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The future of electronic entertainment

heer coincidence, naturally, but as this editorial is being
S typed an email announcing a karting title incorporating the
Popeye licence arrives in Edge's inbox. And it's not the
Inappropriateness of the genre, potential brand apathy within
target demographic or the market saturation by similar titles '
that instantly grates. It's the realisation of just how widespread,
how desperate the search for intellectual property has become.

Greed is universal, of course. Smaller publishers finding

it increasingly difficult to compete with the Ferraris and
Williamses of this industry simply scrap over whichever

drops remain after the big boys have made their licensing
refuelling pit stop.

It's not a clever strategy. In fact, it's worryingly short-termist.
As RedEye points out this month, seducing the mainstream by
spending your budget on securing a particular logo to adorn
game packaging rather than use it to strengthen development
may well offer quick returns. But provide this audience with a
bad or derivative gaming experience and it won't be back for
the sequel (or indeed any other game). You've lost them for at
least a hardware generation. Possibly for ever. And it's no good
then turning to the hardcore for support - they'll be sufficiently
well informed to ensure they avoid your ‘products’.

In principle, Edge isn't against licences. In practice, for
every GoldenEye countless Tomorrow Never Dies ruin the party
for everyone: trust must be regained; we're suddenly back at
the last save point.

Originality, once the very essence of videogaming, has shot
straight to the top of this industry’s most endangered species
list. Thankfully, as this month's lead news points out, at least
some individuals seem prepared to do something about
funding creativity. Because if the current situation doesn't
alter expeditiously, our pastime may well join that list.
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Sega slices its vault of 16bit goodness open and
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an old face (well, eyes) comes somersaulting out
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After seeing Ninja Gaiden and DoAX last month,
Edge decided to visit the devco's Tokyo office
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Ever wondered how the UK games industry
makes it across to E37 Well, if you have...
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Can't make it down to the Barbican? Let

Edge take you round the exhibition, then

How greed and the

removal of risk is rapidly

turning the industry into a one-trick pony
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032  Super Mario Sunshine (GC)
034  Sly Cooper and the Thievius
Raccoonus (PS2)

135 Fat Man and Slim (PS2)
036  Medieval Total War (PC)
037 BigMutha

Truckers (PS2, Xbox)

038  Contra Advance (GBA)

039  Metroid Fusion (GBA)
038  Conflict: Desert Storm
(PS2, Xbox, GC, PC)
040  Smash Cars (PS2)
040  Total Immersion
Racing (PS2, Xbox, PC)
041 S ball: Brutal Deluxe Il
(GBA)
041 Grid Runner ++ (PPC)
042  Border Down (Arcade)
042  Phantasy Star Online (GC)
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Who said Amusement Vision was GameCube only?
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After six years, the world’s most athletic plumber returns

Neverwinter Nights (PC) GT Concept 2002 (PS2)
Lost Kingdoms (GC) 097 GT Advance 2 (GBA)
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Raising the stakes in the funding lotte

With risk-averse publishers preoccupied by licences and sequels, developers who
want to create innovative videogames are having to find new means of finance

N

fhe global games market will be worth $31bn

£20bn) this year, with software sales expected
o reach $12bn (£8bn). This rosy micture of the
ndustry s backed up by research undertaken

by trace paper; ‘MCV', which indicates that UK
marketing spend by the top ten publishers wil
peach £100m in 2002 - representing a twofiold

proifusion of bad news for
madividual publishers and developers. Rage. for
example, recently narrowly averted a financial
ensis by secunng additional funding from the
capital mart '
£l iny
Infogrames h

ad to make recundancies in
s Sheffield studio, while Funcom has also
Been forced into layoffs. Mearnwhile Konami has
Blosed Its Redwood City office, and UK

Beveloper Fed Lemon has gone to the wall

MCV" even reports that some publishers are

Esing to make milestone payments

of your e L
llfl?(':‘IzY CIYlARACIER- m‘eror;ﬁes:tm;:ame.
u M _ Find a gy to secure scE REVERSEFORDETALS:

All this after an E3 at which the abundance
of sequels, franchises and icences
demonstrated unprecedanied heights of
publisher risk-aversion. As Durtacher's Nick
Gibson puts It, "High risk products are not high
on the priarities of most publishers at the
moment. Most sea profitability coming from
saquels and dervalive Droducts. because hese
are safe bets. It you look at EA. over 50 per

cant
1r

its fumover comes from sequels,

anchises and licences that it can reproduce
on an annual basls.” While it might be going too
far to compare the present situation with
pravious icensing booms that have heralded
downswings in the forlunas of the industry, iLis
fair to say that without an injection of
innovation, thera's a significant chance that
consumers may become jaded by an
incestuous spiral of diminishing IP.

Work for hire

Aisk-averse pubishers, under pressure from
investors to deliver predictable streams of
ravenue and facing mounting development
costs, are investing in a smaller number of
more bankable projects. Developers are being
askad to do work for hire, but very few are
being allowed (o generate onginal litles.

"The development industry in Europe has
derabie proiiferation, creating
ply at a time of narmowing demand,”
expla bson. “50 the process of pitching 1o
a publisher has increased from two or three
months 1o six to eight months. Since the

of development has always besn

3 rise, publishers are devoling ar

Ng portion of thesr development

ment towards a smaller number of
development projects, and because they need
(e thaeir financial risk batter, they are

ok at the more financially stable

sequently, devalopers are struggiing
Although there are several ways of funding the
creation of a naw title, relying on a publisher
provicling an advance on royalties |8 by far the

Companies such as Kuju,

HTUMON

as well as enabling acquisitive strategies, but

such an approach is not without a downside —

as companies such as Rage and Kalisto can
attest. Aside from equity investors, 1he only

other viable allematives for developers have

0

usEng

been secunng a loan or salf-finance

profits from prevdous titles - naither of which

cel

CAPITAL ENTERTAINMENT GROUP

With publishers increasingly risk-averse,
CEG boasts a fund of around $40-50m to
spend on developing original content,
but also a wealth of experience with
which to assist in management matters -
like high-profile ex-Microsoft employees,
Seamus Blackley and Kevin Bachus

Shahid Ahmad, of Start Games,
also recognises the fundamental
shortcomings in the traditional
publisher/developer funding model

0o7 >
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Generic Licences
Exemplifying the current trend for generic product (from top): Robocap, Star
Wars Bounty Hunter, Buffy the Vampire Slayer and Terminator: Dawn of Fate

© SHIELD

Elips
Ammao

TECTION MODE

rantees the industry with a stable source of
orginal content. And while trade organisations
TIGA and ELSPA are lobbying the govemnment
nd middieware and

gua

for a favourabie tax regime,

noreasingly effective outsourced senvices lessen
the increase in developrnent costs, there are stil
some deep-seated structural problems that need
to be overcome if consumers and the industry
are to benefit from orginal content.

‘Fundamentally there has been a gap

created n the past couple of years between
publishers and Independent development
companies that have limited access to capital,
and as a result have an inability 1o take a game

further than concegt or basic prototypa stage.”

that are being set up, are actually just capital

exercises — they're not creativity exercises
they're not ebout getting original content out
there. They're about funding deals that already
e
e
signed up. Which is good for the developer,

Most of them just want to bankroll the
prment of a game that’s already been

because they get more royalties at the back en
and it's good for the publisher, becauee they
don't have to worry about horribla looking
balance shests. But it's not really good for
creativity, What we're doing rewards creativity.”

In order to do so, the company also assists
in production management and makes several
software packages available for frae, including

“We want to help create original IP. We’re sick
of gameplay not truly advancing at the same rat
that the technology, animation and audio are”

continues Gibson. “This is because publishers
are increasingly unwiling to undertake high-risk
development, so they're starting to want to see
product at a later stage of development. It's
virtually Impossible now to sall a game based on
a concept; you have to invest & lot of money,
time and sffort into creating a prototype, A
significant number of independent developers
don't have the resources to do this. So there’s a
gap between the willingness of publishers to
invest in products at concept stage and the
inability or unwilingness of developers to take
procucts beyond concept stage.”

Joint venture

Fortunately, though, there are some elements
withir the industry that are seeking to bridge this
gap. Start Games is typical of a number of funds
being set up to invest specifically in developers.
it's & joint venture between talent management
agency ICM, communications and media group
Telewest and business concept developer
Extreme Finance, which includes industry

stalwart Les Edgar on its board as a non-

executive director, “What we're about is funding
that tricky prototype o preproduction phass,”
axplaing managing director, Shahid Ahmad.
“Getling developers to create a demo So we can
a0 10 a publisher and put a controller ina

Jal¥lsll
buy it. We want to help create original IP. We're

her's hand so that i they ke it they can

sick of gameplay not truly advancing at the same
rate that the technology, animatian and audio
ara, We also wanted to bridge the widening gap
between developers and publishers. Developers
want to chase dreéams. What publishers want to
do s ses & ratum on their investment. That's the
bottom line,”

Urilike conventional venture capital firms
which would expect a stake in the company in
retumn for financing development, Start provides
more than just money. "Seme of the new funds

Rendarware, Maya and NXN's Alienbrain. “Look
at GTANll," continues Ahmad. “The guys didn't
aven Lse source code, which just shows how
[rredevant it is. We're not interested in the
technology, just make it fun, that's what the
developer has got to concentrate an. We don’t
say you have to use Renderware, bul I's a mal
plus to us if you can, because you can De up a
rurning with & demo in three or four wesks.”

At the end of the prototype stage, Start wil
also help its developers to pitch their proof of
concept directly to a publisher, “The idea is to
appeal to all sections of a publisher — PR,

marketing, sales, development, execs, VPs - s

thera's a litthe bit of documentation for everyone
and a playable demo as well.” Not that every
prototype financed by Start will be destined for
success. "All we're about is making proofs of
concept,” centinues Ahmad. “Thay won't all
succeed; some of them will get canned. But
some of them will prove a concept that the
publishers did not have the bottle to support

We're willing to take sorme of the risk because

we think we can pick, and If we can't we're out

of buis
On its own, Start’s approach Isn't & panace

58,

there are stil inherent problems in the

publisher/develnper relationship that inhibit
creativity, as Ahmad concedes. "We're not
offering & complete solution, but we're hoping
that we can work with others to provide the
complete solution - a fully funded game, all the
through to completion, where the develop:

aets a better cut and the publisher doesn't hav
to act lke a bank."

Reassuringly, Start isn't alone in wanting 1o
do something about an industry careering
dangerousty close ta stagnation. Another
company that is attempting to foster the
creativity that is essential to sustain the long-ter
future of the industry is Capital Entertainment
Group. Set up by Gene Mauro, Mark Hood an



fgn-profile ex-Microsoft employees, Kevin
Bachus and Seamus Blackley, it's unsurprsingly
greadly benefited from much publicity. Indsed
Sega has already announced that it will be the
eampany's first publishing partner, taking on the
marketing and distribution of its first two titles.
Based partially on Hollywood production studios,
it's anather fund that providas more than just
$inance, though Mauro is keen 10 distinguish the
eampany from prototype funds such as Start.
*There are a few funds poppng up (Start
Bames, FunddGames, Finance, WisaMonkey)
hat will pay for the development of profotypes in
oroer 1o help sell a game to a publisher,” he
deciares. “We have some doubts about the long-
term viabllity of those models because they do
nothing to address the fundamental risk that, at
the end of the day, |s placed entirely on the
publisher. There's a big differance between
Bullding a prototype in order to make a sale and
bulicing a game and It's not aways easy 1o make
#he transition from one development style to
Encther once the sale s made, Similary, of
assumes the publisher can just
Etep in and pick up management of the game's
Gevelopment, with no disruption of the developer's
processes, and get the game to compietion.” In
eontrast, CEG's approach s to fully fund a game
hrough to completion, providing financial

ouwrse, the mo

Bssistance, but also, crucially, assistance with
production managerment,

“Our greatest value has less to do with our
funding than it does with the creative and
managenial expertise we can apply to helping
igames achieve ther full potential,” argues Mauwro
“Because this is a creatve endeavour, the success
of our investment refies heavily on CEG's abiiity to
sslact and manage each property by hand.
Making sure thal sach game sells as well as it can
Wwhen it's released |s paramount and can only be
accomplished throlgh close collaboration with our
developars.” For this reason, the company aims to
work on around six hand-picked projects a year

"We go out and meel with development
companes around the world who have fresh
exciting ideas that they're passionate about. We
Salect the ones thal we think have the polental 1o
Break new ground and to strike a chond with
gamers. We work closaly with the developer io
heip them achieve thal full potential — both
iereatively (making the most of an, technology,
gameplay, stc) and logistically (racking day-to-day
progress relative to schedulas, budgets and bug
reports). Unlike many publishers, we don't have
many of the financial pressuras that lead

sometimes 1o rush a game to markst. But we do
Fave an obiigation to be mature and professional
N our approach to development since we're
EDENcEng Our own money.”

But by spending s own money, Mauro
Ergues, everytody benefits. “We are forging a new
model in the game industry that generates value
for all our partners; publishers, developers, the

Snancial cormmunity and the consumer.” A larger

profit share allows developers to be paid more
money, sooner, while publishers benefit from
reduced exposurs to front-loaded development
costs. Thi company also intends to take out
completion bonds (which is essentially a means of
financial Insurance) hatfway through the
development process to cover its own risk, at
which point the game will also be pitched to
publishers. “But we're not looking to self it 1o the
publisher,” stresses Mauro. “We're just looking
them 10 commit to distributing the game and
satting aside a proper budget to market it. We stil
pay for all the costs of developmeant out of our
own pockets, and we never pass those costs on
1o the publisher. As a result, the publisher’s risk is
about half what it would be if they were producing
the game themselves.”

Original content

Which, of courss, provides a solution to the
problam of risk-averse publishers. Because If the
ncustry 15 10 mamtan its curent commercial
momentum, onginal content is essantial.
Pubdishers simply can't afford 1o canry on
producing sequels and licences that do little to
sustain long-tenm consumer interest. "Look back
over the past several years of our industiry's history
and I'll bet the games that stick out In your mind
the gamas that sold exceptionally wall - wera
garnes that wera fresh, exciting and original at the
tirma,” argues Mauro,

“Think bacx to Castie Walfenstein and
Doom (which created the FPS genrej or Dune 2
(which established the ATS). Or the first Tomb
Rander iwhich was iniially rejected by Sony when
Eides presentad the concept). Or the first Tony
Hawk game. Look at the success of The Sims
(which took four years to get off the ground). Even
Grand Theft Auto lll = which, while technically &
sequed, broke new ground, set a new standard of
quality and relrvented the franchise. Consumers
are absoiutely demanding more original content.
But thera are fewer and fewer original games to
satisfy that demand, and 1o set the examgple
Retailers are demanding more onginal contertt
Platform holders ane demanding more original
content. Publishers are demanding more origiral
content. Developers are demanding more onginal
content. it's the only way to move the industry
forward, But they're demanding it in a way that
makes good business sense.”

And while comparnies like CEG and Start
aren't guarantaed to be a success - particularly
because they depend on their ability to pick
gameas that combine creative and commercigl
success - they do make good business sense
They may not get rid of other obstacles to artistic
sndaavour, such as retal monopolies causing
distribution bottienecks, but they may yet prove to
be a much-neaded remedy to the damaging
impact of the industry’s notonous cycical
downswings. And If they are a success, they
could fundamentally alter the =
development value chain, 'ﬁ..,%

Joie de vivre

And a few exampies of what publishers should aspire towards (from top)

Super Monkey Ball 2, GoldenEye, Grand Theft Auto I, Pillage
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Piracy in the playground

If the future of gaming is in the hands of children, then something had
better be done about the problem of piracy in schools. And soon

Among the teenagers Edge spoke to,
most buy or sell software for around £2.
High retail prices rather than profit
making is the motivation for such activity

mos

y will
annual estimate for '
industry through software [
£3 billion for 2001, Investigat
country (half ex-police, half Trading

Standards officers) are literall

pira er since the days

trum favo
playground has been on the increase

“We know it's rife,” admits John Hillier,
ELSPA's anti-piracy unit manager. "Some
pupils go to the lengths t
commercial enterprisa. When | was in

the Spec

LTS — [N

of turning 1t

Trading Standards | saw situat
00ging games to frie
kind of bedroom industry. Mates cou

make orde

ney were

t is just utterly Impossl

oove

ery area of piracy.”

But what can be done about the
situation? “We do from time to time get
reports from Crme Stoppers and people

riNg Us up on the piracy hotling number

ool and give a talk In

," And is an asser

; computer
disk that highlights issues of intellectua
property thaft in a very simple and effective

way. This will actually be part of the National

culum with the new Citizenship subject
er. It will have a specific

nent.”

Pocket pirates

n reality, software piracy in the playground is
rampant. it's not difficult to see why.
According to Wall's Authoritative Survey on

" Pocket Money 2001, the majonty of

peive no more than £3 a

) or PS2 in one typical UK
1sive school. Of these, 46 sald
they'd played llegal copies In the last two
years. Startiingly, less than ten per cent
denied having owned pirated software

ore. “We don't have the kind of money

The high price of games “encourages piracy
and is stopping videogames breaking into the
mass market. The industry needs to find a way
to lower prices, which will reduce piracy”

010

able to buy a game ev
months, Games are a rip-off,

much easier to just borrow a game off a

ate and copy It.”
Edge's investigation uncov

imteresting attitud

outh, Few said that they in

piracy lor profit = it's smply a

wersn't so expensive, | doubt |'d copy

games In the first place," says John. “To

ginal games, they sh

be a reasonable p

nto the p

b

to be the motivating fac

BNSive ioran

tors in software

piracy among teenagers, Many sald that (f

of another five or six. *| just bomoy

games off my mate and copy then

told Edge. "There lsn't anything s

me copying them, and

anybody buying t




Price of piracy

Charles Cecil, manz




Microsoft’s Japanese dream rests with Xbox Live

As Xbox continues to underperform, Microsoft reveals details of its Japanese
online offering, while a hardware redesign is also rumoured to be on the way

The main thrust of the conference was
the forthcoming autumn launch of the
broadband Xbox Live service, which is
to start beta testing in the summer

Jffering in Japan, initially announce:
and followed similar events heid in the winter

Microsoft's

strugaling to gain mindshare, Hirohisa
Ohura, CEO of Microsoft Japan, admitted as
much at the conferance, though he

ant, Although

users will be able to connect via their

existing ISP, the company also announced
that It s to arrange a deal with an unnamed
ISP for those who haven't already signed Uy

The service will commer bata

Ng m the summes, with a full launch to

n the autumn

sy Star Online
Yuii Naka's title
g

demaorstrate th

the Voice Cormr

Japanese subscribers to Xbox Live will benefit from a starter pack that includes a Voice
Commander peripheral as well as several complete titles - Sonic Team's PSO included

Microsoft's Japanese conferance gave the company a post-E3 opportunity to show off
Sega's imminent Xbox title, Smilebit's Panzer Dragoon Orta, to its native audience
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Sega’s arcade show dominated by Virtua Fighter

Coin-op specialist unveils Virtua Fighter 4 Evolution
and reveals hardware diversification ahead of JAMMA

Sega’s decision to focus attention towards Virtua Fighter 4 Evolution was more than
justified, with significant interest - and indeed orders - from Japanese arcade vendors

S ega heid its annual private arcade show
on June 11, south of Tokyo in Kamata.
it's an event that the company has
traditionally used to complement the major
goin-op trade shows, AQU in March and
JAMMA in September, demonstrating the

development progress of games that have
been announcad at AOU and are st to be
property unveiled at JAMMA - allowing
Sega to generate interest and orders from
arcade vendors. Although there were no
major surprises this year, Sega did reveal its
commitment to several different arcade

technology platforms, and development
subsidiary AM2 unvelled s recently
announced addition to the Virtua Fighter
series, Virtug Fighter 4 Evolution.

Perhaps unexpectedly, Evolution was
looking complete, despite incorporating so
many new features that it is aimost a sequel

rather than an upgrade. Running on Naomi2
hardware, it features he charactars and
arenas from the original VF4, as well as

a

saveral new ones - giving an Insight as to
what Virtua Fighter 5 might look like.

New moves

The major addition Is that two new fighters
have been introduced — Goh, who fights
with 8 Judo style, and Brad, a kick boxer -
but the original cast of characters has also
been redesigned and given new sets of
moves, An expanded singleplayer mission
mode makes use of DoCoMa's VF Net
service, and spectacular realtime weather
effects round out a package that Sega-AM2
reckons to have achieved as much as is
possible using existing hardware,
suggesting that VFS s 1o run on the next
iteration of Naoml| technology.

Aside from Evolution, the main highlight was Sega Rosso's Soul Surfer, though a
Mahjong cabinet was also introduced, alongside football games and horse racing titles

With the game expected to debut in

summer, around the same time as Soul
Calibur 2, Nameco will no doulbt be fegling
the pressure. VF4 has already established
tsalf as the curment beat 'em up standard in
Japan, at the expense of Tekken, and this
new iteration may yet hamper the chances
of the eagerly anticipated Soul Calibur 2.
Aside from Evolution there was little else on
display, The usual line-up of Derby Owrners
Club titles and Mahjong cabinets were
shown off, and Sega Rosso demonstrated
its forthcoming surfing title, Soul Surfer
But the main announcement
despite sluggish sales of coin-o
committed to supporting four arcade
platforms with future titles. Apart from the
Naomi platform, the company is also
developing for the TriForce board, designed
in conjunction with Nintendo and Namaoo;

the Chihiro board, based upan Xbox

architecturs (and likely home of Sega-AM2's

next-gen version of OutRun); and A

System X, co-developed with Sammy,
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GDCE details revealed

Mark Cerny is unveiled as a keynote speaker, as GDCE
returns to provide a forum for Europe’s development community

A s announced last issue, this year's

Sony, This dedicated area will run alongside

the Trade Area, and in a bid to put an end to
ings the event organisers

3 move to the central

annual gru

have decided upon &
London location of the Earls Court
Exhibition Centre. The event, which takes

place from August 28-31 will be preceded
pers
1is 1o run from

¢ GDCE

by the second annual Game Dew

Foliowing in the footsteps of Phil
Harrison and Masaya Matsuura, who gave
the keynote addresses last year, Cemy Is
the founder of game design consuitancy
Cerny Games, and boasts a CV that tracks
a long and llustrious career in the

videogame industry. After starting out as the
designer and of 1982 Atarl
e also workad

JamImer

creation of
the Dragon series. His keynote address will
preside over a dedicated development
conferance that will offer developers a
chance to share knowledge, information,
and Iinspiration, in a more Eurocentric
environment than the original GDC, which is
held annually in the US

Organised by CMP Europe and the
Gama Network, other scheduled events
inclade: ‘Choosing the Mast influential

Game of All Time', a panel discussion

Mark Cerny will be delivering the keynote
speech at this year's GDCE at Earls Court

014

over by "Offical PayS

rne's Mike Goldsmith and featuning

Jon Hare, and Phil Hamison:

Technology for Games Five Years from

Now', anather panel discuss
David Braben, D Hassabis, Peter
Molyneux and Jez San; ‘Ratings and

G

on featuring

1sorship: Making Sensa of Videogame

Ratings Development’: 'Cross-Platiorm

Console Development: Cur Experiences

with Battle Eng

the Right Data: Focus
ystemic Level Design
for Emergent Gameplay' by Harvay Smith,
Other speakers include Capital
Entertainment Group's Kewvin Bachus, fresh
from the challenge of developing the Xbox,
Kuju Entertainment’s Julian Davis, Jason
Della Rocca of the IGDA, Rebellion's Jason
Kingsley, Matthew Southem of the

Intert

1al Centre for Digital Cortent, and

8BFC's Ganni Zamo. And for the first

vent will feature a series of

s on August
tx, Xbox and ATI. For online

non and full details of the conference
programma, visit the eventt Website at F:r‘*';

[lwww.gdceurope.com ==

Jeremy Longley of Lost Toys will be among the speakers at Earls Court, offering a post-
mortem of Battle Engine Aquila. Full details of the conference are on the event Website




But is it (narrative) art?

The Clerkenwell Literary Festival is to include a
strand devoted to videogames and themes of ‘play’

ith its self-proclaimed mission to
W inject a bit of rock 'n’ roll spirit Into
an otherwise staid literary scene, this year's
Clerkenwell Literary Festival, which takes
place from July 16-21, will be devoting its
scholarly attention to videogames and
exploring the theme of ‘play’. Originally
founded by Victoria Hull, this year's event
Is being organised by The Idler" and
its PlayStation2-sponsared fanzine,
*Plichard Teeth', who intend to uphold
the festival's reputation for an imaginative
and radical mix of mainstream and
underground talent

Taking place primarily at The Tardis
Studios in London’s Turnmill Street, this
year's line-up of speakers and discussions
includes a substantial dedication to the
videogame form. Apart from ex-KLF
member Bil Drummaond pasing the question
‘Is God a Cunt?” there are several highlights
among the events which have been
confirmed. ‘Play Time', for exampie,
features the living legend; Johnny Ball, and
Blur's Alex James alongside Edge's own
Steven Poole, in a discussion about the role
of play in creativity, while 'Is Fatherhood the
New Matherhood?' will give Wil Self (atitude
to discuss liberty and patemnity. Other play-
related pursults include a Celebrity
Computer Games Pub Quizand a
ceigbration of the C84 music scene.

