 
moveable feast on just about every single frdnt that 
we had to build in technology to make sure that 
we could go in whatever general direction that 
consumers wanted to go." 

This is what made PS3 hardware so expensive in 
the f irst place, of course. To date. it's not a strategy 
that has proved successful as Sony had planned, but, 
as its management team has said on more than one 
occasion, this is a marathon, not a sprint: P$2 has 
been in the market since March 2000, and Sony is 
talkmg about getting ten years out of PS3 (although a 
successor is obviously expected to appear well before 
2016). "From where we sit at Sony we have a vision 
of what we're trying to create, and where we're tryin! 
to go," explains Maguire. "We have a look at trends 
and try and forecast where consumers go, but we als< 
have to be fleet of foot to make sure that we can 
adapt and twist if there are any changes in customer 
behaviour. I like to think that Ken Kutaragi was 
vis1onary, and what he specced in PlayStation 3 has 
enabled us to be able to do that. I think we're alone i1 
that philosophy I think there are other platforms out 
there which have a shorter lifecycle and will need 
more reinvestment and maybe new iterations, and I 
think that then destabil ises, and I think what we've 
got is a platform which we can grow, and there's so 
much latent power that we've got the ability for 
people to be a bit more strategic in the1r planning an< 
their route to market for some different and 
innovative types of gaming experience. And I think 

"I think we're on different paths. And I think some of those 
paths are great right now for our competition, and I think 
some aren't so good. We'll all play out in our own space" 
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Sony called 
feature, but 
demanded it, so DuaiShock 3, 
due next year, will rumble 

that's going to be what's most exciting. I don't care 
about my competition in as much as I think we're on 
different paths. And I think some of those paths are 
great right now for our competition, and I think some 
aren't so good, but nevertheless we will all play out ir 
our own space." 

Despite the anti-Sony sentiments that continue 
to be gobbed across the internet on a daily basis, 
Maguire appears relaxed, yet, more importantly; 
realistic. " I think the company's doing quite well at th 
moment," he says. "We've got some big numbers to 
do. I don' t think there's a single person in the buildin\ 
here [at SCEE HQ in London) that doesn't understand 
the task we've got ahead of us. but at the same time. 
we've got the tools, we've got the product, we've 
now got the right pricepoints, and I think it's just a 
question of goi'lg for it now. And that's what ~ 
we'll do. And I'm convinced we'll get there " ~ 



Uncharted: 
DrakeS 

ne of PlayStat10n 3's great hopes before the 
end of the year comes from Sony stalwart 
Naughty Dog. respons1ble for both the Crash 

Bandicoot and Jak & Daxter ser es O" prev~ous 
:onsoles. And the half-affea10nate murmurs o• Bloke 
;;a der' aren't too far off the char. m terms o· ~ow 
IJrake's Fortune IS shap ng up you eo~= a·~an 
)rake. a descendant of 5 r Francs :Jr.:<e w~o •iflds m 
~ s predecessor's coff n a clu? as to the ocatJOn of 
ndorado's treasure. then heads on or. a search :o a 
- away 1sland. Pred1ctably. t doesn ~ go smoothly 

The Tomb Ra1dercompansons a•e warranted tl'le 
~ame alternates between combat sect ons where 
Jrake (and somet1mes a compan1onl faces up to a 
ow of tooled-up mercenaries. and environmental 
uzzles that range from open1ng a door to f1nd1ng 
ur way up a b1g wall The latter e emertts can seem 
meth1ng of a throwback, with the ma n examples 
wn thus far mvol111ng rotating statues a'lO pu mg 

ers to raise water le11els, although the1 a: east 
.,01/lde SOITe sedentary and none-t~ha 'eng ng 

oments away from the gunf1ghti'lg (and one 
strates a neat movement betvveen sh1h1ng 1tems 

and checkmg Drake's JOurnal, wh1ch seems to hold 
i0lut1ons that aren't obv1ous from the game setup). 

e only worry IS that, like some locations on show, 

PUBI SHR SCE£ 

they may be badly signposted. Some areas look like 
they should be accessible but simply aren't, so you'll 
find yourself running up dead alleys and around the 
same space searching for an entrance you·ve m ssed 
tnars hidden 1n a wall. 

The combat s accomp shed certa n respectS, 
bu· can ·~ a tte d'..llllS'f t's from the cover·and-t re 
school o· Yldeoga"'"o. and a terna:es between tense 
-sta."ldo- s w.-n one or ;wo ene es and large 
ons!a~g ;s •·om ;;·(;~:::s OV'.ng froM cover to cover 
and duci:Jng o~: -"- e rs ·ela· ve; smoc· though 
Wl hopefu ]y IJ.e tweaked m :he remamder o· 
development to remO\e scenery stck ng po1nts) The 
enem1es have a tendency to dance from your bullets, 
and don't seem like the most Intelligent of foes, but 
they're good shots and will qu1ckly take you down 10 

the open. Your partner, on the other hands. hangs 
back and takes potshots but can prove a little useless. 

G•aph1cally, Drake's Fortune IS perhaps not so 

much a techn1cal as an 1mag1nat1ve ach1evement. In 
terms of sheer grunt 1t has already been surpassed by 
Heavenly Sword, but 1t does have 1ts own pleasingly 
ru1ned aesthetiC, with vaulted stone constructiOns 
covered 1n creeping vines, foliage peeping out of bnck 
walls, and moss-encrusted fountains Drake himself is 
excellently realised, and the game is full of httle 

Drak•'> FortuM is c•ruinly 
OM arreostong-looking !II'M­
Ihe lush jllnglts lftd MIIS of 
tribalism providing a vivid 
backdrop to the action 

touches, such as his trousers getting wet in water. 
Less tmpressive is the animation, which isn't as flUid 
(or easy to control) as had previously been suggested 
making leaps can be f1ddly at t1mes, and 1t's possible 
to feel little k1netic connect1on to the scenery 

Drake's Fortune 1s looking I ke 1t Wl turn out to 
be an extremely sohd. tf unspeaacu ar, t tie. For that 
alone, many P53 owners Wl be de'1ghted at 1ts 
1mm1nent arnval, and t certa nly f1ts well vvith users' 
tastes But 1s 1t mnovattVe enough? If nothing else, it 
needs a httle t1ghtenmg up of the fundamentals to be 
really accomplished, and worthy of those 
compansons to Ms Croft 

Yes, thatts S1Xaxis being used 
to bdl~nce while walking 
across a log. The context­
sensitive dose combat isn't 
so predictable, however 
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Metal ~ear Solid 4: 
~uns Qf~Iti~ . .Id§Jdots 
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Some tense moments rely on the 
O<tocamo suit- though you'd 
think Metal Gears would have 
thermal imaging. What hoppens on 
the right. though, speaks for itself 

eta/ Gear Sold 4 was playable. for the f.rst 
t•me at the TGS. featuring a shon sect on 
from the level already shown m H•deo 

KOJima·s July walkthrough Qu1te apart from the 
mass1ve hype that surround the title, it is first and 
foremost a Metal Gear game. with its roots m that 
l1neage almost overbeanng at t•mes. lt IS exactly tke 
tts predecessors m some of the most important and 
vaned respects - often flu•d. often fiddly, some\lmes 
astonishtngly tense and somettmes tedious 

Graphtcally, it is a great-lookmg game. desptte 1t 
bemg a good two years since first sight. The setttng •s 
superbly realised, from blown-out butldtngs and cars 
to the oust tra•ls that kiCk up in the wake of bu ets ~ 

ts hardly excep\lonal•n the smallest details. hov.eve', 
and the likes of Heavenly Sword have more rea st ea ly 
rendered characters, but thts m.;~y be due to the 
typtcally strong characterisation as much as the effects 

There's no arguing with how 
Snake's aged, and the animation 
on his movements are b<illiantly 
tndicative of older bones - though 
he forward rolls like an 18-year-old 

o• age ng. and as With •ts p•edecessors MG54 will 
~ely be overhauled Sign f cantly before release A 

ma:or diSappo<r:.rnent, hov.ever. is that desp•te all 
of the flashy graoh cal effects. shadows are not 
mponant. In a stealth game. with the power of PS3 
enem es should be able to notice such things and 
respond accordtngly In the TGS demo. they dtd not 

Moverrent proves responsiVe and si cl<, w•th 
Snakes ab ':'f to manoeuvre from any pOSitiOn a 
ma or nevv freedom Sneaktng up on enemtes s mu< 
eas er than 1t has been thanks to the comb•natton of 
th•s and the camo suit, allowing you to move quick!~ 
and s ently and take refuge almost anywhere in the 
scenery it can feel unnatural at t.mes. however. suet 
as With the d•ving roll wh1ch ends wtth Snake stand1 
upngnt and stopp ng h•s movement very bnefly. 
Combat. on the other hand. 1s unquestionably 
1mproved, with a shoulder camera and reticule or 
auto-a1m feature available, and a huge range of 
opt•ons for tak•ng down enemy so d1ers 

There was a lilt e too much emphas1s n the 
demo on moving through set che«po•nts to tngger 
cutscenes. wh1le the structures around you look as 
though they should be of some use but contain 
rothmg but dead ends and empty, boxy rooms The 
structure of Metal Gear games has always excelled < 
g1v1ng opportuOI!ies for expenmentat•on a ong a ltr'll 
route, however, and 1t IS likely the case here beyond 
what could be demonstrated in a short t1me 
However. the bigger problem is that the enemy AI o 
standard sold1ers seems to have progressed little: th 
reactions upon discovenng you are the same as 
they've always been -and 1t's d•sappo1rt1ng to see 
them p•le out of art a•moured transport dunng ar-



m-engine cutscene (which could eas1ly have 
happened during play), beautifully animated and 
almost scarily realistic, and then once the game 
restarts reverting to the same tired patrol routes 
we've seen over and over again. 

As regards the other half of MGS4, Metal Gear 
Online, a stand was set up at TGS with two teams of 
six facing off against the another in a relatively small 
map with a warehouse in the centre. it's often hard 
to tell what kind of tone Kojima Productions is 
attempting to strike with Metal Gear games, but 
tongue-in-cheek moments are most definitely absent 
from MGO: it is a straight-up, tactical team shooter. 

There is a range of options to choose from before 
beginning - you can select up to four specialities for 
your soldier, from proficiency with an assault rifle to a 
talent for CQC. When the game begms there's a 
screen allowing you to choose your pnmary, 
secondary, and explosive/tactical weapons (such as 
grenades, smoke grenades and claymores). 
A quick team salute will reveal the location of your 
team, shown as blue or red wireframes through walls 
and obstacles, and a useful map shows their location 
and direction of interest, making it easy to direct 
group movement as well as follow formation. 

Combat is lil<e a more measured Gears Of War, 
based on tactical manoeuvring, cover f1ring and team 
movements - your characters have less destructive 
capacity and move slower than Fenix and co, but 
overall the pattern of cover/retreat/advance/roll/shoot 
all seems very familiar. That is no bad thing, of course, 
and MGO works admirably well when grouped teams 
meet each other in tense standoffs. 

The weapons also have the usual limitations: the 

mach ne-{]<H'I has reco: ~nat makes ; mposs b e to ' re 
accura:ely n ar.yon ng ou: bursts, wh e the shotgun s 
powerfu out requ res frequent, and slow, reload1ng. 
The only uncomfortab e feature IS the close combat. 
wh1ch ts a 0tt of a mess, but w1ll be tightened up 
before release. MGO is enjoyable enough and a 
significant improvement over MGSJ's online play - the 
only problem IS that it seems very much an on line 
mode rather than a standalone game. Well made, 
certamly, but impossible to conceive of as anything 
other than a budget down load for owners of MG54. 

Of course, both games doubtless have other tricks 
up their sleeves and this isn't the full Metal Gear story. 
But in terms of MGS4, what can be inferred from the 
TGS demos is that it is another progression for the 
senes, but perhaps a somewhat more linear one tha" 
was hoped for. No change, then, when perhaps ~ 
change is just what is needed. ~ 

Snake's inventory has thumping 
weapons and quirky oddities­
although the L2/R2 method of 
selection carried over from the last 
generations is still slightly clunky 
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ipeout HO is .. . Wipeout in HD. 
it certainly looks exceptional, 
with bright colours and a real 

sensation of speed, and retains the 
precision difficulty of the original that 
has perhaps been muted down 
somewhat in the sequels. The game is 
not simply the original Wipeout. either, 
rather incorporating a selection of the 
better tracks from the series' rich 
h1story, along with certain innovations 
added in the later tit les (such as the 
mag-strips from W1peout Pulse). There 
will be a handful of new weapons and 
the ability to take screenshots in-game, 
but the b1ggest innovation in Wipeout 
HO is eightplayer online racing. 

This is looking like an object lesson 
in how to update a classic, and should 
be the definitive version of the racer -
at least until Wipeout P53 is ready 
sometime next year. Now, if only it's 
released at a Tekken: Dark 
Resurrection pricepoint... 

oy Home is a simplistiC car 
game, based around racing 
through domestic locations, 

scattering objects everywhere and 
picking up items and driving through 
sweet spots to accumulate points. The 
cars are quite chunky, as are the objects 
that can be driven through, from salt 
shakers to cereal boxes (in the kitchen 
demo on show at TGS), and the 
settings have a very appealing des1gn 
behind them, with some imaginative 
placing of ramps and obstacles 
like doughnuts. However, you'll 
frequently find yourself oversteering, 
understeering, driving into obstacles or 
past checkpoints and often straight off 
the end of the table, thanks entirely to 
the Sixaxis control. Unless Toy Home 
comes with an option to change to 
normal analogue controls it will join the 
growing list ,of promising PS3 games 
ruined by the incorporation of ~ 
that much-maligned technology. ~ 
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ran Tunsmo 5 Prologue feels a mos: 
unbel evably rea s:.c n-ear. where your 
dashboard has a 'u ly worl:: ng speedome<er 

and odometer, there <He wmg m rrors a d a 
•ear-view m•rror that conta n mages more ~a t.f 
man most other full drM:lQ games. wh e the eng ne 
noise changes to ref ec:. <he nter or The only odd 
asped, partiCularly compared ·o PGR4's •n-ear Vtew, 

•s the absence of accurate gear-changtng v1a your 
dnver's hands Wetrdly, other sect ons of the game 
are at the moment graphtca ly poor the trackstde 
crowds are bonngly lifeless. mutely dapp1ng and 
grinning on the same two-second loop regardless 
of your actions and the race And. 1n thtrdperson, 
even the a maLmg vehicles somet1mes seem ltke 
shiny waxworks. 

But Gran Turismo 5 Prologue can afford a few 
'aults, being merely a taster for wtnter 2008's ma•n 
course, and the most 1mportant aspect of m s tterat•on 
s the on•ne support. This comes tn the form o• races 
·or up to '6 players, and an incorporat1on of Home 
mo the •nterface garage. The most surpns ng aspect 
o' the release, however, is that there w1ll be two 

ar'ferent vers1ons o1 the game: a downloadab e 

The insane levels of detail on the cars and in their handling Is where 
the Gran Turismo series has set itself apart in the past. and GTS 
Prologue is no exception. Every model is rendered with passion 

version will be slightly cheaper. but it w1ll be delivered 
w1thout certain important features (such as. for the 
ftrst time n Gran Tunsmo. damage on the veh1cles, 
plus a weather system) that w1ll be found on the 
!llu-ray d1sc. Nothing has been confirmed regarding 
the app1tcat1ons of th•s online. but •t seems likely 
that rnose extra Blu-ray features wtll have to be 
reSe:11ed for offhne play, whteh will unfortunately 
put Gran Tunsmo 5 Prologue some way beh1nd ItS 
on me compet tors. 

Despite cnt osms of the handling, wh1ch now 
has two seleaaole d ¥iculty settings. by the likes of 
Bruno Senna ,a professional Ferran dnver who has 
said that dnv11'1g the Ferran 599 in the game IS ·a btt 
too hard to be fun"), t fo lows along the same ltnes 
as the prev•ous games. Frequent oversteer md1cates 
more a rustiness in our GT sk1ls than faults of the 
game, although followmg on from extensive sess•ons 
with Project Gotham Racing 4 the Polyphony ...., 
experience feels even more cl inical than usual. ~ 

it can't be denoed that GTS 
Prologue looks as good as you'd 
expect - but it's surrounded by 
more capable competitors than 
ever, that are already in the shops 
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Edge's most played 

Halo 3 

Social gaming is seeing everyone 
you know on Live playing the same 
thing, watching how they brought 
down the Scarab and sendong them 
gloating pictures of your voctoroes . 
350, MICROSOFT 

Geometry Wars: Waves 

The same but different - and even 
more challenging and beautiful­
Waves re·reinvents GWwith only 
one single life to survive its volley 
of bright neon particle explosions. 
360. MICROSOFT 

Peggle 

lt's the sound effects that make it 
so irresistible. The chime as your 
ball strikes a peg, the dinks as they 
d ear - and never before has Ode of 
Joy been used more appropriately. 
PC POPCAP 

The deathmatch dilettante 
Can we truly commit t o multiple online games? 

hen we vis:ted Val11e for 
E'81's article we asked 
marketing director Doug 

Lombard how he felt about 
releasong a game in the shadow of 
Halo 3. His response was that Halo 
3's success, rather than pote'ltia ly 
eclipsing The Orange Box. was a 
benef it . If more people buy and 
love Halo 3, more people will buy 
games in general, his included. 

