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ENTER THE FUTURE OF INTERACTIV E ENTE RTAINMENT 

r.::I oftware developers need figureheads, 
1:.1 Whether it's uonhead's Peter MoJyneu)(, 
Shiny Entertainment's Dave Perry. or, most 
famously, Ninlendo's Shigeru Mlyamoto. 
such individuals can become almost brands 
in themselves. In the same way a cinema­
goer will not pay to see a movie because 
it is distributed by Columbia or Paramount. 

knowledgeable videogamers do not care 

whether a potential purchase carries the 

branding of Infogrames or Electronic Arts. 
If Sid Meier's name is connected With the 
product, however, suddenly the spending 
senses being to tingle. 

Vu Suzuki is a name Sega regularly calls 
upon in order 10 give its software properties 
punCh. HiS legacy includes some of gaming's 
all·time greats. including OutRun, Virtu8 

Fighter and Virtua Racing, and the profile of 
his latest project. the outrageously ambitiOUS 
Ferrari F355 coin-op previewed on page 48, 
is no doubt expected to raise Sega's standing 
as the company faces a testing period. 

If Suzukj-san's moniker is familiar, though, 
the names Henk Rogers and ShlnJi Mlkame 
may not be, and yet both, In their own ways 
- Rogers with Tetfis and Mlkame-san with 
Resident EViI- have made huge Impacts on 
the videogame world. 80th have reputations 
built over years of InspiratIOn. Both chose to 
discuss their wor1c With Edge this month. 

Immersed in warped alien gameworlds or 
absorbed by the detail offered by the hottest 
driving game of the moment, It'S easy to 
undervalue the human element at wor1c 
behind the scenes. TO do so, however, Is 
to serve an injustice, which Is why Edge 
continues to recognise the flesh and blOOd 
whose influence over silicon makes 
videogaming the phenomenon It is . 
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C!lttigg Edg~ ~ . g~~n.~.e 
~utbJ ~ I:oge 

The latest news from the world of interactive entertainment 
cuttin.Cf~~ge 

SEGA FACES UP TO NEW CHALLENGE IN JAPAN 
With Dreamcast romancing hardcore garners overseas, Euro run-in is subject to increasing speculation 

06 <DO" 

aggresSNe mark.eung campa~ at !tie 

end 01 .Iune, synctuorllSing with me date 

of me ha!'dware price ~ 

lhe I:ey utIes prenlIere(! at the eYent 

were wwa SlTiJ:er 2 (developed by 

Genic), WtuaLOn2(See p31)andPrOtea 

Ares. wI\IC1'IlS DeIng crafted by the team 
~0Ie for the legendary P1lflnr.asy 

Star RPG senes. News regarding new 
tllies from sega Rally producer Tetsuya 

MlzugUCl1i (reputWly an action ~tJe and 

an !!PG) were expected, but sega 
remamed l.gtlt·lipped 

vow of silence 
sega also remained siIem c:oncE!I'IIII18 

ItIwre plans for Dreamcast DV!) 

~lIty, its plans for a ZOdrtve 

wtm tomega, and the release of a S6I( 

modem In the us, alttoogh fo/IowIIlg the 

conference ~ tlCcame dear that the 

company WlICM!!1tually release new 
mooems fry ~ and Europe, whose 

D!E!¥l1CaStS nwnv ~ WIth 36.6K 1nl$, 

Se,iI rompilny chiltrmiln O .... mil-Siln ilnd prtttdtnt Irimiljiri' Siln tn}oy tht 
cillm befort Iht slorm (left) al whill WIS iI key Hew a..lltn,e Conference 

Pr~ I tile Wl !tie W<f'I of 

recorooense was a COII1fOYOfSIaI saleS 

amclU'1Ce'1IeI1 one fIIIIIion Dreamcasts 

S/'IIj)PeO to date - a figuffl 0tSpUted by 

O he ~tcSt SCga New Challenge 

COnklrenco took place In Jur.e III 

Araake, T~ With me spectre of recem 

faifu'e$ cawrtg a somDre shadow CNeI 

proceedrtgs. DeS@:le<I botI1 as a six· 

month rou'lO-uPof tile ~~ 

to date and an er«*'Ig SI10wtase of 

iOrttIcorung proteCtS. sega struggled 

to genefate 0!)tfTI1Sm thar*s to the 

rKentty annour.ceo company losses 

r.'45bn, comoore<l to ¥35bn the Pfevil::J.JS 

yearl and the axJng of 1 ,r:m ~ 

• 

The most exciting event of the day was the 
introduction of Dreamcast Heat. a wor1dwide 

online gaming arena developed in conjunction 
with 5egaSOft's online game service, Heat 

-"'''' amouncementS ~ Dreamcast. AI 

!tie 100 of tne agenda was the retail pnce 

drOP (Tep()rted laSt moothl. foIowed t1t 
8 ~JIlgIy slim selection of new 
Ulles. S/ltlflrroe'S release was pushed 

b9c~ furtller. wom AUgust to OCtober 28-

OUt sega did promise 10 begin an 

5(Jfoe IhlrdDCIIIY deYeIopers. 

Pert\aps tne most excrung event 01 

the day was tne introduction of 

Dreamcast HeaL a WOI1dWide onIo'Ie 

pnII"I8 arena developed in conjUnctlon 

Wlttl segasoft's on lir.e game service. 

Heal a pet proteCt IOf S€ga's 

• 
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Highlights from Sega's next wave of titl es from the recent New Challenge Conference induded (by column, from left to right) Project Ares, an IIPG from 
the ttam behind the POtular Pllontosy Slot series; Bio-Hozord: Code Veronico, which is now shaping up impressively; Golf (working title) from Data East, 
a rathe r cynical clone 0 Nameo's Everybody's Golf featuring network play; Ecco til e Dolphin from Appaloosa; and Betserk, an action-adventure from ASCII 

marmgement for some lime, and a useful 

weapon in the IITlpendlMgcoosole wars 

If Sega is waiting until the next Tokyo 

Game Show to reveal Its biggest surpnses 

then it may just have blown its last chance 

for a captr.oe aooleflCe: SVOry is rumoured 

to have booked twice as mllCh booth 

space as last year to introduce the next­

geo€ratK'J(l P1ayStation, 5ega will need a 

si'-'er·liningof unprecedented shimness 

to CNefcome this oart cloud 

Development concerns 
Ck)ser to home, Edge has been spea~ing to 

a selection of c\eVeIopers currently woO': ng 

DREAMCAST USER PROFILE 

1'01111 "'" ~ 01 ono rniIion DrHm:;m. 

_ .. ...... sego_"'" """","",', rl\IIo1(M 

~op/'IICS.I\IWIIY ..-tintlg "'" """" tnallO 

per """ 01 ~ ... ~ t/'oe oonooIe «I wer<l t .... 
....-fIll: the O\tt!mt\, -. emoI 0< pmiI18 "'*'t, 
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Ugtrt.--s 277'lo IAlder T' 116" 
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on D-eamcast pr-QjeCtS, and a number of 

interesting factors have come to light. The 

first. and IXltentia lly most important, is the 

claim that Sega IS curre!lt/y offering cooers 

no omcial support for full-screen PAl{5rnzl 

solNliue, instead eOCOUraglflg them to do 

their best With regard to aspect ratiQ.ln 

effe;:;t this coold see marry earty Euro 

releases appearing with !)lack bofders ­

although Sega has a plan it is suggesung to 

cIeveiopers that. wherever ~bIe, their 

games should incll.lde a 60Hz optlOfl in 

software, ensuring that compatible TV sets 

will display full-screen. fuII·speed imagery. 

ACcord ing to an anorrymoos source, 

thTS IS not the CJOty IflStallCe of lack of 

developer suppOrt from Sega."They haven't 

told anyone. ~t alone us, how to support 

the nel'MXk yet, so there are no multlplayer 

networl:ed games except what's being 

dore in·house at Sega: Edge's cootact 

reported . ·As soon as they tell us how to 

make our gamo networI:cd. we'll 00 it' 

The same source went on to relate his 

understanding of the Euro machine's 336K 

modem - apparently it IS a 'software' un it 

which is very cheap to implement but 

consumes a sman amount of CPU cycles. 

The 56K mooem for the US market is 

believed to be a hardware model. 

Se Ra preside nt Shoichiro lrimajiri·s presentltion included enough stlts 
to keep I tte ndees scrltchinR their huds (top left), pillS new games (left) 

• 
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Oreamcast's Dream Passport 2 software is 10 be uPJraded after it was discoHn!d Ihat Internet standards such as 
QuickTime and Shockwave (ould nol be supported, The browser has no reslrlction on viewable (ontenl (lop rilhl) 

passport problems 
III other sega de'.oe1opmems, ~ has COI'lle 

to light that Imenlet Wgil1S seeking to 

Cruise the information superhighWay 

aboard a Oreamcast on september 23 

could be sorely disaPPOinted The Dream 

passport 2 software that will shiP with the 

o:oosoIe offers only limited fuoctionality 

compared to contemporary brCJNSerS 

from Net5Cape and MICrosoft Cruaal 

support for streall1lrlg media, QuriTime, 

SIIockw.Ne and dozens of other Internet 

standards have been omitted from the 

Oreamcast browser (programmed by 

ACCeSSI. sega claims that a more capable 

tIUrd ~eratk>n of the software is planned 

for 'sometime in early NXI. 

The browser's inadequacies are a 

serious flaw in an otherwise taudatlle 

plan. sega Europe's free Imernet deal 

'. : 
, - '-

.,;:.. 

'- , , 

Crucially, I Dreamcast keyboard 
will be Ivailable II launch - for £l0 

" 

with BT is no:JtIWIg rt not nmely. Wrttl 

QIxon's Freeserve and competnors such 

as Virgin,net alreaI1y appeasmg the 

general public, it would seem that sega 

could pore!1tlafly haVe laid a goIOen egg. 

While Dreamcast's £200 ~ poIIll 

may prCNe an attractrve proposlllon fOf 

consumers once looting at purchasing 

an 1M1C, the ted1noIogicallinmauons of 

sega's Web browser may leave marry 

Iluyers frustrated. c.1 the technologiCal 

battleground of the Web, secood best IS 

simply not goQI.I enough, Wlm kltemet 

tedIDologies matchlflg videogame 

developers in terms of competItJYeIleS 

Ironically, as Quict1lme, Apple's 

respected Inteml't muttmed"1a standard, 

errters a powerful fourth incarnation 

(complete wi\tI MP3 and VIOeo CO 

support), tts iMaC may lose sales to 

'-

"-

Oreamcast equipped Wlm a browser 

barely capal.lle of cIoNnloadmg audio, 

H()W(!Vef, compared to tile original oream 
Passport stupped with the Japanese 

iteration of Oreamcast, tile l.IJ)dated 

W!l'SIOIl 2 (due to ship mid-JUly in Japan) 

is a veritable lechl1Ological acrobat. T11at 

first rendering supported nothing more 

than basic HTML, GIFS and JPEGS. 

Edge has had the opportunity to surf 

the Net via oreamcast. and other than 

having to adjust 10 tile occasionally 

overlarge lext siZe, the experience is 

largely acceptable. However, certain 

expected facets of the Web. such 

as Microsoft's Hotmail service, were 

rendered unotltainable cue to Dream 

Passport's inatlility to accept cookies. 

SUrprisiflgty, the 64Ox4&:l televiSlOll­

mena~ resolution has linleaffea on the 

overall e)(perience of Web browsing, 

unsurprisingly, the technologica l 

limitations of oream passport do. 

Wim the right software, a Dreamcast 

could prove one of tile essential buys 

of 2IXXJ - and not only for the harc!core 

gamer, AImed wi\tlSUltable marl:ellng 

tactics, sega could find recrurts to its 

cause among those unwi lling to shell out 

for a f1,OCO iMac. But If ~ poorly supportS 

those new troops with inadequate arms 

such aspasspoft 2 then tile tide maylurn 

aga inst oreamcast - at least in the 

Imernet sector - for goOO. 

• 
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NINTENDO CLAIMS 64DD FAITH AS GAME BOY LINKS UP 
Pr~tracted and convoluted develOprne1lt periocl fails to quash big N'S peripheral VISion 

r:. espile seni()(.1fIsjde( clalffiS to the contrary (see E71), Nlmendo has anntlIJI'lCed 

I!I that it pl,ans to stup around 5OO,OCQ 6400 ""ItS In Japan, perhaps even as soon as 

C/VistJTlaS. With Pfesidem Hlrost\i vamauchi aop<Irent!y confi<1ent that aU W1ti be solO 

Furthem'IOre. the company is allegedly pIarvWIS to set up an aVie netwCrt IQ( 6400 

00MIerS 11 ~ Vonnlelow JapaneSe ccmpany ReCnIt The seMCe - tr(MS()l'lally 

tnown as Enternet - 'M)I.A(I offer doY.'IioadaIJIe games a'ICI aoo-QrlS 11 addIoon to some 

IOfm of muttiplayef g<wlllllg struCture. Oddly, an ~I ~ COI'T'IP<IrlY nameo SUrf 

communicatlOflS SQuuons haS been linked with lhe manufacture of a 64oo,compat,t>Ie 

ITIClOern to allow IJSefS access 10 Errtemet (Release of the pe~pheral and SI..Ipport for 

Entemet 0l/tSIde of JapaflIs not even a consicIeratlOfl, of course) 

NOne of this :;peaAaoon came up in a recent nteMeW WIth Howard UncoIn. 

1'1oWeYer. nsreaa, NQA'S Cf\aIrTIl3Il dlSOJSSed the recent S 11:11 dollar real WI1tIIBM and 

" I am convinced that our strategy of 
focusing on the N64 as a home entertainment­

based game product that connects 
to the TV is the right one" HOwartt 1..incX:*'I, NOA 

expanded a little on the I)illfUlerslllp wth MatSuSMa, expIall'W'lg that me company "Was 

called 10 I1eIp [Ntmeooot get ~ ffoo1 me ROM cartr'(lge rrodeI. we're i!)(CII00 atlOut 

IIleIr partJCJpa\JCl1 ln ~ us build aCOU1terfe~..proof~· NlnleMo is ho(lI'lg 10 

rr.a!o:;e ~ "financially unlea5!t>Ie- for pirates to manufacture ana sell Illegal IXl(lIlIl software. 

peripheral vision 
MOving back. 10 tOda'(S market. tila*l was keen 10 port!. out the contIn.Jlng success 
of the G<rne !lOt and lIS recent range 01 perVieratS. ~ -radicalleatures- -,.,ere 

on the way 10 I1crease the haJdlekrs tt.ncuonahty Indeed, YiWTIaI.JChI·san recently 

told Japanese repctters mat a Game BOy rn:IbIe ~ acIaptor was in I:IeYeIoPment 
It is tle l~ that IJSefS WIll De able to doWrIII:OO any one of NlfltenGO'S ga~tuan 

selection 01 Game BOy utles omo a flasll--RMI cartridge via a mobile, <Mudl will CCII'V"eCt 

to a dedicated Nlfltendo corrms netwOI1o:. united Internet ftn:tions are also understOOd 

to be WIthIn the UIlII'S capaI:lIlltles. {Barldai IS also prepanng a similar sysrern, entJtIed 

WIlOOerGate. for ItS I\anOheI(I v.tnlerSwan console. It plans to tm the ~ mare! 

some months before tneooo Ily Iatn:tq I1 Ia!e "99 ) 

Responding to aNliyStS' ClaIffiS that Nl/lteooo'S profItS 'M~ dip in Its next fInanoaj 

year, vamauclli·san remall)ed realisuc, ~ng that th iS was possit>le as lhe 

••• .. 
••• .. 
80th B,nd,I's WondtrSw'n ,nd HinHndo's 
c:;,rnt Boy h,wt Ht! conntdiwity in th. 
offin" ,Ithollgh th. big H will pitch billtst 

• 

--

The '400 may no! lend itself to conntdivity in the fnhion Nl nltndo 
origin.lly tnWlSioned, but the big H m.y yet offer Ht! (omp'tlbllity 

New strategies 
Lincoln also rnaoe reference to further 

eJ:I)I(:NtatlOfl of the hugely successlut 

POkOOlon range - a suateg( tI1at WIll 

ensure \lII1"IO'o9I' v.tHIII! ItS 64bn: fomIat 

prepares to entef ~ I'MlIgtrt years. 

After SEM!l'al months 01 relatMl 

OOrmancy, Nlllterx10 IS back PfomlSing a 
busy 2001 NOt OOIy Is the company 

clalfTllr'Ig 10 get ~ alla~ 6400 0LIt 

of the door (a rnc:r.<e to fly in the face of 

presst.Iffl from c:rJtJCS of Nlntendo's 

CCI1\IOkIted N64 message), tIIJt IIITlWt' 

even PfCMOe !he S\OfilgI:! device WIIIl a 

stable onllne seMCe. Game BOy 

diversification, ~ile, shows the 

company's eagerness to exploit the most 

successful and oorable fofmat 01 all tmE!, 

If aD thIS talk of ftx1ctJcI1afllY;nj 

CtJI'NeI'gI!I'l YoOOId seem to suggest 

Nintel1do is ITICI'VII18 ~ from games. 

tIlough, Lincoln ~ &Clamant that its 

Dolphin Wi ll nol become another multi· 

IlSe set-I~ pipedream:"1 (!ffl 

COOIirIced tI1at 0lJ' ~ 01 focusing 

Cl! the N64 as a I10me emenannem· 

based ganle product tI1at CXDleCtS to 

the TV IS the ngtIt one on WI1ich to ~ 

base tI1e coreol our future strateg')(" 't.5 

• 
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NEW PIPE PROMISES ONLlNE REVOLUTION 
Groundbreaking comms technology offers LAN-style performance in Internet gaming tests , -, 
~ ccorCh"8 10 Edge SCl,JI~ !tie onIine evciutJOn ....,1 

IAJ gall1 COIlSICIerabIe momerm.m WIth !he launCt'I r;j 

AOSlIate thrs st.nmer. a.rentIV on IJIaI 'oM BT 10 900 

lO"1O;)r'I hOmes. AOSl ~ 0IgJtaI SUbSCnber l.IIe) 

retr1OYE!S the need for the tIrn&--ConSUITW corM!f5iOn r;j 

<lata be~ digital and ar.a~ forms. 10 effect. ',001 PC 

speaks directly ro the servef wrtilout intefpretatOO, 

facilltatlllg.ln part, incredible speeds IOf Net access. 