Of course, thera will also be elements
that are of a more strictly arty bent, such as

This year's Clerkenwell Literary Festival is
being organised by ‘The Idler' and
PlayStation2 fanzine, 'Pilchard Teeth'

|azz from Penny Rimbaud and a night
dedicated to failure hosted by Toby Young,
author of "How To Lose Friends and Allenate
Peopie’. Other, more literary proceedings
include “The Writing of Bollywood' and
poetry consequences, presented by the
ubiquitous Keith Allen. Prices for events

vary, but for up-to-date information, visit
http//www.pilchardtesth.com or =3
telephone 0207 631 0320. ’ﬁg

Edge columnist Steven Poole will be
joined by Johnny Ball to discuss play

Recently Reviewed
Edge brings you a rundawn of last issua's rview scores
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Tracking Gevwsopments n deveopment

nVidia's Cg programming language should make it easier
for PC and Xbox developers to create high-end effects

CCC

ing to nVidia's chief scientist
David Kirk, the company's
duction of a new programming

called Cg, is

the problem is graphics hardware

damn hard to program,” he says

To some extent though, this
1's fawilt, Since it

All thase effects can be programmed
in OpenGL or DirectX, of course, but
Cg should make it easier for developers
to gain access to them

next generation

“We want

her level so thay

vity rather than

At

E requirec

o wiie the pixel and vertex shaders

used to create the complex texture

effects seen in games such as Halo,

::1 promises to be more accessiDie

Cne o

S Kirk gives
for nVidia cree

anguage is, as well as supporting

ating its own shader

Shader effects vary from general lighting effects such as fresnel reflections and
anisotropic lighting to more complex calculations such as matrix palette skinning

016

nVidia's Cg should provide PC and Xbox developers with a language that is easy
to program and with which they can generate complex surface effects

An alternative viewpoint

Wide release

releasing the language

poss Er8ase.

give wiCe: 8 e
Parts of the technology, including the

parsa for the compller have been open-
sourced. 1 don't believe It's possible to

OwWn a programming ianguage, says

be supporting

in their modelling pac

public beta download, with additional
features including the language spec,

users’ manual, libraries and sam

ga!
released before the end of the year;
over 100 studios are already
evaluating Cg. A full public release

1es using the language will be

bacame 2 el e re

olow in summer, which will

appro irent ganaration ¢



The next level of max

Discreet is improving the featureset of its industry-standard

package 3ds max, as well as ensuring its pricing remains competitive

http://www.discreet.com

Plenty of extra polygon modelling tools
are available, including the ability to
extrude and connect edges, grow and
‘shrink selections and constrain
translation 10 edges and faces (top)

oliowing Alias/Wavefront's decision

to slash the cost of its 3D modeling
and animation package Maya (see
E111), pricing rather than features has
become the dominant driving force of
the sector. The latest release of
Discreet's 3ds max package, 3ds max
5, goes some way 10 redress the
batance however, “It's a competitive
markat, but max is the leader with a
registered user base of 160,000," says
a confident Nick Manning, Discrest's
animation manager. “With version 5
we're refining the market leader.”

Maijor changes to the package's
leaturesat for game developers include
improvernents to the polygon modeling,
texturing and animation tools. But
sensitivity 1o pricing has had an effect as
well. Beactor, 3ds max's dynamics
simulater developed by physics
specalist Havok, will be bundled within
the overall price. Prenviously it was
availabie as a separale product, costing
betwaen £500 to £750. “We wanted
3ds max 5 to be an exceptional value
product,” says Manning. "Reactor
hasn't sold in massive volumes, but we
think it's a product that once developers
get hold of it, they will use a lot.”

Another full product, Lightscape, a
3D visualisation package for
architectural and professional users is
aiso bundled. To further encourage the

loyalty of existing customers, floating
licences for max are now available too,
allowing developers to move their max
licences from machine to machine,
rather than having to shuffle artists

for 3ds max 4.2 will work on the new
varsion out of the bos. “For existing
usars we want the upgrade path to be
as easy and attractive as possible,”
Manning confirms.

Feature comforts

But back to the features. There have
been many workfiow improvements to
the package's palygonal modelling
tools, which make it easier to build,
connect and extend polygon meshes,
particularly symmetrical ones. Additions
1o the animation tools Include animation
merging and spline-based inverse
kinematics, to enhance modeling
characters without a rigid bone
structure. The UV unwrap tool
automnatically flattens 30 models, which
makes them easier to taxture, as well as
minimising texture sizes. This Is
Impaortant when dealing with the limited
texture memory for PlayStation2.
Anather carefully thought-out feature
allows developers to automatically
create ightmaps by baking static
lighting generated from a 3D scene onto
& texture. Also new is the realtime

EDGE (773

viewport for shaders, which supports
both DirectX 8 and DirectX 9.

List pricing for the product is
£2 685, with an upgrade from 3ds max
4 costing £595 or £995 from 3ds max
3. As Manning points out though, plenty
of deals, particularly for bulk units are
available. "We think that max is a
competitive product even following the
price cuts of rival packages,” ha says.
“With max, you don't have to buy
maintenance for example. But it's
impartant to remember that the cost of
buying & 3D package is small compared
to the cost of employing an artist [
plus a workstation.” ]

The render to texture option enables d to

bake lighting and materials into a single bu; lightmap
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Admittedly Edge's haul isn't as big as some other
attendees, but we did get this rather natty controller

. For thase of youi reading this in black and white,
| the green striped ball is above the blue whirly one

oo E3 Tat Attack

o hold it over for this

what it is that sends the

ournalists' into the gueuing, moaning,

eloading desire that ©
ecipient of Sony’s ized digital

ed it, and Edge didn't have time to

e best part of a day to secure entry into a prize
a GameCube Wavebird controller. Nevertheless, we dic
manage to acquire a spac al translucent green Xbox conirolier,
nd - d — what surely has to be our most
ing — a signed Top Trump-style fact card f
£ Mizuguchi, complete with autograph
btained in return for an Edge Awa

oraw

Varous ¢

Pnzed

Rez-cre

ez Sticky Balls

UK: Founder of Zed Twa, John Pickford, a regular user of Edge'’s
i =t forum (it ge
ature as a viral marketing

CUTLecH

-online.com), has

ris given a rectangular arena of
res, awd asked to stick them i

f one type have been stuck
ortunities for further bonding
g are set up to encourage

. and lengthy combos of smart
ene scores. And, if all that's not

g shat, think of the wealth of

=d by the game's title alona. Play with

enough to perst
innuendo opporturity

John's balls at ftp.zedtwo,.com/sticky.zip

, being killed in the virtual world
so serious. We don't have virtual
iting letters to the dead soldiers’
wrtuaj parents, but we'd hope the games are
authentic enough to resnforce good teachlng

Maje & Penng ¥ Birifis| Corps, disoussi

ain trocps.

“A fan of PC games, Ditzig recently bought
a GameCube version of Capcom’s Resident
Evil, a horrific zombie munchfest, previously
avallable for PC and Sony s PlayStation.”

ISA T

'3 & munchfiest’

! revaals Mintando's new

“The game business is unique. Software
should come first and hardware second,
but some people seem to see it the
other way around.”

it Hir

“I'm really looking forward to that

game [Splinter Cell]. It would b

: if we could just turn Splinter G
' Mefar' Gear Sohd X =




' 18,700
= 5,400
¥19,800 (£110)

rirsg - $750m (£500m)

Herring: $1.1bn (E733m)
ack Microsoft booc $150 (£100)
erves: $42bn (£28bn)

g w sogames: £150m
id project: £100,000

comedian, Dan Smith, is the rather hicky

Geek chic : _
mﬂmmmammm

her way to the

‘NTK, friends of Stuart Campbel, and famously
authoritative, get ready for some extreme computing’



aEs Edge Parties On

UK: For thos: ky enough to be invit
exciu: sSoirée, 'h':'l-fc!. _.f the

=2~» Mecha Bomberman Fan Happy

Cr, in this case, mo:

amoa

el of Huco

g on I1 Saturn

berman Kart and it wou

the Edge team is used t
gams, but it does beat Bol
obsess

Some of the videogame industry’s most important

icleal gift for 2 fans. It's curmrently availe

from htp://

s Bxcite Striker

ubt have died down

g ’:.LJD fever will no ¢
! be able t

ller, designed t
Tiodule that is atta
movements into onscreen action
ndent dismissed it with a -.'I
nting out that he's probably st sr
s early exdt from the real V

3. N any

ennis v n ?:v'-:ul“f 2 hwho'd want |

Yet again Edge’s penchant for videogames and big
robots is met by some videogaming parapherm

A return to sca

Edoge's |

Somat'ethemetof.‘?m:h!(oma’swmdm ‘Relive David Connolly's spectacular fallure or David M yntline and Spid
success, putting any conspiracy theories to rest Beckham's glorious success in your (iving room Don't peo |_|L read h_ Edge revie
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Unlike his
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d Alastair Reynolds,

5 f mysticism

The bO; K'S Lomhtul int strands "EI|1.1 nly make for bizame
becdifell )
prophie

iche interast ir

/e been plarty o

idecgames. To stand out

hastobeal
distinctions
publicatio
VCS prototype

it special, ‘Hig among its

rch often missing from rival

Commard cat
just two

Paperboy (Papert

down the streets instead of cz

a page on

'High Scora!' is an
excelienthy i quite up there with

eve L Kent's “The First Quarter’, it's well worth a look

Rusel DeMaria, Johnny L Wiison
Pubdisher: MeGraw-Hill/Osborne
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 Site; Am | Game Or Lame? .
URL: hitp://amigameoriame.segmented.net

oo Webahe of the rocnth

Playing the Web ratings game in & word long since
bored of Hot-or-Not-lilke memes s dificult, out Am |
Game Or Lame? deserves attention just for
keeping things so simple. Caling up the site
presents he viewer with two randomly sslected
games, and asks them 1o choose the best of tham.
it adids that choice 1o its ever-expanding database
of binary decisions, and uses that knowledge (o
work out the best game of all time, Whis the resuits
are Guestionable; and cbviousty open to fanboyism
throw up some Interesting questions, Myst or
Centipeas? Defender or Parfect Dark? GoidenEye
o Hafo? Your call
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with a competitior sand in your own BPG cancept to
try to win plenty of money and the chance to turn your
idea into reafity. Go on, it can't be worsa than this effort.
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jcture it. RedEye in his study, dim fight,
P body hunched over a pisce of Super

Maric Club notepapar on his wooden
writing desk, fist wrapped around a thick purpie
crayon. His tongue creeps out of the side of his
mouth: this is intense concentration. *Dear Edge,”
he begins, and the crayon loops across the blank
paper. "It was very nice of you bastards to,..”
Nice? No, that's not right. He crumples up the
sheet, throws it over his shoulder, and hears it
drop into the bin, The bin is full, A new sheet of
paper. Try again.

*Dear Edge,” RadEye writes. He pauses.
Letters are so much harder when you're an
obsessive compulsive thirdperson user. “Thank you
ever 50 much for inviting RedEye to the Edge
Industry Party last week.” Hmm. It reads ke RedEye
Is RedEye's secretary, “And how nice of you to put it
on the same evening as the Beeson Gregory

The problem is that the only games that get
support are traditional ideas revamped, because
investors are gamblers and good gamblers don't
bet the long shots. And, while past succass is
no guarantee of future performance, it's a good
encugh indicater for videogame sales, because
of The Cycle. Here's how It works: Game X does
wel in '01. A sequel follows which, thanks to
higher expectations, gets mone support
from the publishers, It gets bigger, bolder, bettar
produced adverts. It gets mainstream advertising.
It gets huge displays at the front of GAME
Videogame magazine journalists included buy into
the hype, because if there's one thing that sells
magazines, it's supparting a game everyone knows
about.

And, naturally, foowing a raft of near-uniformly
positive review scores, everyone buys the game —
some realise how facile it Is, some pretend it's great

'REDEYE

conference, providing RedEye with a chance to
meet some videogame investors first hand.” The
crayon stars to shake

“It was so great to hear ons of them admit he
hasn't played a game for five years." The shaking is
mare viclent, the handwriting jagged, Part of the
crayon braaks off on the paper. "Stil, these are the
peopie who fund us,” - hnnngh — “"who support
new, creative ideas. Like...” The crayon snaps in
RedEye’s hand. He plcks another, this time in red,
but the flow’s gone, concentration broken by
anger, and all he can wiite is big waxy capital letters
across the dead letter. "CROC TYCOON FIFA"
Pause. No, not enough. “BASTAAAAAAAARDS "
Hmm. Not sure what the point was in writing so
many As. Dramatc effect, RedEye guesses.
Drop the crayon. Relax.

The party was fine, There waren't that many
obnoxious people there, and there was plenty
of free alcohal, and since it was held at ‘Game On,
the games exhibition currently taking place at the
Barbican, there was plenty to do if the peripheral
finance people got too much. And thaey had to ba
there — crayon all the nasty words you want, but
they had 1o - because in difficuit times, we ive
from their hands. Despite videogaming's nise, bath
In poputarity and in social status, much of the
nduslry is still in recession. Much of the industry
s still begging.

A sideways look at the videogame industry

— and the hardeone move on to a more substantial
thrill. The worry is the rest: non-gamers, suckered
into giving it a go by hype and circumstance, invest.
try, see it's throwaway, and never come back for
maore. “All games are the same,” they think, quite
understandably, but they've Just been misled by

Jean-Frangois Cecilion, a man for whom '‘out
of touch’ doesn't seem quite strong enough, came
10 Sega Europe from EMI. He has an executive ¥
producer credit on several Robbie Williams singies,
and Is personally thanked on the sieeve of Brian
May's 'Ancther World" album, but his lack of
understanding of the games market was
breathtaking, and he ieft Sega Europe barely
breathing. An Edge intenview in EBT detaiied his
plans for the future of the Dreamcast. “You know,
2001 Is our first test. If we gass that one
successiully, we are sorted,” he smiled. By the
end of 2001, the Drearmncast was dead and
Cecillon had resigned.,

Contrast: Saton lwata joined Nirtendo in
1882. For the first six months of his time
programming for HAL Labs. hes father wouldn't
speak to him, He stayed there. Twenty years on,
he's president of the world's cldest and most

respected videogame company, succeeding
Hiroshi Yarmauchi at a time when Nintendo's
position in the market has never been more
threatenad. Yamauchi, never a man o be
pressured into decisions, must have absolute
caonfidence that he's left Nintendo In safe hands.

“There are so many factors involved in the mainstream success
of worthy videogames that all we can do is try and educate”

other people’s greed. A name for the cycle? While it's

fresh in people’s minds, let's call it Frontiine
Syncdrome. RedEye’s sure there's another Medal of
Honor sequel in development. Meanwhile Filage is
still ooking for a publisher.

If everyone making the important decisions in
the industry came up through the ranks, would it
make a difference? TV Nation' asked a similar
question in '93. A hyperactive Michas! Moore,
mare wired than tired, long before he began to
base his reportage around loud-mouthed rhetoric,
lasued a challenge to the CEOs of some major
LIS companies. They were asked to perform
some simple tasks using thesr company's products,
and few managed it. Most refused to participate.
Why shouid they? They've been trained to
manags, not wash dishes or roll cigarettes.

Out of touch? Sure. Does it matter? Maybe,
Try some test cases.

EDGE 5

We won't lknow for a while. But in the meantime,
it's heart-warming 1o see Nintendo pushing Pimin in
expensive adverfising siots, and while the excelient
promos for Frontine have been drawing attention,
RedEye will continue to profess the vinues of
Frequancy and Rez, Play it viral, There are so many
factors involved in the mainstream success of
worthy videogames - including decent investrment,
and competent management — that all we can do,
as people who know what people should be playing,
is try and educate. And no, crayon hissy fits aside,
you can't blame the death of the Dreamcast entirely
on Cecillon, and you won't be able to absclutely
prasse or damn Iwata-san for Nintendo's crucial next
12 maonths, but getting more people who know what
they're doing into positions that count can't hurt.

RedEye is a veteran videogame journalist. His
views do not necessarily coincide with Edge’s
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hoice is the religion of our age. From

parents of schooichildren 1o supemmarket

shoppers, we are all constantly advised
that more cholce s a good thing, But we also
know that hundreds of television channels, all
showing garbage, does not constitute a meaningful
choice at all. Videogames also offer increased
choice: far from their austers, one-concept
gameplay tweaks, But is it always the case that
more is batter?

More senior readers of Edge may remember a

ZX Spectrum game calied Dark Star, a briliantly
stylish 3D space shooter which at the time featured
the most comprehensive ‘front end’ ever seen,
Under the menu 'Change the game', it would let you
décide how accurate and fast the enemy missiies
were, decide how many enemy ships there would
ba, or even play without planets. Dark Star offered

several quite discrele variations on its gameplay for
the price of one.

This is one aspect that has increasingly come to
define the videogame form: games are not just
Interactive but customisable. Of course, in theory it
would be possible to buy a dramatic Turner
seascape. hang it on your wall, and daub a bright
pink cartoon chicken in the bottom right-hand
cormer, thus customising the painting to your own
liking, but in an art-histarical context that would
normally be construed as vandallsm, because the
canvas is presented as existing and meaning in one

Efforts to encourage the consumer to reimaging
the artistic product have been made in other areas,
however, from the short-iived fad in the '60s for
loose-leaf novels, whose pages were not bound
together and could be read in any order, 1o the
release nowadays of electronic music tracks as
tweakable aural toys on CD-ROM.

Dance music in particular, with its inherent
culture of remiing, has almost thoroughly
abandoned any notion of what s the ‘defintive’
version of one of its artworks, and in this sense
It is still more radical than the videogame. For
however many options it might offer the player,

a videogame still needs to presant a core
expenence that we feel represents the authentic
nature of the gameplay.

The option to race without weapons in
Wipeout Fusion, for example, is arguably an option
too far, because it can be read as an implicit
admission that the weapon balance in what we stil
feel Is the ‘core’ game Is disturbingly off-key; on the
ather hand, the non-combat racing Is a curiously
soulless experience, We thus have a choice
between two slightly unsatisfactory modes of play,
which is worsa than having no cholce, ifthe game
Is perfectly tuned in the first place.

Naturally there are many cholces that are
nice to have: Tha wondrous amay of bot,
weapon and gamestyle options in Perfect Dark's
multiplayer mode provides a near-nexhaustibie
Lego set of combat scenarios, but only within the
context of a gama whose oneplayer campaign
is tightly controliled. The increase in options in
rmodem videogames must also have something to
do with a wish to appeal to an ever wider market,

Steven Poole :

and an ever broader range of sklsets among
gamers, but these arguments will always
be double-edged.

One could argue that the option 10 use
electronic helpers, such as traction control in
Gran Turisma 3, Is a cop-out, especially since it
defautts to on, so that many players might never

or causing you to weep with boredam while you
down yat more Metal Gears; is a hombly artificial
way to extend the game. Al too rarely do increaled
difficuity levels result in the player having to rethink
her tactics and strategy in & creative way, as in
Halo or Advance Wars.

The PAL version of Mefal Gaar Solid 2.
meanwhie, committad a cardinal sin with its
pre-garme gquestionnaire, when the consequences
of answering its questions were not made at
all clear. Meanwhile, the one option whose
ahsence most players lamentad — 1o play as
Snake all the way through the game —is only
to be addressed in the ‘remed’ of the garme,
telingly named Substance.

Wie've come a long way since Dark Star,
and maybe it’s time to consider which choices
are necessary and which are cop-outs; which are
well-enginesred alternatives and which simply

TRIGGER HAPPY

muddy the issue. Arguably more videogames
should limit front end cholces to an absolute
minimurm, and offer key custormisation decisions
in-game, such as the clever way in which Halo
dramatises its control options in the first leve!
(which actually convinced me to change my
long-held preferance for inverted look).

“It's time to consider which choices are necessary and which are

cop-outs; which are well-engineered and which muddy the issue

have to come to grips propery with the driving
physics. On the other hand, the traction control is
simuiating a real device, ard it leaves players free to
challenge themselves later by refusing Its aid.

The now-standard hub arangement of areas
in exploration games such as Jak and Daxter,
maanwhile, offerng the impicit option of selectable
challenges, avoids the frustration of having to play
ane tricky level over and over again, but it can also
easity lsad to apathy and a loss of motivation,
missing the focus and tension of linear adventures
such as Tomnb Raider,

The sasiest way to appeal to a broad range
of consumers, however, Is also the most
widely abused option system: that of selectable
difficulty levels. So often a harder difficuity level
meraly makes the tasks the player has to compiete
more tedious: gving bosses longer health bars,

EDGE IS

There is a good aesthetic and psychological
reason for this: when playing games we don't
want to get the feeling that we are manipuiating
software. | know plenty of pecple who aren't
prefarences jurkies and have never even figured
out how to nuke Clippy in MS Word, so why
should they want to wander through a similar
forest of menus in their time off?

Furthermore, it can hardly be coincidencea
that some of the most refreshing games in recent
times — Jco, Luigi’s Mansion, Pkmin to name just
three — offer the player virtually no options at all.
For if the game is good encugh in the first place.
why would we want 1o change it7

Steven Poole is the author of Trigger Happy:
The Inner Life of Videogames® (Fourth Estate).
Email: tighap@hotmail.com
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everal days ago, | announced my antry into

Xbox development with Splkeout X-treme, |

balieve there are many of you who don't
know about this game so ket ma introduce it. t's a
network fighting game in which up to four players
can move freely in a realtime 3D environment.

| released Spikeout in '98 on Dreamcast and It
received a good welcome from players. It had quite
a number of core fans and even some dedicated
Internet sites, Now | want to bring this pure action
game onto Xbox Live. Yes, it will be guite an action
game, and | hope the experience will be very exciting
as a network game. | already have in mind some of
the game’s features but, of course, thesa must
rermain secret for the moment.

After | announced this title, many people asked
me why | was doing it and even If | was feeling okay.
| was left feeiing quite disturbed. | mean, | don't
remember saying that | would never develop on

-

yAV OUT

Xbax, Did 17 Okay, | did the GameCube launch with
Super Monkey Ball and ater released Virtua Strker
2002. | also announced the development of F-Zero
In cooperation with Nintendo and even revealed
Super Monkey Ball 2, again all on GameCube. But
that does not mean | work exclusively for Nintendo,
The same applies for any eventual implication on
PlayStation2. if there is a reason for me to work on
this platform, | will without hesitation

So, why did | start with GameCube? Let me
expiain. When Sega abandoned Dreamicast, the
company chose a multiplatform soiution. That meant
we would deveiop for all the platforms on the market
including Sony, Microsofl, Nintendo and PC. So we
considered these four markets and | thought about
what | would like to do. Then | considenad what our
resources were at that time. The thing | wanted to
do was something | couldn't do on Dreamcast, |
don't mean because of the hardware but due to the
market. So | decided to develop on GameCube.
Sega's consoles and games were destinad for an
older audience (ie not children) so | really wanted,
even if it was a single experiance, 1o design a game
for Nintendo's young pubiic, | admit I'm a b fan.

However, that does not axplain my choice, not
entirely. The resources issue was a big factor, | had
no titie to match the platform in terms of audience
age, market, etc. Yes, | had 1o think about
averything. However, | had two options, One was 1o

develop something which wouid fit the platiorm. The
other option was to change the platform and find
one more adapted to the titles | had in mind. But |
didn't have much time and | didn't have the perfect
titie in my hands. Then as | was thinking, and
hesitating, | realised we had 1o overcome the
challenge, If not... | thought we should develop a
launch fitle, But again, | didn’t have much time.

So when | was about to give up on the idea, |
remeambarad | had Monkey Ball, which was initially
an arcade title, It didn't have the impact | thought it
would and had been forgotten. | really believed this
game had tremendous potential, and | thought it
was perfectly adapted for GameCube. The
almosphere, the gamepiay, everything was perfect.
Plus, t would not use many resources since the
game had already been developed. it was coviously
a much faster solution than beginning a new game
from scratch. But, the game didn't have sufficient

content. We started a process to exploit the

game's potentia through various minigames and we
extended the game’s size and increased the gaming
experence, We made it in time for the taunch. Well,
hearing this, you should think this is a logic course of
action night?

not basaed on the use of any weaponny but lats you
use glements from the sumoundings. This is a very
dynamic action game. | beleve my course of acion
ts very logical, nothing surprising. Yes, when | decide
that certain hardware is the perfect match for a titie,
wedl | shouid develop a game for that hardware.
However, | admit | had a very strong image since
our launch title for GameCube. | mean, pecple
thought we would only make games for Nintendo.
| hope my explanations have Deen clear so that you
can understand my reasons for each of my
decisions so far. Working with Nintendo has been
great experience. | have leamed a lot. Really, this has
been a big element. Of course, it's not over and we
continue to work together. So | don't think this was a
mistake, on the contrary. Of course, since we have
been gven the chance 10 develop on this new
platform, it was unacceptable for us 10 not deliver a
titie at the top level. We worked hard to meet this

Toshihiro Nagoshi, president, Amu ment Vision

objective. | think this behaviour is natural, according
to the ‘give and take' principle.