In terms of singleplayer titles 
th is is conceivably the case. as 
players may well discard a game 
once completed and be hungry for 
similar entertainment . But games 
that establish a compet itive onl ine 
community, as The Orange Box 
does w ith Team Fortress 2, demand 
a evel of commitment from regular 
players that inevitably means other 
multi player t it les lose out . 

For Xbox ow ners, t he 
multi player landscape was 
dominated for a long time by the 
Halo franchise, and the limited 
choice did at least mean you could 
guarantee which game all your 
friends would be playing. But in 
t he time between Halo's last and 
most recent instalments, th is 
community has been split over 
many t itles, including the l ikes of 
Gears Of War, Call Of Duty 3 and 
Rainbow Six: Vegas. Even on line 

games outside the shooter genre, 
such as Forza, have fragmented 
attention spans once focused on a 
narrower range of games 

As our Xbox Live fnends lists are 
already md!Cat1ng, Halo 3's arrival 
heralds a return to that t1me when 
the choice of which on line game to 
play was an easy one it's in this 
context that Team Fortress 2 must 
attempt to carve out a place for 
itse lf on Xbox 360 - and regardless 
of its excel lence, it faces an uphill 
struggle. Even if you prefer its 
cheery mayhem to the precise 
death match of Halo 3, it can be 
hard to ignore t he game all of 
your friends are already playing. 

Lucky for Team Fortress 2 that it 
forms part of The Orange Box, a 
must-have package 1f ever one 
existed. The attractiveness of the 
bundle as a whole will put the title 
in the hands of people who might 
have otherwise simply deferred 
purchase, their multi player cravings 
already satisfied by Halo 3. Valve's 
strategy of adding value to excess 
shows just how competitive the 
f ield is likely to become- but while 
this is great news f or garners, it 
seems likely t hat many deserving 
but smaller tit les may well simply 
disappear beneath t he w aters ~ 
when it comes to onl ine play. ~ 
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360, PC. PS3 
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Ratchet & Clank: 
Tools Of Destruction 
PS3 

Folklore 
PS3 

Eye Of Judgment 
PS3 

Wipeout Pulse 
PSP 

Clive Barker's Jericho 
360,PC,PS3 

Conan 
360, PS3 

RACE 07: 
The Official WTCC Game 
PC 

Juiced 2 
360, PC PS2, PS3 

Monster Hunter Freedom 2 
PSP 

Pursuit Force: Extreme Justice 
PSP 

Ace Combat 6: 
Fires Of Liberation 
360 

Dew y's Adventure 
Wn 

My 5ims 
w; 

Freshly-Picked 
Tingle's Rosy Rupeeland 
os 
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The latest episode brings new graphical 
tricks to the Half· life series. including 
ttxture·shadowmg effects most 
noticeable in the glistening ant lion 
hives. The original Half.Life 2 has been 
updated, too. getting a refurbishment 
which incorporates the HDR lighting 
previously used in its later instalments 

ou'd be 'orgoven for be ng susp1oous 
•f Valve was another, less eccentnc 
company. After all, if any deal looked 

too good to be true it' d be this one: releasmg 
three of the year"s most ant•cipated titles 
togetner on one package, along With two 
prior. highly pra1sed games. Justifiably pra1sed 
games, m fact. Half-Life 2, itself an Edge 10, 
and Eptsode 1 stillwwer above the offer ngs 
of more recent forstper50n shooters t m g~~ 
seem like ostentatious ge11erosity. 1ntendeo 
to distract from some flaw m 1ts new 
offer·ngs. bu: Valve JUSt IStl t that k nd o' 
company; The Orange Box ·ea Jy IS U'la: 
good. oTS three pr mary parts - tia :_L ·e 2 
Eptsode Two, Team Fortress 2 and Portal ­
each wow on 1solat1on, and begga• be tef n 
combinatiOn, creating a proouG of un que 
diversity and unparalleled va ue. 

Given both the bnlhance and 
d•stinct1veness of each constituent game, 
1t's d fftCult to assess thetr value tn re a:;on 
to one another and, though m th1s reVIew we 
talk more about Eptsode Two, that's not 
because 1t's particularly the standout part of 
the package. Nonetheless. the greater 

The threat feels genuine, that there's 
every possibility these characters will be 
snuffed out by the Combine's vengeance 

One of Valve's core strengths is its use of incidental narrative: characters who play no more than bit parts 
in the overall drama are still realised with enough colour to suggest a bigger world outside your actions 
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These synthetic organisms, known as hunter1, are the latest foe to roll off the Combine's production line. Attacking 
on packs. they'll attempt to encircle you, blastong you from af~r woth dart-like projectiles or running in to butt you 

scnutony •s just1f ed: Ep•sode Two ca•r es 
forward our ex1stmg Investment m a senes 
o' true excellence. If the original Half-l fe 
set new standards of nvolvement n the 
FPS genre, then 1ts sequel eas•ly furthered 
th s achievement. seamlessly mesh1ng 
compelhng storytelling w1th the game's 
aG on. mask1ng the underly•ng •near1ty 
:hrough narratove drrve and an art dorec: on 
that evoked a larger world Episode Two 
contonues th1s tradition, and frequently 
betters rts predecessors 

Once agaon a sense of urgency propels 
the player onward, the magnificence of the 
alpone range to which Gorclon and Alyx 
escaped 1n the previous ep1sode blinkenng 
the payer to the str ctness o' his pat~ - but 
th1s t1me the compuls1on to contonue os a 
personal one. Although harried by pursuong 
Combone forces, escape IS only one 
motrvatoon - commg to the aid o' your 
fnends and alhes is by far the more 1mportant 
concern As the series has progressed, Va lve 
has made an effort to establish persona., 
human connectoons w1thm the drama of 
g obal stnfe, and Episode One ramped up the 
bond between the player and Alyx Vance, 
establishong sympathy woth her •ate 
Altnough stoll possessed of a huge health 
bar, your ally, along with the rest of the 
res1stance, here seems far more fragile. The 
threat agaonst them feels genu ne, that 
there's every possibility these characters wlfl 

be snuffed out by the Combine's vengeance 
should you arnve too late. 

To th1s cast are added new faces -
Vort ga.mt companions whose solemn 
:lattery of the player •s both amus ng and 
unnerv1ng, g1ven how you have prev1ously 
enJOyed stov1ng in their telepathic skulls with 
a crowbar There are new e11em1es, too, and 
011ce aga n Valve proves that 1t has a Knack 
for engtneenng bnlliant Al·dnven encounters 
Ac1d-sp1tttng anti ions are the first of these 
form1dable opponents - but keep the r 
dostance, attempting to bombard you at 
range, fhttmg between the si ck tunnels of 
their hive in order to f1nd new angles of 
attack. Then there are the hunters- tripedal 
Comb1ne m1n1ons o: a smaller sea e than the 
stnders, but faster, attackmg you With 
impetuous vulp1ne aggressoon. 

In some ways these new additions echo 
Valve's prev•ous expenments- the anthons' 
ac1d attack recalls the bullsqu1d from tne 
original game, and there is a clear unspoken 
connection between Half-Ltfe's houndeye 
and the doggy packs of hu11ters. Yet, on each 
case, the formula has been cnanged to 
create something new - a more delicately 
cons1dered challenge. it's somethong that's 
true of much of EpiSode Two. se:tions o: 
the previous games that resonated wet woth 
fans return in d1fferent guises, yet their 
frustrations are omitted, theor amb1t1ons 
scaled up lt offers mud' more OtverSity than 



Episode Two's score always seems to kiCk '"at rust ~ nght 
time, ramping up the adrenaline during the u plosive a<tiOft 
set-pieces. it's used to equally good effect during the game's 
quiet lulls, creating a sinister and melancholic at~htrt 

the modest descnptor of 'ep1sode' suggests, 
switch1ng fluidly between d1fferent styles of 
play and environments that, for a I the1r 
distmct1veness, convmce of the1r cont1nu,ty 

Only at one pomt does the game struggle 
w1th 1ts des1g!1, dunng a short sect1on close 
·o 1ts conclus on wh•ch departs from :he 
senes' linear formu a. placmg the player •n a 
w1de-open enwonmert, under attack from 
a s1des Tile game can't QUite manage tne 
scale of th s encounter, even when a car IS at 
your d sposal to relp you traverse the arena, 
but it's a momertary frustration 1n a s•x-hour 
exper ence of preCISe construct1on and great 
C•vers1ty, and t's fol owed by a narrat iVe 
pay-off that m1t1gates 1ts annoyances 

Bes1des the overarch.ng plot. however, 
there are other writerly rewards. Half-Lde 2 
excelled at delivering story obliquely, the 
envoronment describ1ng 1nc1demal narrat1ves 
that brought depth and integrity to the 
.vorld. Here, m the mountain wilderness, the 

propaganda-spewing screens of City 17 are 
nowhere to be seen, and subsequently the 
po! • cs of oppression and resistance that they 
cescr bed n previous msta ments takes a 
bacl::seat However, as you trave tnrough the 
brol< en abused world there are many stones 
:o ~ ·o d The JOurney to a res1sta'lce hideout 
IS punc:ua;ed by diVers ons- weaoons 
stashes aoaMoned warehouses. obliterated 
homes - :ne story o' tneir dom1nat on by 
Comb r.e or SO"'e other calamity expressed 
eloquently :l'rougt- explorat1on. 

Ep•sOde Twos susta ned quahty of 
awon and reward ng ' et on marks ·t as 
one of the '1nest exemp ars of the genre. 
You'd th1nk that Ep1sode -hree m1ght have 
•ts work cut out for 1t, but the propos1t1on 
set up by Ep1sode Two IS a thnll1ng one 
Further questions arise JUSt as certam 
threads are brought to an end, that 
fam1har narrative dPve constantly pushing 
the player onwards 

lt's perhaps less surpnsing, then, tha t 
Valve, a company enamoured w1th the art of 
blend1ng mteract1v1 ty with narra tove, r as 
dec1ded to frame Portal w1th1n a storyline 
teas•ngly connected with the Half-Life 
umverse In all other respects a pure puzzle 
game. Portars narrative trappings run the nsk 
of feel•ng superfluous. but are ult mately a 
delight, suc'l 1s the w1t and black humour 
wrth wh•ch the cha lenges are presented A 
capt ve at the mercy of eth1ca ly flexrble 
weapons research company Aperture 
Sc1ence, you are subJeCt to a ser•es of tr als 
test•ng both your Intelligence and the 
capab11t•es of the Handheld Portal Devoce, 
the sleeK, g ossy wh1te s1bhng to Half-Ltfe 2's 
Zero-Po1nt Energy Manipulator. Th•s portal 
gun can be fred at certa1n flat surfaces, be 
they walls, f loors or ce l,ngs, alternate 
triggers or mouse buttons placing portals of 
different colours, orange and blue, allowrng 
you to step through one and out the other. 

Continued 

Your Vortigaunt allies come in useful during 
your dealings with the antlions. and the 
sequence Heshes out some background, 
explaining the two species' connection 

Xbox fresh 

With Valve's heritage being 
largely PC-based, it's reasonable 
to be cautious about how well 
its games transfer to consoles, 
and the company has been 
somewhat blase about this 
process. However, having given 
an even greater amount of 
playtime to the 360 version, 
we've found it to be just 
about as fluid in control and 
appearance as The Orange 
Bolt's PC incarnation. One thing 
that will be missing from the 
360 version, though, is the mod 
scene. Without the flow of 
material from the community, 
it will be interesting to see just 
exactly what Valve's plans are 
for free downloadable content 
on the console. 
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''! ··:, Dementia ex mochino 

Portafs sadistic, and frequently 
lethal, puzzles are described w it h 
bleakly witty euphemism. The AI 
responsible for incarcerating you 
refers to these gruelling test 
chambers as ' relaxation vaults' . 
lt's an ongoing joke: 'I don't hate 
you', the sentry guns cheerfully 
intone as they gun you down. 
Besides these, and the ever· 
watchful AI, the labs are deserted 
- your closest thing to an ally is 
the 'companion cube' the AI 
supplies you woth: a crate with 
a pink heart on its side. The 
success of this is clear: your 
journey through the test 
chambers is as much a desire to 
unravel this mystery as it is to 
challenge yourself with ever 
more convoluted puzzles. 
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Valve has eked out puzz es o· great range 
and complexity from the Simple pr ne p e of 
these two nterhnked porta s t s tl)e 51gn o' 
great puzzle des1gn: instead o' so~p y 

pourong more and more variables :nto tre 
rr.:x. Portal teaches you new ways o· 
exp ortong the technology at your d sposa 

ascent of escalating platforms. As you ex:t 
one portal and fly up from the momentum of 
your fall, you gaon JUSt enough alt.:ude to 
drop the alternate porta on the next. hogher 
platform, repeatmg until you either complete 
the puzzle or your braon wotners. confounded 
by the constant crange of or entatoon. 

~ Portal strains your spatial perception, forcing you 
,..,.... to consider tortuous trajectories that flip your 

orientation as you go from one portal to the next 

You moght use a portal to drop a crate on to 
a troub esome mounted auto-gun, or p ace 
tnerl' n order to QUoCI<Iy traverse a room 
from a t1med lever to the door 1t opens­
th;se be ng the more obvoous solutoons. As 
tne game esca ates, Porta strains your soa:oa 
perceptiOn, forCing you to consider tortuous 
trajector es 1hat f •P your onentat•on as you 
pass frorl' one portal to the next. eap from a 
high platform into a portal far below and you 
can use the momentum bestowed upon you 
by grav ty to prope yourself across an abyss 

One level, reputedly conce1ved by Gabe 
fliewell. sees you use tr1s tactiC to propel 
yourself ever upwards 1n a stomach-churn ng 

Although Portal is general ly more 
med tatiVe than the other games of The 
Orar:ge Box. 1t concea s some consooerable 
dynam1sm m 1ts core concept, reQuinng botn 
careful contemplation and rap1d reactoon At 
a certao'l po1nt the game abrupt y ups :he 
tempo, usmg your now-fam1ilar su1te of skills 
to churn through a sequence of deadlier 
en~ ro'lments towards the game's cone usoon. 
it's th1s awareness and careful manipulatiOn 
of pac.ng that unites the components of The 
Orange Box Eposode Two ounduates ts 
highs o' bloody, frenetoc combat w1th QUiet. 
me•ancholic lulls, and even Team Fortress 2. 
perhaps surpns ngly tor a muiHplayer game 

Tt.. 360 verston adds the incentive of Achievements to 
the existing replay value; set up the pon~ls as above an 
you earn recognition for falling a ridiculous distance 

of such explosive ac t:on. also manages a 
vanarce of pace that sets t apart from mos 
other on11ne t ties. Partly :h•s pacing is a 
matter of cho1ce - the game offers n1ne 
d•stonct classes from wh•ch to select and, 
w>,i e tl>e role of Scout is very d1fferenr to 
that of the Heavy, for example, somehow 
Valve has made each class equally appealino 

However, by tt'e natura on term xing o; 
these different roles, players nev1taoly creat 
situations tha t rad•cally alter the flow of 
battle, creat•r:g constar::, :hnll ng ead:es Tl 
Medic 001 ds up ·uoercharge' as he heals ar 
then, when fu I, expends it by making 
h1mself and o'le other player nvul'lerable f 



a short penod of tllne t s enough to bolster 
an assaJit on a capture-po nt that can turn 
the tide of the game Equally. as a Spy -who 
can d1sguise h1mself as an enemy- plunging 
h1s knife 1nto a Med1c's sp1ne or sabotag1ng 
the Engineer's teleports. d1spensers or turrets 
can prove key As a result. these support 
posttions become fort1f1ed by a parano1d 
bustle of Eng1neers, MediCS and Pyros (the 
latter class' short-range but devastat,ng 
blast of f lame can turn an unsubtle Spy m to 
charcoal 1n a matter of seconds) Team 
Fortress 2's class system isn't so much bu it 
on the S(issor-paper-stone model. 1nstead. 
the game's exqu1S1te balance rehes on 
elegantly pltCh,ng sJtuatJons and m xtures 
of classes aga nst each other 

lt's been in the making for the best pan 
of a decade, but it's more thar apparent 
where tha: effort has gone TF2 IS a peerless 
team pursu1t, astute 1n 1ts mechan1cs and 
realised w1th ur'lernng bnlliance The game's 
presentation ep :om ses ngenu ty and polish. 
the ea noon art s:yle succinctly convey1ng 
information that eau d otherw1se be 
1ntlm1datJng and abstract. Along w1th th1s 
come many comic touches- after death the 
screen automatiCally zooms to and freeze­
frames your enemy. who may well be m the 
middle of one of the game's leering taunt 
an1mations. The Australian-vo1ced $n1per will 
wave JOvially while saying. "Cheers for 