Offering astOl1lshtngtv k:lw pings of three ,"laD 

co'lcfltlons, test lISEM'S tryM1g en Wreplay seMCe ha\Ie 

boasted lJ'IIt.Iafled performance on's liKe playing 0YeI' a l.AN 

- probably bettEtl,- saKI one user, YJith downIoad speeosr;j 

2MbIs and ~ r;j 128K1$ mooted. ItS speed could paw 

!he wat for a generaoonaf leap .., onIIOe game design. 

The m:;l5t Interestll'lg aspect of the connection $ mat It 

offefs a constant hr* to the "temet. LaIXICIl a game, or open 

a ~ Window, 8o'ld the resp:lflse IS near IIlStantaneOUS. 

AS tne weo IS, at best. a sjugglsh behermt/1, a cadle system 
WI~ no OOUbt be employed to speed up page traffic. 

BT is currently clenyIng I'ot\at IS bilkld as 'tile IY()ISt-Kept 

secret In the 1IlCIustry' OUmg a reo:nt pa~iamerltarY oebate, 

lan Bruoe, conservatM:! MP for SOOtt1 DorSet. reYealed to 

II'Ie HOUSe that teIec:o"mIl.nca co-npames are ~ 
I()I.tree I1tefI'Iet access. n.s. he daIITIed, WOlIi:l De ayallable 

-wtl\ln three mortths' AS he'd recentty attenCIed a dnIef for 

II'Ie TeleCOrm'U1lcatlonS ~ ASSOCiatIor'I- WIth \\tIIch 

he nas ClOSe toes - his ClallTlS appear 10 have firm gJ'OlIIlOIIlg, 

W1tn other companies OOgiMing to offer 'free' Internet 

access for limited periods - il'lCludll18 Localte18o'ld electronic 

AOSl hn the potenti.1 to .!low users to IVn m.ny 
online functions $lmull.neously .nd efficiently 

goods vendor 1erTllO. .... ~ tree off-oeak caDs the iI'1I:Ing 

of AOSl WIth t()II.lree access IS a ptedlCtable IT1OYe. 81 'Nil, 

naturalty, 'Nisl1 to &am a Stranglehold on the Internt't noustry. 

Edge sources have lIldiCated that BT wi ll offer AOSlat 

IallOdl for a flat-rate fee of £~ pef rmnth, allowing unimned 

access. Ooe problem_ f'lCIY.Iever, IS mat BT \edVIoIogy at 

exchanges throughout the auttry are not yet capab,e of 

SlJPIXIIlIIlg the standard BT ~ maIong changes. buI: a IaII"IcIl 

later thls year is lA'Iflkett 10 offer AOSlIO the entJre ccunry. 

The porenbaI of ADSL IS breathtakJ~ Fran Dr*1e 

broadcasti['€ - previously a gnm, pamtlJlly lIlaOequate 

expenence - to e-commerce, lIS rerM IS not restricted 10 

We/) browsing 8o'ld gamng, Edge woQ be IookIIlg at 

the potential of AOSL in IT'Ore cIetaIl next month. 

ART ON SHOW VIRGIN IN SLASH SHOCKER 

One of I dp'l "'!er tniel 
os I.!untnlr1g Computer AJ1$ 

l/vt', an ........ which kk;b 

all In I..CfIOOn for two dayS 

hm StptemIIer 1 ~ ...., 
_ 011 10 MInChes_ 

for __ JO.21 

n.._ .......... 
QIAI. '"*-...., IU\OnIIIS 

wItII key CIeS9'I f9.ns. piu!; 

,~ '"......,. IlI'OtILas 
011 test. ..-.cl ott... IIIemem$ _at ~ prO$.lIisO! 

www,CGmpytotr,rts.co.uk 

, /of DOoI:Io& 0IM1s. 
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PlayStation software prices finally drop In contrC1v'ersial move 

rn W'gIIl MegaSroreS' QeosrJn to gM! I'I3yStaOOn owners....tlat 1\ beheYes to be 

a:. '8 vef'( good reason to buy a fuII-pnce pne', ClJttIIlII the pnces r;j new titles 

such as 0ft\Jer and 5(}(J/ Reaver from £45 to £~ on their day of release. has beer1 met 

With dlsbehef t7t' reta llefs ar(l software publISherS atl~e V'lf8Jn's motives - to simply 

grve conSUrT'l&t'S a bener deal- are admllalJ1e, of coorse, but while otl1er cha instores 

Just one of si. 'special' £30 
tilles al VirgIn Melulores 

• 

are able to match ,ts lead, indepencleI1t 

ShOPS,IaCU'lg the buying power, 'Nil! suffer 

me emtenee r;j 5orT{s PIatnJm r,.-,ge 

~ partly J't'SPOnSIbIe for the pnce drop: many 

tOnStITIef'S now 8SlC g.YIIl' stOre staff how 

IOr'\i! 1\ WIll take for new IeIeases 10 be 

re-1SSOed in buaget form 

v\rgt'I's offer claimed to be for a limited 

pe!iOcl on~ but pllce rutting is Iolown 

to De a lOng-term imtlatiW, 

CUTTlNGS 

.... ..,. .... .... 
__ ..... ~ore.ncaton 

NWIIIFC""'s. .......... ...... -.... ~­
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.... prW;It 10 "9,900{[ IOOl mIy'_ 
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--~,*,-.dy 

"...1IekM IIw 3O,iXIO--pef--Iron 
nwt for IIw fnI !me in __ ~ ---Frfth !rem "'" bu)'Ilg S(lree, 

~ 1$ planning to ,~..omer 

1210..., ~ Ms o:mIirmed this \WI be 

used to tunCI M1IIeo- ocqulSibons. --SQIIn ... ......:uICed_Of_ 
of 1he ___ behinclltsRIW 

f&oU$y..- n .... iNtIn AIec 
IIIkIIoIn. _ ~ 00n0Id 

SUIherIIrd ..-.cl SteW iIuscerrj 
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Mk:f05O!t Ms lCQUire(l ~3CtOr, 
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$1<11 wI!I1 k/IoWIIIdge about gaming. n 
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In IJk"'II)Irt shWd 'Iisit ..-, 
P"'" __ nnet,co.,* or 
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(PRESCREEN 
EDGE PREMIERES INTERACTIVE ENTERTAINMENrS FRESH EST FACES 

The console market: look at the state of this 
NOW five years old, can anything stop the PlayStatlon1 

O hey call them the clog days of July. 
Bet~n TGS. EJ 300 EelS, developers 

shoold be workmg, ensunng that they hit 
ChriStmaS release schedules. Instead they're 
tw1dd l'ng their thumbs, complaming about Jar Jar 
Sinks, counting off the days until they fly out 10 
FJoroda on thell hols, and gossiping 3txxJI the biz. 

But if summer fioos the oevelopmeot 
CommuMy In a lal(j.t)ack mooa. July 1999 fillds 
the console market in an unsettled stale. Europe 
aOO America are JUSt twO months away from 
DreamcaSt'S launch and success is balanced on a 
knl'e edge. 5Ome1lrl1E!'S 1I looks as if sega's last 
gamble could pay otf. American pre-(lr(lers afe 
high, the European Internet strategy looks solid, 
and original games $lId1 11$ Tnet SryIe aoo Ready 2 
Rumble loot. lI11pi"essrve. Sut men news from 
~pan casts a darker sl'adow The console's price 
IS Slashed, more delays hit shoINtase title 
$heOOIUe. and software sales dlsapjXllrrt 

The SltuabOfl at Nlmel'lOO IS iII5I: as coolused 
Rare's bog three are guaranteed 10 be bog Ms 
wt\e!1 they fiMl~ ship' and games sud1 as Qtiate 11 

and ShadoWm8n woll perform. HOWI!Vef, it's hard 
10 see how the N64 is going to butt up Its InStalled 
base to hot the global target of 35 million. InStead, 

N ntendo seems 10 be relying on e~portlng the 
POkt!mon phenomenon outside of Asia and 
counting tile casll gellE!rated I:ly tile Game BOy, 
wIll le 11 QUietly, If rapidly, engineers prOlect DOlpllln 
belllllCl closect doors rhe phanlom menace that is 
the 6400, meanwlll le, hangs over the annual 
space world conference liKe a fal reCl herring. 
Nlnlendo may nave game-<1eslgn talent to kill for, 
DuI can II ever retain hardWare market teactershlp? 

Which leaves sony firm~ on top of the heap. 
But continuing PlayStatlOl'l sales are creating a 
paradOJ(Jcal SltuatlOl'l. The number of potef1MI 
tnpte-A m!eS SIIII to reach mlS agelllg plalfQnT1IS 
Startling Before tile enct of tile year BIO-hazard 3, 
Dmo COSts, GrlJll TUnsmo 2, Tekten Tag 
Tourllllml!f1t. FM FlJllt8SY IX and Tomb Raider 4 
wolll'lave been released BUI al the same \line 
there IS a grC/Wlrlg amount of SCeptICism 
coocerrung the launch Ciate of the nen-gener.lllon 
PiByStatlOO, as well as concern over the speed 
With wtudt sony IS supplying deY kits to codeshops 
OUISide of JaP¥I- Iiave sony eJ(eC'S cooSldered the 
rugI'Itmare scenariO wnere lhe Strength of the 
Oftglnal32Dlt macllllle hampers Its over·prlced, 
under'SUppol'led 128bit successor? Could 
success,llke fa ,lure, be a dOUble·edged sword? 

PI.ySu.tlon Gran Thrismo 1, N64 Perfect Dtlrt . nd Drumcnl RHdy 1 Rumble - IhrH of 1999's 
bll I.mes. Sony .ppe.n to be in the drivinl Hit, thoup - 11 wh.~ cost to Its nul console 

DeYe4«>et Ma$f'W!11C flMS 
h.Js bft<1 ~ in IIle 

dfMnlt pmIIl" $ince 
tne ClayS ~ 16tl1 horn! 
~19<S. 11$~ --"" 

FM may !\aYe Deeo one 
0I1tle I'I'IOSI-«m.med tnIe1 
in tJI( game stores, DuI tile 
""",," '.appeaI IOtrlC>$l! 
who appreCiate JapaneSe 
RPGs remaIfl> ttouovam, 

-. Ke!lIlts~ 
'I>fIIIe CI!lOOm e.qtioItIIl 
tile JCM! 1I IISSt!1b1ly 
create<!, 10101'_15 set 
to rvtI.II11 '<Iitn 11 SCIIlIy 

aUT'lOSDlllllC 1ICM!J\uIlI, 

1111 PlaySt¥.lon "8f'sIon 
......" let some ~ be/W'Id 
Its NlI1tendoo rod PC 
tnttlfel1 ~ but the 
OO'ICtOIllt won: _ _ .... 

<~ ~--------
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PRE SCREEN 

14 £06£ 

PRESCREEN ALPHAS 
SEGA'S 128BIT BOX SOXES BACK INTO ACTION AMONG AN ECLECTIC COLLECTION 

READY 2 RUMBLE BOXING FORMAT: DC/ Pi/ NU DEVELOPER: MIDWAY 

Mid'way's loogue-in-<:i1eek boxmggame rlaturally looks most i'TlPfessive in its Dreamcast gUise 

(SI1awnI Gamepk!y IS fast mixing a variety of puoching tTKl'./e'S wotll beat 'em up-style comIJmatioos 

fO( hugely awealing th rtfls. 5houId \'OIl managelO soon oot 'RUMBLE' OOfinga match la letter being 

awarcled tor f!Nery comoo succe~fully ~nde<!). \'OOr cha racter bec()l'OOS a fightIng cIemon po:,:;essed 

by pure rage, capable of c!elivenng ever faster and more POWerfuf bk:rws, Tlle sJmpjoCity (}\!he game 

is undoubtedly one of rts strengthS, whIle Its daft visual style ensures oolly laughs tIlrooghou\. 

--- -------------~.-~-----------

, 



PRE SCREE N 

CASTLEVANIA RESURRECTION FORM AT : DREAMCAST DEVELOPER: KONAMI 

BATTLE TANX 11 

Alter an enPJ'atMe, d Sign ificantly flawed , outulg 00 !tie N64, Konami is set to exploit its vamp.re frar.ctuse further 

with a DreamcaSl II1slalmenl The gilrTle lookS relatiwty profiCIent'" graphtcal lerms (t!WflII1O\Jgh!tiese mages 

have a slight wh iff of 'mock·up' atlou! tilem), tluI the r.ews tim it's be,ng re.'eIoped by Konami'SNnerica SttKlKl 

does oot bode espeoalty well, given its poor track re<:ortl, HOpefi.JIty the legend's sIlOO!1 os rot aoout to be tarnished 

FORMAT: NINTENDO 64 DEVELOPER: 3DO 

AltI1O\Jgh hardty Wild Metal Country in scale, BaWe Tarn 11 looks well SU ited to the Amencan heartland of the N64 The smgleplayer game lIlCIudes 

levels set in deslrllCl,t>Ie V{'fSIQ<1S of lC<1don, Paris, Berlin and wash ington, Nld there are tell tan~ VlrnlnlS, IIlCIlK1ing a vu lcan-equipped scoot, ~ 

h(y,oer tan. and a rol lable ~ariam,~, !tie lourplayer mode IOoI<S to be the beSt, wtn caOWre-lhe-fl>lg. de,nhmatch and prmeocllOO opIioos. 

• 
£DG£ 15 .. 
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PRE SCREEN 

P<.OOE IN THE CAAI( 4 

$~ in rUl'IIl ingvideo form al!he 

centre of Infogrames' E3 stand. th is 

oarkworKs~loped seqoo is 

comIng to Dre<>meaSt oo/ofi! n Ms 

Sony's next-gelleration PlayStatron 

some partS of the game look 

absollJlety gorgeoos, with """ It lme 

lighting effects washing over 
preretldered backdrops to 
tremendously atroospheric effect. 

It wilf 00 irlterest ing to se<: how 

capcom 's Resident EVIl series has 

i n f l~ the game's prodL>Ctron 

MDK 2 

.. 16 £DG£' 

AIR FORCE DELTA 
KOOami's fi~ Drear'OCaSt OCIion m1e is, on the face of it SlJSI)QJI.ISfy 

~ 10 Namco's Ace Combat Jlsee p8.t), rigt1t dOwn to ns samil3rty 

sr,.1€d map SCfet'l1, Ilut thiS IJIr warfare title obvioos/y looks more the 

part. wittl some exceptlOl'lal modelling details. compatrblllty WIth ASCQ'S 

fORMAT: DREAMCAST DEVElOPER: KONAMf 

!7 ~1 

FORMAT; OREAMCAST/ PC D£VElOPER: .!OWARE 

MD¥: 2 promises to offef the (!an; humour that formed such a OOflsldefat>1e part of itS ~. Thrs ~me, ~, 

HI true Jet f'OfCf! Gemini style, yoo get the cIlance to control aoother twO characters - Ma>:. the btonic dog and ageing 

• 

or HoiJWI;jfIs - each Wltl! COflSIderably different ab! mes, along with (urt Hectte. Nine ma>SM:' 1ewIsaro wer 20 enemies 

are prorrosed . ...tile a new coIouf scheme appolars to offer a brighter V'fNI of otherworklty pleaSlJ res than previo(Js./y . 



• 

WINBACK FORMAT: NINTfNOO U DEVELOPER: KOE I 

AItp"~ a raft 01 ~ SNES ~ KOeI has rorgeo SOITII!Itwlg 01 a reputltMl!'l on no:!Yt'.generatJOn consoies - alleasl. 111 graohlcal 
terlns. mIes sutft 11$ Destn!p IoOOng esp8CIaIIy 5IK:t. The C<lr'IWI'I'(s NM abI\ltII?S <t!II\5UI13r&et1 UIlteSled. thooJgh. wtICII mates ~ • we 
to watd\ """~ the NM ensures thaI enwonmenlS are slim on detail .• set 01 ~ dliIrilCter controls shOlMI make the ga.me stand apart. 

PRESCREEN 



PRE SCREEN 

• 

"T"Rlll C""KcL~S~T~YDL~E"--__________ ~'O~''''MA,,-DREAMCAS1/K DEVHOPER, CRITUUON STUDIOS 

STARLANCER 

Edl e fecenttv had !he ~ of ~ the IaresI !).lId of 
Ofl8l',o,I'$ ~ &<me in its Clrearncast n:arnaaon and IS 

tIaPPV 10 report 1hat!he fr~ - a parn 01 some corocem 'MIll the 

~ In E3 - IS now m.do ~. The PC equHaIent. meanv.tIoI8. 
tontnJe5 10 orrcress. Here·" hopjng tt·s IlOl an !\ash and no OWl 

Erro RObeffS $p&Ce COO108I SI"iOOrof continues to toofl accla im in !he run UD 

}f! its end..of·j'U( release. U/lIJSI.laI~ 101 SOCI1 ~ v1sre1"a l game. a S!fang Story1one 

Is-promo5eO.l'<im FM\! prO\>iOe(l tl'o'!he team tna! worIced on the recent WII18 

COmmander movie (but I"«lef~~ tll81 shouklrft PIJl too many POO(lIe offJ . 