Wiorking with Nintendo has been a great
experience so far. | mean we did not have a vary
ordinary approach and we learmed a lol. Yes, tisa
great experience in the leaming process of making

| really wanted, even if it was a single experience, to design
a game for Nintendo’s young public. | admit I'm a big fan

The fallowing step was to look at the titles | had
in hand and try some of them ke Virtua Striker. Then
there were tallks about the Trforce project and then
F-Zaro. Well this was a unique chance to not anly
move into this new market but also to work with
Nintendo togather on a project. At the same time, |
had good feedback about Super Monkey Ball so we
decidad to make a sequel and started the
devslopment of Super Monkey Ball 2. That's it.

Then | heard about PSO using Xbax Live, | felt it
was fun and | thought it would be cool to develop on
Xbox as well. So when | considered what | could do
on Xbox, the first title which came to mind was
Dayfona USA, But | thought it would not be really
challenging. | mean | had already developed and
released Dayfona USA 2001 for Drearmcast
compatitie with the network feature. | prefemed to
deliver a pure action game with strong chansma.
Spikeout was clearty an option. This action game is

EDGE

games. Mmm... saying all these things, | stil feel
people would continue 1o say the same things to
me. Well, so what? | mean, this is not because of
Nintendo. If you take Microsoft or Sony, you have
to consider what you are looking at in terms of
business objectives and also the reasons wihy you
are initiating this development. This idea was
cartainly at the cantre of my decision to start
working with Nintendo. And this same idea
applies for Microsoft. So one day, | might feel the
need the go for another challenge with Sony, i1
aver get the strong feeling that a game would

not be posshie anywhere other than with Sony,
than | would announce my entry, | hope this has
been clear and not too confusing for all of you.
Ses you

Toshihiro Nagoshi is president of Amusement
Vision, formerly Sega subsidiary Soft R&D #4
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apan Is in the grip of football fever. To tell you

the truth, | am too, watching the matches on a

monitor | have on my desk. And it is in these
conditions that I'm bringing you my latest Tokyo
Game Life, The probilem is that as far as my job at
'‘Game Wave DVD' is concemed. .. well, at the
moment it's just not very interesting, and because of
that, this month, I've come up short about what to
wiite. "Why?" | can hear you ask. After all, May was
full of news and events. There was E3, the start of
the Ainal Fantasy X onling gaming, the date with the
giri | love - it's been a great time for me! Even if Edge
weare 1o tum into a weekly publication, | should be
able 1o keep up.

Well, well, wall, the subject | chose this time is. ..
ket me think about this for a whie.... the way to get
me back on track, on Earth. Hmm. Ah, | have an
Idea. How about this? Who owns videogames? |
mean for whom are videogames made? Have you

ever thought about that? It doss & person good to
ask basic questions about their habbies. Every day,
as I'm really busy, | feel that | forget the raasons why
I'm daing things. When you get older or more
expenenced, you amve at a point whers you forget
about the very first time, the beginning. So | would
like to go back to that, Although actually, the frst
time is always tricky to talk about, | mean I'm
embarrassed. Maybe after we talk about #, | can
gat some rest?

$b, again, who owns videogames? This s like a
question asked by a politician it's so vague, but |
have been troubled by this matter, My professional
fifes I full of videogarmes, just as my private life s, but
|feei as though | can't find satisfaction anymors. |
think | know the reason for this. Mome and more | see
videogames as ‘work': articies, developing
relationships with game makers, advertising peapls,
and s0 on, You can see why it's natural that | ses
videogames as work. VWhen you do anything too
much it becomes normal. That's why | want to
rermnarmber the first time.

The thing fs, | joined this company to work but
also to have fun. Videogarmes are precious for
creators who made them and for us, in the press,
they are very important too. But the most impartant
people in the videogame world are the usars, the
players. Two years ago, we designed and launched
‘Game Wave DVD' to fulfil players’ needs.

Lupin Kojima, suby

Saomewhera along the way, we have forgotten that.
This has been a revelation to me, recently, One
person made me see it. Thanks to isamu
Yamagishi from Beat Live, a game centre at
Machida. Thank you very much.

Lat me take you to May 5, Tokyo at Arlake: a
Virtug Fighter 4 tourmament. By the time the
toumnament ended, 1,200 peopie had gathered to
watch and participate, It was a great svent. When
the time came to pack up, | had a chance to speak
with Yamagishi-san of Beat Live, but anly for five
minutes. His words had such an impact on me that |
have not been able to forget them.

Videogames are for players.

Yamagishi-san iniiated this toumament back to
1994, just after Virtua Fighter 2 was first released. He
organised the very first tournament at Machica in his
arcade, Athena. Al that time, fiohting games wera an
Individual pleasure, something to enjoy alone.

However, Yamagishi-san wanted to change that and
set a rule so that five people could form a team and
take part in his toumament. Users formed teams
rapidly. Some wers made with friends from the same
arcada centre while others were made of people
with na link to one another, but for the common

the idea of piaying videogames alone, a naw
perception of singleplayer games as mu{tiplayetl
events was bom. | considered Yamagishi-san was
the creator of this event.

But a lew days after, | had another chance to
speak with him, and | was finally able to truly
understand what he meant by saying that
“videogames are the property of players.” To be
honest, | was ashamed to have forgotten my first
time = to have forgotten that very first feeling. There
was no single person who mads this event. *| did
not make this evenl,” said Yamagishi-san. “The
players did. We just gave them the place to do it.
The only reason this tournament becama a major
event is because people gathered In large numbers
1o share their common enjoyment. Oh, | should add
my love for Virtua Fghter as well. My love, stronger
than my skill. | am not a skiled player, but | felt the
desire to go to such event so | made it."

TOKYO GAME LIFE

ditor~-in~chiel, 'Game Wave DVD’

Yamagishi’s event s not an official one
supported by any game makers, It is bullt on his
game centra’s revenue and the players’ registration
fee. He even salis the video of the event but there is
no intention to profit from this toumarment. Why?
Because the rsvenus of one tournament should

So who owns videogames? | know the answer now, but the
idea that | forgot it even for some small time hurt me inside

desire to win the foumament.

As this event happened each year, peopie
started to recognise the teams who appearad
reguiarly, some of which Included the very same
fighters from the first toumnament, The toumament
atmosphens was like the Olympic games - or the
Worid Cup - or any other sports competition where
people support some teams and boo athers with
passion, love and hats. Players discovered the fun of
playing within & team. People were communicating
gach other inside a team, forming strategy and
planning according to the fight In progress. “Even if |
lose this time, | know you are gaing to win the next
round,” they might smils, or, *1 will win this round, so
let me go and fight.” The evert was full of such
discussions, such interaction, such bravado,

Whils the fighting game was designed as an
Individual pleasure, this toumament did a
tremendous work in changing that. Throwing away

foaE=

ahways be used as a base for the next one.
Videogames are players' property. We should never
forget that. We make the magazine because there
are people who want to read It. We make the video
because there ara people who want 1o see it. And,
with the reverue from the magazine, we should
make a greater videogame magazine. But, first, we
need a fittle mora revenue. ..

S0 who owns videogames? | know the answer
now, but the idea that | forgot it even for some small
time hurt me inside. You can't forget the players.
Now |'ve found a new force to go forward, which is
good, because despite the games, despite the gir, |
have been fesiing empty. Now I've remembered the
first time, | can say goodbye to the sercus May of
my Tokyo Game Life.

Lupin Kojima is the sub editor-in-chief of ‘Game
Wave DVD', part of the Famitsu publishing portfolio
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Super Mario Su
Just two months between first (land only) preview code and release day still
leaves Nintendo's PR plenty of time to divulge a steady trickle of new details

Move over Wario, there's a new evil Mario in the town square {above right). Shine stars open new Island
areas while the hydropack is pressure sensitive, its range dependent on how much you press the R button

ince its first playable appearance
S at E3, NCL has relsased new
holiday snaps of Mario’s tropical
adventure that coincide neatly with Edge’s
desire to share more details (most of which
failed to make last month's report due to
strict space constraints) conceming the
return, after a six-year sabbatical, of
Nintendo's maost popular series

But to the Kodak moments first
There's nothing remarkably different from the
batches seen previously, to be falr, although
the appearance of Mario's impersonator
certainly warrants a mention, Seemingly
constituted entirely of water (allowing the
daveloper to show off more impressive
reflection effects) but otherwise a perfect
doppelganger of Japan's most famous
plumber, this impostor, if you remember
from last month, is going around the
island defacing public surfaces with
graffiti while fooling the islanders over his
true ichentity.

As Mario, you have to go around the
island clearing things up. The Shine stars yc
collect open up previously unattainable area
thus extending the play area. The vilages
dotted around the map set the tone of the
locale, which is why the harbour town from
the playable demo has a demanstrably mor
industrial feel than the seaside hamiet, (Hawv
said that, Edge did play & rather abstract le
at E3 invohving giant children's play blocks
moving mid-spacial void, so expect surpriss

The cleaning and jetpack-ike properties
Mario's hydroweapon are, by now, wall
docurmented, as is the ability to obtain
additional nozzles. But less sois the fact th
finding the right itern boosts the pump
mechanism and acts as a turbo, propelling
Mario around the scenery at remarkable
velocity (with suitably impressive visual effex
to match, naturally), Furthermore, ancther
such tem-influence |s the massively Increa:
performance ranga of the jetpack mode wi
develops the ability to send you high in the



Format: GameCube

Publisher: Nintendo
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Sunshine is a crucial release. Nintendo's
major consoles have traditionally stood firm
on pillars made up of examples of cutstanding
wvideogaming material such as the Mario

and Zelda series. For many, a significant
amount of the GameCube's validity/credibility
as a worthy alternative to the competition
rests on the realisation that this at the very
least matches its predecessors in terms -

of innovatian, revelation and distilled ‘é—_;?; Purchasing giant fruit from a marketeer replenishes energy and unlike previous Mario tities,
delectation. Review next issue. U= the level structure appears fully open, Zelda style. Just one more month, and all is revealed
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Developer Sucker Punch borrows from other genres .
to add character to the growing proliferation of platform titles

ony's latest Jak and Daxter-alike
S was rather overshadowed by the
lustrious platforming company it
kept at this year's E3. Titles such as Blinx or
Xbox, Super Mario Sunshine on GameCube
and Ratchet & Clank (another title that clear!
owes a de { inspiration and technology
Naughty Dog's latest opus) on PS2 were a
mare obvious sign of a minor renaissance in
the fortunes of the humble platform game
Even so, Sucker Punch's rich characterisatic
and canny bomrowings from other genres st
caught the eye. It remains a bit rough aroury
the edges but there are signs of promise
The plot, such as it Is, sees our titular he
on a quest to avenge the theft of the Thieviu
prus, a family haeirdoom containing the

nsights and techniques of thievery that
earned generations of Nis family a reputation
as the world's greatest thigves. With the
cursory plot in place, it's up to Sly's chums,

Indeed the conceit of discovering pages of 1
Thievius Raccoonus, which are scatterad
about, lends a progressive unlock structure

anda tially satisfying leamning c
Al conventional piatforming elements an
presant. coin collection leads to more Ives;

ces lend a
CCEsS NEW Ares

from the

other pick-ups such as hors
ievel of invuinerability; keys
off the main hub; and pag
Haccoonus contain new moves and

techniques, such as special attacks and the
now ubiguitous ‘bullet time'. Nevertheless, |
not a strictly standard exampie of the genre.

There are shades of poin , for
exampie, through the narrative and charact
development, and set-piece puzzie solution
- such as tiptoeing through traps using a
bamel as protection. There are also elemeant
of the stealth 'em up, with much of the

The blend of conventional platforming elements with
a hint of stealth and adventure is initially appealing,
though the implementation is slightly heavy handed
avoidance-themead piatform action borrowir
heavily from Metal Gear Solid - a purple/biu
Shading it e haze around oblects Indicates that Sly is ab

Edge does have some reservations

though. A sluggish camera unclermines
the heavy-handed implemantation of contre
t the diffic

Which rather weakens the nove
at the developer has introducec

034
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Fat Man and Sim

With every other game at E3 trying to be Halo, Burnout or GTAIIl, it was refreshing to arrive back
on the right side of the Atlantic to be confronted by a title attempting to do things differently

ut isn't It Super Monkey Ball?” you
B ask, having glanced at the shots on
this page. Well, no. It isn't. Fat Man
and Slim started life as a PS2 tech demo
some months ago (a GC version is expected
1o follow). Admittedly it hasn't progressed
substantially beyond this at this stage but
aready gameplay indications are promising
and this is why Edge is featuring it this early

Fat Man spends his time curded up Ina
Ball, In this state he possesses three physical
attributes: his initial appearance allows him to
Bounce around but a swift button press sees
Ism tumns into a bail of fur while a subsequent
tap changes him into a metal sphere. The
attraction at this stage is how these, by
altening the way Fat Man reacts fo his
environment, affect the game dynamilc (for
Instance, in water bouncy mode floats, fluffy
mode remains partially submerged while
metal sinks to the bottom). And you can
pombine them so that you may wish to
bounce into the air, tum to metal to come
Bown faster, revert to bouncy mode to gain
maore air and then change o a ball of fiuff in
order to retard your descent and make it
across a perllous, gargantuan gap. The
Bame's entire premise revolves around
Bffering you the ability to overcome a variety
pf puzziing situations by using your
characler's properties and the resulling sense
iof freedom when negotiating the stages Is as
attractive as it is uncomman

The current structure has you saving your
girffriend, Siim, who's been kidnapped by
someone or other and her spint is trapped
Within a totem, three of which are found on

gach of the levels. To free her you must y /| : gé‘?{ ':f/ﬂf '

gestroy the totem an drag bombs in = NGRS s : 4 ,f(] !j?y'%gl
el wie only — it 1 o . tAn M & aware need preme ary i prin

metal mode coly —it's up to you o work out ) b2 e BN DD ets i LA

how to get past obstacles such as fences), A skeleton team Is responsibie for the work to date %

hen charge the spirit up by collscting a
pumber of 1okens that appear around the
evel within a limited amaount of time, and
fnally guide her towards the level goal. Like
bombs, the spint oy links to Fat Man's metal
mode - change mode or siray too far and the
ik breaks sending the spint siowly back
Ewards the totem (this can occasionally work
I your advantage as you may use ft to
Bypass a particularly tricky obstacle - let her
B0, race around to the other side and catch
her again).

There's plenty of potential, then, in
Bat Man and Sim, Let’s just hope that
whoever picks up the publishing deal on
fhis one doesn't feel the nead to mess [ 23
#ound with the concept too:much... ﬁ;i’g'-




 Medieval Total War

Format: |

Pubiisher: Activisi

Combining historical accuracy with tactical depth and strategic
complexity, the successor to

A new engine facllitates a greater number of more
detailed units, but it's the greater scope and range of
tactical plexit that is really imp ive about
Creative Assembly's follow up to Shogun: Total War

Recommended reading

Creative

hogun looks set for a long reign

iven tha wilingness of developers to

@ unthinkingly ape any successful
L additions to an oft-imitated ATS
formula, Edge is slightly disappointed that
nobody seemed to notice our bold prediction
back in EB5. Shogun: Total War, we argued,
represented “a possible protatype for the
future of the genre. .. a serious strategic
undertaking that points the way ahead.”

Still, with seemingly nobody heeding cur
call, the lack of any similar title in the
intervening years makes anticipation of the
forthcoming sequel, Medieval Total War, all
the more sweet. Especially since Creative
Assambly appears to have judicicusly
expanded upon the original without sacrificing
any of the elements that appealed so much,

As the title imples, the action has moved
westward and forward in time to Europe
between 1083 and 1453, which, as historical
fact fans will no doubt be aware, spans

Like one Edge member, CA clearly has an unhealthy
obsession with the minutiae of medieval history,
adding pheric depth to gic shenanig.

conflicts such as the Albigansian Crusade,
through the battle of Agincourt to the actual
Crusades themselves and the fal of!
Constantinople. The mix of tum-based
strategy and realtime warfare returns intact,
but with the range of actions, options and
resources suitably expanded. Thus, there ar
now 12 different nations, drawn from three
religions (Catholicism, Orthodoxy and Islam,
with an Al-controlied pope dispensing
religious favours in the background. Each
refigion has its own unigue tech tree, with
100 different unit types contributing to a
much greater sense of tactical complexity or
the battlefield, while generals and other
special characters lend an air of histoncal
authenticity, as well as strategic depth,

An improved engine allows a grealer
amount of visual detall, which is essential
given that the already significant number of
onscreen units has also increased. And in
case it ever threatens to get too chaoltic, the
developer has also thrown In improved troog
Al and more effective formations — though
this cuts both ways, since anemy formations
now undertake devastating feints and fake
retreats to lure your men-at-arms into
untenabie pasitions.

Nevertheless, a more accessible
interface, and a more sophisticated troop
grouping system should enable players 10
se@ off this increased threat, so that they
can retum to the tum-based sections ready
to dispense patronage in the form of offices
and titles, and conduct diplomacy to build
up their power base.

Although there's always a danger of
over-agging the pudding when it comes to
the simpilicity of the RTS dynamic, seeing
Medieval Total War in fiuid, vibrant motion
dispels any potential doubts, as
manoeuvrable Mamelukes harry heavily
amnoured kmights, and siege engines
smash down enemy fortifications. No Lé:

wonder it's already got celebrity fans. 4



Big Mutha

ruckers

The hitherto untapped lorry-driving inbred hick
trading simulator genre finally gets an airing

here aren't many games that

T afford the opportunity to adopt the
role of a redneck truck-driving
hick charged with building a ruthlessty
capitalistic power base. So for that reason
alone, Big Mutha Truckers will be breaking
new ground. The slightly quirky combination
of destructive driving and canny commercial
dealings that forms the main part of the
garne is an intriguing one, while the finished
product is also set to encompass a
seamiess game universe, open-ended
gameplay and a complementary mission-
Based structure. Gameplay elements are
inspired by sources as diverse as Dope
Wars, Grand Theft Auto lll, Crazy Taxi and
18 Whesler,

Judging from the very early demos that
Edge has been privy to, there's still work to
be done to match these sources in terms of
quality. A solid physics engine is already in

place to cope with the handling of articulated

lomies, along with a rudimentany

implementation of the game's trading element

and a few examples of side-missions —

cartainly enough to feel optimistic that if these

elements are brought together successiully,
the game could offer a rich experience. The
main game structure is based on a 60-day
mission in which, playing as one of four
characters, your task is to prove your
worthiness as a successor fo your grizzly

erime-boss Ma, by making more money than

your three siblings.

The main means of achieving this goal is

by trading in goods and commodities
between five cities, but there's also the
chance to conduct special deliveries and
other opportunistic money-grabbing

prospects. Indeed thesa special missions wil

also be playable on their own as part of a

standalone arcade mode should the main part

of the game prove too unstructured

Mini-game gang

that are

able at various truck stop:
Hick State County

om their rig. Should the time:
players will literally lose the

The trading componeant of the game plays
like & more intelligent version of Dope Wars
and though it's based on a sophisticated
economic model that was initially playtested
in isolation, truck jackers, police cars and
gangs of Hell's Angels all threaten to throw a
spanner in the warks of the most deftly
constructed hicksville money-spinning plot.

Additional obstacles include one-off
events such as tormnadoes, earthquakes, and
UFO landings: Vehicle upgrades and the
services of loan sharks will be available to
assist players though, and the developer is
also promising a multitude of hidden extras
and easter eggs to heighten the impact of a
consistent game universe. Certainly there's
sufficient promise to suggest that the
combination of arcade-style immediacy with
the open-ended trading model will
prove engrossing and absorbing.

The Dope Wars-style trading game at the heart of

Big Mutha Truckers should be absorbing enough on

its own, but throw in some hillbilly truck-driving
violence, a host of subquests and mini-games, and
an open-ended game universe (with no loading
screens, boasts the game's developer), and the
game could be a very enticing prospect

Format: PS2, Xbox
Publisher: Empire
Deveioper: Eutechmyx
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~ Contra Advance

A strurg%le on Normal mode and almost impossible on Difficult, Contra Ill remains
the SNES' most enduring titles. Prepare for a triumphant return on GBA

one o

| e of the all-time SNES greats,

| C I, is set to retum on GBA.
waback PE /

the format 1S

s, fans of the

not be complaining. The game's mixtu

fra

tic platforming, pulverizing weapon effect

and formidable boss encounters set it apart

rom other contenders in the genre (it even
managed a respectable 72nd place in
Edge’s top 100 in EBQ). Details are stil a

little scant but Konami promises classic

levels plus new areas designed to take
advantage of the host system

Apart from adding a fresh lustre to the
ading a twop!
sea both players

INK-UPD MOGa, W Sho
battiing the hordes of biot
both the classic and new area:

ch aliens through
5. Although the
current batch of screenshaots hint at things tc
come, there's no sign of the innovative top-
down perspective levels that thrilled gamers
back in 1992, Edge certainly hopes that the:
make a comeback.
Extra featuras include new weapons,

power upgrades
Indeed, the GBAs L and

and sacrets to uniock.
R buttons perfectly
mimor those on SNES joypads so the

simuitaneou: on fiing abidities of the

am assured. Prepare

Qg game
yoursalf for some serious thumb ache.

LI (O T XU R VASRAM A ST

- - - X o s

wnd intimidatir

12 of the game

Contra Ill on SNES used Mode 7 to
devastating effect and provided some of the
most dramatic set-pieces ever seen ina 2D
videogame. Expect even greater things from
the slightly more powerful GBA architecture
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Mmid I: . = Format- Game Boy Advance

3D or not 3D? Those still unimpressed by Retro’s efforts can take heart
from the 2D sequel, constructed by the original Super Metroid team

Helzase: November

etro Studios may yet get away with injecting a third dimension
P into Samus' world but the really brave move would have been to

have kept the 2D perspective of the previcus games. On the
surface, Matrold Fusion would seem to offer all the elements that made

the fast cuting on SNES such an absorbing expenence: a variety of aliens
with unigue attack patterns, imaginative weapon and ability upgrades and
a deeply atmospheric gameworld. However, there's still sorme confusion
over Samus’ role in the game.

A one-level demo at ES displayed a blue-and-yeliow bounty hunter
battiing against the X species - a wirus that infects harmiess crganisms
around the levels and transforms them into various aliens. Destroy an
alien and the X can be caught for an energy boost. The title sugaests that
the new Sarmus has somehow been fused with
a Metroid to provida her with new abilities,
though another Samus-like character appearing
at the and of the demo casts sore doubt on
this. Confused?

Whatever plot threads are in store, the
fact that Super Metroid director, Yoshio
Sakamoto, is back at the helm is cause for
celebration. Shigeru Mivamoteo has even gone

One of the most finely balanced titles on the
SNES (or indeed any platform), Super Metroid
squares up to today's releases with surprising
ease, Expect the GBA version to continue the
tradition while introducing intriguing elements

on record saying that he'd like fo see
some GameCube/GBA link-up.
Edge remains very excited

Format: PS2, Xbox, GC, PC

R = - - F = F’leh:ih SGI
st N Developer: Pivotal
" Origin: UK

Faleasa: Ssbiam ber

Apparently it's “like Bravo Two Zero without the torture.”
Presumably due to licensing restrictions...

n these days of franchise exploitation publishers are racing to tether
[I therr games to something recognisable — a brand, a celsbrity or

even a war. After all, you might have wom holes in your "We
spanked Saddam’ t-shirt, but you haven't played the game of the Guif War,

At least not yet. Confiict: Desert Storm is shaping up as far more than a

named cash-in. It represants a fusion of genres, mixing the tactics and
squad-based principles of PC epics such as Counter Strike with the balls-out
face-offs of the thirdperson console brigade.

In a string of sandy locales you assume control of up to four soldiers,
retracing the steps of the special forces’ well-publicised war against Irag
during the Guif Confiict. The game's early problems, stich as sniper-bustingly
short draw distances and sedentary loading times, are being tackled with
extra development time. No, really.