.. 
Team Fortress 1 keeps the obje<tives simple: only one level, a recreation of the <lassie '2fort'. involves 
capture-the-flag ga~Mplay The remaining fJYe maps are based around se<Uring control points in sequence 

l<eep ng your heac S"u you wankerl " wh1le 
the Pyro w1l rase !'1 s 'aTethro,,e, above h s 
and em1t a muteo wa1> e 

There IS such ca•e ana a~en:ran m :ne 
detail of each and everv oao-: o: r"e Orange 
Box the cool, A1p ne og~: oapo ng :~e 
ground m the forested '" de•ness o' Ep scde 
Two; the rabid graffrt of pre.'!Ous Apenure 
Sc1ence test subjects; the cardboard cutouts 
of farm animals that concea the s n ster 
purposes of Team Fortress arenas Valve's 
genius is n the way it conmuns rts worlds 

through unspoken means - and The 
Orange Box IS a perfect rea sat on of 
some stagger ng ta ent At •ts lowest po1nts 
1t rs h~ghty col"'lpetent. At 1ts best. there IS 
ltt e that can touch 1t The vanety of 1ts 
substance runs the gamut funous action 
both online and off, tortuous puzzles, and 
enraptunng narra t1ve In each part it excels 
and betters what has gone before; as a 
whole 1t is almost overwhelm1ng in •ts 
depth, ~rres•stJble 1n value and certa1nly, 
unreservedly, bnlliant. [10] 

Team Fortress 2 features gameplay that would be tri<ky to convey were it not for the cartoon aesthetic; the absurdity of 
the Soldier's rocket-jump, although an element common to titles ever since Quakt, seems to be rather more fitting here 

The Spy can become completely Invisible 
for shon periods of time and disguise 
himself as one of the players on the 
other team. When he does so, his own 
team see him as normal, save for a 
cardboard mask of the enemy's face 
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hink of Tools Of Destruction as a 
hi-def Iteration of Ratchet & 
Clank and you're missmg the point. 

You'd not be far off the mark, but the 
dtscrepancy is vital: this is Ratchet & Clank 
does HD, and not the other way around. 
To series fans and onlookers alike. 1ts 
th1rdperson shooter formula is an extremely 
familiar one. Traverse a series of planets, 
collecting gadgets and new weapons; blast 
myriad streams of enemies, and solve some 
slight but slick puzzles en route. Hey presto! 
The galaxy is once again saved from 
.,.,.hichever threat - this time 1t's the genocidal 
Cragmite race, led by petu lant attention­
whore Lord PerCival Tachyon, the arch-enemy 
of Ratchet's own Lombax race - that has 
descended upon it. 

Innovative structure has never been the 
franchise's calling card, of course. Ratchet & 

The absence of long·range weaponry may seem like a 
glaring omission, but there's rarely any call for it. The 
remote-control Visicopter allows Ratchet to scope ahead, 
while the Tornado l auncher (above) and Nanoswarmer 
turrets allow enemies behind cover to be taken down 

Clank should perhaps be renamed Guns & 
Enwonments, after its true, imag native 
stars. Sure, sufficient sp1t has been applied 
to the game's cutscenes and characters 
therein, enough to cement Insomniac's 
production credentials, but this is the other 
kind of Blu-ray disc. And neither Tools Of 
Destruction's settings nor gunplay disappoint. 
Not that there's a single groundbreaking 
concept in among it all Everything's just 

~ it's instant but very welcome gratification that 
~~ ends w ith enemies exploding. A compulsion­

driven pleasure that still hasn't Lost its hook 

sleek, honed and excess1ve enough to be 
tremendous entertainment. 

None of its weapons demands the kind of 
strategismg of, say, Halo, but you're just a 
qu1ck-select menu away from your ent1re 
arsenal. There are the usual trigger-pumpers 
- streams of ricochetmg sawblades, a 
shotgun that f1res a spray of icy thorns­
alongs1de the more novel-seeming ordnance, 
such as the Plasma Beasts, corrosive monsters 
that leap and splatter at enemies. There are 
hand-tossed grenades that whistle and fizzle 
hke fireworks. There's even a f lamethrower 

Gun battles can get so intense that you're sometimes left 
clueless as to which bullets are incoming and which are 
outgoing. Keeping moving will see you through, however 



tnat's actua ly feroc•ous and conv nctng. and 
not JUSt a gutter of greasy ye low clouds 
They're alll•nked by the r unquest onmg ease 
of llse, turnmg the ac on n~o a shck. ftre­
and-'orget 'est1va, t s nstant but very 
we come grat lfCat on mat ends With 
enemies explod ng nto Signature sp1lls of 
col ectlble nuts and bolts, a vacuous. 
compu s1on-dnven p easure ·hat st 11 hasn't 
lost , :s '1ook 

- he game ,tself w1l eventua y force you 
to tap and apprec1ate e•eryth ng n Ratchet's 
back pack - the ater stages feature some 
widely spaced checkpotnts, and defeat that 
comes on the back of too few h ts But any 
savagery 1s buffered by those pesky yet 
agreeable RPG elements- someth1ng, 
whether Ratchet's energy bar or the guns he 
totes. IS always level' ing up (see 'Second 
wind') - and the fact that your ammo stores 
are wilfully rep emshed upon restarts Such 
user-fr1endly streamhnmg suits Tools Of 
Destruct1an well, pdrtially because 1t would 
otherwise turn 1nto a slog. but mostly 
because your mc:ur role s to kiCk off as much 
onscreen chaos as poss be. whtle bask•ng 
tne result ng fa lout 

Through ts un1nh b1ted use of blar ng 
colour and ga' sh geometry, Tools Of 
DestructiOn cont nues the ser es egacy o' 
prov1d1ng sorre of ga'Tl ng's pretttest v1sual 
mathem3tiCS around, where the hea~ed 
se -f tec!'lnology on o splay •s ts art style 
'-lowever, of 1ts env rcnments. Toois Of 
Destruction's most monochrome locat1ons 
are 1ts most str k1ng. Planet Rykan and the 
Kreeh Comet - technically a ftre world and 
ce world, respectively. of a'l thtngs - are its 
most handsome, showcas1ng the layers of 
abundant detail that tlclVe been lav•shed on 
most of the worlds. Much of 11 1s noth1ng 

more ~han backdroo. but t"' s sa ga:ne 
where sucll gory cou"ts, aoo ng a •u..-u1er 
sense o• so o ry to t'le caroonated combat 

C ank s pt.ozz e sec".Jons ha• e bee"' sexed 
up, but rema n stubbornly sva gn~orward 
Th•s t•me he's accompan eo by the myst ea 
Zoni (spot the pur J bots tnat a ow h m to 
slow lime. evttate anc rebut d sha~ered 
ObJects Clank's finest moment 1S a vtvtd tnp 
through the guts of a supercomputer. but 
the range of commands avadable feel once 
aga'n unoerplayed. D1:to Ratchet's Gyro­
Cycle Super Lombax Ba I, essentially- a 
pleasant my to roll around, but which IS put 
to too lit tle use. The absence of multtplayer 

Auna·bas.d chall~ rttum on Planet Mukow, 
oncludong bou banlts (such as your scrap with Crushto, 
abovt) and tiiM-~ sllootouts. in return for fat 
bolt bonuus and ~ps even the occasional gadget 

sma6s of a need to release m the Christmas 
run-up, and would've rounded o" the PS3's 
most conf dent and cogent ptece of 
ma nstream software to date. 

For all the gnashtng over Sony's PS3 
promotton throughout the past year. 1t's 
v1tal to remember that the PlayS talion 
ftrstparty software bloodline IS an tmmense 
one That Tools Of Destructton has arguably 
met such an expectation 1S flattery 1ndeed. 
After the somewhat wobbly Res1stance: Fall 
Of Man, that lnsomn•ac has so confidently 
found ots feet makes the prospect of 
Ratchet's annual return an exetttng, rather 
than obligatory, one. [8] 

Second wind 

As seasoned fans would expect, 
completing Tools Of Destruction 
unlocks Challenge Mode, a 
chance to replay the game with 
inherited inventory and weapon 
or health upgrades, but minus 
gadgets. Enemies are tougher, 
further gun upgrades become 
available and a jackpot of bolts 
is available for killing without 
taking damage. The oft­
overlooked but much 
appreciated firstperson mode, 
however, isn't unlocked. but 
Challenge Mode still remains 
a prime example of how to 
(re)play on a game's strengths. 
Anyone who relishes their first 
playthrough wilt doubtless enjoy 
this retreading, given how it 
extends the key thrill of 
burgeoning firepower. 
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Myth'd opportunity 

Behind Folklore's somewhat 
inchoate storytelling lie some 
profound ideas. A lthough the 
Faeries are a cheerful bunch, 
and keen to help you, it 's difficult 
to shake the suspicion that they 
are manipulating you for their 
own ends. There's a battle raging 
in the Netherworld; the Faeries 
wish to restore it to a paradise 
known and understood by man, 
while the mysterious figure of 
Livane wants to prevent contact 
between the worlds as it is only 
through fear of death that 
humankind are inspired to 
make the best of their lives. 
Unfortunately, you are given 
very little freedom to properly 
explore these alliances. 

olklore's supernatural voyage, from 

the rugged splendour of an Irish islet 

to the varied and vivid madness of 
the netherworld, establishes it as one of the 

year's most vtsually 1magmat1ve titles. Wtth 

Yoshiki Okamoto, the esteemed producer 

behind Devil May Cry and Res,dent EVIl, on 
board, the game 1s clearly one of PS3 's 

prospective heavy httters. However, as wrth 

Sony·s other long-awaited exclus1ves, Latr and 

Heavenly Sword, Folklore pulls 1ts punches, 

and the romance of its vision ulttmately all 

but van1shes in a puff of fairy dust. 
Folklore offers you the role of two 

protagon1sts, between whiCh you can swap, 

each followmg a nominally d1'ferent 

storyltne Keats, a cyntca' reporter for an 

occult magaz1ne, f1nds h1'Tlse f 1n the village 

of Doolin after receivmg a strange phone 

call. Here he encounters E len. a d1sturbed 
young girl n search of her long- ost mother. 

Together they uncover murder and 1ntrrgue m 

the v1llage, passmg between the land of the 

living and the land of the dead to mvesttgate 

the mystenes surrounding them. 
The adton of the game doesn't live up to 

this conceit, your t ime divided between 

endunng turgtd exposition in the village and 

button-mashing dungeon crawls m the 

netherworld. While the island allows an 

amount of free-roaming, never 15 there more 

Perhaps even before its stunning visual design, Folklore's mood is often flawlessly realised by t he 
score. The theme playing while you explore the island is particula rly powerful, recalling film noir 
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than one goal available to you at a t1me, 

making it crushmgly linear. Its problem recalls 
Hotel Dusk: Room 2 15, w h1ch stymied 1ts 

own potential by constridmg you objectives; 

Folklore, although conjuring up a compelling 

atmosphere, often makes it feel that your 

role as a player is simply to move between 

cutscenes. There's no thinking ahead 
perm1tted: if you solve a puzzle before the 

characters, you have to wait fo r them to 

thrash it out at length before the objective 

The ability to switch between the two characters is 
mishandled. Often you'll have to sit through the same 
cutscenes and you fight the same bosses even if you 
have already killed them with the other character 

becomes available to you. They do so v1a 

comic-strip style dialogues w hich, unlike 
Hotel Dusk's, do not have the redeemtng 

feature of being part icularly w ell wrrtten. 
Oddly, the lands of the dead prove to 

offer the more lively actron. The netherworld 

realms are each based on a different 

conception of the afterlife, and filled w ith 

vicious creatures known as Folks. The variety 

and ingenuity of their design is one of the 

game's greatest positives - and the idea that 
forms the basis of combat is inventrve: 

having defeated a Folk, you can absorb its 

'id' and use its attack moves. Dtfferent Folks 

are more susceptible to att acks from 

particular ids, and these grow in power as 
you collect more tds. 

For the most part, how ever, combat of ten 

amounts to circle -straf ing and hammering a 

button. And for many Folk you' ll be 

hammenng for some time - w ell beyond the 

pomt at which you've surely proved yourself 
a competent hammerer. Late in the game, 

the combat offers tact ical nuance but 

nonetheless con tinues to misconstrue 

repet1tion for difficulty. 

Folklore's lurid. hallucrnatory visuals can't 

qu1te gloss over the unfulfilled potent ial here. 

The game's intermittently interesting combat 
isn't enough to carry the storylrne or its 

slugg1sh, stuttering expository devices. (5] 



_j 
f vrdeogames o1ce owed a debt to 
therr tabletop ancestors. rt's now 
clear that the potential of drg1ta 

entertarnment has srnce expanded. not least 
because it does away wrth physrcal matenals 
and their assoc ated hmrtatrons Recent 
conversions to the drgrtal medrum, such as 
t~e boardgames Settlers Of Ca:an and 
Carcassonne, have benef•ted from the qu ck 
set-up and score calculatron. wh e Ios ng 
none of tnerr ongrnal comp ex.ty The Eye Of 
Judgment. an odd hybr d be:.veen a strateg c 
card game and Vldeogame IS n companson 
~.,e poorest comprorn se - :wolvmg both a 
cumbersome physrca set-up and a 
superf uous drgrtal frontend that does httle 
to rncrease the fiUtd lf of gameplay 

Boxed alongsrde a PlaySta• on Eye and a 
starter oack of 30 cards. :he game that The 
Eye Of Judgment concea s IS not wholly 
wrthout rnterestrng cha enge, desprte the 
young age group at whteh t rs so clearly 
prtched. A dduted mrxture of Top Trumps and 
chess set to a thrashrng rock soundtrack, 
players lay cards rn turn. a m ng to occupy 
've spaces on a three-by-three gnd. As the 
cards are placed, the Eye hardware reads 

AA indication of the sloppier side of the packagt is that 
gamepLay-criticalelements have not benefited from 
obvious design choices- the differentiation berween 
different types of element, for example. is indistinct 

Eye Of Judgmonfs creature design is 
interesting. although it's surprising that 
the game hasn't been able to get more 
out of its host hardware given how 
lonle rs usually happening onscreen 

therr barcode-styre mark ngs and Vlsuahses 
the creature or spell nd cated on screen 
Cards wrll automafca , ac-..ao: c·ner cares 
at whiCh pornt me screen c ... :s '·om dep~ ng 
the board's layout to a short ba<. e St'Ql."1ce 

There rs lrttle purpose beh nd th s VIrtual 
rllustratron: the resurts are no: o "frcult to 
calculate a matter of subuadrng attack 
points from hrt pornts- and :he anrmatrons 
themselves are limp and 'a' to msrnuate 
connectron between combatants. Yet thrs 
appears to oe the sole se r'lg pornt. rn other 
ways the vrrtua rnterface does I tt e to help 
players and, if anythrng, slows the game 
down as you wart for rt to catch up wrth 
things that are already ev dert top ayers ­
such as viCtory, fa lure and boredom 

Even the implementation of the Eye 
rtself rs clumsy To have the game functron 
properly you need to align the board and 
camera rn Sl.Ch a way that the vrdeo feed on 
screen matches wrth the grid overlay - it is 
inexcusably 'rddly to get rrght given that th1s 
rs the game's rarson d'etre Commands that 
you mrght expect 10 be executed via the 
camera, such as select1ng drfferent squares 
on the grrd. need the cortrol er's D-pad 
rnstead. and tt"s easy to confuse tne game 
mto need ng a reboot by wav•ng a 'ca1cel 
move· card lr' front of the Eye 

The Eye Of Judgment doesn't JUStofy 
rtself rn erther one o' the two IT'edra rt so 
uncomfortably straddles. Its basiC notrons 
of gameplay are not wrthout mem but. 
simply as a strateg c card game, rt never 
conv nces that rt has the depth of rts 
forebears like Magrc: The Gathering or, 
rndeed, brrdge a game which doesn't 
requ re the constant acqursrtion of newer 
card packs at great expeonse. [4] 

In these days of procedural animation we 
might be excused for demanding more 
from Eye Of Judgments combat sequences. 
panicularly since they are a major focus 

And stretch 

The game comes with a set of 
awkward instructional videos, 
aimed to introduce the player to 
the basics of the game - there's a 
fair amount to take in, and the 
choice to make these non· 
interactive when so many other 
games manage more integrated 
tutorials is baffling. Even more 
unnerving is the manner in 
which they are delivered - the 
voiceover's tone falls somewhere 
in the uncanny void between 
Crypt Keeper and yoga instructor. 
At least it encourages good 
manners- Eye Of Judgment 
etiquette demands a handshake 
before play begins. Quite so. 
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Game net match 

On line is fully integrated into 
Pulse. Though not live at the time 
of reviewing, ship liveries can be 
designed on its w ebsite for 
down load into the game, and the 
game itself supports online and 
local racing, plus exchange of 
event grids and lap t imes. lt 
also integrates access to the 
wipeoutpulse.com website, 
which will act as a rather more 
sophisticated version of that 
found in Pure, offering content 
downloads (already, four packs 
are promised). More of the 
divergent imagination found in 
Pure's packs will be welcome. 

s one of P aySta!lon Portable's 
launch games, W1peout Pure d d an 
enormous amount to demonstrate 

its processing oomph, the v1vid pleasures of 
its screen and the re "'ngorat ng surpriSe of 
dowr-1oadab e ne-., comen: IN tr> o'lly tse' 
to prove, you m ght th nk that Pu se has a 
much less substantial battle ahead of 1t, but 
as another update to a 12-year-old senes rt 
often feels as f SCEE L1verpoolrs scrabbling 
'or 1deas to keep the ser es fresh. 