• 
.... '8 U)Qt!" 

f ORMAT: PC DEVELOPER, DI(;ITAL ANVIL 

, 
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THRASHER: SKATE AND DESTROY F RM"T' PlAYSTATlON DE . I _AXIS 

Qulle why It'S ta~en aeve~ SO long 10 \a!cn 00 \o\tle 0DvI0uS appeal 01 SImulated Slo:ateboa rd,ng rl!l'TlalrlS a mystery NOW, howevef, twoafe set 

to turn uP at tile same ~me - l'leYefsoll.'s lorry H<!WI:'$.Jicer>5ea pme, and this, which ",rnts the endo<sement of T/'Irllshef magame. New Ytrt. San 

FI¥ICISCQ. PanS and LOndon are _1aIlIe to IIamner '!'IU trucU OYer, v.<ttl tile ~ 'MY much 00 reallSII1 - even me oe<::ks ClIrry real Dr8I1ds.. 

GUITAR FREAKS-L __________________ _____ -"Q~'~M~'LT;~'~"~,~n~"~'o~.'__'Q~,,~,~,Q~,~,,~, ~,,~.~'''''., 
'MIl1e it at fifSt seeme<l Uf1Ij:eIy to fojiow 8ea1Jl'l8illa from tI1e alcaoe -'to the home - releaSlflg 8 P\ayStatoOnlUfntallie cootroIIer IS 0f'MI tt'I~ wtoil@ 

manufactunn& a gurtar CCIIItrdIer for U5e In !he tune IS Quote 1OOt/leI, after all - KDIWIIn nas rJHI confirmea that Gu!t.Jf ffeaI:s. rts Il'IOSIlecent 

Bem1I1I mIe. ...... I'I'I8te me p.mey controls II<l!! $ITllIe. vtJ/ISI'lg alllCk80le tll.mtH; .... TtdlIIIld ttvee 'dlord' buttOI'lS, and a j)'OCtIC8 ITOOe IS I'ICUleO 



PRESCREEN 

ASSAULT SUITS VALKEN 2 FO RMAT : PLAYSTAT ION DEVElOPER: MASAYA 

F<rn 01 SNES 5hoot 'em uos WII rememtlef the ongUla! \oaIken (aka C}'!lemilfOl' 1'1 \lie wesu Iordv, aflCi they rr.y 

e>p<e5S no smallITIOlI'II. 01 &sappoo 1111.' OYer the IOnna! oIlnIS sequel: aware II'Iat strategfwargames perform 

better INn str"gIII s/IIxXerS 1'1 JapiIn, deYeIooer MaSaya !\as ocxeIl IQ transplant \1Ie Of!gr'lll'S tigIlIlfli macIWl8S HlIO 

a 3D 5II11IJII1JOI'I RPG e<Mforure1l sadly, Wl!5tem putJlistlefS r8ma4n reluctant IQ tiring games of Itoos style 10 the UK. 

TEST DRIVE 6 
GIven the o:mpano(S p(0PeflSIIY for reIeiI$Int I'on3II$ essenuauy \1Ie ume 
mecIoocre proouct on")6;JfIy~, few gatnefs !TIiIY octualty care atlOUt 

ACColade's Test Dr/WI 5e!leS any longer. HOWeVef, !he prospect of !he 

fORMAT: D PS DEVELOPER: ACCO LAOE 

, 



ALLY CHAMPIO HIP 
R ~ a ~ \tliIt E~ropress' lortnc;Omir18 drMr'I£ !nle was blis!ermgty QUick. t>u! a recent !\¥IOS-OIl test or !tIe PC ~$1011 conl>rTne<l that ,ts 
NnOIing seems very rTJJCIl on track to match the lmpfessiW ... ~ /or ~!y, EI'I!I1 Yitlen ~ng keyIlOard controls !IlB feemg or driving a 
ratt.preparea vehide IS master1lA1V conveyed, esoeaaov IYhl'n USirl8 the IrK:.Jr __ The 5e9tember release IS lhe<etore an aI.nng proposroon. 

PRE SCREEN 



PRE SCREEN 

CqIIinuirlg"the current vogue of 
~i ne-on~ &am(s, Microsoft's 

AStreroo's Gall IS an epIC ~ RPG set 
Ofl an l$larl(\ 24 rl'IIIes SQuare. Players 

can ctroose from SIX main cnafil(ter 

ilttnb\l!es and (Mlr 30 initial sldlls. 

U!1Eke Ulflmi.l or EverQtJt!SI. I'IQwever, 

rt has an allegoance SYSlem whiCh 

encoorages lOng-term players 10 i0oi: 
after newcomers, and adflUfllstratOffl 

wi ll 0CIr.te/y worl< to acIVilrlCe the 

(MlraU story, based on the action of 

the emergmg onL>ne communruas. 

D2 
tt rrwv have retrealed gracefulf'r from the limelight. but as these new 
screenshots atlest 02 is continUlflg rlS relentless JOI.IIll(ly towards 

flfljSJ\ed Dreamcasl title status. NO major gamepay alteranons have been 

announced, yet graphically things appear to halo'!) reasooably IITIprmed 

CRUSADERS OF MIGHT AND MAGIC 

Wking Crusaders of MigfIt and M<JgiC tile 30 r(IIJte wid smooth tts reception 00 

the l'iayswllOO. AS tr.ey explore the mystical land of AAlon. players have to 

inix haflC\-to-Mand combat witll magic. AIl(I the large-scale el'Mfooments 

which will nee<! to be reviSited should guarantee many hOu~ 01 gamepIay . 

• 
.. 22 £DO£" 

fORMAT: Dt DEVELOPER; WARP 

FORMAT: PLAYSTATtON OEVElOPE R: lOO 

• 



PRESCREEN 

set I"I I1J.l$$1<1¥ouno me eaf't1 years or thIS cer'lt\Jfy, thIS 30 actIOn il!lY\!nture has \'OIl tab> .;oot!oI of a spec>IIlttas operawe sent 10 onf itTiru! rhe 

RUSSIaI'I ~e. v..tn me aun 01 sabCItajpng a pIiMed ffl3SICI"I of Eurooe Dv the Ill'\N ~-nunarv Tsar ~ OYer 12 mI$SO'IS 11\ ertI'Jer forst- or 
~ perspectNe WT\lWl an ~erilCtNe enwOllllltOl. \'OIl're aoIe to use ..... rocus ~, .. or au-oasea w!hocIes 10 help you f1 )'CM !ask. 

,S, L"'EoD"-_S"'TcO"-R"'M"" _ _ ________________________ --"FORMAT: PlAnTATION DEVELOPER: EA CANAOA 

One of the seemongty few P\ayStalOOl'l ~ from EA'S sileaole range capable 01 fTII.ISIerong anythoflK other than ~ tnlS ~ 
radnggame attracted a fair amount of intereSt lrom hungryrOClng fans seard1 lng for sornethlnga little ollferent at E3 In May. The USUiII'O,ffert'flt 

tracks. severar $hortcutS' aQ!)(0&C!l prt'Y3ils but r!le CMlfali ~IY of tile action fIIiIY ,..st Si!'/f: the day, .1 not exactly iISSUI& ft ClaSSIC statuS. 
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PRE SCREEN 

(' WARMONKEYS 
Keen to add to its traditional portfolio of sports titles, Banbury-based Silicon 

Dreams is branching out into other areas of the videogaming field 

Silicon Drn ms dilims thilt up to lOO unit5 will rOilm ilround the levels. The 
prospect of more ttliln • hilndlul 01 Milntili unfurlS Is iI little unne"in, 

Form .. ! ' PC/ Dre-me .. ! 

Publishe-r TB ... 

o.v.IOjMr· Silicon Dr .. m. 

~.I .. se Elrly 2000 (PC); 

n ... (DCI 

Origin: UK 

,,-

ra I\ances are, you won'l have hearll of 
1:1 warmonkeys until now. Looking at the 

screenshots, you'd be forgiven for labelling this 
another reaftJme strategy game and turning the 
page With a Ilesponderlt sigh. But. as developer 

SlIicon Dreams 'HiM stress. ttus IS/l't JUst anothef 
RTS utIe. It's an'actJOrt tacIICS game'. YOO see. 
led up with the Iflltlal pe!1Od of mactMty as you 

ooild ~ your Io!ce$ In tracli\lOl'lal RTS offenngs. 
the team has opted !Of an Immed.ate harKls-on 
appl"oach. Hence, begin a level and your troops 
start with YOU. awaltlfl8 your InllTIe(lIate 
Instructions. It makes this a wry accessible 

experience to even the most OCMOaIe of 

strategis:s. AnCI thiS IS the great promise 
l\aM!Sted by wannonkeys the fact !tat It can 
be equa Y ptaye<I by arcaoe gamers and RTS 
typeS. with samilar resu IS. 

YOU may be Interested to learn !hat the 

proteCt started life as something very different 

In~l(!lty callOO B/O()(J/mli.the concept revolved 

around the tlreedlng and Ilgtttlng 01 creatures. 
YOu"d select twO d,ffefent Of&8I'\Isms and their 
m.Jtant progeny would automatJCaily be 

calculated and created by the CPU 111 essence. It 
wasn't too dlSStlT\ll8r to Computer A.I"twCrts' 

Evo/Va. TIle real move towards wnat warll1O(1keys 
is today came after the team married Bloodline 

10 the dea of a tank game based around the 

• 

'-

The final version will incorporate the 
now-standil.d mUltir.lilyer support, ilnd 
iI hugely iltmospher c musical score (plus 
sound elie(ts, 01 courst) is promised 

concept oIllOO-(If-$igIlt (nOt forgetllng ij 

scnoficam. amount oIlIlSPIraoon drawn from 

ceIkAoId bt.IgIest 'Starstup 'Jl'OQperS' - see p141l 

ThiS latter feature tI3s SUrvived. and ,ts 

SIgrllflCilnce III terms of garneplay IS paramotlOl 

unh~e moSt strategy tit les. the terrain's 
topograptry plays a (le(lsIve taCtICal role in tile 

proceedings - you can onty see enemy UnitS !f 
a member of your own rorces can see them. 

~urallV. the line-of·SIght I$calculated for every 
CPU-corn.oIled opoonent. opeoong up the 

POSSIbt lIy for some majOr ambush potential. 

Slmilar1y. you'll have to (le(iOe whether charging 
Into a valley IS a particularly good dea 

Three batthng factions eXist on each 01 the 
4S sizeable ~s: an elite force from earth 

, 



Troop' ,Iin u perit nce from blttle lithe ,Imt prlllfUS4!$. Pllce I 
vetefl n in I tlnk, for example. Ind yov hawe I powerful combinl tion 

PRE SCREEN 

Aftef I $ucct$$lulllli$$lolI. rou ~tiwe money with whk h to buy moft unib 
for subsequt nt missions. Atril l unitll l re tssentill for pinpoinlln, the enemy 

YOur troops can U\l.IISe a vanelY of weapons 

(rTIaCI'IIrIe gtI'l. ~ ttrower,laset' n'le. mones 
ana monars, for exaTIOiel, ana you can a~ 
pacl: them IntO tanks ana personnel carriers for 
swifter deployment - a WISe!l1O'Je conSlOenng 
SOOle of the levels ofIe( up to 25 SQUare 

kilometres of Lan:l And these are 001 ~ 
barref1lanclscapes.lt1l1Odmon to the canyon, 

As one of the human forces. you have access to around 50 different 
types of machinery with which to ann ihila te the six types of Ma ntai 

All of the I,a lll e" eHem . 
pl rticull r y Ilthlin" I,e 
fl lhtr beautifully rtlliHd 

KIlO'Ml as the Imperial order, specl<l li slI'lg In 
state 01 the an tedWloiogy ana surveillance 
~ the WarTrlClfieVS, wtud1 composes 
a group 0( dO-or.jj1e mertenal'ies pacting some 
he""Y OlltY - ~ hornem<I<:Ie - arti llery; and the 
Mamal, the p1arlet'S indigenous creatures. 

AS the IndIVIdual commandingooe of 

the three, your ootectMI is to regain control 

of the planet, If\eIIItabIV. eilCh group has ~ 

0WI1 set 01 advantages and Shortconungs - it's 

up to you to exploit the fofmer to 1T13)umum 
effect And as you'd expect. unitscan be 

grouped or controlled i'IcIMdua~ If you're 
one of the ttuman forces. you I1ave access to 

around SO different !YPI!$ of machinery With 
wtllch lOannihilate the six tyPes of Mantal 

~. 

aquatic, and arctlc-based er'MronrnentS. Dallies 
occur In 6ense urtlan setIJngS, prCMdIf'ig many 

oppoft\JfIItJeS for SflIP«S on top of the various 

futunstJC buikIings. for nstanee. 
one Of the notable aspectS of the game 

Is tile sense of scale COI'I'o'eYed. One mI!1ute 
you can tie ., thirdQefson vieW of a member 
of an Ilfamry lRt (indI..oOlrlg a PlClUle-n­

pICture display 0I1he soIdIer"s fll'S!PffSOfl 
perspectr.oe - a nice touch and partlrularty 

useful for sniping) and the next halle roomed 

out to a dista'lt top-down -. gazong upon 

ant·Sized troopers fUI'IfIIIli around WIth 
I.II'lCaIlI1IIy lifelike &n1ffia\JOl'l (rmtlI:rKap\Ufed 

10 me extefll of dlfferem slndmg acoon, 
oependlng 00 terrain InclinatlOl1), Being 

flCtlO(l8l beings, the MarItal may not I1ave the 

benefit of motlon capWre. but their ~ 
is no leSS accomplIShed 

~'s (!tfficuk to fau~ warmonkeys at thiS 
Stage. ll'uth be told, most elementS appear to 
be llery m.JCh in place. and With a COUOIe 01 
months left to firlISh the product. SiIcon creams 
is prOffilstllg It will spend the lime be\'Neen now 
and the same's earty 2Cro re~ase tweaking me 
sameplay.lf only every <1eveklper coolO ~ 
!)OaS1 sudllwwfies 'l..5 

.. 

-
A yariety of le"lin II nd 
wulher effeels for tht 
leyels require diHtr~ nt 
tldiul llpPINChts. 
TlIllnkiully. the control 
system su ms intuitive 

£DG£'25 
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,ED(!AR TORRONTERAS' EXTREME BIKER 
Its deve loper reckons this will be the best acrobatic motorcross racing sim yet. And with 

inventive environments and trick-riding on the side, it promises to be a lot of fun, too 

Extreme Biker has three separlte ,Ime envi ronments; outdoor motorct05$, 
indoor supercron, and fint.nyleVl ls desi , ned s.olely for perform;n, tricks 

Ea,er to boost the 
,am,'1 Imll e, Deibus 
hal U(enl' Spanish 
M. heartthrob Ed,ar 
Torronttru' name 

Orla ln' UK 

r.:I 3 ~ a lense OOSlness. oevek::(lers sweat 
a out the weeks before crafung whlllbang 
demos \0 _ !he Cfowds. At the show they 

bite IIletr flfl8t"11a"S WOI'tyWJg about the 
iI'1OuStr(S react,orl Bot It can be worse /of 

<IeYeIOPers rlOI: showng games. 
-we SUlne<! on EXtreme Biter III spnng 

1998: expIall1S proclucef Daniel Bobroff "TheI1 

we weIlt 10 E3. which was the most nerve­
wrac~,ng lome because 'PJ wal~ arouoo thinking, 
wtle!1 Wl II I see the prOOllJCt that's goong to ma~e 

me tee! SICk? Ana, of course, we saw it - it was 

called MOfOfCTOSS MiJdness " 

'MleIl the DM)IIS team got boc~ 10 lonoon, 

thefJ, It was tu'TIe for a re!honk.. NOw, a year 
later, it'S a a,lferent slOI"(. -, walked arouoo E3 

!hIS yeM and don see arryt/llflg that came 
cIose," grns 8obrof( hIeed, oeibus has 
attempted 10 do somethI1g COIl'"(lIete!y 

d,fferef1t here, and 11 thiS respect EXueme 
Biter IS In a league en~reIy of Its own. 

It'S not a Strillgtn '<ICing game -111 between 
genres It mixes the spooa and powersliding 01 

motorcross Wlth a range of player--controlled 

stums, all Wl'apped up In 2S lree-roam.ng 

~-~ 

On, of the diffi(ulties in d'VlI0r.ml nt has betn to craft I 3D encine 
that can cop, with changes in p ayetl' .ttitude, u well.n lookin, grtlt 

@r'M.ontnentsthat.onoccaSlOll,aremore 
~ of ctaSSIC ~form levelS tI'I¥I 

motorCfOSS tracts. Take. for exalT'rple. the James 

Bond-style Fantasy lSlaoo level In wIlICn you can 
joolp on to IhE! back of an ausllip. 

-.....e WI!fe attracted 10 the madness of IhE! 
Whole ttung." enthuses IIObroft "People gel 

on troese ~kes and do jumps that catapult 

ttoemselves SO feet Into the air All(! wI"len 

IllCy're UP there they do death-<lefying stunts." 