Beneath staid mission brisfs (rescue,
protect, destroy) and familiar incentives
(improved weapon skills and promations a la

Singleplayer cails fo mind Operation Fiashpaint Cannon Fodder) lies a potentially immersive
and Hired Guns, but it's in splitscreen cooperative
that Conflict; Desert Storm is expected to excel,
providing the enemy Al is smart enough

experience. You'll fight to protect your charges
and even tip-toe through cross-fires to rescue
your convulsing comrades, Whether Conflict:
Diesert Storm actieves a masterstroke of
gamepiay balancing to satisfy both tactical
junkies and those with itchy trigger fingers
remains to be seen




Format. PlayStatior

Publisher: Metmos
Davalopor: Creat Stud
Ongn: Russ

- @1 2003 (US), TBC (Ul

Previousiy in E1

Creat Studio promises a smashing radio-controlled
drive around authentic environments. Edge is impressed

adio-controlied cars are very dear 10 Edge’s heart, so it's a major
R disappointment that no videogarme has yet corme close to
recreating the Nicad-charged/petrol-powered mini thrills of the real
thing, Which is why the Russian developed Smash Cars is shaping up to be

£

such an attractive prospect

Of course, Smash Cars packs in the standard range of shortcuts,
racing modes and chamgpeonshi
prize money and new fracks warting 1«

upgrades available after winning

unlocked. Then there are the

coursas, which take in ‘real-lifa’ o ons, such as beaches complste with
glant objects, animals and people to negotiate, and attractively authentic
waves lapping against the shoreline,

However, the really enticing asp
recreation of the handiling and physics of actual
racio-controlled cars, compiste with their sparky
suspension, bouncy handiing and rapid
responsivenass. Indeed, although there have
been several A/C-based fitles in the past, this is
always the area in which they've disappoirted
the most. Of course, if Smash Cars isto be a
true success, the developer will have to come
up with rival Al that matches the visuals and
the handiing that are already in place.

of the gama is its wonderful

DR
Y ‘" i A
R

The race tracks are depicted to scale and
feature a number of gargantuan obstacles,
including irritable humans who, when sufficientl
annoyed, are prone to picking your radio-
controlied car up and hurling it into the distance

The most impressive aspect of Smash Cars ls

undoubtedly the handling, which conveys the Othenwise, Edge will just have to dust & __;
lightweight responsiveness of the real thing off the real thing ==

o Format: PS2, Xbox, F

[ ] L} . Empio lm‘_

Developsr. Razorwor

Ongin: U

Heleasa: €

Proviously in E11

Al-controlled road rage promises to heighten the sense of
immersion in Razorworks' authentically arcadey racing game

ith & ghut of driving games in the pipeline, and each one looking

remarkably simiiar and handling astoundingly alike. any daveloper

worth its salt will have a unigue salling po
to inch ahsad of the pack. The distinguishing feature of Total immersion

it up its sleave ina bad

Racing s an Al system that promises a computer-controlied fisid of rivals,
each of which possesses a distinct personality and — more significantly -
along memory. It's a neat idea, which is rather at odds with the almost
non-Al philosophy demonstrated by Gran Turismo, but it should be capable
of creating season-long rvairies to increase the compstitive anta, any
especially aggressive jostiing for position in early ra ouid easly be
regretied as the ssason wears on.

Apart from the Al, Total Immersion Racing stands up respectably next to
Its competitors, featuring graphics and handling
maodels that are comparable to the majority. In

terms of structure, the game sees you progress
along a career path from lowly GT driver to a
world champion with the right 1o indulge in
prototype race cars. And, rather unsurprisingly
It features a selection of authentic vehicle
licences — including the Lister marque and

the Noble M12 - and real-world racetracks,
ranging from Hockanhaim and Monza to
Sebring and Rockingham, v
uniock on the way.

In terms of graphics and handling modeils, TIR
stands up well against the rest of the driving game
pack, but its developer hopes distinctive Al will
really set it apart. It's certainly an approach that
many other titles would benefit from (Xbox shots)

As is de rigueur, the game features a host of
authentic licences and environments to add to t
sense of atmosphere engineered by the game's
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Speedboal: Brutal Deluxe =

Amidst the next-gen clamour for information on the Bitmap's Speedball
Arena, it's good to hear something familiar. “lce cream, ice cream...”

PN
(L
\"-‘l}l\ ‘\:{

GG
W

There are ¢

an of the

N

The goalkeepers' Al appears a little suspect at
Bimes, but then they were never the smariest of

two-dimensional creatures. Still, it's one-on-one
competition that retrogamers will be anticipating

under and straight into

ore, and that may iritate those

S of Collect the coins on the piteh and you'll get the

chance to upgrade your team afterwards, or to

articular tactic as pi

3tion routine buy one of the memorably illustrated star players

Formal: PPC

. sblisher: Lismasoft
rigin: UK

Jeff Minter, a man well versed in that art of inflicting digital ocular
disorientation, brings you yet more dizzyness with another wired remake

i P
with th

18 in coming months

+, 8 modem but f2

hful interpratat

entially a vertic

at the potential chglital

1, it's a surprisingly natural control

will particularly suit mouse

Lavish? No, but GR++ marks a return to the dizzyingly
intense twitch gaming that made T3K so hypnotic




Border Down

Reease: Autumi

If the developer and the game are new, the concept certainly isn’t. But like
most traditional videogamers, Edge’s love of a 2D shoot 'em up will never die

1 coin-op title is a two-dimensio: ooter 8

he fact that G.rev's first coin-op title &
-“‘ uniikely to send a tsunami around the globe. The r

's developer scene is, after all, made up of former Taito

ative newcomer

to Japa

staff responsible for members of the RayStorm and G-Danus lTamily so s
heritage is at least assurac

Running on Naomi hardwe

3, the controls are based around just two

buttons: the Main Shot (which offers five power levels) and a Break Laser

2d (8 power gauge filis up
jences the Main Shot's level so that an

function. TF

throughout the ga

overreliance on Break Laser fire weakens your ship's principal weapon

The game'’s name is taken from one of the central concepts. Before
Ban,

embarking on your mission you select one of three Border modes

yallow or red), subsequently detérmining your
starting paint, the opposition you'll face, number

of credits {thres ) &5 well ag

culty level, | Lugher the

eward.
Il is possible to

challenge, the bigger the po
Depending on your performance,
move from one Border mods to a lower one

Two-dimensional play dressed up in three-
dimensional visuals. Border Down isn't the first
one 1o toy with the concept but the developer
should ensure a mix of traditional and novel
ideas. A DC version should be straightforward

during play (henca the titie

Console conversions, particularty 1o

Dreamcast, are expected by the end of the

yaar at which point Edge will take a =
.
==

et GameCubs

N : Publisha: Segs
Developer Sonic Tean
N Figes o

August [Japan), TBC (UK

Sonic Team commences beta testing of a GameCube instalment in a
series that's increasingly proving essential to online console penetration

he recently commeanced beta f the GamaCube version of Yuji

users (Edge among them) to

ef idea of how

cessiully the community spint of
Dreamcast Ragol will translate to Nintendo's hardware, Installing the

s Included with the game) is as easy as

1sers might

T pro

Iy designed keyboard, whic
the use ol two joyports, but it does e
g keyboard shortcuts

3NL SCreen presents two piay modes. online and offine

interface by all

The opening
(which can be played by up 1o four players, splitscreen). With no hard drive,
aetting onhne reguires saving Information to a

can store up to four

Two

vord later, and

players can choose from the orginal Dreamecast r
Despite the differences between the GameCube

and Dreamcast controllers, the sense of control
remains intact, though the interface has also been
enhanced. The visual lobbies and division of
servers into easily negotiated blocks remains

campaign, or missions unique to GameaCube,
with the focus still resolutely fixed on leveling up

d partaking of an unsurpassed

Nintendo's 56k modem acquits itself well, even
compared to the ADSL connections that Japane
gamers are used to. There's little in the way of la



I re&:m} / \Iphas This month’s announcements and updates...

Dino Crisis 3

Format: Xbox
Publisher: Capecom
Deveioper: In-house

Seat in the outer limits of space, new dinosaurs
face a team of intergalactic marines who, thanks
to jetpacks, can quickly negotiate environments
Spiralstone

Format: GBA

The RPG from a group of ex-Core coders has
realtime combat, a refreshing change from
Golden Sun et al. Expect a prescreen next issue

lkaruga

Format: DC
ubdisher: ESP
Developer. Treasure

“grasgasmas

While sources inform Edge that a GC version is
also planned, the Japanese date for the sequel
to Radiant Silvergun is finally set: September 5

Star Trigon

F(i.'.‘ﬂd!: Arcade

Put
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e

CRARRARE ARARRARE ASARSARY TAVARYS

From the creator of Mr Driller comes another
quirky arcade puzzle game, boasting equally
colourful and interestingly idiosyncratic visuals

Indy Racing League

Fublisher: Codemasters
Developer: Brainin a Jar

Officially licensed and undertaken by the team
responsible for the now defunct F360 Challenge,
expect something special, But not before 2003

TransWorld Snowboarding

Format: Xbox
Publishar Infogrames
eveloper: Housemangue

Screenshots continue to do this proud, but it's
essential that the quality of the gameplay
matches the graphics if it's to equal Amped

RBygar: The Lost Adventure

New screens for the latest Rygar episode
display healthy development progress.
Hopefully the game dynamic is keeping up

Way of the Samurai

After reaching the top spot in the sales charts
when it was released in Japan, this multi-path
action adventure has been picked up by Eidos






Shinobi

Al action - little adventure. That’s what Shinobi producer Takashi Uriu proudly
boasts of the latest instalment of Sega’s most famous martial arts series.
Edge speaks to the man himself and gets an idea of the body counts involved

— hinobi holds fond memories

=, for many gamers across the
U globe. Its mix of mysticism
and platforming action was perfect for
the 2D age. Arguably the franchise
didn't break any new ground or usher
in & new gaming paradigm, but many
of the Shinoby tittes on Mega Drive and
coin-op delivered finely honed
gameplay lost to newer worids with
3D cameras. Takashi Uriu, producer
of the new Shinobi game, is only too
aware of the emational cache
attached to the name. “The series on
Mega Dnve and arcade was great,
They were perfect for their time. Sega
did a great job and fans enjoyed them
a lot and you can’t possibly think you
could do better than the best.”

S0, there's no way the formula can
be improved? “Of course, there are
many great aspects to the old 2D
gameplay,” argues Unu-san, "And
there ars things you could experience
only because it was in 20D, But today's
hardware is very powerful and allows
you lo do new things. Taking all this
together, we realised it was the right
time to make a new Shinobi. But, you
know, very few people know about the
Mega Drive. Most children have
started with the PlayStation which
means you have to satisfy two very
different audiences.”

But such aweight on the
shoulders is eased by the continuing
influence of older hands. “Nearly ten
years have passed since the last
version of the game was released on
Mega Drive,” continues Uriu-san. "But
now we are facing our time. Qur
president, Mr Cba developed the very

at: PlayStation2
biisher: Sega

avalopar: OverWorks

.5‘»:},':. )

Wall-walking and giant leaps across rooftops should give the game a grace and style missing
from the 2D incarnations. Only a dodgy camera can fail Shinobi at this stage. Watch this space

first one and my superior Mr [to was
the director for the second version. So
these two men are looking at me
making the sequel. It is like father and
grandfather looking after their son or
grandson, It is not easy. Many
members of the onginal team still work
at the company and at CverWorks, so
I'm able to get tons of advice.”

Bridge the gap
Importantly, the code Edge has
expenenced already shows that the
ten-year gap Is being bridged with
some deftness, The fiuidity of
movement in the main character s
particularly noteworthy. \While the left
stick controls movement, the right
swiftly rotates the camera and the
view of the playfield remains in the
player's control at all times. A
standard attack, jump, dash and
shuriken throw are performed with
the four main DualShock buttons.
L1 centres the cameras while R1
locks-on to nearby enemies,

Control mechanics lecture over -
Shinabi is already playing like a class
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There will be cut-scenes but hopefully (Hideo
Kojima aside) they will be treated with typical
Japanese economy. We can probably expect
a doting female and a gruff hero, then

act, with the emphasis firmly on fiuid if time is suspended, The effect can be

action and Impressive combos. The Quite awe-iNspinng

lock-on and dash features are a core Uriu-san's penchant for pure

g

s evident in evenything he says,

Shinobi's most impressive feat Is
combining attacks in a balletic fashion,
Several opponents can be taken out while
the hero adopts a ghost trace around them

The dramatic movie footage shown
at E3 depicted Shinobi's haro
breaking his fall from a helicopter by
striking a skyscraper with his
katana. Originaily the building had
split in half. This was altered due to

sensitivities over September 11

glemant of the gameplay: st
several attacks together and a ghost
trace follows your herc around the
scraen, and striking an enemy
unawares Is more efficient than a

w people are speaking about
action/adventure garmes but to me,
current titles ars offering 40 per cent
action and 60 per cent adventure

“I missed the fun we had during the Mega Drive and
Super Famicom days when you had gigantic bosses.
What | want to input into Shinobi is pure action”

frontal as

ault, Chain successiully and

a kanjl gauge appears on the top rght

ow the dev.
have just reaped, witl
his weapon back into place while
anamies fall to plece iy} around

him. Chaired attacks cause victims to

appear onacreen, dark and petrified as

| don't think that is really enjoyable,
s0 we decided to set the balance to
B0/20 for Shinobi, There are tons of
out | can't
character
in addition to

the main one, O rsa, every stage
ends with a boss — | missed the fun
we had during the Mega Drive and

Super Famicom days when you had

vary surprising stage structure and
gigantic bosses. In today’s games we
have cool characters but there is

somet

g missing, What | want to

nto Shinobi is pure a

Yveapons and magic abdities are

up the standard attacks

nain katana will have extra
properties which evolve as the game
progresses, Metal pins, attached to




“To me, current titles are offering 40 per cent action and
60 per cent adventure. To me that is not really enjoyable,
so we decided to set the balance to 80/20 for Shinobi”

Takashi Uriu
producer




The locations in Shinobi are beautiful, proving that
PlayStation2 development is beginning to mature

and excitement of

Although imprs

tarnished if a
make the final cul, Predic
san is corfident tf

the prob

Although no detalls are forthcoming about the magic, Uriu-san promises startling visual effects
and a system that will be integral to the gameplay. He wants to remain true to the Shinabi spirit

< 048

DN 1O your enemy,
tums around him. We dasigned the

hero's attacks with the lock-on

feature aiways in mind. Reg
O
ihe games CuIme
S0 we gave the

motion speed. V

become or

when facing the o
e surprised by whal kind of coo

actions you can perform.”

Taste of America

First 1 the Dreamcast

Shinobi has spent a long time in the
. Quoting ‘The

refrashingly simple; make it fury, But

the Amencan films are importan

ther rsason, “At OverWorks we

were ot

S that we could not go
anywhere by remaining with a

1. There is some

is not easy to fil
brought the idea to the US to

v Ame

would s
would

readjusted it to Japanese taste

returned to America again, and so on.

All the signs for Shinobi are positive, yet only a small section of the
game s currently playable, Shinobl has the potential to be very special

beginning of the game: the movie

Black Rain', There is & sequence in
se@ a plane coming

t you dis

@ city. Any Japanese

Runner'-
person would say, 'Come on, this is
not Osaka at all,' but you re

served as an llustration for my team in

order to understand tha difference

suggests that suc
detall is paying off. Shinobl Is due for

release towards the end of the year

n Japan and all the s
the franchise being in very good
e

10s indead,
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Inside...

Tecmo

Before Dead or Alive (complete with optional
enhancements) Tecmo was little known outside
Japan. But is the company built on a pair of
gimmicks alone? Edge goes inside to reveal all




Two weeks of bliss on a tropical island full of beach babes.
Tomonobu-san's new game is clearly a labour of love. Win matches
and your girls can be treated to a number of items including hats and
bikinis. But choose wisely: some girls can get very self conscious

<« 052
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This is something | hate. | would take
the blame if the main mode isn't good.
Se | told them | wouldn't do this. Now, |
asked myself that If | had to make a DoA
Ball game, wel, why not make something
great? Then, | realised it would become
something.... surprsing? | mean cool.
When | decided to make DoA3 on Xbox,
| felt this wouild be the right time to resume
the DoA Ball project.

Are you planning to include any
male characters or do you just like
bouncing breasts?

No, female characters only. | mean this is
obvious. There would be no meaning in
ackding male characters.

these two young women. But again, your
presant may be rejected and simply thrown
into the rubbish. The psychology and tastes
of each character is very developed. It is
only a sport game but there is also a big
simulation side.

You may desire, for example, Katsumi to
wear one given type of bikini but she may really
hate It. Thera are no play modes, it's a case of
going through all the activities on the island
map. In terms of common play modes, you
would have the main mode and the Viersus
mode. I'm thinking about a fourpiayer mode
but this not a party game. | would prefer it so
that one player can enjoy the game quistly.
But this is a sport for which you could easily
include a Versus mode.

“I would like people to enjoy looking at these
girls playing. They will move naturally and

thisis

How does the structure of the game work?
What different modes are there?

Wel, you stay on the islangd for two weeks and
each ime of day Is significant: moming,
mididay, evening and night. You play in these
various conditions and gst some money to
spend on backgrounds Or charactars, You also
have a casinc. The interaction between
characters Is very Important, You can set your
own team and choose among the characters
avallable. However, one character might not
appreciate another one, 8o you may get some
tension sometimes, You may not access some
ftemns if you don't form a team between two
particular characters

How do the items work in the game?
ltems vary according to each character. You
mignt decide 1o give some accessores or
ftems to improve the relationship between

major enjoyment of the game”

At the start | believed that the graphics
were parfect but | was afraid that beach
volleyball was boring, | mean, there are very
few companies making such games. When |
spoke lo friends about beach voleyball games,
they all said it would be crap. | addressed this
problem to maka i fun, enjoyable.

How does the gameplay work? Have you
Implemented a game system that ensures
players will find the game intuitive?

| think this will be quite a show. | mean, a very
cool expenance. At the moment, the game
uses only one button to manage all the actions
according to the situation. | think we will have
two at the end — pass and smash. | think thare
will be special moves, but we are focused right
now in delivering a true volleyball game. But
graphics are essential and | would like to kesp

a good focus on the characters. If you have a
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Itagaki Tomonobu

FAQ

Company name:
Found




Hmm... the resemblance to Sega's Shinobi is marked, but Tecmo's
Ninja Gaiden has been in development for some time. The winner of
the ninja title will surely come down to fluidity and ease of controls

First released in the arcades in 1988, Ninja
Gaiden (called Shadow Warrors in Europe due
to the censorship standard of the time) socn
developed a cult following. Atthough hero Byo
Hayabusa appeared in NES, Master System
and Lynx versions — not to mention a guest
appearance in Dead or Alive — Tecmo has let
the brand wane over the last decade. Until
naw. Returning in 30 and with all new abilities,
Ninja Gaiden is set to give Sega's Shinobi an
epic duel in 2002,

Why are you bringing back Minja Gaiden
now? Does it have any connection to the
previous versions?

We are just at the time where we are able to
show sormething. In fact, the project started
long ago, in 1999, We initiated the
development while were working on the DoA
senes. We started it on an arcade board, the
Naomi. Of course, we intended to release it on
a conscle but, as you know, at Team Ninja we
can handle any hardwars.

How have you been able to keep the spirit of
the original while translating it into 3D?
Hmm... the producer of the previous

Ninja Gaiden is actually my boss and the
exacutive producer is our chaimman, So, inside
Tecmo, there are only two people left who
know about the original series’ spirit. | have
been told to not make the sequel too
Japanese. No, really. I've been at Tecmo for
ten years now. My boss has been here for 15
or 16 years and our chairman for more than 30
years. You must understand their generation is

very different, We can still keep the spirit of
the onginal game.

In vy view, it was the “viclence' of the
action that made Ninja Gaiden so good. So
you might consider this 'sequel’ as a very new
Ninja Gaiden — a new start. | have been
working in the 3D environment from the very
beginning... thera has been Donkey Kong
Country, this game offering prerendered 30
graphics applied into 2D. Well, at that time, |
was already working on 3D. But... it was nota
very famous game. Its title was Foatball
Fighter. It is my famous setback.

How have you adapted the controls for the
3D environment?

Hmm... to handle the environmert, the game
uses most of the contraller buttons and that
couid make it a little difficult to control at the
very beginning. When you look at other games
such as Halo, the controls are guite difficult. In
that sense, Ninja Gaiden Is made very much for
the west. It is quite hard, with many functions
and a higher level af diffict

How many weapons can the player expect?
The main weapon is the Japanese katana. This
is one weapon. Then you have two types of
shuriken. Then you can have some powerful
technigues like the ninjitsu. Since therg is
nothing stronger than the katana, you can't do
miuch in terms of modifications, so people
might feel bored. Therefore I'm in the process
finding a way to change that. Perhaps keeping
the katana as It is but adding a feature that
wiould make it evolve through the game.

“Ninja Gaiden is made very much for the
west. It is quite hard, with many functions
and a higher level of difficulty”

The traditional katana will be the main weapon, though throwing stars and ninjitsu magic skills will bolster offensive abilities.
Tomonobu-san is currently toying with the idea of making the katana evolve through several stages. Blood features heavily
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How will the combat work?

We have a lock-on systern, We have been
working on this game since '99 and all the
features have been in since then. However, we
are trying several things to improve some of
them or finding the perfect balance. We are
working hard on the camera. The lock-on
system is important for the camera. We would
like to offer players new angles and new ways
to enjoy the action onscreen. We want the
action 1o be very easy to follow.

I'm a big fan of this kind of game. For
example, Zelda on NE4 is an action puzzie
game to me. |t's great fun. Capcom’s games
are also fun = but not Devil May Cry, no, more
Onimusha 2. | think this title is superior to Devil
May Cry as a game experience. Today's 3D
action games are just making the environment
scroll under the character's feet. If you really
want to deliver a 30 experience, you have to
make the game handle the three directions: X,
¥ and Z. This is ane of our goals.




Do you see Sega's Shinobi as a rival?

= NBne W

similar with ninja titles. Why does this
happen? What do | think about Sega’s Shinobi

on PS27 It 1s another interesting revival beside

Ninja Gaiden. Yes, | have been very
surprised | dan't know wi
t now. We t

ninjas have such

ve been waorking on

for years now. Plus we announced

e years balore

arting at the

n the case of

a much wider and diverse market so the

companson s meanngie

Were the old Shinobi games an influence?

0N games, you are evoiving in

How do you ensure that the character
moves fluidly?

We are confident in our ability to handle any
hardware but we are also very confident In our
3D =kill, including the mation issue. The goal is
to get charactars moving smoa
speedily at the same time

fident on this matter so | can cor

1 itselt, | be

on the game desi

Gaiden Is very cool in this way.

A lot of people at E3 compared Ninja Gaiden
to Devil May Cry. Do you think this is fair?

Hmm... who cares?

and fun, that

s but also by

moving the ticularty proud

of the action couple

MANS

Famicom was mighty

) have a Mega Drive at that tin

one hour

Will you include additional play modes
and minigames?
t is something we us

30 to do but we reduced

ink adding these bo

3 bit like hiching

tiNg meain modade.

Current ‘screenshots’ hint that Ninja Gaiden will marry Japanese
history with futuristic weaponry. Tecmo’s decision to concentrate
on the ‘main dish' rather than hundreds of sub-games Is laudable
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If you’re not a game developer, never catch the midday Virgin LA flight out
of Heathrow on the week of the E3 expo. For Edge however, it’s the ideal
place to catch up with some of the UK’s finest as they relax at 34,000 feet

anday May 20, 8.45am, Heathrow

M

There's & shifty-looklng character behind you

Terminal 3. It starts with a trickle

n the check-inine, The givaeawsay sign is an
-War haldall, Next. a group of pasty stubbly

sorts brush past. Out of the corner of your

=ye you spot one 15 wearing a Ps

t=shirt. They fry 1o blend In, pretending 1o be
varmnal, bt them's no way game developérs
can just meft nio e background. Everything
about their upbringing and employment pulls
them in the opposaita direchon.

Suddenly, or 50 it seens, they ae

averyiwhere, 18n't that Dene Canter, one halfl

of the gaming goth revival (alse co-founder of
Lionhead sateliite Big Blue Box) hanging out?
If 50, the persan he's 1alking to must be
Jonty Bames. one'of the brignt Liohhead
massive. And is that Matthew Chilton, of
Molyneux's secret Irtrepid project sitting in

the comer of a dark duly-free bar talking

shop to someona whe looks like. .. and

goes on, Lika a scens in an 'Evil Dead
you're surrowmded, Well, maybe you
shouldn't have caught the plane that ever
developers joke is the Mght which if 1t
crashad would wipe out haif of the UK

games industry
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“I've been s0 busy getting ready for E3, | haven't
had the chance 1o think about what I'm looking
forward to,” muses Lionhead's Jonty Bames, as
Edge interrupts him for a bref chat while he quietly
watches Russell Crowe going through the motions
in ‘A Beautiful Mind'. “It's strange because we're
going to LA - how cool is that! - but because we're
dermnoing our games in a hotel room, we may as
well be In a large alr-conditioned room In
Manchester.” Barnas grimaces, "The anly time
we'll get off is during the flight over, and the meal
tonight after we get in.”

Yes, E3 may be the maddest, baddest, most
Insane videogame show in the world but, for the
developers at least, it's something to ba feared. Not
only do they sweat blood to get their demos
finished - stories are legion of developers actually
goding on the flight to E3 (two years ago Demis
Hassabis' Elixir Studio even booked a seat for their
demo PC) - but once they amive their days are
taken up demoing to journalists, who never armive to
their appointments on time, And are hung over
When it's all over, the developers need a holiday.

Jez Longley and his agent John Cook, of Bad
Management are sitting directly in front of Doak too
“What am | doing here?™ Longley thinks out loud to
Edge's opening question. “I'm getting pissed on
this fucking fiight somewhere over the Atlantic at
34,00 feet, he stoutly replies.” So far, so good.

*Jez has just shown me the teaser for his game,
Battle Engine Aquila,” interrupts Doak. “It's pretty
damn teasing, so I'm looking forward to seeing that
if | can blow out a few appointments,” he says
shaking his head. “It's good to meet people at E3,"
re-interrupts Longley. "Though | seem to have met
half the world on this flight already.”