Whrch 1sn't to say that Pulse doesn't offer 
anythrng less thar a high quality rac•ng 
experience. At heart the racing •s much the 
same as ever. although the handLng model 
has been trghtened ever so sl1ght y smce 
Pure: Pulse's 12 sh1ps are a tiny bit spnghther, 
the courses are twist1er to match, and the old, 
slow Vector speed has been dropped A 
welcome mtroducnon IS the mag-str p, an 
area of track to which your craft sucks that 
allows for thnllingly bumpy sectiOns and 
wonderfully dramatic vertiginous tracks l1ke 
Metrop1a But recycling pick-ups to replenis"t 
sh1eld energy, the S1de-sh1't move and 

Pulse introduces a new play mode, Spe~ lap, in which players have seven laps in order to ~at a certain 
time. The return of Eliminator is to be applaud~ for its chaotic contrast to the purity of other modes 
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~ Alaphiseln features an onaedibly high JUmp (above). ~nd 
othor trKits have t>glot loop-the-loops, made possible by the 
mag-stnp. The result is a more spectacular set of courses that 
art • pleasure to learn for each of Pulse's four speed classes 

barre -ro boost return entirely 1ntact, and 
Phantom soeed os as terrrty.ngly fast as ever 

Ne">'oer a•e the v1suals, which are even 
smoother, bnghter and sharper than Pure's. 
In mot on and through its photo mode (a 
s1mp 'ed ::a~e on PGR3's). Pulse never f a1ls 
to look ess t'lan beaut fully cor1posed and 
perfect n ts scope Tracks1de architecture 
and deta s are vaned, characterful and 
mag1nat1ve, and ensure each course is 
memorab e, 'rom the deco-futunst mash-up 
of De KoflS"..ruct to the heavy ndustnally 
•nfected pastorals of Talon's Junct1on. Indeed. 
each race 1s preceded by a flythrough of the 
course that h1gh 1ghts its major s1ghts and is 
accompan ed by a vooceover exola•n ng 1ts 
settong and hostory The polish extends to tne 
audiO, too- you can now hear a wh r as the 
atrbrakes are applied, along w1th lots of 
locat•on-speeof1c ambience. 

Before you expenence al thiS, of course, 
you'l ha•e nav1ga:ed Pulse's ar-racuvely 
overhauled menu system. Here 1ts ma1n new 
concept 1s apparent - the 1ncept10n of a 
campa•gn mode composed of a ·grid' of 
d1fferent events. Score enough potnts in each 
grid by entenng the events you w1sh and the 
next wdl be opened up, someth1ng of a 
release from the chore that unlocking all the 
courses and speed classes was in Pure. There 
are a lot of events, however - 235, tn fact -
spread over 16 gr ds. To obsess ve-compuls ve 
medal hunters, campaign mode represents a 
daunting challenge, not so much 1n terms of 
diffiCulty than sheer t1me and effort. 

For those less exacling, campaign unlocks 
courses and race modes for use 1n Racebox, 

Zone returns once again, the mode in which speed 
automatically and gradually increases and the aim is 
to survive as long as possible. And once again it features 
an abstract visual style, but is restricted to the game's 
12 main tracks rather than the extras found in Pure's 

which allows you to create single races and 
entire gnds of events with as much var anor. 
as those found 1n t'le matn campa gn. You 
can set target t1mes for t1me tnals, 
weaponless half-grid contests for race 
pur·sts, or a 200-ktll Elim.nation marathon 
!a mode that returns from Wtpeout 3}. The 
cho ce, as they say, s yours- f you d•dn't 
have enough to do already 

The problem is that Pulse's innovations 
are squarely set on 1ts excellent presentatior 
Once the 1n1t1al1nterest in the sh1ny new 
stat1stics screen or s~anng homemade race 
grids w1th other players has worn off, it bod 
down to metronomic sconng off of races, 
one after the other. Sure, 1t's another great 
Instalment of Wtpeout, but under the gloss 
1t's little more (' 



~ recently and so voca ly de'endmg 
Vldeogam,ng's artiStic credentials, 
Chve Barker has set h1mself up for a 

fall Jencho, a horror-themed squad-shooter. 
des1gned under close mstruct1on from Barker 
h1mself, will inevitably come under scrutiny 
by v1deogame detractors 1n the mainstream 
press. who w1ll be delighted by the fact that 
the game offers prec1ous htt e to bolster the 
1ntegnty of the med1um 

Je,cho's plot follows the epon,-mous 
squad of leather-clad psych c so o ers as ~~ey 
battle to close a nft that w1l othe'Wse 
un.eash a terr be E.'Vil - a perfunctory excuse 
for Barker to pummel the player w.tn an 
endless deluge of peeled corpses. rivers of 
blood, excrement, sadomasochistic psychic 
Naz1s and mild m1sogyny. 

But though the flayed flesh flies, it's 
d1ff~eu lt to find any of it affecting ir the way 
Barker presumably mtends: horror, you 
qu,ckly reahse. IS a matter of contrast with 
the mundane Hellra1ser's Pmhead was 
rernfymg because of his intrus1on mto the 
rea world, a fam1 y home Here, the only 
~ouchstone w1th realty IS tne group o' 
mplaus1ble goths who make up Jencho 

Although ~re are plenty of combat options, many of the 
squad's special ~billlies are only useful in occasional contett­
sensitive situations - lones can astrally project himself to 
pull lever>. for examplo. but this is the only use for his ability 

Squad- and, as a result, tne game's ab1hty 
to shock •s annulled through relentless. 
homogenous gore 

Occasionally, you can't he p but admlfe 
the gory excess of some of Barker's creat1ons 
- tlymg, disembowelled children who slap 
you w1th drooping, tendril-like veins are a 
momentary highl1ght - but the game Juggles 
precious little variety for the most part. Th1s IS 
Jencho's real problem, and 1t's one that 
ex• ends beyond 1ts hackneyed styhngs there 
IS a func.lOI'Ia ly sound squad-shooter at the 
game's core oo· ts ambliiOns are hampered 
by repe· oous a a u~.:r:'.ag;na· ve staged 
comba: ''sa m~sec ococ~ Jr. y oecause 
eriCho's SIX-s'!'OOg s:::-ac s ar. n·eres· ng 

:actJCa proposltlOO, made uo c· characers 
.,., :h spea'IC abl t es bet.-.e.en wh eh you can 
eas ly sw:tch yoor control. The cha,ngun-
w eld ng Delgado can unleash a f1re demon 
to mmo a:e enem es; Black can steer her 
bullets w th tee nes s; Church can cast 
blood magiC, o n g e'lem es m place before 
f1n1Sh1ng them vvrth a Sll1g e sweep of her 
katana IN'n e me re'llC ng squad members 
act as support. tne spec a sa:10n of these 
three pnmary roles- nea~ sn per and me ee 

Almost the entirety of 
Jericho is dominated by red 
or grey tones. Some of the 
architecture is impressive. 
howevtr, and makes you 
wonder what the artists 
might have done with 
a broader palette 

Some of the boss battles demand tactics; most are just 
damage sponges. This boss can be defeated by standing 
still and simply unloading a chaingun into his belly 

- has the chance to add real d111ers1ty to 
~e banes 

: s a o .e'>7f ~na; s rarely explol:ed. 
he-• .,. er as most o' tne banles amount to 
s 11"P e anr ton aga,nst waves of enem1es 
that you've fought many 11mes before . 
Though Jericho IS not wholly mcompetent 1n 
its execution, it is unambitiOUS. The game's 
failure to monopolise on tts squad dynamiC 
relegates it to a shooter-by-numbers, and its 
appeal 1S then further undercut by the fact 
that, wh le Barker clearly has a sense for the 
grotesque, ot 1s :he only note that Jeflcho 
pays rlard'y a compe hng argument for 
v1deogam ng s potential, then [5] 

The Hellbound Tort 

Billie Church, a magic Dixieland 
ninja with prominent cleavage 
and a penchant for fetish gear, 
will quip to enemies: "You just 
had your ass kicked by a girl". 
Delgado jokes that when lesbian 
Black gets possessed by a spirit, 
it's the first time she's had a 
man inside her. Certain enemies 
have vaginal weakspots you're 
tasked w it h attacking. As w ith 
much of Barker's work, there is 
preoccupation with sexual 
violence and sadomasochism 
here, and, although these are 
valid avenues to explore, there 
remains something unpalatable 
about Jericho's dialogue and 
characterisation. Or maybe we 
just don't wear enough black. 
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ost days must be gloomy at N h1hSt1c 
Software, but t m ght well have 
been a partiCularly dark one when 

the company was handed the Conan licence 
and charged w1th creat1ng a hack'n'slash 
adve'lture. lt's hardly a fresh concept, and 
100k1ng at tne boxart or t1tle screer may be 
enough to make some garners turn away 
with a sense of ennu1 To do so would be a 
m1stake, because from an unprom1s1ng 
start1ng poirt Nihilistic has crafted an 
accomplished game that not only adds to 
ItS genre but 1s capable of stand1ng next 
to some of its best exponents. 

The combat system 1s where the game 
exce s. and it IS f1nely p1tched berv.een a rea 
challenge {on Hard) and sk1n-c awtngly 
dlff1cult {on Kmg). featurmg sever a' of the 
basics familiar from other t t es n the genre 
counter-attacks, ro Is Vla the r ght analog Le 
StiCk. a block button, a"o ~11e ab1 ty to 
upgrade your capab t es as you progress. 
But in the balanc1ng of these elements 1t is 
finessed: blocking, for example, needs to be 
weaved 1nto your reperto •e as ;:he precursor 
to attacks; you qu1Ckly ea•n ~o block Just as a 
foe's weapon is about to stnKe, n tat ng a 

Th~ game is chod<·full of animatJOM Wt 
bM.alise and cf~ your OfiPOCW"IS 
from various pos.toons - !ben s l!'ln ~ shield 
~ac~ng· opllOft for those aM0YV19 bMt 
guys wbo just lHP on blodting your w"UpOn 

pa•rt .!_' :hispotr.:. t:'ee~· eba1esows 
dow:: "or a mome.-, .,., ... ea but·:lr. =or your 
optons oependent or. the enemys oos ~ 
appears. Ge• ' nght, and Ule ·oe s 
ev1scer ated - ter a ly - oefore they e e1 
rea 1se trey've m ssed you :.n attac< ng 
horde car be sawn - na: a ha c: J c: 
seconds, but .f you re not up to the JOb 
they'll do the same to Conan The combat IS 
fast, brutal. and h1ghly engag1ng to play and 
watch, and learn1ng when to attack, parry, 
dodge and block on the later levels s a 
s1gnif1cant and rewarding challenge. The only 
disappointments arrive via boss battles, 
wh1ch try for a sense of scale but are often 
deflating. w1th s1mple solut1ons and repetitive 
cha enges next to the more free-flowing 

The boss battles are always visually explosive (see below). 
but the a<tual combat can often prove less engaging. 
fi~le., however, are always authentically gruesome 

• gh3 ;:hat compnse the rest of the game 
_eve design 1s unremarkab e for the most 

oo-: :nough we I rea 1sed and not devo1d of 
mnovawe moments. studded as rt IS w1th 
trapS and puu es that demand some 
·earrang ng o' the enwonments as well as 
ag ;:y, wh e Conan·s cat 1ke moverrent as he 
scales wal s and umps between bnCI<WOr< 1s 
partiCularly well animated. Ultimately, the 
puzzles will not stop players 1n their tracks. 
and serve 'nstead to prov1de breathers before 
the next hapless horde comes along to meet 
the11 messy deatn. 

Also worthy of note is the fidelity of 
Conan's character, down to the 'sullen blue 
eyes' and bad att1tude of Howard's ong nal 
stories. The game s fu of moments that feel 
as much part of the Conan mythos as b1g 
swords, 1ncludmg buxom ma1dens you 
frequently f nd cha1ned to walls, bereft of all 
clothing apart 'rom the1r pants Re ease them 
by yank1ng the cha•l) loose {w1th your bare 
hands, naturally) and some w1ll beg to repay 
you. while others will s1mply say, "Crush me 
with your love, barbanan" lt's all highly daft, 
but in 1s context comes across as such. 
rather than an attempt 10 be smlJ1ty. 

Conan 1s a genu,ne surpr1se it's not 
Innovative 1n its entirety, but it does almost 
as much as it can with the central concept, 
and thus proves one of the better examples 
o~ the hack'n's ash genre (7] 

One potato, two potato 

Conan·s most original addition to 
the genre is the ability to pick up 
almost every weapon seen or 
used by the enemy (whether by 
killing them first or using one of 
the later, and highly amusing, 
disarm/kill combos). There's a 
reasonably large number of 
weapons with different 
techniques to be mastered, 
though they tend to fall into 
one of four main groups: one­
handed, one-handed with shield, 
dual-wielded, or two-handed. 
Each of these different 
possibilities has its own set of 
anacks that can be learned and 
mastered, and being aware of 
how different enemies react to 
different combinations of 
weapons makes the difference 
between victory and defeat. 
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fter the ra::>turous recepuon 
GTR2 rece1ved, S•mbm was 
perfectly posed to make a b•g 

impreSSIOn w1th M next t1tle, RACE 
The WTCC GamE> The end result was 
somewhat underwhelmmg - there 
could be no aspers1ons cast towards 
the slavish replication of the sport, but 
wh le RACE performed the tounng car 
bump'n'gnnd beautifully. the absence 
of the c~sp~ra!IOna marques ana 
GATSO-fry•ng top speeds that GTR2 
had prov1ded made : seem dowdy 
and unremarKable 

Tre seasonal update reaches a 
hll e further. Fans who have followed 
S1mbh's evolution from the beginning 
have long hoped for the team to 
tackle open-wheeled raCing cars, and 
with the new F3000 and Formula 
BMW the development team has 
successfully added another s mu ation 
string to Its bow n l•ne with S mb n's 
vncomprom smg aporoach to realism, 
tt1ese new veh cles have not been 
romant c•sed m the s •gh:est a'ld, 
wren pushed to :he1r llm,:s. :he 
subt eties of the handling mode and 
phys1cs engme are made joyous y 
apparent. Mate the game with a 
solid force-feedback steering wheel 
and a nght foot with some degree 
of finesse clnd the experience gams 
a bracing layer of authentiCity. 

it's these details that w I determine 
w~ethe• RACE 07 tves or d1es. - he 
Grnotor2 eng•ne •s clear y showing its 
age, so th1s 1s not a t.t e that w 11 

attrac: newCOIT'ers, or ndeeo 
aesthetes n gcnercJI Instead, :s 
'ortunes •ely on sat sfy•ng a 
burgeoning commun1ty of simulat on 