TtyIng 10 model this behaviour does create 
!.Ome clellclopment problems, though. Not only 

• 
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On. of th' kty points of thee.me is Ih., nont of the Irkb . r. s<ripted. 
pt.,tt1i will be ,n full conlrol of the motion of both the bike .nd rider 

PRE SCREEN 

Althouch billed,lS. rulistic utob.tic r.ciftlsim, some btre~ Bib' levels 
Hem to be inspired by pl;ltfonners. ,IS Ihis ItkJrio 64 snowman done shows 

The leam believes that the crashes are 
gclIr18 to be as much fun as ooth the stunts and 

'&Clng TtIls is partty due to the w~ control 
SWttCl'leS >M'Ie!'I the bU:e IS 111 the all R.aoCIng on 

the grOl.J'ld IS a smpIe case of U$iI'Ig the 
(I1rectlO1'\al leys. ClCl;ele<ator and brake, OUt 
.....toen YOU,..r(l. the bike can be rOtatetl In all 
three aAeS. and landlllg IS/l', Cl skill you can 

As In reality, if you haven't got the balance point quite right 

Whilf rulistic physics are 
cruclll. somf of the game 
leyels lit quite billrre 

when pulling a simple wheelie, the physics will tip the bike over 

must the bikes Md .Ioers be modelled 
reallSllCa lty. Out the imeractoo between 

them fs paramount unlike MO!IXCfOSS 

Madness. perfom1lng stunts is 001 

simply a maner of press.ng a boJnoo and 
watdwlg a scnpted lIOIITlation - you have 

to b<lJanCe ttIe filler'S weight to execute a 
perfect tnCk. An(! tI'IIS IS no mean feat. either. 
AS in ~ If you tI<M!n', got the balance 
POU'It QlIlIe right ....me~ pulllIlg a sample 

v.toeehe. the physics WlIIIIP the bike CHer 

AnythlOB that's !tierefore technically POSSible 
With a real·hfe motorM:e can also be achIeVed 
In the same, only you're spared the worry of 
bf'*eo bones. 

• 

master In a few mmutes. ~mereS!ingly, each 
riCler ~ mo<ICl lC(l separately, so the ITle\Iltable 
slams are different every time) 

BIn If !he IoommB curve is Stee(l. tile 

OOveIopnent ream doesIn seem tOO concemed 
YOu need to be BOOO to gel the rewartls !he 
game can offel, but the rewartls are worth Il 

The fll1lS/le(l vtlfSlOn should be well Str\lCtUleO, 

though, 10 tlelp you adapt to the vanous ndlllg 

styles, and players will inruaIIV ride a bike ItIa! IS 

autostabihsed wt1en 11 leaves the Wound 
Deibus;s hoping that EXlIeme BlkerWlII 

ultimately be as much aboot IIn.lSEl as wlon lnB 
races. Which IS why, wr.en it went for a 
licence to!" !tie ~tle, ~ deciI;Ie(l on the sparush 
BOkJer1 tlOy of rTlOtOfCfOSS. Although little­
I(nown m the Ut(, Edgar Torromeras IS !tie 
RobtlIe WiUIBmS of the European orcull "Not 

11'1811\' pe()pie knew who COIin McRae was 
before cooetnaSIer5 BOt hold of twn,· reasons 
BObroff. AACI while EdBe is yet to be COI'IWICed 
on mat parttCU~r point. Torronteras seems 
certam to ra,se the game's profIle on the 

Contll'lef\!. For the rest of the world, Delbus 
WIll haVe to rely on the fact that people 
enm jumpmB motorbikes on to airships. 

The.e I.e many 
different surfaces to 
rice on, The l.5 IfYfls 
futu.e sand, mud, 
B'US and ice tricks 

, 
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EVERYBODY'S GOLF 2 , 
SCEI brought unparalleled humour and user-friendliness to the golf game with its first stab at 

. ¥ 

... little more .uthenlicity 
Is .nured. but Ihe ~rtat 
pl.y.bUlIy of Ihe o",il\.' 
promises to m.ke. return 

Formal. PI'ySt . l lon 

Publisher' SCEI 

oeveloper ' ln·nouI . 

A.len. Jll'ly (J. p. n} 

: Orl8ln: Jl p. n 

the genre . Now it hopes to build on that success with anothe r com ic-book pitch and putter 

O n hll'ldSlgt'lt, the Ofiginal £\.'efytIOC1y's GoH 
was an lnsOued move - a golf game 

designed not as a po-faced. VISUally authentic 
reprCK1Jctlon of !he sport, but as an 
approochable. CUlesy knoctabout n anraaed 

IlOl oMo/ the salaf)TTlefl obsessed WIth the real· 

IRe pasume (Unbeloevabfy huge in Japan). but 
also y()UT'II garners put off by more earnest US 

and UK ~ms. SCE SOla nearfy \WO millkln COOteS 

of tile game In Japan. 210.00:> in the US and 
70,00:> In europe. A seqLJeI was Inevitable. 

GI\Ien IIle mnovatlw nature of the origtnal. it 
isn't surpl"lSll1g ttlat t'le 1 5-man team behind the 

second game IS CIOWlg more than jUst updahng 
the VISUals. 'GfaplloCally. !he game has really 
mproYed, but grap/lICS aren't enough.' argues 
execuwe producer V.suhide Kobayashl. 
'SO we added the season parameter. In surrmer, 
/of example, !he rough will be deep aocI it will 
be Cllfflcult to get at the ball. While in lWller the 
IYInd will be Strong aocI the rough low BUI that's 
only ooe of the Innovatklns." 

MOle wnpoltant, perhaps, IS the illCreased 

• 

like Its predecessor. SCH will reluse Everybody's Colf 2 in the UK. 
. Ithourh subsllnti.1 th.ngn .'t to b, m.d. to the EUlopun version 

.~:-.! I ~ 

~ 
.' 
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StrategK: vartety of the sequel. AS in the fifSt title. 
each of the (now 13) tharacws has hlsOi" her 
own sttength$ aocI 'M!at.nesses. but here Ifs also 
pos5Ibie to collect live olfferem: dub setS and SO( 

ball typeS throughout the game. 00pencIIng on 
your perfofmarce in each tournament SOme of 
these are gooa /of spill. some /of dlstance. so 
you get several different combinations, nvitlng 
lots of aifferent approadles to each round 
oependlng on wnktl character, d ub set and ball 
\000 go fOl. 'MOre than before, players wi ll haVe 

.,." 
~-

10 think about hoW and v.oore to hit the bal l: 

confirms I;Obayashi-san. "This lime you'll enjOy 

OUIlOIng -,o.tr own strategies" 
SO ~ GCIf 2 looks to be a sltghtiy 

mote grt;/'MHJp IooJy II1tO thewor!d·sworst· 
dressed spon,1he VISUals hiM! lost: some of 
their COOlIC book influence and the gamepIay IS 

more demaOOing. wtth a greatl!f emphasis on 
accuracy andl!mlng. HOpefutfy thiS will root 
oetract from the original'S main appeal and Its 
ePOflYlTlOlj5 sel ling point: the fact that 
a~ulely everyone could play. 

In . ddition to the 
m.ny new touches 
concern ing pl.y 
mecMnics.g,.phlcs 
h,ve IIM! improved 

, 
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DRAGON SWORD 
Outside of Rare, the UK is hard ly a hotbed of creativity for original. N64· only titles, 

but Interactive Studios is keeping the fa ith, as this wild s lashath on demonstrates 

A virility of we.pons .nd m.glt spells betome available throughout 
the g.me, adding.n import.nt element of t h.racler progression 

Form.l: Nlnlendo U 

Oeveloper: 
Inl . .. ct l~. Studios 

Reins.· CnriSlmll 

; Origin: IJK 

.., ICtUre me arcade ClassK Gaunt/m g,..", a 

.. Figtlflllg Force :ID makeover and ~unged 
into a sroryIlOe plundered from Nerv RPG 

lI'l'\a8'I'I<lble. ThIs ~ es.seotlally the PfOspect 
offered by Dragon S\wrd, a thirdperson actIOn 
adIte!lture from the creators of curious N64 
platfOIT"1efGk1rler. Here. twO warriors mu5tOO 
Dattle With a oar1<: son:eress ancltter army (or 
'oarrc horde' as they are referred to In the gamel 
to free the lana of Avamarla from ev11 NOt the 
most imeresnng of Sloryhnes, then, but wnat 
can you expect fran the RPG genre that has 
thrown up Iew new deas SJflCe the :ate 70s? 

Fortunately, the game~ay i00i::5 more 
pr~ng man me plot Players C<ln choose to 
take pan ... e<trer a SJngIepIayer or eooperatIve 

tIWPIa',.er Quest, both of wh~ lead you through 
1{'(I1e~ls of hacking. slashing and puzzle solving. 
The ulumare am is to fincl all the ~eces of the 

legendarv Ilragon SY«lIll, bullIiOOg the W<ty 

you'll meet varIOUS law-level monsters wch 
as dogmen, staveogers, zomlltes and InSoel:t 
warnors, as well as several end-«·Ievel baOO<es. 
From the demo Edge has p!ayed, me combat 
system seems !alltv 1mUI\IVe, allowl'18 for 
defensiVe moves ano pa rry.ng as well as a 

• 

'_W 

The pl.ye, must do b.ttle with v.nous ort· like foe. Fortun.te ly, the fighting 
system IS intuitive rllt tomp,ehenmlt, utilising.n.d< . nd defensive moves 

variety of attacktng blOwS. YOu can also collect 
sPellS and oower-upsaloni the wa-t to add an 
element of PfDgl'eSSlOn to the Char.Kter SUItS. 

tn terms of VisualS, Inte~ Stujr(l5 seems 

to na~ done a decent jOb Wlth 1ts RPG rem't 
caverns, castles. wooden waMps and Iotests 
paye IIle route, aN craftily oetatle<! and mooIltly 

ht. The characters are impress1'o'e, too - irtsptred 

perhaps by 0&0 art they are almost as d1unl:y 

and Imposu1g as tile swords they wteId 
l.IIhmately, thougtt. the IWOI)Iayer approacl'l 

to a familiar, proven genre WlU Stand the trtle 
apart_If the game~ay is finely tuned arld the 

levels mooe Sl.lItaDly dM'!rse, tI\I$ could grve a 
muctHteeded boost to !he i'<6oI's sdJy releaSe 

scIleOJIe. There's Nen a foorplayer deathmatch 
optlOO and a llme·trial Slay-fest ~anned, 
iMlk:h will extenClltlose gameplay 
poMtbilItles yet fun:Iler 

M'gi( pl.ys .. n important role in the 
g.mll, Ittomp.nied by glut spetill FX 

Dragon Sword llIklls in 
.11 the usu .. 1 RPG h .. ng· 
outs suth IS gll1eons 
.. nd qUl int vm.ges. 
Fur not. 5pookr 
t.ve rns oop up, too 

• 
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VIRTUAL-ON ONTARIO TANGRAM 
I Sega 's cult Gundam·style shoot 'em up strides on to the Dreamcast, 

Huet robots .nd tplc 
.relUls: Virtual-On 
Onlono Tongrom 
rel.ins tht mine' look 
of its pred«enon 
to formid.ble effect 

FOfma! DrelmClI1 

PuOlish~ se ,1 

OevelOPe" AM3 

Relelse: .n.ly (J l pl n) 

Orl&ln jl PI~ 

equipped with impressive online support and some rather stunning visua ls 

rt:lI lule!tle west centres lIS attentioo 00 
W 5ega's IT'()(e otlVious offerlllgS - Its Wtua 

Fral!ters. lIS hedgerogs, etc - t1ardcore garnets in 
Japan are sull hoo:::I«ed on a less-viSIted franchise, 
Virtua/-()1, a Gundam-themed shoot 'em up 
featuring ~+ers In huge robot assault SUits, 
MS Deen an arcade staple smce 1997, receivmg 
numerous updates and a decem saturn 

C()"I\II!rskln_ The only problem with the latter 

was Its poor twopIayer sphtscreen mode - a 

SlgnlfK;ant deficoency, as IIfrrual-()1's best feature 

IS ItS headto-head battles. 

'M'ItCIllS where Ofeamcast lIfrWaJ-()1 comes 

In Based on version 5.4 of the COIn-QP. the title 

Will fearure !WO OI'lIine gallllllg modes, allowing 

home users to ndu gEl in lullscreen pIa-;er-vs­
player battles for the first !me. The Edge I.JSef 

I1"IOCIe IS for newcome~ to the game and offers 

smpIe /ixecI rules: rgtns are limited to 80 

seconds ar(l the g;rne finishes When one player 

WII1S I'M) rounds. NO custorTllSable serongs are 
InckJcIe<] - players SUT'(lfy get onIirle. pttk an 

opporoerII and start playing. In Heavy user f'llOOe. 
players can aker the tme brM of eadl bout. 
select the stage. and talk to eadl other via a 
realtlme chat system. A kind of VIeW MOde is also 

avaIlable so Oreamcast users will be able to 

watch Charl'(liOns/lIP battles on theIr TV 

COr1teot-Wlse there are 12 dIfferent moI)le 

SUitS to select. each WIth their own klng- and 
short-range weapons. Fa~ful to its arcade 

pre6ecessor, the Oreamcast verskll1 also 
Includes the DOuble Lock-on feature which uses 

• 

'-+ 

AM] hu fully exploited the sled.1 effects-friend ly Ore.m(ul to 
produ<. som. SUI"trin, e.p osion,- M«h WIf hu never looked better 

two d,fferem radar targerung systems to )lICk at 

1or'oS-ra.nge and close-rnnge enemies. FInally 

there's the TlJrbo oasn, ~ng plarers a short 
burst of 5pee(I should they need to escape 
qUd:IyOf make a surpl'lse attad(, 

AS for VisualS, ei<,pecl as much detail as the 

beautifu l MOdel 3 arcade verSIOn. Naturally, all 

weapons are accompanIed by BmazlfIg 

e~pIosJons, utIlising DreamcaSt's huge colour 

palette to the fulL Apllaremly the effectS even 
!lllter aepen(ling on the r;pe Of obtect 01' 

landscape the mISSIles hit. 

Ttus will certainly be the roost 

corncrehenSNe use of the Dreamcast's modem 

fOCllltleS to date. and w,lI therefore prOVIde a 

yardstick for any suDSeQuent muthplayer trtles. 

G....en !he fact that vIOlent conflICt seems to have 
become the gameplay feature of choice for !he 

0I"IIIne gener.ltoOl'l, sega cenalnly seems to have 
Its head screwea 00 11'1 makII'lg WnsaI-Qn ~ 

ItS flagship Net htie 'l.5 

Long- and short-"n,e 
weapons are directed 
with two differenl 
radar lock-on I.cilitie$ 

, 



PRE SCREEN 

• 

TOSH I N DEN SU BARU , .-
Four years ago, Toshinden marked an impressive beginning to the PlayStation's 

beat 'em up story. Takara hopes the fourth instalment will make an equally impressive ending 

AS ever, special moves adorn a combatants fighting repertoire and 
some of the more health-sapping techniques are visually imposing 

Format: PlayStlltlon 

Publ isher: Tl kl rl 

Developer: In -hou.e 

Release : summer (Japan) 

. . ; Orl gln: Jl pan 

34 £DG£ 

r.I efore TeiJ:fHI. before Soul Blade and 
1:1 long before Street Fighter AlpIJa. it was 
Toshlnaen which brOl.lght the beat 'em up to the 

PlayStation AS one of the machine's launch 
ti~es in Japan. Takara's 3D fighter provided a 
compelling showcase for the 32bit age - not bad 

ConSlOOllng Ta~ara is a toy firm before a game 
oeveloper Unfortuna·ely. IWO subsequent 
seQuels failed to match Ihe gkJrious Tekken 
senes 'or l'isual brilllaoce and slleer gameplay, 

and Ta~ara was written off as an also-ran in the 
race in Which It enjoyed a head start, 

NQWTakara is baCK with a new game and a 
cast 01 rune compKltely new characters. as well 
as a lew hidden ones. flaturally Apparently \\I'hen 
Takara a!tempted \0 market toys based around 
the old bunch. sa les were so surpnsingly poor 
thatlhey"ve all been ditChed - a potent signilier 

• 

This time around the characters may look heavily influenced by those from the 
second game, but a manga-esque quality in their appearance is dearly evident 

01 the importance 01 merchandising In th is day 
and age. If anything. the fighters here 
are dosest to Ihe caSt of Toshlnden 21n terms 
of deS@l.butwithastrongermangafeel 
T1ley're also slightly more blody than the 
inhabitants of the latest TeUen Dash 

In gameplay terms. Takara has a few trids 
up ItS sleeve AmOng the optlOl1S is a learn mode 
(perhaps InfluenCed tly Kmgof Fighters' team 
battle system) where each player selects three 
fighters to take part in the action. The main 
option is the story~. a ~ind of linear arcade 
affair intercut with manga scenes and f!eshed 

out with seven mini-games. SUrvival aod practice 

modes are also included. along with time attack 
aod the stalldard VS option. 

Perhaps the most interesting addnion is 
the nng-out baltlelieid AS In the oflgiflal title. 
several of the arenas allow you to throw 
opponents out of the fighting space, theretly 
killing them i~sta nUy. NOW a number of nngs 
actLJa l1y increase and decrease In size during the 
OOJ!. adding an interes~mg random element. 
Takar8 certainly needed a few 01 its own ideas if 
It was gomg to stand a chance against the all· 
conquering TeHen 3 - whether a pulsating ~ 
flng Will be enough IS anyone's guess. '"L::S 

The dynamic camera 
of the series' previous 
instalments makes a 
return, ensuring the 
most dynamic angle is 
(Onstantly displayed 
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<' . VANDAL HEARTS 2 
New story, new battle system, less linear structure, glorious special effects: 

Konami's combat RPG resurrects itself in style for the post-Final Fantasy VIII generation 

If it decides to relnse the game in Europe - and the company can hardly be blamed for deciding not to - Kon .. mi will 
be tlopin, thal this much-improved sequel is better received by the western RPG-playinl community than its predecessor 

Format: PlayStat lon 

Publisher: Konami 

Developer: In·house 

~e lease: July (Japan) 

Origi n: Japan 

O here are some garners wIIo oo lieve the 

origonal Vandal Hearts - a turn -based 

RPG. criminalty overlooked in Europe - is one 
of \he best PlayStal1011 titles avallab~_ The 

game play is in the stripped-down Final Famasy 
Tactics style (le. based heaviry around Combal 

ralller than exploration alld advo:mure). alld 

fea:ures some great characters, abSOfbing 
tactical depth arid a pretty passable story. 