Window shopping

Perhaps one reason why the E3 flights are
interesting is that they provide the UK games
industry with a nine-hour window to catch up with
the latest news - if, of course, it can be bothered to
leave its seat. As well as game developers, the
fiight is also packed with plenty of other industry
types, including a very bubbly representative of
peripheral company Joytech, a shy buyer from

“What am | doing here? I'm getting
pissed on this fucking flight somewhere
over the Atlantic at 34,00 feet”

One fella with good reason for his ambivalent
attitude to the next three days is Free Radical
Design's David Doak. One of the downsides of
success — TimeSplitters2 Is a high profile game
showing on both the Eidos and the Sony stands —
means thatithe boundaries of his E3 are already laid
out: he has to look forward to 81 12-minute-long
press appointments. Lucky man

“This is a bit weird,” he points out, as Edge
inexpertly attempts to take his photo. *l feel like a
rock star.” Well, at least he's enjoying the luxury of
Virgin's premium economy class travel, For some
unknawn reason - maybe game developers are
going much belter than we imagine - the upper
builge of this T47-400 series is full of developers

As well as Jonty Barnes, whao's sitting next 1o
Lionhead's Pete Hawley, other fellow travellers
enjoying the extra legroom and neatly ironed
copies of the 'FT" include the Carter brothers (Big
Blue Box) and Matt Chilton (Intrepid), Lost Toys'

Blockbuster, the usual stack of PRs, the CEQ of
mobile gaming company Digital Bridges and the
head of Vector OEM, the software bundiing
distributor. It's even a good place to do business,
as one developer discovered last year. He managed
to land a deal for £0.75m through the serendipity of
seat location next to a venture capitalist.

Some industry types are happy to talk. And
some are really happy to talk. “Freebies. And lots of
them. Sony fickets. I'm just determined to blag
Sony tickets and do it easily for once,” chirps in the
very bubbly representative of thirdparty peripheral
manufacturer, Joytech. Not that Alex Verrey, aka
Big Boy Barry of ‘TIGS' fame, has fallen on hard
times since leaving the world of TV. He now has to
deal with the trauma of negotiating US customs
with clay replica guns. “It's like the 'Crystal Maze,™
he continues. *Trying to get into the Sony party you
have to prove yourself and chop off an armm and do
DNA tests to show that you're worthy enough,
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| am a passenger...

Apart from your own games, what impressed you at E3 this year?

Jeremy Longley

Lost Toys

The average quality of the
games on show was significantly
higher than usual — but very little
actually stood out. Overall the
Nintendo stand contained the
best stuff — Mario, Zelda and
Star Fox Adventures all looked
as though they are going to

be superb.
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David Doak

Free Radical Design

Monkey Ball 2 — there should be
a new version avery week — just
nead Monkey F1 and Monkey
WRC minigames now. Also,
Monkey Metroid Prime, Steel
Monkey Battalion, Mario Monkey
Spunk Sunshine, etc, etc...

complete certain tasks and deliver the head of a
pony to some guy in PR. It's the most ridiculous
thing in the world just to get into the damn Sony
party and | think that's one of my major missions
this year."

Edge moves on... “And beautiful ladies,” adds
Big Boy qguickly, “And many of ther who just smile
lovely and have their photo taken with you. Did you
see the Dod girls last year? Were they dead or
alive? Well, they were alive but they were knocking
me dead, how's that? There's a line for you. I'm
going to crash and burn with this interview.” Until
next time.,

However, Doak's in no mooad for talking
business. “Have you seen David Hasselhoff is on
the flight?” he confides. "That's the most exciting
thing I've heard in & while.”

And indeed it is true. The lzather-trouserad
saviour of LAs beaches is sitting downstairs in
upper class. Rumour has it that he's beenin a

UK recording studio working on a new German-
only album with a DJ best known for his
shampoo jingle. Perhaps more importantly for
Edge readzrs is his proximity to the godfather of
UK development Peter Molyneux. Sadly, however,
they are not sitting next to each other — imagine
the synergy — a 'Baywatch'-god game with slo-mo
replays of huge-breasted women running down
the beach combined with interstitial ‘Nightrider’
driving levels. Instead Molyneux is safely installed
next to rghthandman Mark Webley. Hasselhoff

is feigning sleep and will continue to do so
throughout the flight.

Instead Edge must move back towards the
cheap seats, past the phalanx of tools developers
from Critericn Software, who tellingly make up the
largest single industry block on this flight, even
further back than the stratified layer of PR
managers from Eidos and Infogrames, back to
where journalists are drawn by the combination of

“Trying to get into the Sony party you have to
prove yourself and chop off an ann and do
DINA tests to show that you're worthy enough”

Jonty Barnes

Lionhead Studios

| loved Zeida on the GameCube
- seeing the game moving, and
playing it amazed me at the
effectiveness and quality of the
cartoon presentation with the
famniliar gameplay | love. While
Doom Iil equally stunned me: the
visuals and sound, for the first
time in a FPS, immersed me into
a gaming world of monsters
where | was on the edge of my
seat. It was absolutely fantastic.
Generally | thought the show was
one of the best yet.

Dene Carter

Big Blue Box

Firstly, | was very impressed by
the Xbox stand this year — they
had a very solid line-up, with
Blinx in particular standing out.

| was relatively uninspired by the
Sony line-up, with the notable
exception of Mark of Kri, which
was excellent fun. The Nintendo
stand was interestingly polarised,
with quite a few very forgettable
titles sitting around the extremely
impressive Mario Sunshine,
Zelda and Metroid Prime. And, of
course, Doom i looked very
swish, even if you do need a new
computer in order to play it. ..

Matthew Chilton

Intrepid

I'm quite in to hack 'n’ slash
games at the moment, and |
quite enjoyed both Mark of Kn
from Sony and The Two Towers
from Starmfront. Along with
everyone else I'm locking
forward to Metroid Prime, too.

John Cook

Bad Management

You mean | can't mention Battle
Engine Aquila and Edge's own
Zoocube? Okay — well the cut-
scenes in The Gefaway are the
best I've ever seen in a western
produced game — absolutely tog
stuff Sony Soho.



gye contact with the stewardesses and free booze.
Back to where the prime topic of conversation is
the will-they-won't-they situation of Rare.

In a year remarkably free of top-guality rumaour,
Rare’s situation remains a Gordian knot of the most
intractable kind. Some say a push from Activision
not a bid from Microsoft is behind the studio’s
decision to go multiformat. One thing everyone is
agreed on is the Stamper brothers' controlling
Interest is 51 per cent versus Nintendo's 42 per
cent, so once curment contracts are fulfiled, the
studio would theaorstically be able to do what it
likes. One who will remain nameless claims,
however, that the Stampers asking price for Rare is
s0 high only Microsoft could possibly afford it.
Remember, they don't own much intellectual
property themseives, points out another industry
veteran. SabreWulf and BattleToads have little
eache in 2002

Beer in hand, Edge must move on though
Codemasters? Mike Hayes and Colin McRae
director Guy Wilday are tucked away in a comesr
minding their own business. "It's nice to gst out of
the office for a week,” chirps Hayes. “And to get the
cheapest fights, we're staying out for an extra two
tays so we'll be able to get around LA and have a
few beers after the show." Someone else who'll be

Matthew Lamprell
Joytech Criterion Software

Greg Whitfield

enjoying the CA zip code post-E3 will be Deep
Red's Clive Robert. Out to announce that the
studio will be warking on lan Livingstone's Beach
Lifa game, Robert alsc has some R&R bocked. Like
several developers, he's going to spend some time
in‘Las Vegas. "Don't tell anyone, but I'm going to
see Britnay Spears,” he tells Edge conspiratorially.

Don't worry Clive, our lips are sealed.

Beautiful minds
And with the flight coming to a close, there's just
enough time to bump into lan Baverstock.
Amazingly, considering his studio Kuju has recently
fioated on the AIM index in London raising millions,
he's not blowing the company's new found wealth
on cigars, fine wines and upper class service, Back
with the cattle in economy, he’s fuming that the
cabin crew have stopped the inflight entertainment.
“| still had 20 minutes of ‘A Beautiful Mind' to go,”
he complains. On the subject of E3 though, he's
more upbeat. “The industry's got a good buzz
about it this year. I'm looking forward to the show.”
Ping. The seatbelt signs spring on and the nine
hours of flight VS7 are coming to an end. LAX s in
sight and half of the UK games industry has
survived another trans-Atlantic crossing. The  —

real work is just about to start. =

Fred Hasson Mike Hayes
Tiga Codemasters

| totalty missed the West Hall out,

therefore | can only say the
standard of games in the South
Hall were at an unprecadented
level of excellence. Games of
ment — Doom /I was hot, the
Devil May Cry 2 demo looked
awesome and the amount of
people talking about the
standard of Nintendo’s games
was overwhelming aft times.

There was a lot, ranging from fun
games such as Kung Fu Chaos
(an Xbox box title, coincidentally
using RenderWare Platform), Star
Wars Galaxies, and EA's Lord of
the Rings Two Towers, through to
some 3D display technology in
ane of the small boaths in the
Kentia Hall, Mr T on the Rage
stand was very cool - he hasn't
changed a bit.

Impressive (without saying
whether it was good or bad) was
the high visibility of the US Army,
outside and inside the show as
exhibitors.

The amount of gloss in
promaotional videos (with footags
bearing little resemblance to the
game being promoted), but very
Hollywood, And Nintendo -
doing it right again.

Clive Robert

Deep Red

Loved nearly everything on the
Nintendo and Sony's stands but
with special loving going to:
Ratchet & Clank, Sly Cooper,
\Vexx, Resident Evil, EA's new Sim
City, Simon & Schuster's Sleazy
Pervy Golf (the title's not quite
right but it's descriptive), not for
the gameplay but for the nerve
and madness of it all.

lan Baverstock

Kuju Entertainment

There were a lot of sequsls
around. You have to wonder if
new franchises are heading
towards extinction. | personally
thought there was too much cel-
shading going on and that this is
harder to pull off than people
think - Nintendo might manage it
but | wasn't convinced by Aufo
Modeliista or Xlil. | liked the
beach volleyball for all the
obvious reasons and the signs of
a PC revival are there; the new
FPSs, Age of Mythology and
Warcraft will sell by the truckioad.
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Four years in the making, ‘Game On’ is a stupendously ambitious
project. But does it really do the videogame world justice?
Edge takes you through some of the show’s highlights to find out

EDGEv111

o you still get that thrill? Those of

al 2 certain age will never forget the
joy of unpacking their very first
videogames console. The Magnavox
Odyssey, the Mattel Intellvision, the
Atan VCS... so many memones
wrapped up in a few pounds of plastic
and metal. Getting hold of more recent
hardware may be exciting, but has
there ever been anything to beat the
pleasure of taking home something that
smacks of The New? ‘Game On’ is
many things, but above all else it
honours a group of people who put the
most into an emerging Industry: genuine
videogame enthusiasts.

It would have been so easy to line up
a number of videogame consoles inside
glass cases and put exhibit numbers on
the pedestals. ‘Game On’ does attempt
to chart the vibrant history of the
medium, but there are no stuffy curators
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The §120,000 PDP-1 is a fitting place to start
the exhibition. Although the machine hosted
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The work of Yoshitaka Amano has been shipped
a78 over from Japan for the exhibition, Although it's

lovingly displayed, some more cultural and
contextual analysis would have been worthwhile

979) and Pac-Man (1980)

They are all complete with their cabinots have drawn inspiration from
and come drassed in onginal ivenes
Although nat all ol the earfies! arca

games are in playable form (because of

the fragile components) Donkey Kong

1981) is ugr-and running and.is alreacd
o g to be one of the exhibitior
miost popular dra

There's also a unique oppor

the world. Raiph B M N e © e known abou

R - 4 ‘ = the sle

. y t aby S
O ) 1 an [
Game On' provides a umque chance
to sample the delights of acetate Along with the magisterial artwork of
werlays from a time when colour Yoshitaka Amano there's the more vibrant
graphics were the stuff of fantasy. and lconic offerings from Tajid-san’s tean
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Good will hunting

The photographer James Gooding has become increasingly
irritated by the demonisation of videogames by the mainstream
press. He believes that many games can be a force of good and
has actively sought out people who have benefited from the

unique quaiities of the videogame medium. A range of thought
und at the exhibition and range from

y disabled C s through to children with

provoking images
portraits of physical
learning difficulties
Russ Hume (right) Is a 74-year-old retired man. There's
nothing particularly startling about him apart from his passion
for videogames — a hobby that society still tells him is
undignifisd for a person of his age. Hume revels in the

intellectual challenges that videogames provide and says they

offer him an

pportunity to “keep his brain occupied™ for long
penods of time. James Gooding's work is both mor
poignant and certainly provides a haven for quiet conter
away from the maore clamorous areas of the exhibition

g and
ahon

One of the favourite haunts for retro-heads. The
Top Ten Consoles area includes classics such as
the ZX Spectrum, the SNES and the Atari VCS.
All with superbly playable games, naturally
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The exhibition covers two floors and never feels
crowded or confined. Facilitators ask that people
only play games for five minutes too, so everyone
gets a chance to experience their favourite titles

descriptiond alone. The result is akin to

the infamoug “That's Life!' episode with

Mario's rather
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Play the game

Although '‘Game On' doesn't quite
recreate the atmosphere of smoke-
filled cafes in sieepy seaside towns,
it does a fantastic job of delivering
some of the most absorbing and
enthralling videogames of all time.
From Willlams' Defender (1980) to
Midway's Mortal Kombat il (1993}
there are encugh coin-ops and
console games to keep hundreds of
puntars happy through the day, And,
yes, they are all free to play. Here is
just a sample of some of the games
that you can expearnence at the show.

Candyfloss pink and vibrant love hearts ~ it can
only be the section on Japanese game culture.
Worth visiting if only for the pachinko
machines and a working copy of Go By Train
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for geners (Indeed, it might be the

only chance you get. Enter a pachinko
hall in Japan and it's uniikely you'll be

maoe 1o lea walcome. )

Vighting the influence of

manga and anime of interest but most

visitors will be drawn to the dating games
ya Bass Fish

- Bohy

and simulat

(Dreamcas!) and Go By Train (PS2) are
avallable to play. The latter even comes

with the control panel peripheral

ugh nowhere Near as complex as

Capcom's Tekkd, those unashamed by the

air in public will find

t of Oriving

ing. And while a

eccentricity). To
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becomes impat
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of tha MMRPG phenomenon with

forerunners of the medium, Ev
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A supporting essay by JC Herz can be
found in the ‘Game On' book and
shalfull
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of this growing and important area of

gaming. A pregramme of networked
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1's stay at the Barbican ar
the foous will be on LAN networked

tities such as Cuake Il



Other areas worth a visit:

Along with more modem tunes from the likes
of The Chemical Brothers, ‘Game On' gives
younger gamers a unique chance to listen to
work from some of the industry’s established
composers like Tim Follin and Rob Hubbard
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Family ties

The Game Families section contains
some 35 playable games and is split into
three major categories: thought games,
action games and simulation games

These follow the classifications laid down
in the Le Diberder brothers book,
L'Univers des Jeux Vidéo

Thought games

A selection of games that seek to
stimulate and challenge the maore
analytical segments of the brain, Many
thought games derva thair inspiration
from traditional board games and include
a diverse range of genres including puzzie
games (Mr Drifier), adventure games

(The Secret of Monkey Island) and RPGs
(Dragon Quest),

Action games

Quick reflexes and excellent hand-eye
coordination are required to master
many of the games in this category.
Unsurprisingly these are the games that
most attendees have so far flocked to
Genres include reflex games (PzRappa
the Rapper), racing games (indy 500),
football games (FIFA Soccer), shoot 'em
ups (R-Type), fight games (Virtua Fighter
2) and platform games (Pitfail)

o =g 2 of Ll
Simulation games
Perhaps a trickier category to justify -
Ultima, for instance, makes it into this
category rather than into the RPGs genre
in the thought games section — but
Includes games that seek to mimic real-
world occupations of scenarios. Genres
Include military strategy sims (Metal Gear
Solid 2), sports sims (Football Manager)
and construction sims (Sim City).

The multiplayer area offers classics such as
Bomberman and Atani's Warlords. Getting hold
of a paddie almost brings a tear to the eye.
What ever happened to paddle controllers?

Future perfect

If videogame visionaries had predictad the

acy then

we d all be suiting up N iycra minkchip
lectards and entering home VR bogths for
sessions of Tron 3000. ‘Game On' is

aware that forecasting the future 1s a

) instead of making

e singhe global

NeEtWork or games powered via

telekinesis, the exhibition looks at

from the birth of Tamagotchi through to

Doko Demo Issyo and Animal Forest are

investigated. The Japanese lov

and interaction, And yes, t
Sany's Liguid Fire — the motion tracking
device that allows players to bat a

virtual ball around the screen withowt

There's also a chance to experence
past visions of the future ncluding the

Vectrax Imager goggles, the Nintendo

Powerglove and the prototype of a

Virtual Reality headsat, How could they

golits

End game

Game( A brave attempt to highlight

50
.IC!E‘C{“&’_!E‘ history and culturs and is the
best exhibition of Its kind outside of the
US. There are some cruclal artefacts for
enthusiasts to sample. Not since the early

'B0s has it been easy 1o find working

modeis of Dave Theurer's gorgeou

elegant Asteroids (1980) and Tempest
(1981) together in the same room. To

experiance either Is worth the asking

alone. Ca

the opening
e Opening

¥

of ‘Game On' is

delivers evarything you would expect of
such an exhibition,

If there's one disappointing

the exhibition, it's t

of some of the more
of gaming. Although a museum
atmosphere is hardly conducive to such
study, an accompanying book delving

& issues touched on might

oeeper INto th

rthwhile

have besn wo nately
‘Game On' - the book supplementing the

show = I2 a little erratic, consisting as It

ortment of diversa,

somelimes poor, essays.

‘Game On’ is well wt

h a visit

before its doors close on 15 Septer

Edge readers can still gst the 3 lickets

for 2 offer by calling the Barbican




In truth, there are a few sections of the exhibition
which feel a little sparse and the show is at its
strongest where there's an interactive element.
Audio headsets with contextual information would
have certainly helped educate and enlighten

i
)

A section dedicated to handheld formats is very
popular, though many punters probably already
have a GBA in their back pockets. There are even
a few mobile phone games for the very desperate
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When the movies meet gaming, it’s not subjective to
say you've seen it all before. But are Hollywood’s
hand-me-downs gaming’s dumb-me-downs, or merely
an inevitable step towards the industry’s maturity?

ith the British summer hanging over

W your head, you head to Blockbusters
for living room thrills. Myriad titles clamour for
attention: Lord of the Rings, Minority Report,
Crouching Tiger, Hidden Dragon, The Fast and
the Furious, Spider-Man, Bruce Lee, Blade I,
The Matrix, Indiana Jones and the Emperor’s
Tomb and many more.

Nothing inspires you? Think you should get
a game out instead? Think again - those are
the games. Okay, we're talking summer 2003,
but the fact is that the games Industry Is
gorging on big name movie tie-ins, which we'll
be playing - or not - for years.

“As development costs rise, publishers need
to make more ‘safe bets' and one way is to
publish branded titles,” says Simon Price, an
analyst at IDG Consulting. “Licensors, in tumn,
are targeting the game industry to build their
brands. So both sides are pushing to increase
the number of licensed games.”

A quarter of ChartTrack's weekly Top 40 is
occupied by licence-backed games as Edge
goes to press, including Spider-Man at
number two and 2002 FIFA World Cup at
number three,
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History: the sequel

Blame Pac-Man. Atari saw the effect a proven name had on sales. and in 1982 tred again
with ET and Raiders of the Lost Ark. Publishers have been at it since

Virgin joined the big boys in the mid-"20s thanks to a slew of licences as much as its
own original games. “We needed to gain markst share quickly,” recalls former COO Sean
Brennan. “Licences were expensive but meant we didn't have to spand as much time and
money in bullding up the profile of a property.™

Success came with Disney’s The Lion King, Aladdin and The Jungle Book, as well
several decent LucasArts titles — game quaiity was mandatory, says Brennan. “We released
a game based on the ‘Pagemaster” film,” he recalls. "Crap film and a crap game, it showed
how not to do it."

Anather company notorious for licensing was Ocean. Since the mid-"80s it had bought
up everything from 'Miamil Vice' and ‘Terminator’ to Roland Rat. "By the time the Amiga
had arrived, things had calmed down slightly,” recalls Simon Byron, editor of Amiga
magazine ‘The One'. | think Ocean realised Its public perception had waned, and decided
to invest In original games rather than spunk money up the wall on identikit licences.”

Licences are often blamed for killing the 8bit and 16bit machines, but are more like
vultures clawing the last scraps from a dying format. As with PlayStation today, old
machines’ audiences ane vast but apathetic and impossibly diverse, making mass-market
or laddie fiandly licences especially atiractive

Number one is Medal of Honor:
Frontline. Many, including Price,
consider such gaming-derived
franchises as licences. Indeed, when
game IP is sold, it can be as valuable as
Hollywood's creations. Infogrames
recently bought the developer Shiny,
netting the game rights to ‘The Watrix’.
Cost: $47m. That compares well with 3D
Realms’ recent sale of the Max Payne
rights to Take 2 for around $40m.

“Establishing new brands is
expensive in today's market,” explains
Barry Jafrato, VP of Brand Management
at Acclaim International. “To do it
properly, the publisher needs to spend
as much on marketing as development,
making it a high-risk proposition. A
recognised licence already has a place
in the consumer and retailers’ mind.”

But what Is a licence? Here it applies
to intellectual property (IP) rights
acquired by a publisher or developer to
enable the use of another's name,
likeness, fantasy world or similar in their
game. Licences vary from the obvious
(a movie tie-in) to real-world licences
(the FIFA or F1 licences) to what
amounts to endorsements (Dave Mira
and Tony Hawk)

Instant recognition

The common advantage is recognition.
With hundreds of games released each
year, publishers must make their titles
stand out. “Licences help get bigger
reviews and more focus in-store,” says
Patrick O’Luanaigh, creative
development manager at SCI - owner o
several ‘cult’ licences including “The
Great Escape’, ‘Thunderbirds’ and ‘The
ltalian Job'. “if we'd done The ltalian
Job without the licence, and called it,
say, Mini Crime, it would have been
much harder to get front covers,
investment from our shareholders and
strong backing from retail.”

Games companies ideally get
recognition by establishing a game
franchise that - at least to begin with —
has proved itself through gameplay.
Licences are more controversial

because non-game properties are



brought in from movies or TV and made
to fit — or not.

Real-world licences, such as FIFA,
NFL. Britney Spears or Tony Hawk, have
less inherent problems. They are
acquired primarily to give a game
authenticity or, more cynically, the
appearance of it.

“In sports, a licence is all but essential,”
reckons Price. As well as official
branding or a famous face, a sports
licence can bring real player names,
team colours, previous results, stadiums
and so on. Hardcore gamers
underestimate the appeal of such real-
life data in sports games, which most
fans see merely as an extension of an
already existing interest.

Despite long making superior playing
football games, Konami, for example,
has generally been outsold by EA's FIFA
titles because football fans hate seeing
goals scored by Brazil's never-fielded
‘Roberto Larcos’ and the like. It's
revealing that Pro Evolution Soccer on
P52 gave EA a stiffer challenge - not

only a more ‘authentic’ game (thanks to

“Hardcore gamers underestimate the appeal of
real-life data in sports games, which most fans see
merely as an extension of an already existing interest”

Konami's own fresh licensing deal with
the player's body FiIFpro) but targeting
what was not yet quite a massmarket
installed base.

These licences can also bring hands-
on star involvemnent, boosting credibility
and, sometimes, quality. “Colin McRae
and co-driver Nicky Grist have been
increasingly involved with the Colin
McRae Rally games,” says Guy Wilday,
head of studio at Codemasters. “We've
set Colin up with a test deck at home so
he can test drive all the cars as they're
constructed.” Grist personally writes
and records the pace notes.

With trendy stars turning up for photo
shoots and coverage in the appropriate
press more likely, it may seem that -
cost aside - there's no downside to

such licences. But all licences have a
dark side: the man from the licence
holder, he must say “yes.”

“For our driving games, we can bring
levels of damage which manufacturers
wouldn't stand for, and hence Gran
Turismo couldn't have,” points out
Martin Edmondson, the MD of
Stuntman developer Reflections.

“Working without a licence gives us
ultimate flexibility,” he says. "We can do
pretty much what we want and change
our minds as we please. No waiting for
approvals from rights holders.”

Nevertheless, for car manufacturers,
sports bodies or pop stars, licensing is a
fairly painless way of squeezing more
from their brands. It's when you bring in

another set of creatives - as happens

Territorial games

With global licences in short supply, publishers sometimes front the same
game with a patchwork of country-specific licences.

Codemasters markets the LMA Manager football sim in France as
Roger Lemerre; La Sélection des Champions, in Germany as BOFL
Manager, in Spain as Manager de Liga and Italy as Football Manager
Camplonato. The UK's TOCA licence is DTM Race Driver in Germany, V8
Supercar Race Driver in Australia and New Zealand, while the Americans
and Spanish start their angines to Pro Race Driver.