94 

RACE OTs cars ltt suil<lbly de~ but some 
corcuots can look barren Simbin fans wil be 
watchong ots 30 ttch developments closely 

racers. for wnom authentiCity s the 
top pnonty, and n 1hat respect 1t's 
a success. Once aga n the series at 
the gameo's core, the World Tounng 
Car Championship, 1s modelled 1n 
1ts ent~rety to 2007 specification and 
the move towards street orcu•ts has 
been extremely k1nd to RACE 07 
SlcJv1sh recreat1ons of the new1y 
1ndu<ted Pau and Porto orcu ts orov1de 
the t•g'1t turns and knife-edge rac1ng 
that tounng cars are famous for, and 
offer roads•de d1str actions beyond 
those seen around the standaro 
collectiOn of w1nd-blasred a1rf elds 

W1th Codemasters moving away 
from licensed racing series and 
towards Project Got/lam-inspired street 
racing, S1mb1n appears to be one of 
the last rema,ning bastions 'or racmg 
fans who demand str et adherence to 
the sport•ng canon. Unfortunately. 
casual rac1ng fans. used to tne vtsual 
sp endour of Coltn McRae D1rt and 
Forza Mororsport 2. will judge •ts low­
poly models, murky textures and 
s 1ghtly n•coune-stained light1ng 
just•f•ably harshly. [7] 

t would take courage and a 
great deal of self-belief to turn 
up at the real Hot Import 

N•ghts - a leading tun•ng exh•b uon -
to have your creat on jUdged by the 
crowd. But, n effect. t~at s what JuiCe 
Games is ao ng showmg up on the 
tun•ng v•deogarne scene w th Ju ced 2 
Its predecessor, wh1le hardly must-buy 
material, did prov1de the odd fresh 
take on a subgenre long dommated by 
EA's Need For Speed. The sequel 1s 
su1tably more amb1t1ous, though not 
necesSGrily any more successful 

The standard elements are all 
present. of course Buy your car. pa m 
t, mod 11. tu 'le t and then hot the 
nternat•onal tarmac m races. t me 
:r als, elimination rounds. p1nk-s p 
challenges, crew races and dnft e1e'lts 
to name the most obvoous. Cena nly. 
Jwced 2 can't be crttiCISed for be•ng 
short on content -each of the Career 
mode's leagues offers an increas•ng 
number of goals to be met, though 
cleverly not all have to be COIT'pleted 
n order to open up :he next round, 

offeqng a welcome level of cho ce 
There are neat touches. too, not 

east in the way you take on cha enges 
to unlock more advanced mods or the 
fact these come n handy tun ng 
packages, as well as enhancements to 

the franchise's 1n-game gambling 
aspect and the game's considerable 
online aspects. Just some examples 
ind1cating tnat JUice has g veniSQme 
thought to •nJeCt•ng novelty 1nto tne 
otherw se genenc subject man er. 

Less encourag1ng IS the handling 
model1tsel' There's no deny1ng that 
throw1ng a car s1deways 1nto corners 
with complete abandon 1S fun, but 
part of the thril l IS the risk you take. 
Remove that element - Juiced 2's 
driv1ng dynamic couldn't be more 
easygomg w1thout offenng an 
autopilot option - and you effect1vely 
d m n sh the level of sat•sfact1on. 

The exceptton are the d• it events, 
wnere the game may actually lead ots 
genre lt s exaggerated, but the ab1hty 
to anve your veh1cle purely on the 
trron.e, while us•ng the 1n-car 
perspect•ve and seeing the po1nts 
mount up as you cham one glonous 
powerslide 1nto the next, can be 
ternf1cally rewardmg 

That's not to say other e1ements 
can't thrtl coming to w1th1n 0 OSs o' 
los1ng a lov1ngly (and expens1ve y) oui·t 
car 1n a p1nk-sl•p event certa1nly rases 
the pulse. Overa I, though, the ''as: 
car. phat beats· experoence fees a 1ttle 
underpowered. And, cruc•ally, you'll 
ftnd 11 done better elsewhere [6] 

For the most part, the competitor AI stands up. 
The 'driver DNA' seems gimmicky. but does offer 
some indication of an individual's on·traclc nature 

A welcome addition is the ability to play the (,areer mode online, the caveat being that this is entirely 
separate lrom the olfline equivalent and therefore means cars are not interchangeable between the two 



av~ng already sh1fted 1.8 
m1ll1an units, Monster Hunter 
Freedom 2 1s by some marg n 

Japan's b ggest·se l1ng PSP t1tle to date 
Wh e such rab1d consump: on s not 
oncommon n Japan's notor ously 
brand-led mar~etplace. you'd do we I 
to f1nd one of those 1 8 m 10n who 
feel short ·changed by the r purchase, 
regardless of the superf,c,a changes 
Implemented since the PS2 game 
Monster Hunter 2- of wh1ch this is 
a portable remake 

Perhaps Japanese garners, known 
for throw1ng themselves nto the1r 
past1mes, can empath se Wlth the 
plight o· the r se f-des.gned cilarac:er. 
For the r exiStence as a hunter-gatherer 
among a sma I motr:a n·top 
commun1ty IS, ror :he ongest t1me, 
a story of so at on and solitude. 
Adopting the l::md of repetltiOUS 
tutonng better su ted to expanding a 
parrot's vocabulary, Freedom 2 throws 
hour upon hour o1 lower-level tasks at 
the player. at once 'rustrat1ng the 
expenenced and a enat ng flrSt·t,mers. 
- he latter group may also f1nd the 
concept of an RPG that rare y strays 
far frorr the V1 age n whiCh : beg1ns 
as be,'ll11denng as :~ • ac. :"at they 
have to gnnd WlihOt..: even the Ps1ng 
~ncrements of bar charts :o act as a 
man1fest 1ncent1ve 

However, the stubborn pers stency 
of the learn ng curve ex1sts to he p 
newcomers understand the noances of 
a ser,es that subverts the norms o' :he 
RPG, yet paradox1cal y observes tnem 
ng1dly So wh1 e trey barely get ·o 
explore its landscapes. the camp ex--;1 

like all RPGs that have you hunting in packs. 
stKctss relies heavily on respecting the job dass 
allocated to you, but rather than funnelling 
players clown one route, all weapon dasses are 
available at all times. Being able to call yourself a 
bowman requires upenence on the field of play 

of the combat ensures that weary 
htJnters aren't short of stones to tell. 
Relatedly. the breadth of tactical 
acumen required to defeat Freedom 
2's roster of beasts ensures that the 
reward for gnnd ng IS not about 
arb,trary statistiCal boosts bu: a more 
practiCal th1ng: the experoence to :each 
you the techmque that wil take down 
the more troublesome foes 

Monscer Hunter is at1ts besl n 
mJit1player. and Capcom IS keen to 
acdress th1s, throw•ng up diff1culty 
sp1kes that encourage users to d1p into 
1ts ad-hoc co-op mode to overcome 
them. Though not a standalone mode 
1n 1tself (it piggybacks off s• ngleplayer) 
and not on line, pers1stent players will 
f1nd t to be one of the best 
mlJit,player exper ences on PSP [7] 

Injured - or just plam timid - prey will often flee the bailie, necessitating a rethink of strategy. Paintballs 
can tag fleeing beasts for easy reference on radar. while traps can be set to capture the bounty passively 

rere·s a peasant d rect·to­
VlCeo charm creep ng 1nto 
tne PSP game I brary. and 

few t ties summed up that sense of 
uncomplicated fun as enJoyably as 
Purswt Force. A frantiC mess of 
cops-and-robbers that made up for 1ts 
budget stylings with generos1ty and 
flalf, there was plenty to hke in the 
gymnastic car-to-car f~ref1ghts of 
Bigbig's original t itle There was plenty 
to f1x, too, notably uneven d1ff1culty, 
and plodding on-'oot sections The 
seque offers MOre of the same· it'S 
still fun, and t sull has problems 

-he good news 1s that. beh1nd the 
wheel of a car or boat, the action 1s as 
exhllaratmg as 1t ever was. The 
anginal's elegant controls rema1n 
largely unchanged, mak1ng 1t easy to 
leap from one hurtling veh1cle to 
another and rack up kll s w1th real 
swagger. This is a kinder expenence 
than the fim outing, however, w1th 
1mproved handling and less emphas1s 
on end ess m1SS10n res:arts 

011 foot, an op\IOn that seems 
1ncreas ngly common thiS time, thmgs 
are less successful. The PSP's s1ngle nub 
makes for imprecise controls, and 
while running and gunn1ng around 

Extreme Justice has breadth as well as length· 
alongside ad-hoc multiplayer. Bounty missions 
allow you to replay levels to unlock extras, and 
Challenge missions give you specific objectives 

The Justice meter. built up through good road 
manners and focused ultra-violence, still feels 
undeveloped. Though it offers health top-ups, 
rocket anac.ks and slow-motion mid-air kills. it 
remains an idea waiting to be properly exploited 

Simplistic AI and endless supplies of 
explod1ng barrels is no d1saster, it 
remains a chore made enjoyable only 
by a quirky cho1ce of sound effects, 
wh eh suggests that th1s part1cular 
act1on hero 1s do ing out JUSt ce while 
weanng clogs 

The plot, such as 11 1s, IS a 
b1zarre, guilty pleasure, p1nwheellng 
schizophreniCally between camp 
laughs and m tense drama (there's 
both a wedding and a funeral in the 
f~rst 40 mmutes), while fmding lime to 
cram n a baffling select1on of racial 
stereotypes. And whi1e Pursu11 Force 
st1ll struggles to provide any rea· 
var ety to ts m'ssions, 1t nstead piles 
on tne permutatiOns- car on tank, car 
on tram, chopper on f11e truck- w1th 
the pressunsed 'nvenweness of a 
jaded automotive pornographer 

The mesh1ng of racing and mme· 
f1ghting may not be ent1rely successful 
yet - in the heat of the moment 1t's 
st1ll a little too easy to overtake the car 
you're meant to be chasing. whiCh can 
spoil the thrill somewhat but by and 
•arge, B1gb,g·s game prov,des plenty of 
cheap exotement. lt's a throwback, for 
sure. and there's little 'n the way o' 
innovation. but Extreme Jusc,ce 1s 
brash, pacy and pleas1ng1y m1ndless, 
seltling n1cely nto that select pi'e of 
games that rema1n far from perfect 
but enduringly hard to d1sl1ke. [6] 
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Electro"ic Suppon Musu,. units give lethal targetong assistance to nearby allied units. rockets fired 
wrthrn radar range almost sure to hit their target. Allied stnkts. munwhilt, are awarded for completing 
ob1ectrves: srmply punch the D·pad to send available ground and air units after every target onsaeen 

t the very least. Ace Combat 
1sn't go1ng to lose 1tself any 
fan~. lt st1ll feels as mucn like 

Star Wars and -he Guns Of Navarone 
as 1t does Top Gun t St1l knows how 
to make m1ss le contrailS and 11ashing 
d amonds sexy lt knows how to str,ng 
you along v1a numerous plot nv1sts 
a 'le false endmgs And t sttll ;ee s like 
oemg ms de a wash ng machine for 
~alf an hour 

The ~tory, wh1ch IS suostant,al, adds 
yet another f1ct1tto~s con'l ct to the 
canon, th1s t1me between the 
ne1ghbounng countries of Emmeria 
and Estovak1c1 A 15-miSSIOn campaign 
fol ows c1 fam11iar pattern of cutscene, 
bnef ng, m1ss O'l and debnef1ng, but 
eac'l 'lOW adds a mo•e d1stmct, 
rrethodiCal backdrop to tne quickf1re 
dogf1ghts and bomb1ng rtJns. An 
e'lsemb e o: nterweavmg wa• stones ­
n whiCh the rendenng IS effec11~e a no 
the vo•ce-ilc\ ng sn't- compnses rhe 
bulk o' ts CG, while the old tnck of 
blerd1ng m11itary ard CIVIlian .n-fhght 
radio chatter works well. 

But 1\'s the miSSions, each a series­
standard length of around 30 to 40 
rrw1utes. wh1ch oeneH most from the 
series· newfound economy A r7ew 
'Dy.,am1c Operat on System' g•ves you 
a number of d1fferent ground and atr 
Jntts to chaoerone. each w1:h its own 
role 1n a gloha ob e<tlve Boa:s, 
rei copter squadrons, eye-1r:-tne-sky 
planes, tar:~ platoons and commando 
un ts all come 1nto play at one po1nt or 
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other, a certa•n degree of pate­
sptnntng reqUired by thetr requests tor 
a1r support Be<ause there's no stnd 
sequence of waypo1nts and targets, 
however, and no tyranny of rutr'ess 
t•mers or energy bars, t s br ant 
G•~en the Japanese ... nacK for ma ng 
games r1poss be. 1~ s ones a sa n: 

In fact, g ven oe~e ooers genera 
distaste for nard•~are ger1e·a~ on 
,umps - how many ser 5 taK.e a 
genume ~tep fon. .... ard when stepp ng 
up?- Ace Combat's arr va on 360 s 
euphoric For the f, rst time. 1t feels •ke 
the game that Namco has long been 
trymg to make The overdue barrage 
of on'ine modes, comprising 16-player 
solo and team death marches, co-op 
m•ss1ons d'ld leaderboards. lives uP 
to expe<tat10ns, with a wea th o' 
downloadable content already unoer 
test And the v sua s? We I, if you want 
more screenshots. JUS; pop your head 
out of thew ndow and look up. [8] 

lt wouldn' t bt Ace Combat without a sci-fi 
superweapon blotting out the sun; this game 
has two. The frrst (and btst) is the Aigaion. a jet· 
powered aircraft carrier flanked by four flying 
fonresses. The inevitable dogfight in which 
dusters of cruise missiles punish those who 
stray out of rangt, is among the series' best 

state-sh1ftmg globule of an 
avatar that exists w1th1n a 
world that MS as the 

controller does the compansons 
between Dewy's Ad>enture and Wn 
stablemate Mercury Meltdown are 
.nev,;ab e, yet n actuality the two 
share l•ttle in common beyond the 
premise. Wel', perhaps that and the•r 
ability to evoke frustration. In Konamt's 
effort, however, the game's obs\lnate 
nature seems more a by-product of 
blunt level des,gn rather than sharp 
developer Wit 

Effectively a platformer 10 wh eh 
you control tt,e enwonment rather 
t ,an the character. Dewy's Advemure 
ra,ses the leve of •nteracttvlly beyond 
-1at of 1ts pee-s by allow ng control 
O'oer the gameworld's temperature 
~ tap on the Remote's directiOnal 
oad raises or lowers the heat evel 
accordmgly, often with dramatiC effect, 
tn an 1nstant, a grassy bank is 
shrouded in snow, w1th previously 
untraversable bodies of water freez1ng 
nto 1cy walkways However, the effect 
on rhe environment IS never more 
oramatlc tnan that which occurs to the 
game's titular hero: be1ng a water­
based organism. Dewy IS subje<t to the 
wh r1s of the hydraulic eye e. allowmg 
h m to evaporate nto an 1nert cloud 
or form an ice-block capable of 
powerhousing its way through 
obstacles. Although th1s mechan1c 
often offers the occas1onal poser 

Coming from the same studio that forged Elebits, 
it should be no surprise that Dewy contains a 
similar map editor, but the limited on line modes 
hamper the mileage that can be derived from it 

to"ten revolv1ng around the act•vation 
of sw•tches). m truth, Dewy's 
4dltenture rarely threatens to fulfil 
even a fradron of the potentia ts 

gameworld rules offer The mole<Ltle­
shlftrng dynam•c is at least responsible 
for Dewy's biggest success, which 
tron1cally comes 1n an arena where the 
genre 1s traditionally at its weakest. 
The boss battles. echo1ng Zelda, have a 
sense of the ep1c and require versatility 
of thought to overcome (Highlights 
1nclude an overs1zed gecko whose 
ma•n offens•ve weapon - 1ts tongue ­
can be frozen to the ground wit'l a 
~o\e l-t1med climatic change.) 

- he meat of the game rema•ns 
enJoyable yet underwhelm•ng The 
sensit1v1ty of the controls and the scale 
of the evels make for an 11 marnage 
with the f1xed camera, needlessly 
amplify1ng the challenge in an 
otherwise pretty lightweight game. [6] 

The simplest route to ensuring replayability is to 
scatter around collectables- here In the form of 
Dewy's friends. However, camera angles and 
curious level design make it difficult to put their 
placement into a greattr contt>ll. making them a 
less compelling goal than Monkey BaiTs bananas 



hape your community and 
dec•de who lives there'. says a 
box on the back of My Sims 

w.th zeal that borders on the fasCISliC. 
- h s •sn't Antmat C ross•ng, wh eh gave 
you only the crudes; contra over t'le 
town cuts de your ow~ house. Rather. 
tn s •s somcth1'1g much more 
Amen ea n: an orgy of se•'-expression. 
My Sims affords you the freedom to 
change anything you like - the 
appearance of each of the houses and 
bu1ldmgs •n the town, the1r 1ntenors 
and the furn1ture Itself. 