For this long-awaited sequel, Konami has 

sensibly stuck within the war/strategy RPG 

subgenre, but has made a lew key modifications 

NOw, instead 01 a completely turn·based battle 
system, bottl the player-controlled characters 

and tile computer-contrrn led opponentS move 

into their lighting posillons Simultaneously, 

From here, tIlough, the game reve rts to a turn­

based system an<l the ligtlters With the fastest 

character-slats begin their attac~s first (an 

element borrowed from Quest's Tactics Ogre) 

It'S an interesting modification. forciflg the player 
to th ink Quickly atx.H.Jt where to place his units, 

taKing into consideration factors such as unit 

type, stamina, magic and strength . 

• 
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Indeed, much has beef1 done to add even 
further depth to the franchise. Which character 

getS to fight first is not SIITlP/Y doWn to chafacter 

stats: weight also comes into rt. too - so tf you 

want to I!fISUre your units start the flsticuffs 

first you have to arm them With the lightest 
weapons and armour, Plus, the scenery plays a 

crucial part in your combat dectsions if you have 

the high ground. for example, se lect bows and 
arfOY.'S as your key weapons and you'll haVe 

much greater range It's real istic stUff, 

On top of the battle system changes 

there are more otI'IIious visual and plot·based 

improvements. The bacl:ground locations are 

less chunky and more atmosphellc. while the 
magic effectS (there are apparently around 

100 different spells) are allegedly breathtaking. 

W'th a completely new sloryl ine (the main 

character, Yoshua. is a warnor seeklllg his 
Iover,Ade~, and a less linear stTuc:ure, vandal 

Hearts 2 should appeal both to veterans of 

the classic origlMl, and newcomers Ioolang for 

more mentally demanding fa re than the 
PlayStallOll usually offers. 

The combat system 
is one of this sequel's 
key arus to hive 
hid siJnificant 
chanJU implemented 
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When GTA soared to the top of the charts, DMA knew that its recipe of violence, crime and anarchy 
touched garners' black hearts. NOw, the developer is about to cast as ide moral 

fOfmat PlflyStlUOn/Pc 

(PC verslOl1 shown) 

De~IOpoel" DM ... Dni,n 

Atlease: TaA 

Ot'lgln UK 

~ 
e wanted to treat the OfIginal 

like Steve AuSIIIl and make the 
seql..lll hke the·SOI Mllhon Dollar 

Man': says sam Houser, ti)E! very sl igntty 
hypeIactiVe executJ'o'e prOCluCef 01\ 

ROCir;Star Games' most antlopated ulle to 
date "EV'Cry as.pect of the ongmal game 
!\as been analysed, evaluated, and tom 

• 

apart -the OilS we lI~ed nave been rebuilt 

DIgger. stronger, bette!" - more manly. if 
','OU WIll - wtule the MS we dodn'l I Ike have 

been d,scarded The four fundamental 
guKlon& prirlapleS that we used 01\ the 

OI.g.nal-last anc ffalltlC gameplir(. a 
lop-Oown perspective car·chase theme, 

a massNe, interact.ve my. and IIlCredltlie 

drMng mus<c - remain In place 6eyOOCI 

that. eYeCYthln& IS o,fferent" 
It'S clear that Grand Theft Auto 2 i5 

workls apan from the nature of the recent 
L~ 196;> miSSlOfl pact.. From the 

outset. one pal1lcular element IS espeaaIiV 
clear It posrtiveIy teems With peOestnans. 
"on the PC. we're techl1lcally able to 



"'« O,dinl to Sam H OLlS!!I, the game is 
set slight y in the future - "anywhe re 
between three hours and three ye"s" 

display up 10 100 characters Q(lSCfe€f1 
at once: says Rockstar's 'minister of 
informatlor( oan HOUse., "although ifs 

hard to tell exacUy, becaLJSe each character 
is actually doing something - they don't 

hang aroood wa iling 10 be counte;:;ll OIl 

the f'layStati()!l the number is around 40, 

wh ich still gives the impression of a 

packed street or Cltv SQuare. Pedestnans 
are much more of a feature in thiS game 
than the origonal, Wlth both innocent 

bystanders and fellow Wfoos-doers on the 

streetS - hoWeVer. as we can also get a lot 
more cars on screen as we ll, the feeling is 
one of a massiVely overcrowded, teno.e 
urban environment. we' ll be able to have 
proper traffic jams, as well as crowded 
pedestrian ised precincts - and desened 

industrial zDnes, t7y contrasl - givu1g a 
moch more rounded fee l to the city: 

1he outside favourtte 
The origml GTA shouldn 't have been an 

enormous success. of course - not In 
today's climate, It was an origInal title, it 

had an unfaslllonalJly 20 fee l arld, in Its 
PlayStabon inC<!rnalion, lt was rough 

arourld the edges, to say the least. 
Perhaps it was Jeremy Paxman detlatlng 

the game's ITKlra ls 00 'Newsnigh\, 

Perhaps it was Take two's maltetlng 

campa ign, Whatever the case, it lured a 

mainSlIeJm follOWing strong enough to 

maKe London 1969 a chart topper and a 

hardcore fantlase wh ich designed scores 

of new Cars for distribution via the Net. 
With GTA2, OMA IS promising to 

deliver more of the same plus 11 healthy 

slab Of extras - and to handle the console 
conversion properly this time, "There's 

only so mud1 more you can 00 with two 
years' adVancement in tecttrooO:Jgy;" says 

prodxer Colln MaCDonald at OMA 

Design, "and for PlayStallOO we're dealing 

with exactly the same tectlnology as the 
ongHlal. so. while we'd love 10 have a bash 
at a fully 3D enwooment with hlglH)()1y 

COUnt veh icles, complex At, 1005 of people 

and cars onscreen, intr icate missK.ios and 

fancy effects, it's jli st not going 10 happen, 

well, not at the moment. at east 

"The SIngle IJlggest difference with 

th,s sequel is that everyone works Within 

gangs. And the enure game hangs 0fI 

respect - If you don't have any: you won't 

be doing any mi5Sions. we massively 

The sombre seque l is ill uminated with some fabul ous rnltime lighting eHeels 
- yo u can even see blue-and-red lights hitting bu ildinls itS police approach 

• 
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PRE SCREEN 

Beuuse of the vast 
number of GTA vehides 
ci rculating on the Net, 
OMA decided to 10 for it 
completelr new look for 
the seque _ The results are 
extremely styli sed urs 
with I di stinel19S0s feel , 
but with futuristic leaninls 
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Thrn areas - Downtown, Residential and Industrial - make up the g. me's enormous map, Within each arn, several 
further districts eJist each themed around their residents - the Redneck gang is holed up in a trailer park. for eumple 

'1he beauty of the game is that none of the 
missions are predetermined - you get 

instructions and you haw to fill these aiteria, 
but how you do this is up to yru' Dan_ 

underestimated just how much the 
'respect' wou ld change the game - it's 

turned out to be integrJI to el'eryttllng: 

Facing a mix of OP~Slng factions WIth 

whom you may work a oogsLde or against, 

your relallonship with NPCS IS crucial run 

a mission for one gang and you may well 

slip out of favour with another; a 

'bilromeler' cootinually traUs your 

standing, "Ill the original you were driving 

around allegedly working for all these 

gangs,' says MacDonald. "but ir actual 

faCl, r.one of them eXJsled - the level 

deSigners just Cleated characters at 

strategiC polnts to relllforce what the 

miSSion bnefings were telling the player. 

This time, the facl that the gangs actually 
e~ist before you even ta~e on a missioo 

acts an eJtra layer of depth to the game: 

Extra depth is everywhere, in fact. ",n 
order to make the city more interactil'e," 

illustrates MacDonaId, "the AI controlling 

Gang warfare is , fundam ental component to the game. If your allegiance is sound, it's possible to round up • 
pone of warriors to take into battle. You can't get siK guys in a saloon car. though, so stealing a bus is an option 

• 
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the vehicles and pedestrians had to really 

Stand OUt - while you're doing nothing 

more than wa lking around the city. ins;ead 

of just the ubiQuotous 'dummy' pedestrians 

that were in the first one, GTA2 has proper 

characters - they have a set polnt they're 

trying to reach, and whether they do it by 
walking, driVing, ta~i. bus or train is down 

to them Tl1ere are muggers who just piCK 

people at random, rtm up and wallop 

them; pSychos who pull OUt machine guns 

and cause all sorts of chaos ~ potential ly 

attract.ng the attentions of gangs or 

police at precisely the WfOOg times." 

, 
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The PllySlltion (o"Hrsion (which Rocksl., hn 1101 ywl l!rlnsed shots of) Is 
beln, coded It Gremlin, with .nlstllnct from DMA. 8il things ilrt promised 

ACWfdlng to MaCDonald, you won't 

see so many ~Uy messy traffic 
scenes enher "VehIcles can flOW ' recover' 

properly from crashes ~ reversing alkl 
doing ttlree,pOInI·turns In ortIer 10 get 

bac~ on the road And they'll move out 
of the way of emergency vehicleS, 

overtake slower ca~ - all the stuff that 

everyone tfIou81lt was in the ong.nal OUt 

wasn't. an(! tons more.' 

ctty slicker 
It turns out that the 'living, Dreathing CIty' 

tag afforded the OfiglIlal's game WOfl(l was 

someltlll'18 of a rod for OMA's back. me 
6esIgn team took It as a compImenl OUt 

fe~ ~ inattlJrate. The soclle!'s oty sI'IoIAd 
matCh sucn lofty Claims more cIoseIy. ' YOO 
can do VIrtually anything you'd want to 
00.' says sam HOuSer itJu can steal a taxi 

and earn mooev driving people across 
rown: you can blOW up radio SlabOnS an(I 

listen to the muSIC die CNef the a1l'; you 

Al most 60 vehides ciln be onSCletn 
simllluntously. If they'r. blu.-.nd­
while, irs esptd.l1y bad news .. 

coold g1lt rrn;gged by a paSSlng criminal. 
get cal)aCked )QJfSelf. watdl someone 
else get carjaCked, creep up behind 

people and mug them, play one P1& 011 
against anott'ler and watch men; attack 
each Other, Steal Wses and pock up 
passe~rs. drive recklessly and watch 
them run out Of the bus ' 

oan HOuser 1here's no sucn ttung as 
an IM!f3ge ITIISSIOO. They can vary from 
steallOg a lorry cab. stealing the tr81~, 
connectJOg the cab to the trailer, driving to 

a crane,leal'l/lg the Iofry and finding a 

JeeP, steallllg the jeep al"(j getting the 

cr¥Je to tlft it onto me lorry. theft 00W1g 

the artJClJlated tn.ICk at high soeed across 
the town, rr'I<'Iktng Sllre the ,eep Isn't 

damaged. AnOther examp~ Is a loot· 

based stealth attad on a gang hangout, 
O,Ilm,nating III a rooftop chase, W'1ich 

really shoWs off the AI of all the 

characters. Of a good oicHastuoned 
shooIout. only in thiS game you'q haVe 

four or more guys fighting WIth you .. TIle 

real beauty of the game Is that none Of tM 

m,SSIOm are in any way predetemuned ~ 

you get _rlStruCUOnS al"(j you haYe to Idl 

these Cfltena. but exactly hoW you OIl this 
IS always up to you, and aoesrl'l ta~e If1tO 

account the police, other car-jackers, 
gangs ~ the W'hoIe world ~ng on around 

you - so twO people can comPlete the 
rruSSlOnS in completely different styIes... 

EtfecWeIy giving the player the key to 

the CIty SfIOukI be a can 10 anns for moral 

crusaders. but it wW not bother Roctstar 
and OMA. They are already 

preaching to the converted 

• 
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~ m., fnI Cl'. M!'t oIwe.,s look brN~ ~ M ~ SOIJrIded IbsoIuIdy 

11,,-. hi~ ......... ~~ c\oItIO$ n! dMIce ~iCb WIIh 

~_ Colin ..... de .. on. DMoI. ~'I krrg ~ aI tIw>gs oIUd.t>lr. ~ the 

opp<....rn !O G1AtI5Oll...ruod: : 'BV w nme we're fint$l1ed we-'ll'Iave 30 "KM 

,Hdy w go. We MYen'! ~ ~ _'.~;oe!hem.D 0< whethe< we'. Inm 

~ dcJwtIlO 20 lriCb IoO.e Last Dme. but the<e1 be iOrTlI! f ........ btnd5, 'HIh .­

!tICks from ~ ~ SII-UI EJOtlos ¥d Roben ~ "'" 10 me<1bcl'l 
Iracb horn .-¥tIllS such H FIytrorIQ, c- r.sM GcOO and T",.. ore Real 

w.c'", mabng\tle ,. $UIbDII§ ~ mud! ITIDIt ontegTdf Pi'~ rJ t!>t game 1ho! 

hme fur. sal'l ~'5 """" of them - t 1 orIIteltd 01 the se-_ ... GTA On uch 

I'IWIP tIw:re ..... be !WO com",,,,,,:;.,1 ""nOl'lS ~\"I'IR r:tw1 mtJ$IC and !lien every 
.... _ .... thon N """ ........... II!; ""'" _ ~ t-'1I tunes So. 

.-Ithouah yaiR ,nl fJ'l' dd'Ietent rnISI( d!pen6na on ......... Ut ~ fJ'l' "I. C wo/! 

Il1.o depend on""'~ po1dI.,.,.,'", on. 

"We''''"''' ..... CD iUcIoo 1ho!!>me btal6e rJ tile ~ we t-.d...th ~ 

klding N game -.hie the dIM! was st.IrcMg for I .- trKk. m<>:!I rIOtl(HbIy 

~ a player ef'~.1Id>ide- So &os \IITIt -...e'.e 80"" tor >lreatr'Ior'!I WIN 
Nts. ...t..:I'I ,edo.as the p<Ot>Iem. or>d • !Iw.1' we c.an <;\~ _ Ir.w 
~ ~ we1 be doinI"~ m&I,""oI DJ I"," or>d 
~. l.Wike eTA. ~ me Iris ~ m., $OtIIIo _1*1 of !he 

CO traru, _\llTltI:htv·~IP"IIW bepl.lyed btdhornCD~- /11 

lee$! on the PC.enoon Thos ~rl$ 1N! _ C¥I m.t\.e wllA>on 01 ~stft\ln8 10 

I ~ radio. lot """" C(II'IWIOng. 'iIOCI! YOO WOI'I'! ~ get the s.orroe bnl; 

t.et-. me wme sorws """ W "",go_'t.!w.Iys be iI'I me........., Ofde<~ 

The fue kons .llhe lOp 
of the scrun illustr.te the 
st.te of your relationship 
with the thrn lanl5 on 
elth level. Blow .wey one 
I,nl's sWOln enemy .nd 
you'll immedi.ttly Sft. 
swinl in their diledion 
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0PQ0nems. NO! only is the d'Stllx:tJve red 

palllt easH!f fOI those tardy bac::kmarkers 

to oetect. It also has more menacing 
comotallons ttIan the sooer Mada'eO 

grey fefrans, therefore. literally scare 
others Clnvers out of the ~ 

arounCI, Ferra ... came Dad; w tha clear 
maJOOlY. It IS a car ~ wants to 

drM!, and who better to ileIM:!r the 

e.>q)enence (Of at least the next tleSt tiling) 

than sega's drlvmg game maestro. vu 
5uzu kl? COO\1)p fans w I remember that 

"5ega Rally and F355 are different types of game. F355 is a simulator 
and it is the only one in its category. so competition is not possible. It's 

like French and Japanese ruisine - they cannot be compared" "ru '""" 

Th S IS JUSt a glimpse at the mystique 
Fe rrafl has oollt up OYer its SO \'1'!ars in the 
performance car oosJness, J mystique that 

has attracted some of FI 'S most lamous 
drivers Nlkl:llauc:la, Alain Prost and the 

Iegenc\aryGl11es IllllenetNe. Ws 3 mystlQl.le 
that has also gr.oen the brand an 

he has already used a Fer rarl·hke vehicle 
In a previOus game. OurRun (see pl32), 
ore of the most Infiue!lMI racing tllles 01 
all tl!Tle ~,after breaKing aWi!1f from the 
ltal~n stallion WIth vmua Raang, Hang·on 
and F'f::MIer DilIt he'S b<lcK. "TIle Idea IS to 
rIMe the lf1lPOS'\d)1e po5SItIIe.-

respect5 this object;\leN _ GoodYl!ar 
Marenl!llo FelTilrl Challenge Sportinl 

Regulations booklet section 5.2.2 

It 1$ firung that the legend of garnepIay 

should cofIide w th the legend of mote. 

raoog, as both have a certa n arrogance. 