But that's nothing. Its new football gama will come in 15 flavours, with
15 licences covering 15 individually tallored games to tap into the ‘tribal
tanaticism of club supporters’. We'll get Arsenal, Aston Villa, Chelsea, Leeds
United, Liverpool, Manchester Uinited and Rangers, with European teams
Including Ajax, FC Barcalona and Inter Milan.

No Spurs? Noa Manchester City? Codemasters must hope some fans
anen't so fanatical after all,
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Bam! takes the riskier route of backing
unproven movie tie-ins such as 'Reign of
Fire' and ‘Ecks Vs Sever'. The licences
are much cheaper but Bam| has yet to
score a massive hit using this formula

with TV or movie tie-ins — that the
possibility for conflict really grows.

Successfully licensing such matenal
for games is hard. Or rather making the
subseguent game is. It must be, for
while he agrees that licences are
theoretically dandy, Edmondson points
out that they have “a very paichy
history, littered with some of the most
appalling games of all time.”

Superman first flew on the Atari 2600.
Ever since, it's been a tale of the good,
the bad and the ugly. Innovation has
been borne out of movie licences -
Westwood's Dune Il invented the PC
RATS and Rare's GoldenEye reinvented
the firstperson shooter. Yet for every
compelling effort such as Star Wars
(Atari, 1983) or The Hobbit (Melbourne
House, 1983), there's been a Friday the
13th (LJN Toys, 1988) or a Men in Black
(Gremlin, 1998),

“Licensed properties have probably
contributed more than any type of
game to moving the games industry into
the massmarket consciousness,”
admits Simon Carter, co-founder of
Big Blue Box and outspoken champion
of developer creativity. "The fact that

licences often lead to badly
designed, second-rate software is
a separate issue.”

Carter cites several problems. Firstly,
what works well in one medium might
not work In another. “We're still at a very
early stage when it comes to delivering
elements like compelling narratives and
emaotional involvement,” he says.
“Developers often have to create a
game that embodies the spirit of the
source material, with only a handful of
the original elements.”

Shoddy products
What is more, "It is very tempting for a
publisher to release a shoddy product,
happy in the knowledge that it will sell
two million units on the back of the
licensed material. Combined with the
very rigid deadlines that big film
licences can bring, as well as the
creative restrictions they may impose,
and you can practically encourage the
development of bad games.”

One company hoping not to is
new-ish publisher, Bam! Entertainment.

TV and movie-backed games make up
nearly all its 40-odd game portfolio
“With popular properties, we hit a larger,
more mainstream demographic,” says
Alain Tascan, Bam!'s senior VP of world
product development. “That means a
better chance of consumer acceptance
and a longer product life cycle.”

Licences in Bam!'s stable range from
Cartoon Network favourites 'Dexter's
Laboratory’ and ‘The Powerpuff Girls’ to
the upcoming tanks-and-dragons
blockbuster ‘Reign of Fire'. Typically of
Bam!'s movie-backed games, it's based
on a not yet released and thus unprover
film. Cheaper, but riskier?

“This way we have the jump on
early development, as well as PR and
marketing,” Tascan retorts. “We
choose the best script not because
of its success potential but because it
could be a tremendous game. And
we access very talentad screenwriters
who wouldn't usually collaborate with
our industry.”

Tascan’'s hope is that Bam!'s games
will blend gameplay smarts with
Hollywood's know-how. “Nobady says
that Stanley Kubrick wasn't creative,
even though he used scripts written by
other people,” he paints out.



SCI's Patrick O’Luanaigh agrees.
"Alistair MacLean knew how to write
exciting thrillers,” he says, "Where are
we going to find anyone better to write a
story for an action game? Film music is
another element - it's great to hear
football fans singing the themes to The
Italian Job' and ‘The Great Escape.”™

No limits

A great movie licence on top of an
amazing game can certainly be
unbeatable. Rebellion's Aliens Versus
Predator was one such revelation. It
recreated the movies' bleak vision, while
extending the game genre with
differently skilled playable protagonists,
including the wall-scaling alien.

“Sometimes limits to creativity make
you work harder to be more creative,”
says Jason Kingsley, Rebellion’s CEO.
“Fox was brilliant to work with, in that it
had an understanding of the value of its
IP and a belief that everything needed to
be within the world.

“On the down side, you do
sometimes get into discussions about
the fuzzy limits of the genre,” he admits.
“Xenoborgs were right out there and we
had lots of discussions about them. You

have to take into account the ideas of

other creative producers.”

While the blame for many poor
movie-based games lies with lazy
developers or cheapskate publishers,
licence-holder intransigence can wreak

havoc. Without an understanding of the

protracted nature of game davelopment,

or even the different needs of a gamer
as opposed to a film-goer, film folk have
frequently stalled, contradicted or plain
bamboozled their supposed 'partners’.

"Licensors are often more concerned
with the way In which their property
appears in a game, and less concerned
with finishing on time and to budget,”
says Vincent Scheurer of specialist law
firm Osborne Clarke. “Accordingly, they
usually retain absolute sign-off rights
over the finished game.”

Successful development with a
licence entails keeping the licensor
involved. “If a licensor knows from the
start not to expect its characters to
exhibit full lip synch, then it won't
suddenly start demanding it a week
before gold master.” he says.

Ideally, the developer shouid have
equal respect for the licence. Free
Radical Design’s co-founder David
Doak was a key man on the Rare

team that created GoldenEye.

“The development was almost entirely
untrammelled by licensor interference,”
he reveals, At the time there was
little perceived value in a Bond film
spin-off game, so we mostly got to do
what we wanted."

Crucially though, the developers liked
James Bond, and strove toward what

team member Martin Hollis called a

Mucky Foot now hopes to build on
original titles such as Urban Chaos
(top) and Startopia {above)

“Bondian ideal.” “lronically, the
constraint of adhering relatively closely
to the movie storyline meant that we
pursued content which would otherwise
be seen as overly ambitious,” says
Doak. Matalya shadows Bond in the
movie, and so the team wrote buddy Al
for the NB4. Plot faithfulness also meant
creating very open dam and cradle
levels. Free Radical Design's own
franchise seems aimost reaction against
GoldenEye’s strictures. “With
TimeSplitters we deliberately created a

“Licensors are often more concerned with the way in
which their property appears in a game, and less
concerned with finishing on time and to budget”

very open ‘universe’ which allowed us
to integrate almost whatever we fancied
into the IP,” Doak says.

GoldenEye made it clear that a
licensed game could be an amazing
one, and helped rehabilitate licences
in leading developers' eyes. Today
many able studios are happy to work
with licences

Mucky Foot isn't the first developer
you'd imagine doing so. But after its
first two games disappointed at retail -
despite critical plaudits — even this
bastion of developer freedom has a

licence to thrill.
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Martin Thompson

Arguably, the freedom to mercilossly
depict the trashing of ‘nondescript

“With the benefit of hindsight we can
look back at Urban Chaos and think
Who the hell wants to play the part of a
rookie famale cop?'™ says co-founder
Mike Diskett candidly. “We were so
wrapped up in mixing guns, hand-to-
hand combat, platforming and driving,
we never even thought about the risk in
creating such a minority character.”

Mucky Foot is now developing
Blade I for Activision. “| defy any games
player not to want to take on the role of
Wesley Snipe's Daywalker,” says Diskett
who reveals, surprisingly, that he
lobbied for the ‘Spider-Man’ licence
while at EA. “The ‘Bilade II' DVD release
will ship many millions of DVDs. Many

millions. Who says the games industry

»

“In times of creative famine, film, television, games and
music become more parasitic. But we need to not
become too reliant on the creative blood of others”

Martin Edmondson can also imagine
a scenario in which Reflections would
work with a licence - especially with
fewer restrictions on using real cars.
"We'd love to, but it will probably take
some younger blood moving into
decision-making positions within the
car industry,” he says. "The reigns need
to pass to younger execs who
developed their passion for cars on
OutRun or Daytona.”

Even Big Blue Box's Simon Carter

would consider a licence. "Absolutely,

music become more parasitic,” he says,
“This is a survival necessity on
occasion, but we need to vary our diets
and not become too reliant on the
creative blood of others."”

Indeed, it's often forgotten that the
games industry sells licences too -
Lara Croft to a film studio or Pokémon
to a lunchbox manufacturer. Doubtless
there are purist lunchbox-making
craftsmen who bemoan such crass
commercialism too.

For those unconvinced that the

vehicles has made Reflections’ games
much better. Although Stuntman follows
this tradition, Martin Edmondson would
never say never 1o a licensed product

is up there with Hollywood? unequivocally, totally, yes - depending ‘Resident Evil', “Tomb Raider’ or ‘Mortal

“When the game hits the shelves, on the licence,” he says archly, “Who Kombat' films make a great case for thi:

people will know the character and what
the game will deliver — a gun, a sword
and lust for vampire killing,” he
continues. “"Non-licence games have to
work very, very hard to get a fraction of

this information across on the box."”

wouldn't like to bring the worlds of
Philip Pullman or Neil Gaiman to life?”
But Carter also stresses that gaming
shouldn’t feel like the movie industry's
poor relation. “In times of creative

famine, film, television, games and

two-way traffic, the bad news is that
maore look inevitable.

Kirk Ewing is MD of ICMI, the
international wing of a Hollywood talent
agency. While representing developers
at E3 he saw film people everywhere.



“A veritable host of Hollywood movers
and losers, everyone from top box
office producers to industry hustlers,”
he says. "Hollywood doesn't lead
creatively, it follows trends, and this year
everyone |s getting hot under the collar
about videogames.”

Global brands

Why? A familiar story: *“Hungry studios
are faced with spiralling publicity costs.
To cash in on a global brand such as
Grand Theft Auto is easier than launching
a new franchise yourself.” And as gaming
creates better characters and stories,
*Increasingly, games will be optioned by
film studios desperate to acquire a pre-
packed slice of youth culture.”

Jason Kingsley's Rebellion also owns
cult comic ‘*2000AD’, and while it will make
the games, it's working with movie studio
Shoreline on two new Dredd films. “We
have contracts that give us ultimate
creative control, mainly so that we can
build up the characters rather than seeing
the movie as the ultimate end point,” he
says. Plus, “| get to tell people I'm a movie
producer at parties.”

In the race to attract our attention,
businesses will keep peddling their wares
with familiar faces — at least until we get
bored. There's even a licensing conference
for game publishers (www.igl2002.com).
This article could end listing dozens more
high-profile licence-backed games in the
pipeline. Yet a long list of games could
equally be compiled for the '80s or 'S0s.
And maybe our imaginations are now so
saturated that we'd rather play the
umpteenth Star Wars game, or watch the
fifth *‘Star Wars’ movie, than tackle a new
milieu — the licence as comfort blanket.

But as Acclaim's Barry Jafrato wamns,
no licence guarantees a hit. “Maybe that
was the case in the past, but bad games
don't sell, whatever is on the pack.
Licences are not cheap and licensors are
protective — so we now have to deliver
experiences that equal the impact of the
movies. Licences are a gamble, just like
everything else in this business.”

Maybe history remembers great
licence-backed games as games, but bad
ones as bad licences. But Hollywood stars
can’t save bad games, any more
than they can save bad movies.

The magnified seven

How seven licences made their little
screen debuts...

ET, Atari, 1982

Atari banked on selling several millions of the pre-
manufactured ET cartridge. Most coding seffort went
on an ET loading screen — the gameplay involved
falling into holes. Famously buried in the desert.

Frankie Goes to Hollywood, Ocean, 1985

The music and controversy has faded, but many a
B4 owner is foraver warped thanks to the memory
of this excellent game - as weird and unigue as
Frankie’s wardrobe. Been there, got the t-shirt.

Terminator 2, Midway, 1992

A stunning, almaest olfactory force feedback gun
and opponents that appeared digitised from the film
(naive days). Shallow gameplay — like many old
licence-backed games it suited the arcade.

X-Wing Vs Tie-Fighter, LucasArts, 1997

Besides from-the-film sound and spaceships, the
glory of the X-Wing series brought teamplay to LAN
gaming. Cne of the best incarnations of a Teflon-
licence that too often inspires the dark side.

Army Men (various), 3D0O, 1998

300 built its revival around the appealing Army Men
franchise, and recapitulated with terrible games.
Good plastic soldiers, poor understanding of
gaming, or even fun. Trip Hawkins stumbles again.

Tony Hawk Pro Skater, Activision, 1999

Yes, we'd had Skate or Die and 7207, but the Tony
Hawk branding inspired Neversoft to float upwards
and pull tricks like the four-wheeled thrasher
himseli. The Extreme Sports genre began here.

Harry Potter (various), Electronic Arts, 2001

So far the games have been merely passable
vehicles to sate fans. Still, while EA paid tens of
millions in a long-running deal, IDG analyst Simon
Price reckons it recouped the lot at Christmas.
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The future of gaming?

dge Wwas excited about Neverwinter Nights. BioWare's
E epic;seamed [ika it was going to be the 180! rale-
player's dream; completely accurate, uncomgromisingly
anal, stunningly expansive and infinitely expandable. And
that's exactly what it turned out o, be, and Edge was
unifermiy overioyed. Wel, it would be, except most of the
team haven't had the chance to experence it yet,

Edge's new PC, amving shop-naw this month won't
run Neverwinter Nights, That's probably not the fault of the
code, since the PC won't run other gamas that worked
fine on the last office machine eithet No cause, No
explanation. This isn't a case of user incompetence,
hecause it's not like there's a lack of expenence an the
part of the team when it comes to deconstructing and
repairmg PCs. And even if there was, Edge still has its
publisher's Computar Services depariment to fall back on,
They're still puzziing, and a diagnosis s eagerty awaited.,
Edge predicts this: “We've worked it out. It's a PC?

Bitchy, perhaps, and at this point, 20 PC fanbays are
putting hands to keyboard and emailing something
vitriolic, mdignant. Shh, it doasn’t matter if your PC has
run without fail for the last two decades, or if you ‘'ve only
had to spend loose change on & maching fast enough to
run every game ever, of if you can't understand why
people have problems runming PG games. They do, and
you are pne person. Not everyons has your knowledge or
patience, Not everyong's prepared to accept a format
where you have to keep your fingers crassed all through
the install process,

It's unfdir to blame develapers. since they're working
to snowflake system specs: f6 two are ever the same. It's
difficult to blame anyone, really - it's just the way the home
computer fas evolved, Into an exclusive club for the
technically proficient. Edge hopes the evolution continues
and takes the format somewhere more fnendly, bacause
there are genres that thrive on PG, and brilliant games ~
Operation F!ashpmm‘ Civ Iit, the glonious Neverwinter
Nights - that everyone deserves a chance to play,
regardiess of luck. budget and arcane knowledge,
The goad news is that many are gaing multiformat,
and i)l be interesting to sée how many PC gamers
get tempted out of the upgrade cycle:
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Neverwinter Nights

Fommati PC Publishes! Infogrames  Dévelopar: BloWare Price: £40 . Helease: Out now

R;—[:E-.r: got it right In E112: ¢ }
multiplay Is not just fun, it's one of the

most iImportant aspects of videogaming.

, it's odd to think that it's

g for a PC game lo implement a
flexible mode of this type which is anything
an afterthought. Neverwinter

Taking advantage of the PC's multiplayer
and Internet capabilities, Neverwinter
Nights is a flagship for the platform

and loved sy der MO~

m of pen and pa
playing. As such, it presents all the

possibilities Implied = various multiplayer

rmutations, adventure design and

3ling singleplayer experience
Riding the wave of respectability that

has followed the Baldur's Gate series,

O yar BioWare has produced a
remarkably confident game whic! onty

flourishes its 'DAD" hetitage proudly but also

r ihe sager hi

The Aurora

included in its full splendour, offers all the

that BioWare used to

tools and resource

make the

icial campaign
Neverwinter Nights makes almost the entire functionality of ‘Third Edition D&AD" available to players,

comprises much of the appeal. however, and
. module developers and DMs, enabling Edge to choose a particularly handy monk character to play

) 1o BioWare's usual high standard of

offening plot expo
balancing combat, Dedicated roleplayers will
e busy with the powerful Toolsat until

Christmas an

adventun
ounters, a wide vanaty of location and
plex diglogue. The proliferation of user-

in softly, but before 1 tiating, The

and turn most impr ic character proves

and 1 contant — insvitably of mixed quality -
erything you see g s assurad, while BioWare is likely to release ¢
possibie 1o rec & for yourself Neverwintar Nig ed only of mixture of free and commercial content over

the substantial singleplayer campaign, it thi coming manths

Taking advantage of the PC's multiplayer
et capabili
Is & flagship for the platiorm, although slighth
suspect performance and a few minor desig

would iting. But

uding the

&, i

. Neverwinter Nights

n than s

stapie RPG set-pieces
Without the possibllity to create

and gu swifter than the pen and

a part

ertheless, it's a worth

BG series and a game one should

optional Dungeon Master mode facilitates the be embarrassed to hold In high regard,

Neverwinter's radial menu (above) is

Intelligent, so whatever you right-click
on produces a specific set of options.
It's more convenient than it looks obadiar S

0se more used 1o fully

thiinding is also the chal of Mo

Nine out of te
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The interface might look like a dog's breakfast, but with typical PC efficiency you're treated to more
keyboard shortcuts than in an average flight simulator. Those slots are all customisable too

A new dawn

Gamers who simply can't wait to encounter dragons in other
people’'s modules can simply create them for themselves
The Aurora Editor gives you free reign to create anything
from one scabby dungeon with a convenient Ancient
Dragon to ambitious scripted projects recreating lavourite
‘DAD’ campaigns from an ill-spent youth, Time spent
investigating the editor will be rewarded in the surprising
subtiety it's possible to achieve. Complex object-oriented
The solo dynamic of the singleplayer game results in a definite 'you versus the world” sensation. quests can be designed with ease thanks to a sensible
Attaining higher levels and the commensurate abilities is therefore satisfying in the extreme Windows-style interface, helpful wizards and tool-tips.




Lost Kingdoms

Formar: GameCube Publisher Activision Developer; From Software  Frice: £40 ¢ Hslease: Out now

he release of Lost Kingdoms in the west
T never looked entirely assured. The
mixture of RPG hokum and card-batting may
be a hugely popular sub-genre in the east
(we must remeamber that Yigioh! Dual
Monsters is arguably even more important in
the playgrounds of Tokyo than Pokémon) but
publishers have largely declined the invitation
to release such games in America and
Europe. It Is fortunate, then, that Activision
picked up this unassuming gem,

The piot is typically elaborate Japanese
RPG fare and while some subllety may have
besn lost in transiation it will win no awards
for coherance or delicacy. Suffice to say, an
evil must be thwarted, kingdoms must be
united and a terrible fog fited from the good
lard ol Argwyll. You get the picture. But the
narrative Is there merely to add impetus to
the game's core delights of card collection
and deck management. While never
threatening 1o deliver the depth and nuance
of Magic: The Gathering, Lost Kingdoms has
the charm and intricacy to win over beginner
and enthusiast alike.

Starting out with just three magical cards
the player takes heroine, Katia, through a
sengs of mission-based adventures. New
cards can be collected from chests, taken
from benevolent characters, bought in the

The card at the bottom left of the
screen comes into your ‘hand’ once
another card has been expended

Lost Kingdoms has the freshness, cham and
vitality to overcome its imperfections and make
it a vital purchase for GameCube owners

apothecary (see Little shop of homors) o
gained by trapping weakenad craatures with
the ‘capture’ command. As is traditional in
such games, each creature broadly conforms
to an elemental lype: wood, earth, water or
fira. Employing a water-based card against a
fire-based craature, for instance, will pay
greater dividends

Cards range from single-burst specials,

item, a creature that will

pluck its explosve head off, throw it into the
fray and damage any enemy within the
vicinity, to the Sand Golemn, a gargantuan ally
that can be summoned as a decoy to draw
enamies away from your position. Only one
deck of 30 cards can be taken on a mission
and once a card has been used in battle it is
lost for the rest of the level. This ensures that

shrewd strategising and deck management is
necessary for success. Still, there are several
ways to replenish the deck during missions

Certain objects can be interacted with
to open doors etc. Health-points
provide sustenance for the road ahead

090

When a random encounter is triggered you become confined to a small area. You can fight the creatt
the death, capture them, or run to the edge and escape. However, you will lose a card for your cowa

Cards discovered during the quest can be
added to your supply at key health-points,
sal cards, such as the Mind Flayer,
will randomly recall several cards to your
deck and there's always the capture
command, a briliant tactic to use when one

while sg

of your creatures is about to expirs in battle,
Lost Kingdoms really comes alive,
however, when decks can be created from
the many creatures you've encountered or
the journey. Finding the night combination of
healing, attack, summaoning and
replerishment cards for one deck can be
agonising and missions are often won in the
deck-editing screen before the level has even
begun, Although there are some 105 cards
to collect, som

the more powertul ones
are located in secrel areas which can be
opened up by smashing through game
furniture using your creatures’ abilities,

There are a couple of weaknesses that
otherwise dilute the heady mix of card
strategy and flamboyant set-pieces. Katia's
movemnent s a little on the slow side and
because cards lake time to be thrown into
the battle, some distance must be
maintained betweean enemy and heroine.

Unfortunately, this sometimes produces
a situation somewhal like a fantastical
Benny Hill sketch with several creatures
following Katia unerringly around the screen
for long periods. Some may also argue that
the effect produced when a random
encounter oocure Is unnecessary. et
Lost Kingdloms has the freshness, chamm
and vitality to overcome such imperfections
and make it a vital purchase for ‘_Ié
GameCube owners. Lz

wﬁilli? of tel

Edge rating




"
A

Mot

Cards are called into your *hand’ randomly, but this means you may have to use a powerful card on
an easy enemy. The alternative is to ‘discard’ it, and it will return to the deck once the battie is over

Little shop of horrors

Eventually Katia is able to get advice from two
strange characters: Alexander and Gurd.
Alexander's bold claim s that he's researching
fairies, and any found during the adventure can be
traded in for powerful cards. Gurd owns an
apothecary whare Katia can buy, sell and transform
cards discoveraed during the missions. Expenence
points gleaned from winning batties can be used o
transform a weak card into a much more potent
creaturs. A Dragonoid, for instance, can eventually
Many of the levels contain secret areas that can only be explored after obstructions have been evolve intt a Black Dragon - a fearsome creature
dastroyed, This not only extends the lifespan of the game but offers a good way to find rare cards almost immune to any special damage attack.




Zettal Zetsumel Toshi

Format: PlayStation2  Publisher: lrem  Devoloper: interOne Ine  Price: ¥6,800 (£37)  Foloase: Out now (Japan), TBC (UK)

f you insist on reducing Zettal Zetsume

Toshi 1o its basic gameplay components,
*survival homor' I8 as good a tag as any.
The overriding atmosphere of anxiety; the
long passages of cautious exploration
punciuated by set-plece shocks:; the
emphasis on inventory managament; the
imp-to-the-next-savepoint logic - all are
prasent and correct. What's missing,
hawever, is the gothic kitsch and undead
action that dominates the ganre — and the
action is all the more starkly spooky for it.

Zettai s wdeogame as disasler move. it's
June 2005 and on an imaginary man-made
istand - the titular City of Desperation - which
Is undergoing the severe aftershocks of a
horrendous earthquake. You're one of the
few lost souls still trapped among the ruins,
and have to navigate the island’s radicaly
reconfigured geography and help others
escape along the way.

It may sound like sci-fi, but it doesn't
fesl that way: In light of the fallings of the
emergency senices following the 1995
anicties about the structural stabiiity of
Japan's synthetically extended coastlines,
Zattaf's fictions owe much of their impact to
real-life fears. Thankdully, the earthquake
proves an inspired feature regardiess, in
Bichazard, the fear is that a gresn monster
in a gmp sut might leap out from around the
nearest comer; in Zattad, it's that the very

Zettai Z

i Toshi's ing of the

Y 8Y
succession of Tardis-like rucksacks

Zettai is packed with gems and refreshed by its
new angles on well-worn ideas. lt's gratifyingly
intuitive and unnervingly odd all at once

ground beneath your feet might disappear
with your next step.

The tremors thal strike on as the story
unfolds are one of its defining tiumphs:
walkways, roads, bridges and tower biocks
all give way without warming. Once a section
has been completed and successfully
escaped, It will more often than not collapse
just as our heroes are out of range, leaving
cascades of dust, wire and cement and an
aways-tangible ar of urgency, but also
senving to steer the player to the next goal.

This hand-holding approach may grate
with those who prefer their exploration a little
more open-ended, but it's balanced by the
related lack of backtracking and aimiess
ambling in the game. (After all, you can hardly
go back to where you've just been when it's

092 EDGE

Zettal's textures are basic and its sound effects often rudimentary, but they are enhanced by superbly-

realised dust clouds and showers of rubble, which combine to P

not actually there anymore.)