Each bUild• ng and p ece of 
'urn•ture IS ftlade up from a large 
se ect•on of bu ld1ng blocks, 
mampulated us•ng the W 1 Remote s 
po1nter By and large. tne ed :or s a1 
ntU1t1ve a'1d f ex•ble system that's easy 
w fmely control w•th htt e pract•ce. 
Most furni ture IS built us ng bluepnnts, 
wh1ch are awarded by town residents 
for carrymg out construd•on tasks for 
them Bluepnnts only spec.'y bas•c 
shapes, though, as you re ab e to build 
w11h an impress•ve degree o' 'reedom. 

Much t me IS spent on the 
col ect10n of a vast r angt? of essences'. 
wh•ch prov•de a paleae o· pa<.errs 
and shapes to apply to I urn :ure, 
wa Is and f oors. The rock essence s 
collected by d gg ng, green a pp e by 
shaking trees, light wood from cun ng 
them down, sad from be1ng nasty to 
residents. clown f1sh from f1shmg, and 
so on. Res•dents prefer certa1n 
essences to others, so you'll need to 
f)unt far and wide for the ones to 
make the furn1ture they demand 

Outs•de of se f-•mposed des gn 
proJectS to make the town JUst as you 

You can make <esicMnts hopper by applying 
features to your dti.gtiS ~t a•atdl thev tastes. 
The system tends to --• you to horribly 
encrust your work woth ut to maJUlllise its 
attractiveness to them. if not yow OWII"'Yts 

want 1t, My S1ms' essent a garr:eo ay 

bads down to do•ng cho•es. zoo :}g 
bet\\leen res dents and your v.'Orksro::: 
land mvok.ong the lfr tat ng y '•eot..e~: 
appearance of the load ng scree.., But 
res1dents themselves are a colourless 
bunch, a series of knowing archetypes 
- goth glfls. h1p DJs. lta l1an chefs - tnat 
lack the effortless charm of Ammal 
Crossmg·s s1mple ophers. 

My S1ms' successful stimulatiOn 
of creat•v1ty allows you to claim 
ownersh1p over your town, but sooner 
or later you'll f1nd your interest 
wan ng you're so powerful trat the 
town nevtor feels qwte alive. A esson, 
perhaps, ·or armcha r despots. [6] 

You're not really lulling the tree if 1t's already 
dead, nght? rising. encouraging new 

waves of residents to 
move in, more essences, 
and tools that allow you 

reedy, snivelling, hated. lonely­
these aren't the qual1t1es of 
your trad1t10nal N•ntendo 

hero. et a one one who later 1n h1s 
career 1S destined to work alongs1de 
that bastion of all thmgs decent, Link 
And yet here he •s. P•ggy eyes bulg1ng 
and arms ou-..stretched as he grabs to• 
a pea• Or two rupees Or some moss 
T ng e·s not p ck.y 

n I ght o' t"e sub me Phamom 
Hoorg ass. howe~er. the two heroes 
seem worlds apart Tmgle's cartoon 
world 1s crudely rendered, the pamng 
of D-pad movement and po1nt'n'click 
stylus-work pa•nful on the hands and 
combat relegated to a control-less 
mess that sees Tingle lay 1nto foes 1n a 
Hanna-Barbera-aping dust-cloud as 
you helplessly watch his health - h1s 
wea th - vapor se Techn•cally. Vanpool 
does for Tingle wf)at Suzak d d for 
Wario n Master Of D sgu se. m stalarg 
oaf sh mechamcs as part of thelf 
protagonists' bu'foof'- 1ke charm 

But where Suzak made the m1stake 
of distancing Wano from h1s gleam•ng 
counterpart - leaving him as JUSt 
another wannabe Mane- Vanpool 
milks the ma1onty of Freshly-P1cked's 
humour and charm from forc~ng T•ngle 
mto L nk's boots. And so where you 
eJ~Pect tne adventure to beg n WJth a 
bnght-eyed farmhand go~ng abut hJS 
rustle dut es Ihere is •nstead a 3S-year· 
old hermit, s1tting at home 1n hiS vest 
And when appealing to burly warners 
for some dungeon ass1stance expect 

Boss fights deliver the only standout actoon, 
onduding this one that brings to mond Vanpool's 
last Tingle OS effort, Tingle's &>/loon Fight 

fetch-quests to be rettisoned for blunt 
requests to cough uP the cash. 

And so unfolds the grottiest quest 
ever to grace the DS. where the pn7e 
•s not to dethrone a dark lord, but to 
rub shoulders wth scant11y clad 
women n a fabled Rupeeland. where 
boss l•gh:s conclude w1th a se f1sh 
scrabb e for rupee shards. and the only 
celebratory viCtory J•ngle you·re gong 
to hear IS from the boombox of a man 
you pa•d to be your friend As ci..Jmsdy 
as Freshly P1cked •s constructed, there 
are few titles as re freshingly ugly. [6] 

. 0.00 0.125 

Bartering forms the backbone of all Tingle's 
social interactions. Offer too little and money is 
lost with no result, off•• too much and you'll 
deplete your funds. Run out ~nd it's game over 
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TIME EXTEND 
STREET FIGHTER Ill: THIRD STRIKE 
'{)'.MAT COIN.()P (CPS3), DREAMCAST. XBOX 
PUBLISHER CAPCOM 
DEVELOPER IN·HOUSE 
O?IGIN JAPAN 
PfLEASE DATE 1999 

The last mainline Street Fighter game is, from a competitive 
point of view, also the series' best. Indeed, one legendary 
tournament fight caused the game its very own Time Extend 

t's one of competitive gar·ung·s 
most famous and repeatedly 
v1ewable sequences Not only the 

kind of heart-quiCkening, Rocky-style 
comeback that is unforgettable when 
wttnessed tn sports played at the htghest 
levels. but also a battle partly respons1ble 
for a resurgence of interest in the game tn 
wh1ch 1t took place. In 57 short seconds 
Srreer F1ghcer 3: Thtrd Strike expertS Da go 
Umehara and Justtn Wong oe'llOnStra:e, 
with more preCision and e OQueoce ihan 
any amount of words could. exacJy wha~ 
makes thts game the king of the 
competitive 20 fighting genre 

In 2004, Evolutton, the us·s largest 
and most presttgtous fighung game 
tournament (this year j,e event was 
sponsored by Toyota a'1d Capcom and 
d•stnbuted over S90,000 n wmn1ngsl. 
was held at Cal Poly Untverstty tn 
Southern Califorma. Around 700 of the 
best competitive ftghtmg game players 
converged to do battle across ntne 
differem games from 20 c ass1cs like 
Super Streer F1ghrer I Turoo through to 
the latest teratton o' V•rtua F1ghrer 
Spectators came to watch as one of 
gam1ng's most compet1t1ve and ded1cated 
scenes prepared to crown 1ts heroes 

That year Street Fighter Ill: Thtrd Strike 
was one of the t1t es on the roster The 
game. the th rd and f1nal iteration of 
Srreer F1ghler Ill, had previously been 
dropped from the event due to dwtndltng 
numbe~ s1gnmg up to compete tn it. Its 
retntroductton to the tournament had 
been thanks to a small but dediCated 
group of enthUSiasts, insistent that the 
game's depths and 1ntricacies make 1t 
tdeal for tournament play. The 
1ntroduct1on of a parrytng system. 1n 
oart•cular. whereby players can turn 

enjoyed cumulat1ve v1ews totalling well 
over a m1llion on You Tube alone - 1s 
mesmenstng As each man sits down to 
fight, a blanket of hush settles upon the 
darkened hall. Banks of monitors stretch 
from the front to the back over the 
congregation as all eyes fix upon Daigo's 
Ken, su1ted in a wh1te gi. He begins 
dar.ing back and forth, jabbing at Wong's 
Chun-li, an equally recognisable character 
who was only retntroduced to Street 
Ftghter /l/1n Thtrd Strike. 

Da•go ably takes the f1~t of the three 

The game's depths and intricacies make 
it ideal for tournament play, in particular 
the introduction of a parrying system 

aro'"nd opponen~· a~aas oy oush ng 
forvvards a~ the exact mo~er.: o• con:act, 
both on the ground a'1o .., tl'e a r, a lows 
for incred1bfy free-flowTng and exc ~ ng 
matches between sk. ed playe~ 

As such there was a large and 
boisterous turnout for the game's lose~ 
f1nal, a match between 1\ew Yorker 
Wong and the prev ous year's bronze 
medallist. TokyOtte Umehara. Today. 
watching the footage - which has 

The Super Arts system is an orthodox invention whereby 
attacks inflicting damage as well as those that miss allow 
the player to build the meter to pay for spedal moves 

rounds, overcom1ng Wong's turtle-style 
approach w•th a f1na• Shoryuken to a 
wa1erfa I of aud•ence holler and applause 
In response, Wong takes the second 
round Without ceremony and, for the ftrst 
30 seconds of the th rd and 'inal round, 
dam na:es. reduc ng .<en ·s hea th bar to 
"e more than a notch 

Rare footage of Da go aaua 1y 
angry," notes the match's commentator 
as the man from Japan sw1tches tact•c 
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halfway through the bout applying a 
more aggressive stance that the crowd, 
w1th muted oohs and aahs, takes to be a 
s1g n of desperat1on The two tap sticks 
forward and backward, JOStlmg, danng 
the other to launch mto a speCia move. In 
Street Ftghter Ill the parry system allows 
matches to turn around 1n an 1nstant. 
While straightforward blockmg 1n Street 
F1ghter games leaves a player w•th a 
second's 'block stun', during whtch t.me 
they are unable to act, there •s no such 
penalty for a successful parry. Here the 
player 1s 1mmedtately able to launch •nto 
any move they choose. an mcredibty 
open-ended system when compared to. 
for example. V1rtua F1ghceror Tekkert 
where s milar moves 1n t ate 
predeterrrined follow-up anacks 

Nevertheless, w1th Da1go n such a 
d1re situa t on, to most observers 1t seems 
surely only a matter of time before Wong 

Taunting is more than for show - each one provides an 
additional benefi t if completed successfully: Ryu's will 
lower his stun gauge, and Q's raises his maximum stamina 

Seven hits with the left leg and Chun Li shifts her 
weight. Seven hits with the right leg, every one 
parried perfectly, and the crowd is on its feet 

1s able to ch1p away at the millimetres of 
remainmg health for an easy VIctory. Then 
Daigo lands a f1reball. and a second and, 
as Chun-Lt reco1ls, he rushes in and 
throws her to the floor, send1ng debris in 
the 20 background clatter ng around 
Wong's health now stands just under the 
halfway IT'ark while Daigo's remams 
almost completely depleted. 

As if to suffocate Daigo·s comeback, 
Wong chooses th1s moment to input the 
two quarter-turns to execute Chun-Li's 
15-part Houyoku-Sen Super Art. The 
camera zooms in on Chun-Li for a split 

As with many Capcom games before it, Third Strike 
features glorious artwork and sees certain match­
ups receive specific pre-game animation sequences. 
In the classic Ryu vs Ken tussle, for example, the 
characters touch fists before the fight commences 

second, blue electricity crackhng across 
the screen. before she leaps forward for 
tne 'na1 k • a vic1ous f lurry of heavy 
Capeom an1mation. A cascade of 
calcu at ons fire in both players' minds. 
If Da go s to let a single hit from 
Chun-Li's special move hit his character. 
1t's •m mediate game over. S1mi arly, if 
Oa go S11'1ply blocks each of the 1 5 
moves. rhe ' orce from each blow wi ll 
qu1ckly deplete his guard gauge and 1t's 
1mmed1ate game over. There's only one 
cho1ce 'eh open to him. 

As Chun-l!'s left leg swings up 
towards Ken's head. Daigo executes a 
parry, earn1ng a tech bonus and deflecting 
the move. Again and again the individual 
stnkes from her f lurry of attacks are 
parned: there is no room for error in 
handling this exactingly difficult timing. 
Seven hits with the left leg and Chun-Li 
sh1fts her weight Seven h1ts w1th the nght 
leg, every one parried perfect ly; and the 
crowd is on its feet, cheering in disbelief 
a'ld someth1ng like awe. 

Chun-Li's body swivels and her 
head nearly touches the floor as an 
outstretched lef t leg swipes at Ken's head 
for the final move in the infamous Super 

Art Daigo launches his character into 
the atr and executes an air parr·y (Street 
Fighter Alpha's Air Block system was 
removed from Third Stoke to l!rnit the 
number of defensive options available to 
an alfborne player: there IS stmply no 
other cho1ce here). 

A split-second later, on his return to 
earth, Da1go's Ken kiCks C hun-Li 1n the 
face. Her recoil lasts long enough to 
allow a leg sweep once he hits the 
ground. Two quarter-turns and a heavy 

In the singleplayer game you can choose between 
two opponents before each round. a novel system 
that lets players pick enemies they're strong against 



I:;ICk press and time stands still. During 
~at forever of a fract1on of a second, 
ihe screen darkens and the camera zooms 
n on Ken to herald a special move. 
Everybody realises what's going to 
'lappen Ken's nght leg is co1led aga1nst 
~ s body wh11e Chun-Li stands frozen, 
eyes shut and incapacitated. The crowd 
screams and jumps and the act1on 
resumes: Shippu Jinraikyaku pummels 
her torso. emptying her health chunk 
oy chunk as the background burns With 
red and orange anime streak l1nes. a 
'tt1ng and tnumphant graphKa flouriSh 
for what would go on to become one o' 
the most famous one-on-one Vldeogame 
battles ever recorded. 

Since this match. Third Stnke has 
topped the b1ll at the EvolutiOn ftghttng 
tournament and the game has seen tts 
global populanty nse and nse a rare 
development for a trtJe of ts age. The 
game's many tntncac1es and invent1ons 
aren' t limited to parrymg, although this 
is certatnly the eas1est to spot as an 
onlooker. Super Cancelling (when a player 
mmediately cancels from a special move 
nto a Super Art), Negatrve Edge (where 
a player executes a spec1a mo~.e upon 
the release of a button rather than upon 
the ftrst touch) and Kara Throwmg 
(when a player cancels the movement 
init1ated by a standard move and turns 1t 
into a throw to broaden the range of the 

throw) are all cruetal techniques for 
top-tier play 

Detractors would argue that these 
deeper-level moves based around 
count•ng frames wtth almost inhuman 
presoence, wh1le not exactly explo1tS, 
are unnecessary addttions to the simpler 
and perhaps purer form of Street Fighter 
11. But that IS to miss Capcom's intention 
•n including them in the game. Wtth 
these techniques the company has 
expanded the InteractiVe toolset, the 
only way n whiCh 1t •s really able to 
evolve the senes Anyth ng e se. such 
as tv..-eaiC~ng U>e speed at wh eh play 
ta(es place or add ng new characters 
or employtng h1gher-resolution spr·tes, 
is stmply a cosmetiC refinement, of hn e 
endunng Interest to the game's core 
aud1ence who are look1ng for more 
ways to express themselves through 
the beauty of techntcal1t1es. 

Indeed, Thrrd Swke's complex 
techniques consp1re to make the game 
the deepest contemporary 2D f1ghter yet 
created, and thetr comprehensive nature 
has perhaps been one of the factors 1n 
Capcom s retiCence to yet announce a 
Srreer F ghrer IV Other than the 
a'orementtoned cosmetiC refnements. 
perhaps there IS hn e that a seque cou d 
do to 1mprove on th1s narrow perfectiOn, 
at east without chang.ng the very rules 
and framework that makes Street ~ 

The resolution of the game is 
noticeably lower than that of the 
Guilty Gear series but the weight 
and style of the animat ion 
throughout is second to none. lt 
was one of the few titles to be 
released for Capcom's ill-fated 
CP33 board, along with Wanard 
and JoJo's Bizarre Adventure 





THE MAKING OF ... 
TOMB RAIDER: THE ANGEL OF DARKNESS 
Core Design's next-generation Lara adventure was going to be the 
most dynamic, daring and darkest to date. lt got the dark bit right 

FORMAT PS2 PUBII~HFR EIDOS DfV'I OPFP COR£ DESIGN • 



Originally, Core wanted Lara's PS2 
adventures to stretch to a trilogy of 
games with a supporting character 
capable of spawning a spin-off 
franchise. While the game was 
panned at launch it still sold in the 
millions and remains one of the 
series' most-talked-about games on 
fansites. Indeed, the intended 
spin-off character, Kurtis Trent, was 
meant to have a series of special 
powers including a Chirugai blade, 
farsee, power drain and telekinesis. 
All these were cut. though his 
negative traits, a relative lack of 
agility and few weapons, were left 
in, leaving some players bewildered 
as to why he was included in the 
first place. Nevertheless. he has a 
dedic:ated fansite, the Kurtis Trent 
Estrogen Brigade (www.kteb.net). 