SUZ\Iki.SlW'! c\a1lllS not to have a s<ngle 

faveollte driving game, and k.lof;oo only 

toward's the 355 lor in~ratlon dUring 
the devl:'lopment ol mlS utle - there Ms 

been no mention of other ooin-<lP racers 
Indeed, when asked about rival tities, he 

kjly deHe(ts the question. ·F355 does 
not have any riva ls In fact. there IS no 
CompeUtiOl1: !le states, ma!l€r 01 lacUy. 
~ requested 10 at ~ast compare hiS game 

WIth others - say, 5ega Rally - he is 
equally elusive "ltI€y cannot compete 
together SCga //,lIly and F355 are different 

., • • , • ••• ,d • ••.• ivi.nss.ml!s hUI! 10 sqUl!l! le much of Ihe left . nd .:~~.~~:::.~~:.:':':~;,::!! 
Thl! th,u -su l!l!n dispkly ul<!d here is .nlled to ~ 

In Ir. ininl-mode, I rid 
li ne ShOWl novice pl.yers 
how to app roach u ch 

. corner. Th is I1 carl of 
SUluki-un'$ r..n to m.ke 
• user-friend y r.cel 

.. 5O £DOC 

unpre\:edI!nted poSitlOf1ln popular cu~ure. commented preSIdent Sholchlro Irlmajlrf types of game. F355 IS a SimUlator and I 
sonny CrOCKett's Ferrari Testarossa and during tile presentatIOn 01 F3SS at sega's thinK It IS the only one in lts category, so 
Magnum pt'S 328 GTS wefe potent feceflt Private ShoW 1'MI and a hall years CompeUtlOf1'S not possLble. If s li ~e French 
Syml)OlS of 'SOS mater~1 srn, whl~ the 35S If! the making, F35S Chalfer1BO IS perhaps and JaOane5e CUIS<fle - they cannot be 
Itse~ has proven to be a capaOle film star. as Close as the company can get compared, but both of them are good. 

prOVIding Stall COIlnery WIth a thrl Ifl& With its amazingly realIStiC orc.ult 
gc!away vehICle 111 'ltIe ROCK' and JameS N80th the FerTIrl OWners' Club end YlSUats and detailed car fl)()()els, F355 
Bond'sASlon Martlfl 005 wth a worthy the Championship promoters are ChaIIeflgC IS a M,,:tehn three-star meal", 
rating opponent in 'GoIOl'nEye' anxious that th. ars which riICfI the maKmg. There are five circuits to race 

~'s not SUrpriSing. then. that when In the Championship do credIt oYeI" {MOtegl. Monla. SUga SUZUI;a and 
sega performed market research Il1:o to tile marque FIf"arl. Alf cars long Beact1), all of wIIICh are pa nstaklngly 
>Much sPOItscar manufacturer they that take part In the "riM shall modelled to replicate the rea ttungs and 
ShOuld baSe !hell next racmg tom-QP be turned 0IIt In a nNtnnlr which are filled WIth Wiateral detail. EYI!It the 

[ Therl! Ire fin ciruits in F355 Cho/lenge. bued with inhic.te .ulhentldty on rullradu: Monu (picturl!d below) 
Is In Italy, l ons Buch is Ihe US lndyc.r/N-'SCAR "nut. while MOII!CL Suco and SUlub arl!.1I '.plnese ci rcuits 1 

• 
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spectatOrS are 3D ~ figIres rather 

tI'IaI'I Danks of bnmaps. AS for !he cars, 
("!he artists. have appIieO IncredlbIV sharp 

and detailed te~tures to e&ct1 cl'lassls, 

capturing the full aerodynamic beauty 

of !he II'lSPiranon model PredlCtab/V, me 
few sIloft rolling oemos ~ked out of 5ega 

HQ also show a silty smooth 30 engllll!. 
ThIs IS CCWl-OP raong for me 21St cemury 
- those WIth any IIngerng OOUO!$ need 

only Check OUI that cabinet 

Hrhe body of the e/l r must conform 

to the OI1glrr/llln /I ll fflSpec!$H 5,&,3 

The most stri~lng eleme11t of F355 
C/IaIIef1ge - to those approaclWlg it i1 an 

arcade for the f~ tme. at leaSt - is lIS 

beautJfuI phy!;Ical design, lite 5ega's 

MassK: Pari:: losr W(;If;\1 C/lDinet. ttus is an 

The 'Anist Functions Pilnel' is iI IOW of Icons which cOllespon"d~:'::'~:'~':':;;"~'~;::~;~I,~~:~:,:~:,I~::'fi~~!~::~~'! use ltilbility contlOI. Irlction control, Aes ilnd intellicent bllke ~ 
- '* , . 

"With regular racing games. when rapid changes occur. 

PRE SCREEN 

ISOlated custom unit (1"10 nk·up IS planned 

as ~t) wtllcl1lileralty Immefses 'PI If) tl1e 

el!PefleOCe. AA ergonomic sell!, SCud 

Race-sty\e, prowIesa comfortable raCIng 

posruon. speakers locate<! at ead1 side of 

me pIayer's head resonate WI\t1 ~ 
rumble and, in frClflt of 'PI. \t1ree r.creens 
(jXIw(!rcd by as many NaOmI unfts) gIVe 

the player's responses haIIe to be very fast SometillleS 
when changes occur too rapidly, the player camt fobN" 

an elqlansl\f'e and bel ievable view 

on this note, SUzukl·san IS keen to 
confirm thal tl1e tfiOle monnOf setup is not 

/I puDklty gurmidc -It'S/I step IOWilrds 

repllcattng true spa!~1 awareness. until 

now, 0rIWIg g;rnes USIf1g a s-1gIe screen 
tIa\'e haO to pack: everyulIng that goes CIfl 

around and In front of the player's car II'Ito 
/I 24mm, sometimes:zcmm, aperture VieW 
of the WOOd, In o\hef W(l!ljs,1hIngS that 

0riYef5 wouklll5Wlly pen:erYe to be aU 

around them life crammed IfIto Cl little 

SQ\.IilII'e screen dtfectIy If) front. SO tI'Ie 

spallal diStortion is Slgnrticant TO get as 
dose as POSSIble 10 human vision WIthoUt 
a 'fish-eye' effect, 'PI need a 5Crnm 

aperture, This IS what SUzuKI·san is /lJmlng 
at,1lence F3SS'S tnree screens, angled 
slighttv around tf'le player, givIflg a more 
realistIC ~ of the et'MfOfVTleflt. 

Not CIflty Win ttllS aod to the VIsual 

[ The inllme U55 is modelled on its rnl ·IiI, inspirllion wilh .millin\ ddlit SVluki ' Siln's dfY,lopmenl ,um 
illso spoke 10 profusionill drivefS .nd Fellilrl enCin«ls to ,nsul' I .t the cilr performs.s wellu it looks 1 
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authentiCity 01 the game, ,t also brings the 

exper~nce In to line with real· life driving 

AS Suzl/k,·san POintS OUt. 'With the 

human f1oIe. CJOre<:tS srnn a long WW'f III the 

distance and become pmgressive/y larger. 
By USif1g a \W:Ie ens oe, a singlescreen 
24nvn d~, objects tend to suddenIV 
appear In front of the player. WIth regular 
raang games, YotIen rapMl dIanges occur, 

the piaye(S re~ have to be vefY 
fast. He has to brake, accelerate, et(:. 

sometimes I'hlen changes occur too 
rapkjty, the player cannot fotlow. In F355 

we wanted to gM! tile player time to react 

prClPtfIy 10 raPId changes. we coold I10t 

accept the diStortiOn 'Muctl results from 
the usual WIOe lens view.-

lhe multiple saeen setUp IS not the 

ontv 1IYIOYatJOI'I, though. F355 also 

ptOVides players WIth a 'r",e analysis' 

ptll110ut at me end of men game, 

displaying Inf(lrl'l'atK:ln on their line 01 
travel, nmes, engine RPM, weed and gear 

cnanges. NOt only will thiS enable driYer$ 

to irnpr(M! Ihe!r SPE!OflC 'M!aknesses, 

but It 81so g/Vl'S them a chance 10 

COITIIl&re data WIth other players. 

experience of driving a 355 is Simulated 

with an unerring ~ tor detail. AS puristS 
would e~pect, the game has been 
oevek;lpe(lln close conjuocnon with 

Ferrafl. whose engineers ~ thoroughly 

tested the game for authentICity. 

Furthefmore. SUzulo-san and co VISIted 
the comoany's ltalliln HQ to gather all 

the relevant car data, so vmat you get 

OI"ISCreel'l IS Ferrari through and through, 

oown to the most intricate spedfical!Ol"':5. 

GiI/{ln the In.oopth understanding 0/ 
motor racing eviOent In 855, you W01JId 
thin!: the entire oev team had worked on 

onving games before, but tt1is is not the 
case. Only a lew members came r.Nef from 
Da)itO'!.t: several more are from Wtua 
FljJ/lrer 3 - not the IT10SI natural 0I11'lOYeS. 

' My maw! problem in developu·rg tIllS 

game was that the team did IlO1 haVe a lOt 

of ~se about cars: ic*cs SUZUKI­
san, "They COUldn't understand vmat I 
wanted to create because of their ~k 01 
0rMng expenence. so I took them 10 a real 
ClfCUlll made them spea~ 10 professloral 
dnVers. I rented a Ferrari and put them JI 

Jl ThOse team members who didn't ~ a 

"A game has to finish within three minutes. 1l1ere 
are no limits for a consumer game, but you 

cannot use a special cabinet. For me, the best thing 
would be a special cabinet along with unlimited 

game time. NOw, that would be interesting" 

"l1Ie Championship is for 

ROAO-GOING AND F3SS CHALLENGE 

Femtl1s which have been 
runufIJctured by the FerrIJrl 

Factory In /I ~rles of more than 100 

airs of tha t type . .. NO p~udo 

'Ferrllrls ' will be accep ffNr S.2.1 
Not only is the actual experience of racmg 

captured so scientifically, but the specific 

licence, we made them pass Il PeOPle 
who didn't hiM! tars, 'M! made them Duy 

one [laughs) EVen YotIen !hey underSlood 

hoW the ga'11e lWf1<:ed, they couldn't 
understand the physical feellng.­
consIdenng !he structure of the game, tt1iS 
crash·course III Ferrari drIVing is fitMS. 

Given the high level 01 authentICity, 
F3SS could eaSIly have become a 
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playground for experienced con-op 
drM!fs only, and yet It IS/'I'L one of the 

most ImereStlng aSPeCtS of the game 
is Its concentratlOl"l, not so muct\ on 
compehllOI'l Wlth Other cars. II1II on 
el)OOUragmg ~ayers 10 optlmlse their 

0'M1 driving inStead 
v.oth this 11'1 mtnd, the actlOl"llS 

carefuIIV graded by tItree sk~lleYets -
novice, inlermedlale and Slmula tor­
requmrtg a progressille/Y wiOer base 
of skills from the paruapam, At r'IOVICe 

~,for example, the gear St1Ift is 

automatic; in mtermediate players use 
a SIffip/e paoale shift; and m SIfTlJIaIOl' 
mode they get a SIX.gear setup and the 

full three pedals Similarly, opponent AilS 
graoo:l Depending on Which sklllleYeI the 

player goes 101 The expeneoce sIo¥r1y 

builds from arcade simpliCity to simulation 

COIflIIeteoess - It's your choice where 

you~II'I , 

Furtherfl'lOfe, SUzukl·san has also 
IITlplememed a new drMng Bid he caUs 
the 'Ass.Ist FunctIOnS Panel'. In 00IIICe 

mooe trllS consists of four luoctlOOS· 
SlaOlhty control (cornering adjustment), 

traction control, anti·~k bl'aklng and 

rn~tgent braklng (bra~ automattcally 
before a tum). The functIOnS !Ire 
represented by four icons wkh Ilgtn up 
\\tIeO in use, so the pIayeI' can gradually 
team YAIen to U\IlISe speollc bratlng 

taCtICS. AS with the gear system, things get 

tougher as you go up th rougtt the skil l 

"My main problem was that the team did not have a lot of knowledge 
about cars, so I took them to a real circuit I made them speak to 

professional designers. I rented a FelTari and put them in it" 

~Is: intermediate ~rs only get se. 
re 8Ild ASS. while SIITlIIIaIIOfl players get 
IlO help al all. 

Within these eKllausttve mooes are a 
further three options: tramirlg. drMng ana 
race. ~ the first. pIao,oers are taught how 10 
take corners (a red line on the Ortults 

SIlOWS with trajeCtory to foiiOYl), how to 
brake 8Ild hoW 10 use the gears correctly 
'Dnvtog' aIows you 10 sunpIy take the car 
out for a spin, Wile the race mode 
rtaturally prOYiOes a series of Orivmg 

comoetJ~ It'S an l.IIUSUiIlly generous 

[
Despite the ~isll, 1 complexity 01 thelillm., not to m. ntlon its list of thrn scru ns (nch powered by ill sepillr.1tt Nloml 1 

unit) to simul.te. more ,ullstle: drivinl experience, SUJUki-Hn bel ieve$ th.t. Dru mclSt conversion IS possible 

• 
<l1li 51 GMlt!" 

---~ 

, 



range of optlOl1S for a ooin-op, yet the 

( ~~~~~a~~r:~ ~=r!::::~: 
plaYIng time canrJOt be tOO long. A game 

has to finish wlth in three minutes. There 

are IlO limits for a consumer game, but 

you cannot use a special cabinet. FOr me, 
the best thing would be a specia l cabinet 

akmg with unlimited play time [smi les] 

NOW. tMt would be interesting." 

MThe club's objective lisl affording 

members the opportunity of 
driving their road cars In 

circuit competition ... M 1.3,2 .3 

Suzuki ·san claims that his aim with F3SS 
was to create "a simple game with a 

certain depth: Although the racing is 

realistic. there is ellideoce that he is JUSt 

The increased immersion providd by Fl55's three"sueen setup a llows pial'" :"~::::.:~,::~:;:::~ 
dangers, like un closing in on the flank, more naturally. The experience there ore 

"II r .. ~ .... ~ ' h . lr'l t" 
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..... F355 we wanted to giIIe the player time to react 

PRESCREEN 

as concerned WIth capturing the 

experience of driving an iconic motor 

vehicle RJr example, Edge asked him 

why there are onty eight cars in each race 
when there were 40 in Daytona, were 

there any hardware limitati()(1s? "NO, we 

can display more cars without a problem: 

he smil€s,"but I think the racing is more 

enjoyable with a smaller number of cars. 

proper1yto rapid changes. We CIJIid not accept the 
distortion which results from the usual wide lens !/eN' 

In fact. the less cars you have on trac~, the 

more enjOyable the game becomes. Too 
many cars creates stress. TO me, the 

driving mode IS the most enjoyable: 

The tempumon for lesser deSigners 
would have been to throw in as many cars 

as posSIble in order to show off the 
Mrctware, but it's dear that Suwki·san 

loves these cars - he ~ how 

enjOyable they are to drive and he wants 

to reta in a balance between competition 

and sheer pleasure. However, this design 

isn't perfect. 'Mlen asked about his 

choice of backgroond music /0( F35S 

Challenge, he beams. -we use heavy 

metal music. 'Mlen I drive my Ferran I find 

tt is the music that best ftlS the car van 
Halen fits well in Ferrari cars" Sl.!(kJenty 
tnose two massiVe speakers don't 

seem like such a good idea .. 

The team visited ttaly to pick up dlta on the FJ55, while sound Slmpling of the car was performed in Japan. FerTIli's 
own engineers, who tested the game themselves, were allegedly impressed with the l uthenticity of the eJpe rience 
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~mue: the saga continues 
While F355 challenge is just about race-ready, Vu Suzukl's parallel project has been 
plagued by setbacks. Edge spoke to him about a game on the grandest of scales 

"In tenns of making it more popular across 
the world, the characters will speak in 

different languages. just like in a real movie" 

.. 56 £OGE 

I 
I It IS ~bIe !of a garne to be 

a VICtim 0 1 'IS own ambllOft. 
perhaos SIlenmoo could be an 

example From the won:! go, the game was 
intenoed to emulate the real 'MJrkl to a 
swpelyingty e~travagant degree. Suen is 
the game's sae.ln fact, that sega nas 

e~ted to show It III cIlunks - most 
recem/y at n, YotIefe viSItors were less 

than enJ'aplurea Wlttllt Cmal'!y' were SIIl1PIY 
baffled by one paItlCUlar segment. 'MIIch 

SIJTlJlated 8 garre CIf pub oartS,). 
SUZlJb.san IS not surpnsed mat 

garners tIave had diffiCulty gemng their 

neoos around his pet proteCt, the ideas for 
WMlcn came ~tO Delflg over fIVe years ago. 
"It 1$ (1Iff1CUlt to explain what type of game 
Shenmoo Is: he says. "The game IS nuge, 
F3551s mucn more simple to understand 

(PallSes In thoogIlt) In a nutshell. Sl!enmue 

IS a onemat~ adventure game set in 

C/'IiIIa, The game themes - M. courage. 
frlel1OS/tIp - are urwersal; they're 
StanoarOS across the world· 

Aware that a game of tillS scale 
(C1eYe\OP!TleIlt COSts to date have famousry 
el\CeeOel:l S2Om) must be un~11y 

appealing In Ot'Oer to turn a pro<it SUzukJ· 

san's leam t\aIIe attempted to ma~e the 

game ea$lty acCessible - something that 
haS frustrated harOCOre garners whO'Ye 

$MlpIeC liS Dragon's tau·style sectiOOS. 

"wwa F18/lter was drfficult. - says SOZuki­
san. "SO 'M! SIITlph/ied o:moat for 
S/lIInrl'1uI9 - battles WlI be SIIllr*! and the 

interface IS user·inendty. in rerms of 

IniIkInB 11 more popular across !he WOOd, 

[ 
SatpIId •• , •• 1 eel ...,. lite ___ .._'K 

........... IIte ....... 

tile game's characters will spea~ in 
different languages, justlii;e in a real 
movie For example, RYO. the main 
dlaracter Will SiJ'j'Bonjoor' or 'BO!1soW," 

Witll the first of two episodes due In 
Japan Oft OCtober 28, SUzukl-san's team 
SWI has work to do - OUt there are 
enougt'I Staff to !)IlcIl in. "I can't S<1I 

exactI't but the team IS realty big. mucn 
OIgger than some Team: he laughS. -me 
CfeOliS at me end of the game tai;e 

more than ten rnlflU1es to roll'" 

1 
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mean 
As PC OI1line fina begins to wriggle out of its hardcore 

niche and sega prepares to launch the first Net-ready console in 
the west. Edge looks at the current state of play and talks to 

key proponentS of the future of the next generation OI1line 

,/ 
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rnedIitKs IfIcrd .....-. ~ ........... 