The carnage calches the eye first, but
Zsttai is no one-trick pony. Thanks to the
depioyment of an Extermination-style 3D
engine, there is more scope for varisty than in
many of its more llustrious survival horror
peers, For every lock-and-key tern puzzle,
there's a section of untaxing, lco-style
platforming. There's also a hint of ico in the
way you must shepherd ineflectual NPCs to
salety, and a shoulder-button shout that
recalls ico’s plaintive "Yordal'

Thera's also a strong whiff of Shenmue
about the game's optional but intricate
avenues for collecting useless objects (not to
mention its ability to wring beauty from
rundown, concrete-grey locales). Equally, the
thought that has gone into the eccentnc

effect, parti y In set-piece

range of tools that do prove useful is
chamingly evident throughout, Only the
hardest-hearted PS2 owner could fail to fing
something to delight him hers.,

Despite its sporadic scrappiness,
understandable slowdown issues, the
occasional sense that the gamer is only alor
for the ride and a nagging suspicion that the
game’s later piot twists rob the expenance ¢
some of its lonely, desolate impact, Zetlal
Zetsumei Toshi is packed with little gems
and refreshed by its new angles on
waell-worn ideas. It's gratifyingly intuitive and
unnervingly odd all at once. If, as seems
possible, It never sees a westarn
reloase, it will be a minor disaster. -

Edge rating: Seven out of te



The health bar is augmented by a water meter which must be replenished at taps (which double as save
points) in order to keep fit. Water avaporates rapidly when running or in a fall, enforcing a tip-toe pace

Richter scale madness

d alongside Rezr
in Japan last year ¢
Anyana troubled 1 the potential
ha ght want to give
ide berth, though

seismic shudders that send it bour
sofa intensity the experience, but at what price?
After xtended session on this

Multiple endings atford an opportunity to go back and correct ovarsights, selfish behaviour, or stupid DualShock2 alone, chancas are that the average

jumps. Above, your irritable female companion glares on: she’s clearly not amused by your athletic ability g for mercy.




Otostaz

Format; PlayStation2  Publishar. SCE!

Developer: In-house  Frics: ¥6,800 (E37] Feisass: Out now (Japan), TBC [UK)

Prensously i E110

(Score
A —

i :
" A

ua 1
A hoviemd

versus middle

The blue pylon-like construction is a level six
spire, the most difficult building 1o construct. The
silhouettes show the biggest house in each row

4 tmee JED gurgen | gns =

Housing benefit

On completing ons of the goal-based
Journey mode levels, the player gets a

few seconds to build a city on an ampty no ::
playfield. When the time limit ands, a
falling wall crushes all the buildings tour 3RD garden 2 cho-me

except those on the diagonal, and those
structures still standing add to the kevel

bonus. It's an excellent way of rewarding Dropping water on a square will simply replace whatever's aiready there, but dropping land or trees on a
those who finish the levels early. block that's already occupied will cause an axplosion, levelling out the four Immediately connecting squares
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he simplest things & Jften the most
I beautiful, Tetris can be described ina
sentence,; Super Mankey Ball in

Andiful of

words, Otostaz, the latest product o

simpie games equal

POiCy, 1akes on

1 Joumey

scrolis from right eft, and the player places
different tiles - trees, water and fand - upon
It. A correct arrangemert of tiles causes

houses to spring up from nowhere, and the

f the

objective Is to provide each columyr

th at least one kind of hou

wd of the I

se grows if trees and v

level one housas surround a land sg
A level three house grows if two level t

side of the level causes a spiky black ha
tear a strip from the playfield.

The previous paragraph's size is
commensurate with Ofostaz’s immediacy. It s

¥ 10 learn — it requires

layers can follow up their studies in Puzz
mode. Here, where the rules are identical but
for the abs scrolling, the idea is to
of a certain level \

Kves, It teaches strateqy

build several ho

fimited number ¢

fines of panic

Which s neat, because the eve

) suppress that natural destructive panic,
plan from meamary, execute and enjoy. As

such it's played less on instinct and more on
grand design. One well-placed tile can ¢

rppies of chain-reactions across the board,

One Prece Mansion, and while it's a little
too frustrating and not quite addictive

enough, it's exquisitely presented,

gorgeoush




Prisoner of War

Formal: PlayStation2 (reviewed), PC, Xbox  Publiaher; Codemasters  Usvalopar, Wide Games  Frice: £40  Relsase: Out now (PS2, Xbox), September (PC) Praviousty in E96, E106

e gst that “Groundhog Day’ feeling?

Play Pr er of War and you'll be

grven 10 re

pattarmn of existence over and over again

8 the same excruciating

until a trigger is found to free you from the

of what Is required tc

complete a
mission and propel the plot forward, but
shoddy controls and an inept camera
wWill conspire aganst even the most

getermined

Any title that dismisses easy

and tried-and-tested arcade thrills in favour
of a more sedate and cerabral challenge

should be commended. But the exploration
and stealth asp are undermined by

clumsy
when neaking
past guards, cimbing fences, crawling under
vehicles and donning dist 5, yOU are
thwarted at the last moment by the
character's inabil

ty to enter an open

s
character
because of sticky controls

Inspired by

alls to dismount from a wall

Diboviously, key rules must be cbse
The player must stay within designated
Dounda
and generally ket
others are

& possible

ved POW adds to the already burgeoning body of
games with risible volce acting. Although
intentionally OTT, the "Allo, 'Allo!'-style accents
occasionally drift over into the slightly offensive.

Advice can be obtained by chatting to inmates

ries, trn up promptly for roll calls,

out of trouble. But while

sneak off and ganeral

the Germans & degree of consternation.

However, missions are doled out Inan overly
prescribed fa

ion and once the solution is

giscovered (usually from buying hints from
©ther inmates) the frustration of actually
pompleting it begins

The game’s technical prt

more regrettable because of the many
clever Ideas evident throughout. Apply bog
polish to t L /

Tin can alley

to see

i D8 Drowen Dy U During the recraation period money can be
earned by indulging in a spot of gambling.
By far the most engaging of these gamas
consists of knocking down a series of cans
with a limited supply of stones. Winnings
can then be used for bnbery or to buy
information from the other inmates. Stones
Speak to the head of the prison escape committee and you'll be able to get a ‘recce’ of the mission can also be used in the main game lo

g Four out of ten objective. Looking through keyholes and hiding in cupboards are nice ideas - shame about the controls throw at barrels and distract guards.

Cartain guards can even be bnbed to

provide atternative means of completing
missions. But ultirm
controls will make all but the most

ely, the anncying
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Castlevania: White Night Concerto

Format: Game Boy Advance Publishe: Konami  Dovelopss: In-house  Frice: ¥4,800 (E26) Resass: Out now (Jagan), TBC (UK}

anig. Symphany of the Mght remains one of

ershed games on the PlayStatior

the

W has not strayed 0o far o

v an overhaul, it retains all the
)} SEnes 50 popular

ding key items. The
>h Feather (to double jump
jer namow ledges
i well and once a couple of
used with the

ling effects.

One of the major improvements of this new
Castievania adventure is the addition of a
dash command (by pressing the L or R
buttons). This enabies the player to avoid
attacks swiftly and also helps relieve the
tedium of backtracking around the castle

Qscover

at White

MNight Concerto lacks in oniginality, it makes

for with polish and attention to detail

Seven out of ter

Age of Wonders Il: The Wizard’s Throne

Formal! PC - Publioher: Take 2  Oevweloper, Triumph Studios  Prica: £35  Paleass: Out now

Tl'uilt we have moved on from fiat graphics is at
laast as much a matter of fashion as gaming

within videogaming'’s evolutionary

strand thera remain undiscoverad potentiaities which is

why we should really pay attention to the cultural cul-

kA

Ware perfect tactical halku to pol
console gamers, In games such as Civ
Heroes o

sh it up for the

lization anc

ght and Magic it Ives perennial on the PC
Age of Wonders Il is an effective nff off HoMM's
axploration, conguer and adventure precept,

surpassing it n aimost every aspect. Whare Aol

operates best is in the dichotormy between the
your avatar in the gameworld — and the more general

arg -

heroes. The heroes explors, while you sit in a tower
controliing and observing. it's a neal paraliel, the
character adopting the same role as the player,

Other than an intensa multiplayer mode, which Akl to Heroes of Might and Magic,
encounters strewn across the map can
radically aiter the flow of play. Explore
dangerous ruins or chart portals to gain an
important strategic advantage, risking

piays with pace and showcasas the game's flexdbie
diplomatic system 1o best effect, there’s Iittle else that

revolutionises the genve. But as an exercise in honing,

with the gradual polishing of the eastern beat =5 troops being lost against the possible
‘am up as the best comparison, it's admirable. lﬁ-__z'——' madpcal treasure




GT Concept 2002 Tokyo—-Geneva

Fonmat: PS2  Pubishar: SCEE  Dowaloper: Polyphony Digital  Prica: £25  Ratsase: July 19

he console equivalant of an expansion pack,
Concept is likely to only lubricate the dipsticks of

fhose players who also share an enthusiasm for cars
The =iim selection of five famillar (reversible) tracks is
imelevant — they are merely conduits for accessing the
latest virtual showroom crealed by Polyphany's diigent
artists. And the hook is that, as the titie suggests, the
enly way you'll ever get to experience many of thesa
wehicles is through a DualShock2 (or GT Force wheel)
regardiess of how much money you may have

The structure follows that of GT3's Arcade mode
closely, with success in licences and races increasing
the choice of transport. New is the option of a pace car
which [s a great way of leaming circuit techniqua but it
does make licences even more disappointingly easy for
anyone but the most slementary player. It’s perfectly
possible to clear them all inside of one hour

The races do at least provida a longer challenge -
the masterful, siegant handing dynamic and Imposing
audio/visual quality retum - but you 0o wonder, even
with the reduced tarifi and the thrown in surprises,
whether for this pnce the concepl shouldn (=
realty still be offering a ltle more novel content _,.;-a

Around 100 models feature and while
focused on the exotic conceptual motor
show offerings such as the Toyota RSC rally
car (shown left behind pace car) and
Suzuki's GSX-R/4 (main}, new real-world
models have also made the cut (Focus RS,
Civic Type-R, stc). The charming Pod race
complete with wacky circuit (top left), one of
four extra bonus modes that provide the
right impetus to drive you through the game

Edge rating Six out of ten

GT Advance 2: Rally Racing

Format: Game Boy Advance  Publiber THQ  Developsc MTO Ine Price: €30 Release: Out now

equel to an early (and rather enjoyable) GBA
racing effort, GT Advance 2 focuses solely on the

world of rallying. Gone is the rewarding upgrading
aspect of the original to be replaced with a famiiiar
structure requiring you to powersiide through a 14-
round global championship in one of 15 licensed cars

The game's 42 stages throw up the predictable
vanety of road surfaces and weather alterations and the
functional visuals certainly promote a very heaithy sense
of pace. As with its predecessor, the handiing feels
hideous at first, particularty as thes fime most of the
navigation is executed sideways. But a littie
acchimatisation subsequently reveals the surprisingly
agreeabie quality of its character

GT Advance 2 may lack the technical aptitude of
kast month's V-Rally 3 but it is more immediate and,
crudially, can provide betier enjoyment at times
Having said that, it dossn't really offer anything
that hasn't been experienced before while also
managing to lose the funing slement that proved
fundamental in establishing the compediing nature
of the onginal GT Advar in this case =
of the onginal GT Advance. And in this case ‘,I_?

less is cerfainly not more =

Jumps feature prominently and they do add
g to the fun tient but there ian't
enough novelty here to warrant rushing to
your local videogame supplier. Should one
of your friends also be persuaded by the
game's immediacy, though, the competitive
twoplayer link-up option can improve things

Edge rating: Five out of ten
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Barbarian

Format: PS2 [reviewad), Xbox, GC

Pubiisher: Tius  Deveioper: Saffire

Price: £40 Falaaso: September Praviously in E108, E1(X

The multiplayer mode (main) offers support
for up to four combatants, and up to four
extra CPU grunts can be thrown into the
mix. The resulting action can prove messy.
As in Power Stone, players can grab parts
of the scenery and use them as cudgels
(right). Magical attacks (tar right) are easily
pulled off, and accompanied by a

predictable range of graphical effects

f, for some perverse reason, you wanied to show a
| friend what videogames used to be all about, show
them Lhis. It's all there: fizzing magical spells, axe biad
the size of dustbin lids, and cardboard cut-out heroes

and heroines sel against a story ripped straight out ol
below-par 1980s 'DAD" module

Behind this cichéd frippery sits a solid fusion of
Power Stone and Soul Calibur. Capcom's influence
sees players able to pick up and throw opponents
rocks and even stone pilars, while Namco devotees v

feal immediately at home with the game’s edged
weapons and tap-tap combos. However, developer
Saffire hasn't stopped there — in fact you can aimost
magmne iis designers throwing extra eisments Into the
mix not for the sake of balance or gamepiay value but
simply because they could. S0 you also get magical
projectiies, the ability to monkey swing and bonus
points that can be spent to upgrade fighters

Barbanan's polish is without guestion - the
fighters and mary of the multi-layared environments
look just greal - but as a game it's alot less

sophis! d than it thinks it is. it's hotiow,

simple fun. Just how

adeogames used 1o be

Six out of ¢

Hunter: The Reckoning

Format: Xbox  Pubiisher:

play Uewsiopsr: High g

Frow: €45  Aaizass: Out now

hen the predominant colour Is brown, you know

what to expect —a grim action adventurs.
Hunter is very brown. You could moot it asa 3D
iteration of the crowd-control mayhem of Gauntied,
overiaid with the schiock-fusied hommor of Biohazard
There's mergy here, however, batwean these or
any.other high-concegpt pitches, only clash, To its credit,
and Irom a creative perspactive, It doesn’t wallow lazily
ant use of aural and

in its own gore, but makes dex
visual detall to create an atmosphere of dread

Any success unnarving the player, however, is
1 muddied
combat. Attacks are distributed by making good use of
D analogue sticks in a move-and-shoo!
mearung that Hunter is often a pisasurable finng range

removed by, ironically, fraying their nenves

e

of unrelenting gunplay when engaging the enemy from
a distance. But try using a bladed mélee weapon to
fight up close, or sigh your way through the dull boss
battles and it becomes frustrating. Multiplayer mode is
overpopulated to the point of redundancy — it tums the
hattiefield into a fiasco of bodies and vanishing energy
bars. When the desgn is this inconsistant,

there's such a thing as foo much action

r—

Four out of ten

ge rating.

D98

J tn Coatiaye

While the visuals are detailed, they will
often go unapp i in the singlepl
campaign as the game is far more digesti
when played with the camera zoomed
completely out. Mt . however, is
consistently frustrating regardiess of how
the proceedings are viewed




Pinball of the Dead

Farmal: Game Boy Advance  Publisher THQ D  Wow Ei t Prce:$30 (£20) Feleass: Out new (US), TBC (UK)

0 Sega’s light-gun vilains skip to another format,
and into another genve. Three themed tebies
make up the playfields of Pinball of the Dead” stone and
mysticism in the tightly packed Wondering, rail-based

scence frolics in Movement, and shilock homor in
Cametery. The objective is 10 score highly by lsarning
Ihe angles and rules of each; beyond that. sequences
of shots lead to special bosses. All expected.

But not all good. Pinball purists won't enjoy the
ponga lines of zombles roaming the tables, while those
who prefer gentle action akin to Pokémaon Finball wil
thslike PotD's harsh gravity and unforgiving alleys.
There's also the fractured nature of sach table, which
fesembles the earty Game Boy titie Revenge of the
Eator, spiit into vertically aligned sets of fippers. While it
provides a comfort zone when you're in the top section,
there's fittle opportunity to play graceful arcing shots or
piatch the ball career directly up the whole table

But the intncacy has its cham: there's much to do.
=hways a driving force above standard score attack. It's
250 beautiful and, despite the cunous blend of realiam
and fantasy, competent. Which begs the e
question: where can the zombies go from here? 5,?%

Edige rating:

Tour de France

Format: PS2 (reviewed), Xbox  Publisher K L per In-h Pres B40  Rsiease Out now

Each table gives bonuses for specific
sequences of shots, detailed in the
extensive tutorials. The aim Is to
sequentially defeat each of the six boss
creatures, tiny gruesome sprites that
wander round thelr own empty tables and
beg for steel-ball destruction

Prnvously in E109

-.m:m.nll'ullmu

Four de France looks good encugh,
sarticularly the riders themselves. But the
sumber of competitors onscreen at once is
imited by the polygon count, a casa of
graphical ambition impinging on enjoyment

he pramise feels ike an exerciss in game design;
T take an untested concept in modern gaming, and
try and turm it into an experience so solid it teels like
cything racers have always been around, Withirn those
parameters It's a success, The strategic, paced Track
n’ Field button-pressing simuiating the pedaliing never
feels unnatural, and the str

Ciure conts verything
< Stan,

Arcade mode, Career mode, twoplayer versus, All fing

you'd expect in a vanilla racng game; Qus

N theory, then, and so it comes down to the exacution
Stearing is twitchy and crashes are Bbit in subtiety,
nearly always favouring opponents. There are only two
riders in races in twoplayer mode., which makes the
option so crude it's near-redundant, and the numbser of
bikes onscraen in singleplayer Is also Imited, Than

thera’s the brevity of the Tour itself, which will disappoint

those trying to ive the yellow jersey dream. Gliding
down a hill and braking just encu

on the bend, tming

bursts from the fiuorescent slipstream, finishing a ra
exhausted and a fraction of a second in front: all these

things work. Bul there are just too many things in

Tour de France's paper-thin dynamic that don't f-’}"__‘f
and that's why it can't be recommended L=

Edge rating: Four out of ten
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Freekstyle

Format: PS2 (reviewed), GC  Publizher: Electronic Ants  Dovolopor: In-house  Frice: €40 Reisase: August 2 (P52), September 6 (GC)

hera's a cartain sense of familiarity hera; after SS
T on snowmobiies comes SSX on motorpikes but,
despite the sense of déa v, Freekstyle falls
consderably short of the standards st by its arclic
etype. It does have moments of sheer and utter
abandaon, and an unfettersd sense of speed and enart

22580

gives way to a visceral sense of enjoyment - in spite of
twitchy digital handiing, imitating US teen rock, and
rudimentary Al. Chaining sequences of stunts to fil up
boost meter and pulling off spectacular manoeuvres 1
go into a hi-octane Freekstyls mode can be superb fur
But there's also a certaln amount of style over
substance here, and for every spontaneous thrill thers!
a correspondingly exasperating frustration. Fresishle’s
structure is slavishly bomowed from SSX, with the
magonty of tracks and ricers intially locked, but while
SSX offsat any consequent imtation through sublime
track design and intuitive handiing, Freekstyle’s forced
repetition exposas the weaknesses of its level design
and basic handiing mocdel - successive races over the
same coursea rapidly become chore-lika. Still, when the

There's no faulting the adrenaline-fuelled
thrills of Freekstyle, but problems of
structure and presentation resuitin a
product that falls short of its illustrious
snowboarding predecessor, S8X. Still, in

spite of frisirations t e bs fniesaely nevitatls 'unlock all' codes are avallable, the i
enjoyable - despite a handling model that k- o e gl d %ﬁ
seems to glue your wheels to the track game's immediate thrills will no doubt prosper.

Edge rating: Six out of te

King of Fighters |

Frsrul, Game Boy Advance Pubiszner: Big Ben | )

Y ou're reviewing King of Fighters, and, after
sklpping through it on Viery Hard fer the nth time -
and admiring the gorgeous job the developer has done

with the graphics and sound, and wondering how its
mada the Al this lobotomised, the question appeans

o'l get something from it —thosa who've
been scared from the sares by its 'difficult’ hardcore-
favourite stance, for whorm this acts as the perfect
ntroduction to one of the purest fighting dynamics. its
like playing someone really stupid, but not fesling guilty
anout beating them over and over again because they
never sulk, and never get tired. But evertually you wil,
and that's when you have to move on.

swer to the question? Simple. You scome

the game commensurate with the entertainment it

So, the Sammy has done a good job of recreating
the graphical splendour of the Neo Geo
series in handheld form, but the fact that
you're fighting imbecilic big sprites doesn
change how disappointingly dumb they ar

provides, and King of Fighters £X is a disappointment
greater challenge than Guilty Gear X

ST prettier, p! ..~:
gaining a fractionally higher score. Four, then i

providas a few more options and is |

Edge rating: Four out of ten

100



Created at the dawn of home computing — when even 90-fo
high camels were a bit unusual - Jeff Minter's most fondly
remembered games brought a touch of humour to the scen
Edge goes to Wales in search of its llama-loving creator

Cmgriad It Commodions 64

Puiisher L
Deeroedoge: Joif Minder
O UK

Ciriginal retease date. 1983
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ny knowledgeable fan of the ‘Star

Wars' films will tell you that the

mighty science fiction saga has
\Inspired its fair share of bizarre culttiral
artefacts. Some are close homages, some
are parodies and others are more laterally
stimulated by some aspect of George
Lucas” mythos. Surely one of the most
surreal axamples falls into this latter
category and appeared almost 20 years
of the Mutant Camels.

AMC was released in 1983 for the old
beige warhorse, the 8bit Commodore 64.
It was produced by Jeff Minter, known to
his friends, colleagues and fans as ‘the Yak’

| of 49 Mount Pleasant, Tadley, England, Fans
knew this was his address because it was

printed. endearingly. on the reverse of every

‘copy of the AMC cassette box and was the
epicentre of the mighty Liamasoft Software
glves you the impression it prabably was
just that: & house).

Minter had been inspired to create

. version of The Empire Strikes Back,
 That game was a console-based take

on the famous AT-AT attack sequence
from the second film in the original
space fantasy trilogy, The review in

' question described the Walkars as “giant

mechanical camels.”

“And that just got me thinking about
giant camels in general,” says Mintar,
“Normal camels aren’t that big, and so
if they weren't 1o be robot cameis then
they must needs be mutant camels.

And thus was bom a very silly game
sequence indeed.”

Minter had learned game programming

~at a time when there wasn'{t really any

commercial application for it, in arder 1o

~amuse his mates at college. It was a couple

of years later, while recovering from a

.mmmmmmwm
- sell some games,

EDGE M1

hmmammwmm
explains. *l also had an A-level in English,
%fmwaslﬁndafanaddcnmbmamn

think | enjoyed programming so much
because it embodies both the logical o
w&hdmemﬂd&ﬁmw'
the ability to create whatever the hell you

fike from the artistic side of things.”

mwmm oﬁen
psychedelic visuals, Minter claims litthe in
the way of artistic prowess: "l was never
goodm#:atclawirnpigmm
animation or anything like that. | guess n
Wlmwwm
mufmum‘ttiawywmrralmu
up algorithmically.”
mmwmedywmm
pilot your tiny but highly (wel, moderately at
wmjmwmm
nunlling motntainous alien landst
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and against 80-foot high, neutronium- why the planet movement is just a chunk-
shielded, laser-spitting death camels. rez character scroll,” says Minter of the
Repeated blasts from your laser gun would production process. “And | couldn't do re
result in the weakening of the mutant ‘Defender-movement’ of the ship to save
camels' shields (in other words they my fife, which is why it behaves so
changed colour) and their eventual anomalously if you reverse repeatedly.”
explosive destruction. Obliteration of all the
camels would result in a heart-stopping Different strokes
‘trans-sector hyperwarp' sequence requiring Anather problem Minter encountered
you to dodge speeding rockets until such resided in the differences between the US
time as your ‘trans-spatial warp field’ and UK versions of the Commodore 64
engaged. You'd then have to battle another camputer. “I had only just got one of the
legion of more aggressive mutant camels. first C64s in the country and it was a US
and so on. The whole retina-biistering import model.” he says. “Some things
expenence was kind of like Defender behaved differently on the US model... so|
reimagined by Terry Gilliam. the game, when played on a UK machine,

“I hadn’t yet got to gnps with raster had some flaws. .. if | remember correctly
interrupts and the scroll registers, which is the camels” arses would fall off at the

of the screen - the camels were made o
of two sprites bolted together.”
Minter's oeuvre inciudes many

with bizarre plots featuring sheep, came
and llamas but he has also created a
number of productions where 'ruminants’
generic term for our cud-chewing friends|
were nol the primary concemn. In fact, he
temporarily shelved work on AMC to
praduce a conversion of his classic
Gridrunner, a kinetic, compulsive and
extremely difficult shooter owing a big

to Centipede. By the time Minter began
work on the more sophisticated sequel t
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AMC, entitled Revenge of the Mutant
Cameils, he'd become both much happier
with the wiles of the C64 and much more
comfortable with the idea of working on
games that were entirely his own design.

“I never really got properly to grips with
the C64 until Revenge of the Mutant
Camels,” explains Minter, "by which time |
could at least draw a better came! and use
the scroll registers.”

Revenge of the Mutant Camels reflected
Minter’s love of the humped ungulates by
placing you in control of a fugitive mutant
camel trying to evade its alien masters from
the first game, the evil Zzyaxians. It was a
much more elegant game than its
predecessor and featured far more in terms
of surreal imagery. Playing it again
nowadays is like laking a tnp through the
cultural landscape of the early "80s, replete
with red telephone boxes and CND badges,

“I think games take

imb

and when you die, what sounds
extraordinarily like the theme tune to

"80s TV sci-fi series, ‘Battlestar Galachca'.
And that's not even to mention the
amusing postmodem schtick of having to
fight bath the original spaceship from
AMC and an actual enemy character
bearing the awesomely self-referential
moniker, ‘Manic Minter'.