Although Angel Of Darkness had 
plenty of issues, its plot has stood 
the test of time and is still the 
subject of much speculation and fan 
activity. The themes touched upon 
in the game include forces operating 
within the shadows of history, 
individuals with arcane skills, lost 
knowledge, megalithic forces, and 
characters with unsuspected pasts 
or bloodlines. "The story had to be 
capable of carrying three strong. 
standalone games over a possible 
six to eight years of development 
time,• explains Schofield. "The 
launch of this trilogy was to be an 
epic. used to establish the themes 
and through-characters that would 
power the series. So the ideas had 
to be big and of course sustainable.• 
While that dream was never realised 
Schofield has since explored similar 
themes and tropes in the first 
volume of his Shadow Histories 
series, The Empty Land. More 
info can be found online (www. 
shadowhistories.com/index.html). 
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One of the most interesting 
theoretical considerations 
when it comes to highly 
parallel programming is 
Amdahl's Law. This defines 
how much of a performance 
boost you can gain from 
parallelising your code. For 
example, if you parallelise 
50 per cent of your code. 
Amdahl's Law states that the 
most improvement you can 
gain. no matter how many 
processors you use. is 
twofold. For 80 per cent 
parallelisation. the figure is 
fourfold. What's significant 
about the law is that it means 
the more of a program that 
can be parallelised, the better 
the performance boost will 
be. This goes against the 
tendency of coders to assume 
the biggest performance 
boost comes from highly 
optimising one small part of 
their game engine. When it 

comes to parallel code. 
more is more. it seems. 



W ould you believe me if I told you 
that I didn't filch this column 
topic from the September issue of 

Edge? The paralll'ls between Bungie's Forge and 
Media Molecule's LirtleBigP/anet have been 
rattling around in my head ever since Bungie 
announced the feature. 

Jt wasn't until I actually brought a retail 
copy home, however, havinp. fmished Halo 3 
n days before during a marathon session in a 
hotel conference room under a Bungie staffer's 
eagle eye (a little over ten hours in twoplayer 
co-op on Heroic, if you must know), that I 
finally experienced first-hand the awe-inspiring 
potential of Forge. Hence the title of this 
column, which refer~ to the name of PlayStation 
studio chief Phi! Harrison 's keynote at this 
year's Game Developers Conference in San 
Francisco: 'Game J.O: Developing and Creating 
for the 3rd Age of Video Game!>: 

Halo 3, Forge is merely one of many terrific 
features; for LittleBigP/anet user creation is just 
shy of being its entire raison d'etre. The great 
leap forward that both have made - for action 
games, at any rate - is that the playable space 
and the creative space are one and the same. 
The slogan for LittleBigPlanec is 'Play, Create, 
Share: and it captures not only precisely the 
right elements of 'W-here games must go in the 
future, it lists them in the correct evolutionary 
order. Because if the act of creation itseU isn't 
playful, if it isn't entertaining, then only the 
most motivated of people will bother to actually 
make anything. Media :\1olecule and Bungie, 
thank goodness, have ambitions on a much 
larger scale than having a handful of mod­
makers use their toob.lf they haw their way, 
"-e'll all be using tht"IIl. 

Another in~ight both df'\'elopers share is 
that arni~t the massive flexibility on offer. 

'I 
If the act of creation itself 1sn't playful, if it isn't entertatning, then J 1 

only the most motivated people will bother to actually make anything 

To make sure that I wasn't retreading 
ground that this magazine had already covered, 
I re -read the Halo 3 issue, just to be sure. And 
with typical foresight and economy, there it 
was. A single sentence, kicking off your 
favourite gaming publication's description 
of forge: 'Think of a cross between a standard 
Halo deathmatch and LittlciJigP/anet and you're 
about there~ (Damn you, Edge savants! 
Damn you all to hell!) 

\\'hat's great about both Halo 3 and 
LittleBigP/anet coming to store shelves within 
the space of six to nine months is the way in 
which both titles, coming at the same problem 
from opposite ends, can help prove the viability 
of user-generated contenl on consoles. For 

each made a wise decision that narrowed the 
scope of what users can create, for the better. 
For LirrleBigP/anet, which actually lets you 
design levels, it's that while the objects and 
the world are 3D, the pers;::>ective it's all viewed 
from is zD. Creating 3D worlds well is a very, 
very hard thing to do; after a 11, if it were easy 
more of us would be pulling down architects' 
salaries. By restricting the game to a 2D 
perspective, LittleBigP/anet eliminates the 
need for us to mess with a camera, which 
prevents us from being disoriented and which 
in turn makes the gan1e accessible to a much 
wider audience. 

Bungie, in its own way, goes one step 
further: Forge doesn't let us design levels; 

instead, we can only edit the levels that Bungie 
has made. It's an excellent choice, because we 
gamers only thinll we want to design levels -
when we get right down to it, it's tedi~us 
work that most of us just aren't any good at. 
forge eliminates the tedium by leaving the 
hard work of level design to Bungie, and gifting 
us with the joy of level editing by granting us 
control over item placement in the always­
playable environment. It's hard to in1aginc 
that most AAA games won't also be doing 
this by the start of the next generation of 
videogame consoles. 

The challenge for game developers as we 
go forward is this: how do they expose to 
players the tools and principles around which 
their games are built, in an appealing and 
entertaining way, so that players can quickly 
and easily remix the game? Because while I'm 
excited about the pro~pects for forge and 
LittleBigP/aner, the two have only whetted my 
appetite for more. 

From Bungie, I wouldn't just like a list of 
additional features in Forge - like changing 
the time of day or swapping out backgrounds 
and skyboxes - I'd also like to see Forge 
extended into the singleplayer campaign, so 
that I can remix the encounters in story mode 
right down to assigning Perfect Dark-style 
Simulant personalities to the enemies. (In 

my Halo J, fearless grunt lieutenants would 
boldly lead squads of cowardly armoured 
brutes into battle.) 

from Media Molecule, I'm hoping that the 
company will release expansions that offer twc 
other perspectives - top-down and isometric 
thereby turning LittleBigP/anct into the 
complete 2D game creation tool. For all of us 
armchair game designers, the future looks 
bright indeed. 

:V'Goi Croal •·ritrs about tt<hnolOt.\' for Nt•-.•~k. His blog 
con ~found at blog.nt'llnwt.cornlblOI!s.lltl·tlupl 



P
icture this: it's the year 2057, and some 
people of the future are wearing silver 
jumpsuits with enormous belts, and 

they step out of their hovercars d iscussirtg the 
latest piece of interactive entertainment, and 
one says, "Blimey!" (Because he happens to be 
British). "Can you imagine what it mu<t have 
been like to play a videogame back in 2007? 
That era was so ... " So what? \\'hat .... ;u these 
people, with their historical per,pective, think 
about us? Do they consider this kirtd of a 
stagnant period, that we're a pack of chumps 
crippled by dogmas and market forces who 
are taking the mediwn in the wrong direction? 
Or is this The Golden Era, where the frontiers 
are wide open and amazing progress happens 
on a regular basis? Or maybe we're urtkno\dngly 
on the eve of some sort of unprecedented 
breakthrough that will push videogames to 
unimaginable achievements? 

this plateau). So where is our progress bar? 
Fivt' per cent - we're just barely startirtg to 
crack the code? Sixty-six per cent - we're well 
on our way, just a few more major horizons to 
conquer as the right technology is invented? 
One hundred per cent - we arc fundamentally 
done, tllli. is basically as good a~ it gets? 

Film historians will inform you far more 
accurately than I'm about to that it took film 
~ome time to hit its stride. The Lumicrc 
brothers who more or less invented the motion 
picture camera were infamously quoted as 
saying: "The cinema is an invention without 
any future" (except they said it in French, as 
they were French), becauo,e they thought of it 
as a diversion, mostly u>eful for alarming 
audiences \\;th the ;pectacle of speeding 
dirigibles and such. It took a really long time, 
argttably 40 years or more, to discover the 
medium's unique qualities, those that make 

Maybe we're on the eve of some sort of breakthrough that 
will push videogames to unimaginable achievements 

Put it a different way: pretend there is a 
progrcss bar for the h istory of our art form. 
The far left is something like 1962 when 
Spacewar first appeared on that MIT mairtframe 
or 1975 when the first Pong machines made it 
into homes. On the far right is the point at 
which wc hit some theoretical plateau of 
progress, the moment when the mediwn has 
completely matured and been 'figured out ; 
and we've demonstrated every major type of 
contribution we're ever going to make, and 
from now on it's just refinement and 
experimentation and broadening the range 
of topic~ (for the sake of not arguing, 
let's ~ay that film and literature and music 
and painting, among other forms, have achieved 

it more than just some Frankcn~tein-like 
amalgamation of photography and theatre. 
We can laugh spitefully at the Luntiere 
brothers, those shortsighted rubes, but 
before we get extra sassy we should pause 
to consider the people of 2057: what will 
they be thinkirtg about us? 

Has a videogame ever changed your life? 
Contributed to a personal epiphany? Do you 
ever pop in a familiar game to be comforted by 
its unique brand of emotional resonance? I ask 
because to answer the question about progress, 
we need some vision for what games on the 
plateau of artistic maturity arc capable of 
accomplishing. I also ask because I think most 
of us true believers would answer 'yes· to some 

of those questions, depending on how 
vulnerable we were fet::ling when asked, so doe, 
that imply that the progress bar is at 100 per 
cent and our work here is done? 

1 
!love videogames, but I kind of hope we're 

at more like five per cent. When I was younger I 
was all about the power fantasies - what proper 
adolescent American boy doesn't yearn to don 
power armour and deMroy entire civilizations? 
But now that T'm ostensibly an adult it seems 
twnes haven't kept pace with my evolving 
tastes, and increasingly I find myself turning to 
books and movies for entertainment with 
relevance to my life. As a creative professional 
irt the irtdustry, this kind of hits home, like it's 
my own fault. There·~ 95 per cent future 
awesomeness out there. if we can figure out 
how to get at it. 

Comics were originally thought lintited to 
fantasies about crime fighting dudes with 
magical powers, but then a !(raphic novel won a 
Pulitzer prize and distressed the stodgy old men 
who run that sort of thing so thoroughly that 
they created a new category to keep it from ever 
happening again. Rock mu~ic was origirtally 
thought useful only for getting catholic girls to 
~hake their hips imprudently, but we finally see 
how powerful it can be for whining about our 
failed relationships. Right now interactive art 
truly commands the topics of football players, 
zombies, soldiers, racing cars and plwnbers. 
\\!hich is badass, but what are we going to do 
to surprise and terrify everyone? 

It's rare that a new medium is created. 
Apart from videogames, there's been film and 
maybe comics and that's it for the past few 
hundred years. Yet here we are writing the first 
few chapters of a medium's history. How cool 
is that? How intimidating? Um ... what should 
we be doing about it? 

Randy Smith is a lead gamt dts~ntr at .Ei\"s LA srudio. 
Hfs current project is a collaborotinn ~·ith Steven Spielbtrg 
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TV boss Michael Grade isn' t exac tly known 
for holding back with an opinion. Indeed, 
he comes across as the sort of bloke who 

automatically assumes he's right about 
everything. What makes him particularly 
irritating is that more often than not he is right. 

By the time Grade - then at the BBC -
inherited Doctor vVho it was scraping along 
with the lowest ratings in the series' history. 
Budgets had been slashed to the point where 
whole episodes were being set in a local park, 
and the best actor they could afford was a man 
off of Jigsaw. 

T he show's reputation '~as in space toilet, 
and Grade felt he had to act. He took a razor 
blade to almost a quarter of a century of BBC 
tradition, and cut the malignant Time Lord from 
the schedules. In the face of an overwhelming 
media outcry Grade held firm, and refused to 
rccommission t he series. 

because it 's able to contcxtualisc its content 
'l'tithin a dramatic narrative. Riccitiello was 
subsequently forced to concede that games' 
ability to tell s tories within a strong moral 
framework was still in its infancy. You don't 
say, Johnny-Boy' 

You have to feel for the EA boss; he really 
doesn't have a bloody leg-stump to stand on 
when it comes to defending the content of 
violent videogames. Frankly, when it comes 
to the most extreme videogames, they're 
pretty much indefensible. I'm not saying 
Manlwnt 2 deserved to be banned in the UK, 
but videogame violence simply isn' t the same 
thing as TV and movie violence. T here's a 
universe of difference between being an active, 
firstperson participant in acts of virtual violence 
to watching violent acts carried out within t.he 
context of a story. 

It's an argument as old as the industry itself, 

Nobody ever seems to come up with a very good justification 
for why games have to be violent in the first place 

As I write this, Grade has just addressed an 
audience of television industry big'>,igs at a 
Royal Television Society conference. Speaking 
in response to a speech from John Riccitiello -
chief executive of EA - Grade weighed in on the 
current debate about videogame violence. 

Indeed, Grade laughed in the face of 
Ricciticllo's ludicrous assertion that games are 
unfairly demonised by the media. Riccitiello 
argued that games are no more violent than 
many films or TV shows. Grade wasted little 
time in kicking the kneecaps off of Riccitiello's 
claim, describing videogames as existing in a 
"tnoral vacuum". 

Grade's position was that TV had a far 
stronger moral standpoint than videogamcs, 

but nobody ever seems to come up with a very 
good justification for why games have to be 
violent in the first place. Since that first shot 
was fired in Space War, games have portrayed 
abstract violent behaviour in a way that lets the 
player define his or her own moral framework. 

I strongly suspect that Jolm Riccitiello 
knows this, but also knows which side his 
bread is buttered. Lose t he violence from all 
vidcogames, and chances arc you lose a big 
wedge of profits . And with them your job. 

Let 's face it, many games exist purely to let 
us indulge the darker areas of our psyches. 
Admittedly, plenty of games feature acts of 
violence with you in the role of the good guy­
I leroic Cop versus Drug Dealers, or Brave 

American versus Evil Arabs - but there are an 
increasing number of games where that moral 
line isn't so much as blurred as eviscerated 
with a rusty screwdriver. I 

I have a friend who has played through all of 
the Grand Theft Auto games without killing a 
single civilian (he also refused to harvest any 
of the Little Sisters in BioShock - a game that 
attempts to guilt trip you into making the 
positive moral choice, but doesn't fore<~ you to), 
but I strongly suspect he's in the minority. 

I don't mind admitting that I enjoy going on 
the occasional pretend gun rampage. I don't 
think I've suffered from exposure to such 
games, but then I'm not some screwed-up 
American teen with access to his daddy's gun 
closet . I can put down the joypad, and walk awa~ 
safe in the knowledge that it hasn't done me 
any harm (short of making me want to slaughte 
the occasional cat, or smother my parents). 

Rather than getting on the defensive every 
time some Tory toff or TV big\,i g starts aiming 
their hammer blows at the forehead of our 
industry, isn 't it about time we all grew up a bit 
and said 'fair enough'? Instead of denying that 
violent games arc a bad thing, let 's just embrace 
it in a responsible fashion, and move on. 

\Ne all know that videogames aren't to 
blame for all of society's ills - of course it 
seems churlish to target popular culture at all 
when our own leaders seem gripped with a sort 
of bloodlust these days - but sooner or later 
we're going to have to accept that videogames 
are a scapegoat, and probably always will be. 

They're never going to leave us alone, so let' 
work with the legislators to keep these games 
on the market, but out of the hands of kids . 
Admittedly, we all know they won't stay out of 
the hands of kids, but showing a bit more 
willing might get them off our backs. 

Mr Bi{[o ro founded Digiriser, Channrl4's Tfler.xr- based 
1·idengames seer ion, and non· u:rires mainly fOr tele\'isiun 
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Mostly nonsense, 
actually, from 
Edge Online's 
discussion forum 

T( ·-,ic C:ue"' t ht· 't:<nt'' in 
tht· nc:.t l:dg~ pruc OIHJ: 

Tlw Orange Box: 10 

Rot·k Rand: Q 

Super Mario Ga/nxy: 'I 
Guitar Hero TTT: 7 
Ratchet & Clank Future: 7 

'The range will he s, with a 
median of 6, a mode of 7 and 
a mean of 6.1 (recurring). 

1( 

T/1e Orange Bo." 10 

" 
I predkt this po~t will~ 
in On line Ofnine. 