Ubma ow.. " 1= • ~ rid tnOt'e I 
""'Yd,'Ulitsamnt lOO~ 
~ee..s.Sjlr~~ 
..::>tId. f!W:f'/ action ~ • o::r>sequenCe. Frcrn 
lhe~~Iinked~ 
vanotJS uo!dft. ~ COI'I'W'!UlItIO and ~ 
~...,~ "'¥rfaspeCI 01 .... 
~ M 1tIey .... 1) ~!he tndIionII RP(; 

n:uedbD-t:~~ClI'i¥"c 
!he rnetdIn. fIey an. f tho:y -"1) beccrne 
~ Cl ~!hat b:l15 p:1ISStie. 
~ awn" (),ho', fic!Icr'IaI 'NOIId -

popU.Med. iJS f 15, by ~ people ¥'Id 
~ NPOl-lI's I"",~ 10 he¥!he 
!aIH 01 ~ from """" Iho glebe. 
~ lIS Europ.I SoeM:f -Iotroled ofIioIIr 
"" Are 25 - "'!IS t.1rom ~ aptOIy ~ 
[ .... $-.I~~I. 
t'UTtbe0l1eel ~ 

IIrmodo will be one of Ihe filii 
onlin. titlts for the O,umcut 

, 



nw mo5l"...., ..... __ aI UfrrncI 

OW>eIS~,-"""""" •• bthe 
fl .---.w. HIMna dusen iI !AIde - end 

I !hen! an! roII:tf - you t>esn.wh I ..­
l00cP (the ctWl aI h .-..) itd. few 
~aI~ The_aiyou' 

~ personiIft ~ 0'\iIdeqJMIe " 
IM pen. erv. on act. stJOl'f/1l'eC1Jm1T'Ol1'1 
lha!new~ _ end 11' .......... iI 

IOwrI (¥ld ~ N ptOIt<lQ'IaI CS pclI.l 
unallhey ft CiIl/IbIe rJ ~ the 
conso:le!abIe ~ rJ the ~ 
~ ~ 4 adIy 0t\I! !eaI WII1IO ,_ 

!he ~sary SIaIlSOCS 10 a ~ IeYeI 

- "'" "- to wcwI:. 
$peal< 10 UO pIfyef$, end they may 

'oo.>sI 01 how mucI1 they r- e.wned ",thon 
.on hcu's wonh 01 pYy. ~ ~ rIeN 

~.wh~end~ 
~ lot ~ "'"I' \ilk 01 ........... 200CP 
WIIIw1 60 rTWUeS. TI\aI, on tN Iefml, VIII 
bo.It'lNI orO.WaI a ~ poetI! 0I....:u-, 
som<: ~ 11' .... Of. belle< 
hoIdleI. ThereafIeI; oI's bid. 10 the w:x:dI 
loo- .!O'iOIhe' hcu' 01 ~ arduous 
~ DcoJ:edd,anh __ ~ 

diet. con the lift. 00l.tlIe-dd con the pe 

end so 01\ itd so fori>. As tt.1IIoppenI, 
the 5IIo!ng1h end ~ ~ d 
... rMre on quesIIOn c;rMl..,.,..,...a ". 

...... --.!;lIoes weeks. ~ 10 esa.tiIh I 
d>notr dMfl ~sl<A. htrt ~ 
10 pecpIo..tlO ...-m will C!I searc ~ 
rnocrtIS 10 perfam 1iJ5b - Woe ........... 
~Of~.nuall'I5II'\.I'I'WI-end 
~.\/Ideo...tie they ft ., .... 'Id. 
Od'oer\ ~rJ ~t"'l Offtee 

dwraam WIIIw1 '9I""e .....-- (ne IS I 
~ itdhar.erMOfttlr:oled on 
m:oney-mab:1g 1I'id5 These ft \Md 10 
foro«a a 'maon' dwadief. 

There a<e peqlIe -MIo pYy I.Ibnc ~ 

10.-~ """" a day, They sleep for. 
rou ... 1tq"flOf'< fOf ~ r..;...,. an<,I....-.en 
they 8'!1 r.om.e. they erwe. t!>eo' ooWIe ~, 
00, ~ ~ and shottoomng5, 
uao.cends ~ lIS a ~ 'game' 
There's !at mote 10 ~ than ta The.enolh 01 
the~ohamlS....toe<e.~ cas8'" cs Iriilloo-m and ~ 
irrmonaIiIy ~ ~ Gel iI"iIO 
~ 'Iou ""'I' Of "'"I' nDI sub5otoe 10 
...rn "*11 to-fi qed phkoscopI'rr, t:u !hen!', 
no MpC II"oa\ ... a _ pecpIo .... aIruat 
do:onf;,s1lwot.~ ...... ibsnoc cIIe< 
to. I&W pIetiuti lNIN !Oei ooe-fidoon 
IIIII!rpINIIOfl C!I 'IOI\IIiII Utt( ~ 
oI!ets, woto ~ ~ itd 5C)eOiII 
te.JCIMl ,.,.. ~ itd Mfl on cs 011 
~~bm..~ 

--"""" "SlSIIr\. 

n 
• , 

" • , 
• • 
n -'" 

10" 
1111 .... 

UnlikeU!tirrKI, EretQuest does not 
offer. ~r$islent, 'uV41d' world 

EIII_: Rumou, h .. it IMt "",' .. -.<tually 
Ilenuine h,n "I " .. Ii .. e Ilminl ... 
QC: v.toe<e con NM did you gtt that idea 
from] (lIughs) r..., I am. ~ I W:e obout 
onIine garTIIIlI - ¥Id I thd li lot 01 ~ 
don', ~ IM - " !ha! Df1Iire camn 
_ ~ you an do 1hero and thoe<e. 
VCOJ un go up 10 the PC and did I buIIo:w\ 
..id be on a t:ofTWTUIIIy and be ~ 11> 
people. I's nor $i)I'M!!q you .--d 10 
show. lot 01 o:;nvMmenI ~ uroIco5 you 
-m llO FI-V good. It you do -... to 
coonnot 10 .. you CMi IS -a. Ytou "'" _ 

tov Io;oob1g at the garTI'"S !hot ...., very 
~ ....... -otMousIy~',~. 
beaouse I!\oI's ~ lit$! Cf>fTIfTIUfIIty!h.!t 

WillS buII.mund • game the.<lea 1Nl. 
hid con the ~ 01 the game 15 obwoous 
tor ~ to _ - the fad \hi! people 

wo. Theoe _ SO ......... se<Yef'l1hat you an 

JUSt 80 out and pity on. thaI_ set up by 
Io.Hn 1n'\IIItiJ!S. 50 iTIiIfII' people our ~ 
haw set up IheoI own Ouo* """-' .,.,.. 
CMi go on and pity IheoI g.smoo, We ~ 
!hot \rod 01 people at; ~ at; the 
~peopIe~iI go 
Eotp: 00 you thi .. k that Us pet­

lKOfId "~Ii", I, ..... .,;'" .... 
I'DWlh of onli ... P"' .... 1ft .... UK? 
0<:: II's iI rNIy &fficuIt argumer>t ~ ~oI 
won Eottoer you wont iI ~"1I\e o;t'li'1nectoOf'1 
Of you -" ~ pay for .t lIS .,.,.. 80 along. 
Some people preIeI (ne moOeI ~g"'n5I the 
0II\e<, ~ you're iI r.eil"Y USoeI, obvio;:lo.o$ly flit· 
ra~ is ~ IPPNI.ng. The (ne thwlll . 's 
~Hif:SI for me \0 say OS that wn.o l'OO're 
IryInlllO loot at the wr; 00fTl'0n0e5 r:heril", 
.,.,.. need to loot ~ on~ at mt would t>e 
besl for you H an ond.....Nill. but ..toy the 
Cf>fTIIIO"I' c:hirJeS the mechilroosm ~ don. 
II's not botaIM the ~ "'~ greedy 
- they ClIII.. iIfh!r ... on I business 
......,.,....-n 1hiI1os erocoor~ged to iI"M"~ ............. """""" 
EoIp: Wh.1 .1HMrI ,he Ii .. ks ...ttiI1l 
I_HI in itJ .. rioorl ,ulMl? That 
cu'! hurt the WI"p'-Y "met. un itl 
GC: 'MIIt's noce ebout BT ~~ IS Ihot 
Itoey"...e ontro6.oad .... lIided-woIue 5oef¥ICe. 
..... oeoo Ia:ti5 \0 the IfUmtI owe< 
wee<ends. Thete _ Wr-.ons \0 IhIt. 

obwoousty; .,.,.. '- 10 be I subsaber, 
and you haw ~ slots whoch you 
Gin woot. wnhon. v.nat I want to srress 
~ 15 !hot « 15'>"! "" QIIo, becau5iI: 
some people haw ~ the ofIe<. 
50 .. model is ~ ~ ,...e sometIw>g 
b«lo. to oroM1e garners. 8T wefllfl'! the Iim 

H,,/f-tife is .. ow pl.y.d by 
mote people on Wir.pl., 
thin Quoke Ind Qu"o\e 11 
combined, .ccordinl to , .. rk 

iIi'OOr>d foot. The son <>f ~ I 
would e>:pe<l ~~ With • oormoI 
modem.....,..ld be ..:ome\tt"'g "' the 
rejjonolill80-20;0pong.~"8 

lib! that. That'. "'""mong rm coni ~ 
thoo(. reasonable. N<M WI\tl .... YepIay. 1'1 
tend \0 iI'" 30 pores below 1Nl. So I am 
gttnng........mons on the 120-1BO mart.; 
on a parIItUIao- game. But .wh .<CSL 
Ihoutf'o. _I These: trials..-e P"lI on 
ncM /'iOW. There ~ aoI>o:u 900 ~ """"" .... Eotp: Wirepiay, for I ........ d I ...... , 
.... s • lurprkirtsIy IGOd _ of 

c" .. mu .. ity. CiJft "'" ttfl lit • little ......... , 
GC: 'Moat is usy llO forget from iI ~s 
Of • ~I poont 01 _, is that 

the player m'8!:1.f -m ~ """'Kt wo:h 
other pIa'f'"" uWog <T<lfe than the ~ 
~ is..toy chatoooms a<e Jl'f>III"!i so 

'What is easy to foq:eI. is that the player might want to interact with 
other player.; using more than the console. which is why chatrooms are 

proving so popular. It's a much more intuitive WWf of dealing with things" 

are ~ ~ng Quale, ood the ~ Ire 
,~H JI"'W'''8 I>nd the hoI.os they ~on ~ 
ar .. still rsons. is fllf'llaSbc. 

I find the...n;.le thong ~ rm .. 
cIH..:: tabIetop ~ - r ... ~ 
pme! fOf thiIt ..... ~ and 01'. lI .... t ~ but 
~e r:an t>e t..Jge MTI<It>"!!S 01 dIon 
",..,"'~,1. You know; you "'" gtt aI yWI 

fnends ~ down ill • db Of mund 
somtbodV's t-.:ot-, but 01'. IimMd. Put ~ on 
!he Web, th;ough, MId sudderoIy yWI SOCIfII 
ad! ndtopIies lenfo1d. ~ 
thousardoId. ~ an to. 
", ... r:ollTlel~ yr:oJ.., P"lIIr:o-, 
EoIp: How will the .... lkd crow withl .. 
...... ulf_yu ... ! 
GC: Tht~ ..... ~ IS goiog'" 
charoge We·re one ~ !he few ~ 01 
how people "-' .at down and Ihougtn 
ebout how~.., P'8 to make money 
our 0I1hos, how ~re P'IIllO get I 
busoness. rather Ih.on SOfI'I"Ihin:g ...nodi " 
IfJSI iI wr; 01 "'1MB people test y<:AJf game. 
II'~ only"""'" ~ trM ononc: PiTW'iS as 
a bY ........ m.t "",,'re P'II to get on 
mpr~", ~!e!tMmom. TM game< 
onoMlIy has already ~ ~ ~ C¥l 

~ the film ii"HJLJ5I1y, but .t's INt 
aMOO<e INt'~ needed 101" onIir.. Some!. 

le do iI, but at the end al the dIo;, _ h,r..oe 

le boo! SoI!efi 10 be r .... sonable WIth otI>i!< 
a:ompoe!ing comptn>eS. 
(dp: WII.I _bout tt<:hnolf>lY1 00 "'e 
Med .... lte' modems on.d connldionl 
..... " .. di.l-up tIfYk .. un "lily oHe. 
Ill, bell " .. 11 ... ""';0 .. ( .. 1 
GC: UbIe IS I!fY. ind SO is AOSL AOSl is 

con 1l'1li on Europe.l'otoen you're usong yWI 

modem. you're ~klnt yWI digowl COf'IlIiJIef 
and o;o:ltWt<1iftIthe SIIfIOI \0 .1\IIogue. K 
!hen goes down .... 1IIiIkIsue n to ~ 
di&UI eochiogoe -..tIefe • IS recomertId '" 
dfotaI ind II'..-.s~rm throuth- How !he 
bill MId bobs !hat go bIIwod the AOSl 
te<:hnoIogy ,.,.. the connectoon beIweer> 

bodllO be ~ Therefcote. yr:oJ oe tett"'8 • 
2Mb pope 10 j'OU. and 1281: bid<. .. , Iontasbc!or 1 ___ a 
o:ourse. 1nl a:ont>eCtiCIi'i speed .,.,.. haw IS 
IIwiIys ~mned by the outsode ¥oCWId. so • 
SiJpM4St comect>on is aI-v well as Ions 
H ~ on the \WIld also Ms one 
'Ml;ot BT Ms done \0 Il"lMOI.J"id !hat IS ~ 
SoeI up i_SO Ihot you Gin CIdIe Web 
pages as they come "'rough. 

People [on !he London AOSl1eSti ~ 
able 10 gtt conllO 'M'eM -Mm .<CSL 'MIen 
_'re on the Itbs. WO! were iI"!br'ig J)."15 01 

Pf>PUI" ,. ~ ' s. mud'1 mote intuitrve-., 
ri Oe.kng WIth things. 

Well. _ ~ thou"", that 

~ ~ 'Mrl'pI.oy la hosh 
po1formana. And ~ ~"a ~ 
1'00 r.ave 10 t..Me. So ""y ""'" "",,'.., equal 
to ilr¥x><IY ~ .... gtt crwIe<I tov 
= And ~ .... are wor.e. 1hero """ 
,...". he.>r iJbr:oJI iI! 

We'", oymg 10 .....a... the COfT'IITIIIfI(y 

...twever .... can. The ~ boardJ 
_ the besl-, 01 doons !NI. botaIM 

.... JISI """'" them. They' ... oncredlo/y 

.,.,.... n..:..', a handful 01 aoI>o:u 12 
peq>Iot ..ne. 1ft an theoe ~ the 
en~ 0I1heor r..es. Butlho:$e ;,re peopII 
_ knew so ..... - !hey are~ ~ 

pong .... the std: .... deserve.nd support 
....-.en _ .... ~tm.d 10 il rd ,other be 
~ and honest. and IistIIfI \0 ..... _-

As long H rm ~ for !hi: 

~"'I'oI~. ~commuMy 
is 8"ing to boe the mosI ornport<lnt !hint­
The gra.. roots is the 1I'ing that WIll rnab! 
%replay .......,. « <:.an t>e, ~!Iy ~ 
-' ... !lOO" frtt, We've sane up somethong 
lke 100 per cent ~ month in!flmS <>f 
USd8". 11'. t>een f""tas!lC, 

, 

", .... ..... 
> 
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Black and V\Itlite 
MLd1 has been said of Black a'ld'Mlite's irTmlClJate aesttoetics a'ld potEntial~ ~rd­

breaI<irg play. But _ irrwt>1\ ~ tte "'line _ to I.icn"ead? Peter MoIyneux re5pJI1ds 

.... __ .t:::"-

Ed:ce: How (.loiii .. a- _ ~Iy 
<_piu ....... tItHI Wftife ..... 
_1tM_1 
PM: ~'s ~ NI !he speed of tie 
IIIIemtt ~ to be !$a Md IhII IS IIUO. 
_ cr;w.oIcI .. do ""'" a ~ IT"(ft o;peed. 

IlI.CI'OI'IM_needlOdoi5lO~the 
iI'oono:lrnr'CS fA the Net. SO NI: Ihe(~ 
noI-.osibIelO II>e ~ ."""" go inIo the 
t~ ~""'~IIw1g"1NI 
people VoouId '"" ~ 1hot ~$ 
grw'dng 10 .. hai: on oo:.osoon. -n...y VoouId 
stJI be obIe 10 IIftfIICt 'M!h !he game, ond 
iIlc:Ud be6P.e 1hM 'Chey "-the _ 
~ prc omes. TIwI'. dl&cull1O do 

""'" ~ sI'IOOI '.." up<, '10 people 
ttw.k, How !he r.eII "'" 100 pig 10 mar'IajI! 
!hit "' a ...,.,e wher~ 'J'OU anroI potenliaty 
thousands cl ttwoss1 \\\eI, the lrd IS 10 ~ 

Ihe~s~-""''''''"'''~ 
P"II 0tI on !he 'MlIId"!he bITe. 