Loyal fanbase
Following the demise of the original
Liamasoft, in the mid-'90s Minter created
Tempest 2000, a reinvention of the arcade
classic, Tempest. For many, Minter's new
version proved to be the only justification
for owning an Atari Jaguar console. In fact,
Minter has maintained a loyal fanbase
throughout the period of the original
Llamasoft and his subsequent endeavours,
and, as the numerous amounts of Net-
based cheerleading testify, many of these
fans are evidently thrilled to bits with
Minter's latest project, namely the recently
launched gnullamasoft,

“I'm hoping to carve out enough of
a niche doing games for PocketPC and
PC and distributing them online,”
Minter says. “Thus far it is going okay,
although | really need PPC sales to pick
up if | am going to continue supporting
that platform,”

=

Interestingly Minter is critical of the
somewhat anonymous nature of much
contemporary game design, “You should
be able to tell who created a game just by
looking at it - something that is extremely
rare these days. That's what | tried to do
with Llamasoft back in the old days, and
that's what I'm trying to do again with
gnullamasoft.”

And what about the feeling that many
games are about as humorous as a
‘Newsnight' profile of Bill Gates?

“I think a lot of games take themselves
too seriously. Games should be fun and
ideally imbued with some kind of humour,”
he explains, “A game should make you
laugh once in a while, as well as being
satisfying to play.”

Reassuringly, Minter, now based in rural
ales with a menagerie of animals,
beloved sheep, doesn't rule

. Games should

out further appearances by the mutant
camels. Although for those Edge readers
wondering about the roots of his obsession
with cud-chewing, hump-possessing
mammals, he provides the following,
vaguely unsettling explanation:

“| don't know where it comes from, only
that | found camels to be attractive, for
some reason,” he says. “Likewise llamas,
And sheep, and goats, and a lot of
ungulates come to think of it."

And the philosophy behind Atiack of the
Mutant Camels and Minter’s subsequent
work? He explains, “Basically all | have ever
done is make the games that | really want to
play, and I'm just happy if enough other
people want to play them as well to
keep me in sheep food and curmry,”
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Minter says that nowadays the camels look like
“two men in a suit.” Although

with addictive gameplay and abstract imagery
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Examining gaming history from Edge’s perspective, five years ago this month

Destiny, mystery, a
EDG E il

Blade Runner

writing skills™ was given some weight re's musical tribute Quesen: The Eye ("Whether

the article on Sony's rise to dominance, which referred Destination will be :

He 10 marry
Mystery? The lack paying homage to Queen and pr

any gamer can appreciate, whether thay mourn the

3 of Freddie or nol, remains to be see

on Saga

will be received in the wast”). if only

mutations crested ir

the worid's gene he row cistant past.”
A, and you thought thay were just whiny tanboye

1. Seta's N64 modem cart,
designed for board game
Moarita Shiogl 2. The
opening spread for Edge's
Panzer Dragoon Saga
coverage 3. Sir Clive makes
an appearance in "'Where
are they now?' 4, Masaya
Matsuura, wondering how
Edge managed to misspell
PaRappa . Jovovich looks
better in ‘Resident Evil

6. SF EX Plus Alpha; a new
standard in obluse naming

ne industry's favourite

jac Management, rer

ryaan This month, John

lving a package from

It's the '80s and my first week in the new job,
where | am supposed to convert the experience of
reviewing 20 games per week for over two years into
commissioning decisions for Mirmorsoft.

There's a jiffy bag on my desk. From Moscow. |
boot a wind-up PC and load it up. There's a box on
the screen and shapes each made up of four cubes
are falling into it. it's called Tetris. | get excited,
“We've all been playing it until 2am — but no ane In
Sales and Marketing likes it,” says Pete Jones (now
at Argonaut, later to write the Z80 versions for me).

106 EDGE 113

difficult to predict how

Tetris — arguably the perfect minimalist game.
It has pace, drama, simplicity, complexity, elegance,
it can enter your dreams; yet with all this, it came
from the mind of a single person, Alexey Pajitnov.
Well, books have been written about what
happened next - but that same spark of
excitement, the dawning realisation that you
couid be looking at gaming history when you see
something really special for the first time, (and
then getting them to sign as a client) is what 5'_:5-
kesps me in the business. L=
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artist, Zoonami

nless you've been paying attention; you

won't have heard of Zoonami. That's the

way the developer likes it. However, its
mission is to create “the finest game.”

What was the first videogame you played?
Pang. The funny thing about it was | didn’t think
much about it. | was more impressed by the
Intellivision case. |'m ashamed, but it is true,

What was the first computer/games machine
you owned?

Atari 2600. SX | think. | had Tank Pong and
Defender. Defender | played to death. Also it had
a picture of a girl in a tight stripy t-shirt on the
cover, so Defender got played first. But In the
actual game she was reducad 1o a single pixel.

What was the first thing you ever created fora
computer or conscle?

A proposal for ‘Saturday Superstare’, it was a
competition to design your own game. The prize
was a visit to some Mastertronic compary, And |
submitted a 20-page design document. They
disqualified me because you were only suppossd
to use one page. But the show felt sorry for me,
so they sent my design to the company. And they
used my character design, which was done in
pixels and everything so it was easy to lit. The
end result was that the main character in Agent X
for the Spectrum was designed by me, when |
was 11. They may have thought they were doing
me a favour bul in truth | was heartbroken,

What was your first job in the industry, and
what was the first thing you ever designed?
Rare. A crate, which | did badky.

How many hours a week do you actually
spend playing games?
About 15.

What's your favourite book, album, and film of
all time?

| can't put things in a hierarchy or a top ten,
really. 'l mention ‘The Irnvisibles' by Grant
Marrison. ‘Superman: The Movie'. Not a literary
favourite, but the build-up is excellent, although
the ending is tosh. Seeing him grow up and
catch a helicopter and save Lois Lane is great for
a kid. | could say ‘Raiders of the Lost Ark'
because that was the first film | saw in a cinema
just with me and my dad.

Which Website do you most regularly visit?
Probably something boring actually. Probably the
BEC. No, www.zocnami.com, surely.

What game would you most like to have
worked on?

... Long pause ... That is a tough one. | don't
know. Maybe Agent X. To carry the grudge.

Of all the games you've been involved in in
the past, what's your favourite, and why?

The experience of coming out of art school, and
nat knowing miuch about games and the industry
and getting expert tutoring and guidance. That’s
something that really transformed what | was
capable of and built a lot of confidence. | really
enjoyed working on Conker. When we were
waorking on the Dunkirk scene, the 'Saving
Private Ryan' spoaf, | had to work for one week
listening to the sounds of gun fire, screaming and
shouting. That was pretty disturbing.

“] think games need to come down in price. | think they’ll go
mainstream once they have the kind of price a DVD has”

What's your favourite game ever, and why?
Probably Elite on the Atan ST, because it's the
game that | played the longest and | found it
the most escapist. It had a lot of depth, Your
imagination filed in the gaps. And there were a
lot of gaps.

What was the last game you played, and what
did you think of it?

QOcarnna of Time. Yesterday, It's smaller than |
remembered. It seems to shrink the maore | play it.
It atways seemed expansive and epic, and now
I'm starting to really know my way around. The
creatures that populate the game are brilliant.

What stage is your current project at?
The secretive stage.

Which aspect of it do you think will impress
players the most?
The secret aspect.

What do you enjoy most about working in the
videogame industry?

| think: the notion that videogames are capable of
producing some of the strongest human
emotions, in a much more powerful way than film
or any other medium. Once videogames develop
fully thal promise will be realised. Also everything

is constantly improving and that is exciting. Also
knowing all the time you're making something
that nobody has ever seen before. You can see
gaps in the market and move to fill them. | think
you can predict a year or two ahead what
entertainment is going to be. Fesling you're part
of the now of human experience rather than not,
you're actually part of creating the future.
Because the period is so long, you spend years
ona game you have to have your mind set on
producing something really new. It's a chalienge
because the closer you get to orginality, the
harder it is to judge its quality.

What disappoints you about the industry?
The price of games. It's a bit disappointing. By at
least £10. | feel sorry for the mom or dad who
pays £45 for a substandard game.

Whose work do you most admire?
Easily Shigeru Miyamoto and the artists at NCL.

How do you see the evolution of the current
gaming platforms?

| think games need to come down in price. | think
they'll go mainstream once they have the kind of
price a OVD has.

Videogames: Art of Entertainment? (Discuss)
They're not art and never will be art. For two
reasonably incontrovertible reasons. One, they
are not created solely by artists. And two, they
are not shown in galleries. Also a game would
have to be created with the intention of being art.
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I'm writing after reading the letter you
published by Malcom Rolio (E111). 1 fully
understand his fealing underwheimed with current
games and this |ssue, along with retrogaming is
ona that crops up more frequently. My story is that
I'm oid enough to remember when Pong first
appeared at home. My father bought it and it was
black and white with two white fines and a square
ball. it blew me away, It was the first time | ever
had a chance o do something other than just
watch a TV. Then a well off friend got it in colour, it
was briliant. A few years later my dad bought an
Acorn Electron, after 20 minutes or so (if you were
lucky) you could play games with sprites. A while
after that when | had left home | bought an NES
with Mario Bros, the game was pure magic and I'd
never feit so excited since that first machine. Then
followed a Mega Drive, the graphics in Sonic were
completely mindblowing, so vibrant because it was
new and different.

Other games followed, Desert Strike, John
Madden then Flashback, a game whers the.
character looked so ifeiike. | moved from a Mega
Drive to Amiga 1200 where | experenced the oys
of Sensible Soccer and Championship Manager.
Even now with games such as Pro Evolution
Soccer, no football game has made the impact of
Sensi's game,

Many other games in this time have been
special. This long winded point is your first games
are like your first kiss or losing your virginity, it's
always special. Now | own PS2, Xbox and
GameCube and with all the games ['ve played on
these systems it gets harder for games to make
me feel like that. Crazy Tax/ on the Dreamcast and

. Virtua Tennis are two recant games ke that, with

Halo being the only one ol the cument releases
able to achieve what many games can't. | love
Project Gotham, but it's an evolution from MSR
and | fesl that many games are fike this. Monkay
Ball smacks you in the face, Wave Race doesn't.
Games are now evolving and revolutionary games
are few and far between. This doesn't make them

bad, but if you don't accept this you will always be

Letters, Edge, 30 Monmouth Street, Bath BA1 2BW
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dissapointed. Just enjoy good games and as long
as generally they improve then that is the best we
can ask for.

Dave Ponsford

Malcolm Rollo made & very interesting
point in E111, regarding his personal struggle to
enjoy games as much &s he once did, | am
currantly encouritering the same problem, but |
believe that it may have something to do with
playing one game.

My gaming befors Deus Ex appeared mostly
involved firstperson shooters, That was because |
liked the realistic, 3D graphics that these games
displayed. This may seem rather shallow, but a
game with unrealistic graphics is a non-starter
where | am concemned. | have played a large
number of FPS games since Doom was released In
1993, but only a few have generated the kind of
atmosphere that really made me want to play.
Examples of this level of gaming include Terminator
Future Shock, Unreal (the first ning levels), and
Half-Life (not including the last four levels). Then
Deus Ex was released. and my PC gaming was
transformed.

Purchasing Deus £x wasn't an automatic
only difficulties associated with this are the number
and strength of the enemies concerned. However,
Deus Ex was an RPG. This was a game that
required far more in the way of tactical decisions.
Should | fight my way through, or take a more
stealthy approach? Should | waste a couple of
lockpicks on this storeroom door, or save them for
later on? Finally, | decided to take tha plunge.
Maybe | was just ready for something a little more
challenging than mindless shooting, What | found
was a revelation. Deus £x was huge, it was
delailed, it was exciting... every positive aspecl of
gaming rolled into one neat package. Simply put, it
was the best PC game that | have ever played.

And this is where the problems started. Every
game that | have played since has been compared

to Deus Ex, and every one has lalled to even
approach the level of detail and gameplay
complexity of this majestic piece of software. In
short, my level of expectation has increased. | war
something more than just shooting my way to the
end of a game, | want to be Involved in a story the
twists and turns frequently, so that I'm not sure
what's coming next. | want to be able to apply res
world thinking In the game, and then execute

the solution with realistic results. In short, | want
Deus Ex Il

Chris Low

| found myself agreeing with Malcolm
Rollo's comments in his recant letter, in E111. As .
long-time player, | too am becoming bored of
gaming. Like Malcolm, 've tried to explain my lack
of Interest but it proves hard to quantify. Perhaps
the race for more impressive graphics at the
expense of gameplay has left me feeling cold; |
simply find garmes lack a hook to make me Invest
money and mons importantly, my precious time,

Halo is a superb game, but ona game doas no
Justify a £200 console. And what do you do once
you've played Halo, what else is there on Xbox th:
| haven't played before (albelt with less flashy
graphics)? And what can | say about the PC? Afte
the bug-ridden messes that were Black & White
and Operation Flashpoint, or the manotony of
Aliled! Assault, where do | go next?

Gaming is a major investment of player time; a
a 28-year-old adult there are many competing
demands for my time, outside of work. | simply
don't find myself playing games as | used to, Why
should | play games? Where Is the reward
(satisfaction?), where is tha hook?

Have | too, grown out of games, or has the
industry just falled to captivate me with round afte
round of clichéd, genre-propping games that fail |
interest me? | want interesting stories with great
characters. | want exciting and demanding
gameplay, So many games focus on killing and
death, personally | am finding these games boring
Is this the best the indusfry can come up with?

“Have | too, grown out of games, or has the industry
just failed to captivate me with round after round of
clichéd, genre-propping games that fail to interest me?”
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The Lionhead interview in E111 was interesting, at

last someone with some unusual, great ideas that
may bring me back 10 gaming.

Rob Cole

Over the past six years that | have
purchaseo Edge. mysall and countless ather
readers scores a bit severe
But | always find myself quoting your review scores
as the benchmark y

e found your re

! Just recently | gave in and
soft and bougist an Xbox. |
feal guiity every | 00K al my Japanese moooed

it last November. And no I'm not

soid my soul 1o Micr

GameCube boug
ging up on the Cube. Nine import games on my
shealf and plenty more on the horizon.

The reason | bought a dirtbox? | just had to
have Halo. '10/10 Edge Magazine.' says the TV
ad. A review in E105 that told you naff all about the
game but wished you lo buy it. Well | bought it. Am
| disappointed? No. Is it worth the purchase of a
dirtbox? Wall | be dn't 17 Is it perfect?
No. 10/10 as says implies that the
aan YOUr review says.

This game perfe

on who feit the later levels a
that this game 15 based on
(however loosely) a novel, But haven't we seen
these mutated allen beasts before? And those
bloody face huggers. Snore. Couldn't they have
given us something more. And what happened to
the marines? On later levels they just disappear
when you need them moest 1o quite terally help
hold back the flood. This game is not perfect

uid have given us a step up in
Not these virus-ridden zombies
outsmart you. A penect
try and kesp a band of
fth you at all imes. Tha amount

Am | the only p

tad repetitive? | be

marines alve anc
af times | have stood next to a dead soidier or
downed lifeboat with full health bar and medikits at
my feet and tried to will my men to partake in the
life on offer, just to have them stand around waiting
fo die. | want to keep them alive but will they help
me, or themselves? Will they fak.

Nigel Powley wrongly believes ‘ten out of ten'
means perfection. And he isn’'t too fond of some
of the repetition in Halo. Tetris, too, Is repetitive...

A perfect Halo would have allowed you to do
this. Sacrfice your health and save your men to
fight another battle. If a soldier dies in combal he
dies, but at least give him the oppontunity to turn
down much needed health when avallable, Minor
niggles? Maybe. But a perfect game should have
no niggles at all. Should not elicit sighs of
disappointrment as you enter the next level to be
conirontad by a million more deformed foes. It also
would have been nice to have some good old
Perfect Dark stats to check back on at will

Il say it again, this game ig not parfect. And for
nce | can say that Edge has overrated a game
Perhaps Halo 2. | just hope it isn't going to
be Return of the Flood. Halo 9/10, there’s still room
for improvemant.

Nigel Powley

Black & White is a miror, out it eflects the
vanity of its producer rather than any hidden truth
about its user. Mare GUI than game, there are

doc plications. Some

uments, out n ly polato

are in

The addition of a 102-key keyboard does not
ntrol 8 camera which both distracts and
s from the action. if | am a god than where

is my grace?

With no persona to adopt but a lifeless hand |
am expected to explore a space limited only by the
scope of my own imagination. Yet, its beauty is not
igh to compensate for a lack of drama. Where
ing essentially non-
linear? If it is a simulation then | shoulkd start off

wen | should feel

anoL

villager in the distance and on
anough to fiy over to it and continue o track as he
climbed the hills for wood. It should be more of a
puzzle to tell what the villagers want. Give me twa
creatures and one could care and the other attack
| would then have to worry about keeping them
apart. | shouldn't require worship. | would start with

a reservoir of power from which | could

axpernme wd this would recharge at a gradually
diminishing rate. Eventually | would realise that |
needed to inspire and delegate in order to boost
my recavery rate. | would galn the miracies of a
defeated god and could then teach the village to
build fishing bos

Fifteen minutes after | recalve my cow | should

understand its volition and fest my actions have

nfienced it. A few differently infliec
not enough. It shot LU

he island conflict would start when

to wander off. Biack & White would cor
have it mest a creature belonging to another god. |
would hear them talk and have the chance to go
after it with the leash before there was any
premature bloodshad.

| have yet lo play a game that is truly next-gen,
and tired of the axpanments. | fesl impotent rather

than
Siddhartha Guatama

immersed
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i article in E109

wdeogames being taken serous media

There Is, however, one thing that bothers me when
the ‘gaming as art’ debate crops up. It appears
that most advocates of the medium as an an form
would simply like the gaming industry to be more
like Hollywood. While this kind of acceptance
would undoubtedly be good for the industry in a
financial sense, | fear that the artistic side of games
would actually suffer were this to happen

ook at some of the

You only need to take
it of Hollywood these days to see

what | mean; films as "The Mummy Returns
and "X-Men' are just glant cial eff

sad with the sole intention of

advertisernants, rel¢
ralkang i cash for the studio. Hollywood was never
raally about art. It is, and always has been, aboul
money. While the games industry is slowly going
dawn this route (and [n this sense, there was more
artistic merit in gaming during the days of the
Spectrum, when most games were created by ane
man alone In his room), | feel that the videogame

“Fifteen minutes after | receive my cow | should understand
its volition and feel my actions have influenced it. A few
differently inflected moos are not enough. It should talk”

ha

~d




ndustry should remain slightly underground — can
you Imagine Jonathan Ross reviewing games (“the
gwaphics are twuly lush, with no dishemable dwop
in twamerate...”), or a gaming Oscars ceramany,
with Shigeru Miyamoto wearing an expensive
designer suit and crying uncontrollably as he
recelves his award?

Games are an art form, yes, but if the industry
wers 10 go down the Hollywood route, then the
gaming public would most likely suffer as a result.
Not every film that comes out of Hollywood is
automatically a work of art, most are simply
created to make monay. For every "Gladiator’ or
*Saving Private Ryan', thare are ten "Star Wars:
Artack of Lucas' Beard' rip-offs. If gaming Is to
truly become an art form, the Industry should
concentrate more on the quality of the games it is
producing and less on money or what the
sensationalist tabloid press are saying.

Benjamin Manch

Looking at the pictures of Doom i I'm
sure my reaction was the same of many others,
that of jaw-dropping awe. But as games look more
and more like photos (or at least ke “The Spirits
Within'), you have to ask yourself why? What is the
point? As | remember when ‘The Spirts Within'
was released, one of the many criticisms a@imed at
it was that with this increased sense of realism, it
lost a lot of its soul. Another was if they looked as
good as they did why not use actors? There didn't
seem any reason for the (fantastic) effects other
than tact that the fiim came from a game, and
theretfore it Nneads computer animation.

If we refer this to games we ara skirting
dangerously towards the type of style thal was in

L

Mortal Kombat, Looking back at Mortal Kombat
and Street Fighter i find the style in the latter far
maoxe attraclive than the realism in the former:
Likewise looking at Soldier of Forfune Il and Tron
2.0 the retro-futuristic nature of Tron looks far more
interesting,

What I'm looking forward to is & time when
photorealism has been achieved and we can all

Unlike your typical 14-year-old, Gareth Bird shows
impeccable gaming taste and can genuinely claim
responsibility for increasing the sales of SMB

forget about it. A time like when after the
Renalssance, the Dalis and Plcassos will come out
of the woodwork and give us somathing interesting
to look at. I'm tired of real life. Give me somathing
new. UGA can ignore this letter.

Jason Scott

Regarding your prescreen of The
Lord of the Rings, the Two Towers (E112),
specifically the leader comment: “EA seeks to
banish memories of the disappointing cinematic
outing..."

Digappointing? In what way? Most people who
saw the lim, mysell included, were far from
disappointed. In fact, | didn't read a bad review of
the film In any publication that | saw (newspapers,
fim magazines, Internet reviews), nor did | speak to
anyone who was in any way disappointed. I'm an
active contributor to a number of movie
newsgroups, and only found very occasional
negative commants — on the whole it was hailed as
a huge success,

| also count myself as a fan of the tnlogy of
books; ance thought un-fimable, and was
delightad to see just how closely Peter Jackson
was able to keep his film to Tolkein's original vision

Your comments baffled me. Disappointing to
whom you do not say, | can only assume you are
referming to yourselves, in which case, you're
disappointed on your own. | suggest that in fulure
Edge does what it does so very well, and sticks to
covering computer entertalnmeant, and related
media. Leave the film reviews 1o people who know
what they are talking about, you clearly do not.
Ted Forsyth

Not so long ago, many people thought the word
was flat. You should know by now that Edge
doesn’t stavishly follow (wrong) opinion.

As for the movie, it featured hammy acting, a
stuttenng, incomprehensible narrative structura
and some fairly average special effects.

As an aside, since it's not important In
evaluating the film's cinamatic worth, it also

spectacularly falled to evoke the authenticity with
which Telkien created a fantasy medieval sociology

We'd like to leave the film reviews to people
who know what they're talking about, but
apparently there aran't many.

I regularly see peopie stating that 14-year-
old gamers all buy fanboy magazines, would rather
buy Same-as-Last-Year 2002 or Shoot-Shoot-
Loads-of-Blood-No-Substance 2. and listen to
trashy 'Nu-metal' bands

Well I'm 14, and | don't buy lanboy magazines,
| buy Edge. | hate to see people quoting
magazines which are obviously over rating. I'd
preler ico or Rez over Fifa 2002 or somathing like
Red Faction. | hate to see friends ignoring fco
because the boy looks stupid.

Al least I've convinced about five people to get
Super Monkay Ball (none were disappointad).

So anyway, the point is: before anyone goes
writing off teenagers as know-nothings, remember
there are a few who can defy the systemn.

Gareth Bird

Okay, I'm getting just a little bit wound up
now by the people who kesp writing in, moaning
that they can't identifty with the main character in
the game they're playing, because he's either a
different race/different gender/different sexual
preferance, elc.

I'm a 20-something white heterosexual male.
50 | guess | can ‘identify’ with mostly all of the
main player charcters. | don't, When | play as
Snaks | don't feel like that's me snapping
those necks and sculking around the ship, |
don't fee! like I'm Ryo collecting knick knacks
and solving a Scooby Doo mystery and certainky
don't see myself in Voldo's lsather suit kicking
the shinoia out of Tala. | just play the damn game.
| couldn’t care less if the main character was a
differant race, sex, etc. | just play the game

regardiess.
And enjoy It, unless it's by 3DO. f._;_
Adam Lockyer L]

“I suggest Edge sticks to covering computer entertainment
and related media. Leave the film reviews to people who
know what they are talking about, you clearly do not”



Republic fails to win over some of Edge’s forumites
while Jeff Minter is keen to port the fabulous T3K to
the GC - let's hope someone out there is listening

From the forum

A selection of choice cuts from Edge-Online's discussion outlet (www.futureforums.co.uk/edge/)
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Subjsct: Tempest 3000 for GameCube?

o)

oster: Kenshi

/as checking out some info about Tempest
3000 (a game | really want to play), and during my
Webhunting | came across a thread on
Jamasoft's Web forums,

On it, Jeff Mirter said that he would ove to do

=

3

a varsion for the GameCube if e publisher
asked him to do it

Sormne

HJn NS game Up Diease!

Supbect Stretching a franchise
Foster sordel
We've had Ma Ime, 3 gc" game,
g {soon to be

5, DUt the guestion remans as to
whan thess franchises reach ther natural slasiic
limits. Any takars for a Maro FPS along the lines
of Soicher of Fortune for 'body-part cantext

i and Peach? How
sompendum? A Lar

) in 8 karting o3

a, an RPG and thr

sansive attatks on Y

Poster: Shinji
Whera in the world is Samba de Amiga?

“Republic’s much-vaunted infinite polygon engine is all well
and good, but strategy gamers are happy with spreadsheets
and isometric grids for a reason — it runs on their machines”

EDGE
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E114 on sale August 12

Next month

(apologies for last month’s premature irrigation)
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