Virtua Fighters: 10 

Nights: 10 

Ghoq Squad: 10 

Crazy Ta..Yi Fare U'ar-.: 10 
PSU An1bilion of 
the 1//uminu~: 10 

!\1ario and Sonic at the 
0/pupics: 10 

Sonic Rival~ .z: 1n 

Sonic confirmed for 
Smash Bros: 10 

Fact. 
:--.. ,.;. r,:ll ] 
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Having read the article ·Saturday 
night at the movies' in £ 179, I felt 

that an important distinction had been 
gloss(•d over. While I agree emphatically 
that movie tie-ins tend to be bland, 
repetitive and generic, there has still 
been a select few that have stood out. 
For every ET there is an E.Kape From 
Butcher Bay, for every Transformers 
there is a KOTOR. The distinction that 
needs to b.:- identified here is whether 
the f.iUlle follows a film directly. or 
rather is linked in ;o the etho~ and lore 
of a film and it~ background contex't. 

' 
which it was intcnd(•d. Of course. the 
hidden third option is to go down the 
St,7r War~: BattldroJJt route, allowing 
tht' player to write their own story 
within a universe with which they are 
familiar. That is why l.ord Of The Ring"' 
Onlin£' is more likt'ly to -.ucceed and 
less likely to end up in a landfill site 
in New Mexico. 
Howell J)avies 

Ver) true - game' need to be 
allowed to be pme, . ;\ Nintendo 
OS Lite shall be di-patched. 

"A film is viewed externally, voyeuristically. A game, 
by contrast, exists to be interacted with. The player 
must feel that they are writing their own story'' 

lt seems to me that it is a futile 
gesture to try and base a game 
:.pecifically on a movie. as it goes 
against the fundamental distinction 
that should exist between pme~ and 
films. A film is viewed externally, 
voyeuristically. A game, by contrast, 
exi:.t:. to be interacted with. The player 
mu:.t feel that they are \\'Titing their 
own story as they go, and that their 
actions arc actually having an df~ct 
on the ultimate outcome. 

In basing a game directly on a 
movie. the storyline is not only ~et in 
stone, but it is usually knO\m to the 
player before th<'Y ha\·e ('\'('n turnt"d on 
the pow('r. In this position th~ gam~r is 
no longer pla,;ng the game but merely 
observing it. 

The two options then leit to a game 
designer are to make a rigid, by-the­
numbers gam<' \\'ith no surprbes and 
no freedom for the player, or to add in 
~ome alternatives and changes to the 
original plotline. Unfortunately, the 
second will only ever Sllccced in 
alienating the core audience for 

I recommend Conor Lowry (lnbox, 
f. t"'O) d~' a little more research 

into :-1icro,oft ':.Surface. as it has 
nothing to do with the console wars. In 
fact it\ nothing like thc Wii's Remote 
or the EyeToy. Rather, it's a touch screen 
computer built into a roffee table using 
the multi touch technology to allow 
multiple -.imultaneous points of 
contact with the interfac('. 

Gate> de,cribcs it as 'video 
reCO!Uution' as it li'<'S a projector and 
an infran·d camera in tandem to display 
thl· GUI and map the points of 
intt·raction. The 'connected 
entertainment· conc<'pt app<'ars to 
relate to the GUI's fluid wifi docking 
capabilitit'~ for ,,;fi-enabled digital 
camera<, and pt'rsonalmedia players: 
allowing Zune·~ ,,jfi a more thorou~h 
workout. It's certainly not the 36o's 
:.ucce~sor. Ho,,· could it h(•? Th~ 
Xbox's size was a prohk•m, and this 
thin~·s tht' ~i7t' of a table! 

l nits ar~ currently only available to 
companies for Lhe next year or two, so 
unles~ you pop into a Spc~rm i nt Rhino 

letter of the month 
wins a DS Lite 

you probably won't see one any time 
soon. Of cour'e if you really want to, 

you can ~o to r:mltitouch.nl, and make 
a similar unit yourself for a fraction 
of the cost. That's what I'm doing, 
because, well - SrarCrafl with 
multitouch> Just think of how many 
actions per srcond all ten finger.s 
could achieve! 
Jonny Sanger 

I decided about lunchtime 
yesterday that I couldn' t take an) 

more of this egotistic ballyhoo. Leavin, 
Came, wher<' my eye:. were assaultrd r 
a wa 11 of posters, I wandered past a 
number of Ma»ler Chiefs in Virgin ne> 
to a Halo-themed 360, bryond which 
lay a do~en posters at I ll\! V ad\ertbin 
limited-edition preorder cards. four 
Halo displays at Game~ top and an 
advert for th<' launch party at midnigh 

Thi' kind of aggressh·c marketing i 
not ne" to videogamcs. I grant you, bt 
three trailers. a documentar~ on Brute 
A1 and a documemar) on a trailer i' 
just plain oh'>cene. As is getting an 
advertbing slot during the Super bowl 
or pu•hing for a $200 million movie 
budget, for that matt<'r. 

But could this S<' lf-indulgence 
merely be supply and demmtd? The 
hype reflects the public':. craving.s, 
right? Halo sold five million ('Opies. 



ollowed by eight million for Halo .z. 
. :Je form~·r figme has been matcheu 
'Y equally excellent titlt.'< .;uch a' 
'Uili,E.!ht Prinn·~-;. ,\lario Sun<hilll' 
nd FFX. The lattt'r has h< '<'11 surp.1 sst•cl 
~ ,\[,1rio 64. Half-Life and Hayman. 
wn their combined ~ale, an~ 
mtshon<' by ;'\'intendogs. 

Tht> mlkctive Bungie ego 
•retentiously Sl'<'s itself as worthy of 
his hype. Don't gl't ml' wrong. I lowd 
ia/o. I loved Halo 1.. I willloV!' 1/,Jlo .!. 

lut I love a lot of o the r. better. gam(·s. 
Cyle 

I'm ~tarting to Ios(' f.1ith in g.1mt' 
journalism. It doesn't ,,.,.m tn 

nakc any sense any more. \Ve are 
resented each month a brand new 
.ame promising to revolutioni'e our 
oeioved mt>dium . .Some of these t'\en 
ppt'ar out of tht• hlue to make it to the 
ront CO\ er 1.\Iirmr\ fdg<', l'raaurc. 
"he Oucsiderl. Thb en!!ii~=.ement to 
:ecp our hopes up b maintained all 

Hulo .l h•• en~'t'd perhaps the biggest 
promotiOnil) campaign of any vh:l<·ogamc to 
date. but the ~ca)e of it.-; marketing~ suggec;ts 
K) 1t•, i~ .,imp!) not proportional to its quality 

k bout roncerns we have over 
t rtial failings whercn•r poss;hle, 
t pt'rhap> we ju't need to take a'1 

t'\e harder line all round. He:, mayht 
u1J "e >COred BioShock 6 10. 

'lo. Wh.n do you :.:ckon? 

so, Cr}'~is looms on the horizon. 
lt \all rif:ht for you guys \dth 

your banh of Freon-cooled digi -brains, 

I Aggressive marketing is not new to videogames, I 
~rant you, but three trailers, a documentary on Brute 
~I and a documentary on a trailer is just obscene" 

hrough the countkss intervie\\S, 
~ature~ and previt>ws durin~ the 
.evelopment of the gamt'. llo\W\'t'T, 

nee the time come~ to revit>w th<· 
.amc in question. then we get to see 
different policy. 

Personal ly, I find it h~rdt•r and 
.arder to read all your pr~·vit·w~ or 
eatures. Ma: be if your editorial 
ommitment was maimained until the 
inal score, 't wouldn't be ~o hard to 
rust you. And ple~se don't tell me that 
r, solely tht' gam~· that turns Ollt to b~ 
mire!\' objecti\'dy disappointing. 
;ames like BioShtx·k or J lmn·nlr 
'~<o·ord can be both cun~idered as eitht'r 
tmosphcric masterpieces or short. 
epetitin· remakes. And it can be totally 
onfu~in)!. t>specially after ha\'ing 
!la~ ed and finisht>d hoth, to s~·c why 
ou finally decide to enmura!!<' om· 
nd not the other. 
'hilippc Selevol 

' u reau\ uon't be'i, "''it ', trkKV to 
"'dop ~ fLxetl cntiral opinion ;,fa 
me th.1t's unfinished~ The truth h 

humming away in the depth, of Edge 
Towers - some of us are having: trouble 
just getting lkfcon to run on our 
£t•riatric rigs. A Cr}''is-capable 
computer? That·., a grand oi up~rades to 
my old machine - that·~ a lot of 
commitment in ibdf. and then there's 
the hour.; spent imtallin<- d::,ers and 
coarins it all to work again properly. 
And then, ju-t like :he laq upgrade. it's 
ba,icall} ob olete within a couple of 
\ ear~ in a> far a, cuttin!!-ed~e ;:amin~ 
i' concerned. 

But you know 'Aila~? I~ is actually 
worth it . Ju<t. I don't wam to bash out 
the usua: ar::umem,, "llch as that old 
fa\Ourite: the PC b so much more than 
a gaming machine. for most people 'so 
much more' is word-processing and 
w.1tching YouTube. and you don't need 
Deep Thought for that. But simply as a 
gaming machine, the PC off~?rs 
'omething you can't (yet) get on a 
console: the mod scene. Your Valve 
article l~q momh highlighted just ho"' 
valuahk it i~. and the consoles are only 
just getting wise to user -g<'lwrat<•cl 

lopic' M.u 
•1111 ham'" I;,, 1 h 
An~ of~ou in th~ UK who 
w~rr •till hoping to simulate 
h•cking off people'' te•ticle< 
with a \Vii remote are going to 
hd,·e to mana,::<' without. The 
BIU'C h.-e again rejected the 
latest cut of Manltunl 2 (which 
r .. ceived an M rat in,:: in the US 
wh~n rc,_uhmitted earlier thit;; 
)Car). '!'he BB~·c ,,ite simply 
'tat .. s n (for rejected) at 
prc~cnl, with nn particular 
ju•tific:otlon offerNI beyond 
that. Per.•nnall y, I cou ldn 't 
care lc~.~t, but ~hen huw 
irritated •ome of rou got 
rir~t timt ruund ... 

I know thi< i' the wrong fonun 
tu ~a) thi,, hut ha" anyone 
considered that the BBr C ma)' 
well ht> totally justified in 
refu,ing tc> allow a 'hleak', 
~callous' and 'ca~uall) sadhtic9 

pme on to the morket? 

.\ lot of people h~' e pia~ ed it 
ldut- to th<' leaked beta) and 
...,,., •tatcd it i'n't "'bad a' 
the hype make<i out. 

\\'hat I objN't to"' ith banning 
it;, th~t •• u•u•l it i'i the 
nann~ 'latt telling u' what 
we can and can't do - I should 
be able to make up my own 
mind. I do accept the valid 
points about interactivity, but 
where doe' it end? Thi<t>lay< 
into the Unily Mail'' hand,­
ifl want to buy it I ~hould 
have th• choice to. There is 
no proven link between 
,;ol<'llC<' and ,::ames and from 
all )OUr arguments, ban GTA, 
and a host or other game,, 
frt't'dom of speech shouldn't 
he infringed. 

I take )·ou're it cool ,.;th 
inflamm3lOI"} reli~tiou' 
~marks, bigoted propaganda 
in the media, pom on da}1ime 
I '\. (actuall) , no, wait, that 
one'< OK), racist chanting at 
football matche,, holocau•1 
dt'1tial, ctc, •cau'e )OU 

'houldn't infrin,::e free 
'peech, right, OK, right? 

I'll take the inOammatory 
religious remark' and pnrn 
on da) time l'V, please. You 
can keep the req. 

ox 

content. \\bat you can acces~ throuszh 
the 360 and PS3 is stillma~~iwly 
limited in contrast to the PC wlrlch 
b where W<' go- the first version of 
Te,1m Fortress, Counter-Strike and 
so many other brilliant moth. 
expansions and levels. You can l-et 
that the mod scene will churn out 
levels for Tf2 and Port:JI that will 
extend the life of both games to an 
almost indefinit<' length. 

Until consoles are as open to 
fiddling as the PC, PC gaming will 
always hav<' a unique ~cll i ng point that 
goes some considerable way to 
justifying the heavy price tag. So you 
can rejoice as you thrash around in the 
entrails of your PC with a can of squirty 
air, or as youlewr off another fried 
BIOS. or as you beat your heacl against 
impenetrable internet communi tie,, 
trying to disCO\'er reliable information 
about codecs, drivers and patches. 
It\ all wor~h it. Right> 
Sean Miller 

Right. But there b a ct'rtain P~'ure 
in knowing you can put a game in an 
Xhox 360 and it '11 work, straight oil. 
every time. Oh. Hold on ... How ltklll\' 

red li;::hb is bad again? 

Angela Brown <Inhox. £ t!l!) wrote 
about BioShock as though she's 

never played the game before. Out of all 
the arguments to make about giving 
BioShock l'ight out of ten insteacl of th<· 
big nine or ten favour(•d by otht>r mags, 
she complain~ that the world of Rapture 
is a lot more in teractive than Edge gave 
it n~?dit for. But the world of Rapture 
never feels real. 

You just don't associate tht· 
Splicers with those sad audio 
recordings. The borin!( Big Daddie~ and 
the l,ittle Sisters, who all look the same. 
feel as though they are not actual 
monsters but people who'w bt•<•n paid 
to walk around, make creepy noise~ and 
try not to look bored. 

Wh<'re are the Shadow Of The 
Colossus-style duels we were promio.t>d 
- the awesomt' battles that would tear 
the entire city apart? \Vha happened to 
the idea of a beautiful nightmare where 
the monsters couldn't give a damn if 
you hot he red to show up, but kt•pt thl'ir 
mad world running all thc same? 

Bungie never made any promise~ 
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about some of the best AI ever shown 
in a game, hut you don't cvrn need to 
spc·nd a long time with the new Halo to 
know that the combat there is truly 
magnificent. It flows like a dream. 
H.1lo 3'~ enemies don't just skulk 
around ~omewhere and wait to die. 
Discussion and debate is fine, but all 
thi' arguing over scorrs makes us forget 
that we should just enjoy games for 
what they are, not what we dream 
them to be. 
Cat n 

OK. Cat. it's time for you to come 
over here and marry us now. 

• 
In my youth I had much more 
time available to save the world. 

My l>kills allowed me to fight evil 
whether it be in the depths of space, on 
the surface of a distant planet, or even 
on our very own Earth. I also had time 
to win Grand Prix races, build 
civilisations from scratch and earn gold 
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I •·Pi< \'h ttwllloy for thr win' 
I'm scrounging around for 
batteries (to avoid going to the 
shop) as I want to play a few 
game• on this classic system. 
I have t he VB system w;th 
Mario T~nni•, Wario L<md, 
Vertical Force, Red Alarm, 
Mario Clash, and some Kemco 
Japanes~ baseba.ll game for 
which I can't read the name 
but I know it's the '95 edition. 
If the system makes me go 
blind, I can't think of any 
better way to go. 

For ~ eryone else, reasonably 
reasonable emulation exists. 

I did try it on emulation, and 
it was amazingly awful. 
I ,!•; 

Pretty much the same as 
actually using t he thing then. 

at the Olympics. Now, however, being in 
my 30s, the harsh realities of life mean 
that I no longer have as much time on 
my hands to complete these important 
tasks. However good the games are, I 
have a tendency to only play so far 
through them before drifting away and 
being distracted by another game or 
(worse still) another aspect of Real Life. 
Because of this, I have several 
unfinished missions in which I have 
not yet saved the world. 

The kingdom of Hyrule won't be 
able to sleep easily until I've helped 
Link restore peace to the land (he's 
waiting for me to help him continue his 
quest in both Twilight Princess and 
Ocarina Of Time at the moment, so 
he's probably pretty peeved), the Master 
Chief has nearly finished his mission in 
Halo 2 but just needs my guidance with 
the last boss fight, and I've got Cod 
knows how many more quests to 
complete in Elder Scrolls IV: Oblivion. 
There's a whole continent of people and 

creatures waiting for me in that game, 
either to aid them or blade them. 

It's a big responsibility playing 
these games. You have to com1pit. 
I'd like to save the world, but can 
only do so I've got the time. 
Ben Bulbeck 

OK. that's enough letters about no 
longer having the time to dedicate 
to gaming. Let's hear from those of 
you with tales to tell of marathon 
sessions that recall the olden days of 
shuning yourselves inside darkened 
rooms for days on end and subsisting 
on nothing but Pot Noodles and 
spiders. We'll dig out some prizes for 
the most eJ..'lreme (truthful) accounts. 

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