FO' crine.....-..s 1O...,.t,. it has 10 be 
seamless. ~ WIouk! be.., ... ~ 

~""""".~ ....... on,... 
0rM\ Itd p/;rrn&..",.,.1he InIerncl. K ~ 

5~'~lWf!'1hese~~ 
then.....,.,..eto;a~~ .. P"C1O 
!Ill p&oed 0/1. PI!oPe "- 'P'!f'I M money 
on the modem Itd the 8¥""- They don' 
"""" 10 know abouI ~ and ~ 
hilts. They W _m to ploy • cool game. 
ThM's ~ we t..M 10 ~ to. 
Ed1:" How do you fHl about III~ 'lOll ..... 
on patchul _ will you avoid _pm­
....... M files MIll Black <HId WIIitel 
PM: The __ IS to .............. IS caIed 
'dosed beII~' The ......... $h<dd be P'I 
up 11. ar..pIo cl -m. and _'w gel a 
~.., s*t~ of~~ probtbIr 
olbcu: 1001:1 _ oIf...m.. ""'1 push. 
.hotd._"",,MlhIh.1l~ then 
SU!I openrc. up to a sIigtrdy ~ 
auciera. H _ """ just P'¥'8 • ~ ~ 
the netwoII;. _ ~'be obIe 10 "*"e ...., 

of !he onIine prt::JbIerm. A ~ mode 
III pme wiI hoM ~ thoo..ow>ds of 
hoots' wortt> of te5bng- AA onIooe mode 
s/loo.IId ....... ~ least Ihe same. 

II's rdicuIous NI bebe . game" ~ 
.. toe shop!,. ~ """ be ~ 10 
~ n-·,dearIv~ ....... 

pme " rroo<e Ihan ~ odcing !he cpoon 
to do so. VDu need 10 0!I1CWfag<> I wIture, \0 

build tIwtgs oJI<U'Id ... n-, isn't a game j'tI 
1NI1M5!he ItA p<IleMaI oIlhe ~ 
Ecfce: How ..;n <onsoIes with mod_ 
ljk.~~onI""l_insl 
PM: E_ .. boesI ~ of rile 
8¥'rcifl151i1~r...t'I(~ 
~ ind 'hI .... ~ Wlen)OU 
pIIv .. a:nsoIe ~ you sI!Jp the CD ... ..., 
d-r.oe errl yooI~ ~ mldnItt. WIll ., 
cnIitae III'f't. • sho!Jd be ......:1Iy 1he same 
The qIJIIty 01 play sho!Jd n'\!Il!:h N 01 !he 
Po moOe. Many ~....no play wnsoie 
proes 1'-'S1 .....,.,'1 have Ihe p.nieoo! 10 loa on. 
type __ ~(On\' ¥>C1 iflstaIthe 

""""" ..... 
In ""eYM'" DIM. when _1!"I0I tile 

CCtIIOIe ~ rile, _'I led. too< on 1he 
pnes 0I1OdIy ¥Id they'I be ~ ~ ~ 
Mc:nc MiIer IS ........ .-do 'JO<TIe bloody 
p;d ~ to Ft the be'iI oJI 01 L Id his 
done I IoIIJ ... ~ Ill""'W'lI\apper\ I 
0Ie !:hem.s b81g Ihe ....... ~ 01 L 

IkI: I need! IJ be taken furIhor. 
l,jp: Are you ~ in Web-kMd 
""'I'Iao I8dIftOIoty1 _ do youlMl 

lbout th. po .. ibility 01 lllowint; pIaytn 
10 d.oose ... off·the-pea; ....oc.. or 10 

""le thelr_1 
PM: The swff r\oe ""'" w loO! doo:sn~ ~ 
!he ..,.;e ~~. ~ yo<J've __ tried 

to use wmeIhina ~ !hot - ...-.cl I ~ 
we've done \e$I5 r-: - yo<J find ~ II's 
~ emb.wr"""'lllO do. 'oW do IeeI 
like yooI~ ~ 10 a WI'fl'UIeI; II'Id jOU 

"Creating an onine g;me is more than simply adding the option 
to do so. YOU need to encourage a culture. to build things around it. 

There isn't a g;me yet that uses the full potential of the Internet" 

Stonn FOrtress Edge 
Ciet online with (die .nd win eilhl Saitek CiMl Action 
P,d .nd Mouse systems courtesy of Wireplay and Saitek 

Thorh 1O......tern"...... ....."...,....,."". P'~"""'YOU'" 
cNnot 10 _ ...... you '-~ ~ - .... IIw ldp tram IHIr 
doeJ--=' ilswabls""""""""on .............. ord ""'~ ..... 

0'1Il'10 -.sof---, ~ 211, ... _ ......... ~ord 
s-<. [dp .. -. "I'"" Il'1o doors 01 'f0Rll!lS Up .. --. of-... 
bIsed criOIe oornboI......, _ oI ldp rMders "'" ... port n I =-..s of 
btn* 10'" 0NIh "V_ s.:trw.e., ~ ieo'r>lGIress Oassc 

1nh-,~pIrfer .......... oneol ....... (Of~)~ 
medic. I<Iidier Of qr-. ord tI>en pns yp ..... woj, oIher -., "'""'" 1<> 
r1'IfI(h _ ord _ opmI-"" tftInI. EKh elm hos ..-.que ~ 

iIemo, ~ ord ''''"' of ploy 1<> "'*'" 1<> bnt effoecI. 10 some ~ 
oIlhepnelS~~byr"l(l_~ 

The .......... -., ....... ee'l1N d'IInoIlO11ke on I -.. ~ 
~ of Edp', odiI<wiII WIll. m....t.:h Ihty ... MCh _ pnlU of. 
... ~CM:l Aaion hd ord _..,...... 

10" port ... _ ·r.n- l .... ~.,... ... ,.....j. aw 
01 Ht1IUM (flAIr updad .... Iicm Filonss CI:IssI(. whc:tI .. ..- _ 
•• dooonI<Nd ... 1hr _ ..... _~.com Of ........ <o.e< 

CD 01 ~ such .. [lip .......... PC C<mor). .. """'" PC. • __ 
"l'IU"""" on Ut 211, ..:I _ 01 Mttl Don' ~ • jW '-"~ p. 
.......--. of~_ID .... ypWllh. ......... pIoye> con., 
"".~ ord""-' be ....,-.,d .. -... by Ihr ~ (g_of 
!WO Of """" pIoye>...t.o _nt to pIoy~""-' oIso be~. 

• FOf futrNr dHaJs. Of PO ..", up PO ~ pat! n """" oi>ovId e.. a ~ 
~ >i$II ............ ~pSay.«>.ul/ed9V~ 

..... 1hIt. 'M>II. .Iat 01 ~ ...-.cl 
~dolS..r..t.5<XM"astheyf!elO 
_ thioIlhey ~ ha< no bug!; in. 
they press the Moo at the: <is<: 
~ Clnot 0I1he th<ngs the: 
wnsoie ITIPJI"~ Mve done kw • 
Ions. k>ns ~ IS ID do tI'Iorrogh test>. 
ConsaIt ....-e'I .., many !lIneS rT"IOM ~ 

IhII'I PC 8i""ft. The PC ~ ~. 
on tfwlgs~: 'WeI, ~ p ,.., S<JU><f 
CMd here. ond N ..... r.ord • 
fdp: Iwe senu"'" ."Wade$' -
~k. _ FottNss CJouic -

~ or. irIdeed, p<oIitM>M7 
PM: "Men }OJ teINse .. oNne g.orne. ~ 
ore~oI~~,,"ond~ 
ore obwJusIv ~!hat ~ ....-. W«l\lQ 

~. iIhouIdn't be. d!.o:y. 1(,., 
ncredobIt ~ to be 0lbIe to soy 'Look. 
~·5. sIisf1I.m..Iano:: '-'.Iet's twM-.iI'. 
Or 1TIIybe; '_'s aro::cIlef ~ yo<J COI.Ad 
~ !NI be. Lel's rr.>ke • and send ~ 0<1. But 

ID""""" ~ do you "*" thiltl • yoUre. "'" 
......... ""' --..e """. - d yooI~ ra 
~ people -1htn how dIferII"'!W 
scor.lO be n ~ 'flU ~lllhnt. 
... /11 _ poi"I ~ COI.Ad be IOI'III!: 

lord 01I'l'II00 ~ >y.>IIom. ....... 
to t.lwna Clnb. N -.kf enobIe j'OfJ IJ 

~-....... You Ii;now the ~ <OIdiIe schtmel 
We·", ICIUoJtr 5eIIrojI up ~ ~ IJ 
_.rid pmdua: new prodxls for 8I«k 
and~. lhey'I led. at dIf~ Ihinas '/OfJ 
con do WIth yoot aeotUl". ard ........ things 
!hey could add PO 1he game. I hope thiIt ....-. 
go on for "...., 'fM". ~ an ~ 

feellb i b« 01 i fwat. I(s lie '-""'8 t.ands­
~~yooI ... on tlle ~b<.o:.1at 

~ II'S"'" a probIo:m 1Nl. IWh gaI'I"IK, 
~ could make things. whole Iat I'nCIfe 

~ Wth onIIIe ~ '/OfJ con 
ftame peope. ~ !lames ~ 
they don't ~ 'obJ have 12-,--oIds 
~ 4().yMr-ddi.. K yooI~ awaly 
~ tt>ou;\ ond jOJ Sly "lbu ~ 
yooI", i o::mpIeIe de(...-.cl 'IQ Ionf\ 11'. 
.,...-lulIoI_~"fbu1!"l1tM! 
crine eqt.MIerI 01 ~ bAits­
pI!CIpIe 'IIho go onIIIe IWh 1he ep-. 
_ 01 bNbns ~ ~ Thc>e' •• 
.....w.e.-noo.nt of~ 1hM_ have", 

lIP!'iY '" • beforo: iI <.on ""'* 
Ed,t: Should ",",eIopIn think 
twice 1otI_ wlUnl ' Nd pllf 
option on 10 I pme? 
PM: 'MIen I w;n pIoyIng CMIiJ:<IIJOn. I would 
r- iIJI«J ID M It. I would have paid 
/fIoosG'IdI: ID ~ I on ~. a...1htn 
I p CHne! ond IIIed ID M It. ...-.cl f_ 
paonfI.t The ~ 0I1he II<""t IS like .I>oe<d 
pmt- }OJ end up ..mg. "'PP"IIl'IU 
~ -. k:w S<lIT1I!(lIIe1<> wd'IeIr un. 
So U'IIess t>ert·s 'JO<TIe wrt '" sh;:u /11 ~ 
tnd so,: 'For Co:f's" tUTy \lP'. f pJSt--n 
.....,...,. lhen:o..,,,,,,,,, I!""I"S !hili. no matIe' 
how nu:n _ ~ Of ~!hey sho!Jd 
be. oNne. they idUaIr don1 ~ .. !hat wrt. 
£,jp: Is .... Ii ... ,Imin, proRUbfel 
PM : 'MII1~~.,1he~ 
• '/OfJ HI< !hem. 'h; ~ maLns '/OfJ 
money7 mQI!I ~ 'Af 00. n--: m 
~ maIang money. they ~ don', warn 
to _ I t.ag ¥Id W1 thei~ rnob-1g.lot 

• 



Dreamcast 
/lS the WlSOIe IWstry prepns to embrace ooline g;vnrg, Edge catd1es LP IMtI1 Sega 

~ ELrope CEO ~ cecillion, a m<Il poised to bri~ 001i:1e g;vnrg, to the masses 
~.-d". """'""'""thM. WIt'lf: 
~~II;I~IS<rine ....... 
... the III!III bIs ~ fI'ou';esIl don) 'Itri 

_·"'P'I"be~""'''~w.h 
the firsI: <rine 81""1' ,... ... "- 10 ~ !he 
besI..--. 0CJ<l'<. WI! un"", "fa; un 
~ ,....m.,.,..1IBd ., 1ImwlgtIam' Bull 
..... 11;1 be -'- • his 10 """"" \bu .t""*I be 
able 10 pIIy .... anpw. ~ f its pSI 
o I'Q' .~ • .n:I me... ...... Ial d 
pmbIemI., poq>Ie ~ rot be Nw;. WI! 
need to ~ Ihe ...., Ind qJoOky of OU' 

<rine 1ibr....,.,.n:I to ~lhe ~ 
a.pect of the ...... process. ...... f-.I to 00. 

101 alloWS, ¥Id we need 10 n'\IIle so..-~ 1hlt 
~ ~ <I(1OSS Europe. The dIy,... 
r;> 00[.,..;m ;on orMIe !O"T'I" IWI be v.n.n "'" 
....... ~~ 

Stgg Rlllly 2 (left) .nd Vlrtllll Fighter 'tb (ripl) are hotly tipped to form 
Plft of Sel"s online .aminl stlllle" in the Uk. But wI'Ienl And how? 

E .... : H_ oipjfK8fll Is IIIe onli .. 
•• pect 01 Dfeemc..11 
JFe Sirn I p:wIed Ses.t -..,.,.-.d • 

"""""''''' .-- - I hIYe spent ,101 01_ 
Ioobng /lithe <rine eIIrnerI: of DreIIrosl 
Thos is one d the *'-'Cs d the COI"I5OIe 
IhIt I ind most ~ - boni: .. 11;1 

~",-,Ind ..... IUdience, .... 
1hIs obw:lU5 M114IIlIOtI. 'NI! ... 10 PfO'O'dt .. 
~ hassIe-IJft 1IfOOI ........ 

YW~ "'*'!d ... we '- ... deal 
......... Brmh TeIea:m MIll CL) W­
hoppens " Ihe Mn. the <rine demenI; 

.oncI1he~~""be"""'" 

Edp: Will tM 1pHd Df tM """'"' .... 
proIHm1 You',e US",,, n . 6K IDCIHm 
10 beein MIll. rather INn. 56K unit . . 
IFC: l",,", be al3.6K rrodem. the.tort. 
Ind ~ ..... .....,..,... -V quc:Ur ., IImI' 

ID, I ........ 'i6It ThI!oe', no need to WOIIY 
... .. ~ 10 SIJ1llIy ondutIe Ihe 
~¥!d I'd .-1 - ...... IhoI'. not 

h¥d. BuI Y'"" haw ID ask yotmt'II" v.N! 
speed II'W::Idom do,... aauaa,. need ill 
pres.enr? We .e ~ ......... Sf ..-d 0.. 
lhese ~ "-!he sldllO ~..,. 
~ of log tme. ""'- "-', • need 
fer 56IC. _1 ....... Md,.1hen. when Ia'iIef 
speeds ...... """<ied. -'11 go b "..,.., 
Ind ....,.... ,. 3J.6K rrooct.m ". me speed 
blho~.~ 

!he macIwle r-. you'oe ~ 0It>er people, 
ThaoI:eiemenllS~~I~ 

~ '" the wtillllII'""1I.spe.::\ cJ 
~ I's!lCllllelt'q IhM har,n, beer> 
i«n"et. The pci5llJCI'q cJ tt>e ~ ... 
~ It.-~ cJ <:lIUW. 

lclp: Ar. you Iooklnc to port s..c:cessful 
PC "'.Iti~ •• _to 0..._0 
IFC! The ~ Cf ~ 1hII 

DIeIn'uII ~ mk$ """'" PC....­
IICnlSS W!t't toIS'/= So 11"10 ~ i ~ 
BI.C we'", IooIona III rrwnr ~ 
[cIp: Sudo .S} 

IFC! My .o..a. ." "'I' ~ III Seso 
Europe IS 10 be..",., opetH1WIdtd.leI's try 
flOC .".,.. .-.yone becaIJse we a'I~ do 
hI," "'" CMl' do IhaI. and so on. The.....-ld 
1Sl'I' --.!. and • ce.wnt, doe5n\ .... /of 

'We need to improve the size and quality of our online library, and to improve 
the technical aspect of the online process. we need to do a lot of tests.111e 

day we go out with an online gprne will be when we have <!'JeI)1hing right" 

deIemw\Im '" 0.. stralegleS. IY.1ao..rId:\ we 
wiI bt ~1O.,..e tree ~ ~ we'", 
burdJlg the modem "MIh the ~, 
whict1_ U!l '" the .. for, long tII\'Ie. I 
spent months and months IooIo"'l! III oor 
"""gm and ~ 11) en$Uff! IhM we ..oJd 
flOC goo.oer the pna! cJ £199, I ~'I ~ 
£219, .. ~Ib1hat-I_ 
deIemwIed 1hat £199 WIS!he Ie'<'eI we 
-.IOd1O~ .. IIu!"'iUI'.""'1e'<'eI 
while ~, free modem free ~ 
IICCeS end free emaoI- allhM b less !hen 
£2001111"ri. 1haI". ,wry iIIOI'lB prqlOSCIOtI. 
lclp: 00 you .... tIMt you ... 
com~ wkh lilt 1_ MMI PC 
10< • Ilia! of the Intemet .... 1bi1 
IFc!""'we~ ..... tt>ePC....:.rIdl 
'Nil people op! b D!eamaISI i1hey .. fri.J 
~ ., 1he lnIemeI:lllJu a'I go .... 
ohopond~ • .....c-QIed ~ fer 
£200""" ..eI, • CJn oiler you ~ 

~ PC CMl cIIlr jOJ. Md i you "". 
~ ., ..,..."., • a'I ploy..",., hilt>­
do!nIIon ~ lhal"s better INn Ihose 
on the besI PC ., 1he marIo:eIlOCIIy 

We don'! c.e • '" _ his I PC ond , 
~,,'~ond'~ 
.. even '" N64 and. D!eamcHt. ~\ 
'--youCJn have\WO .. ~TVs .. a 
h<Io.ISe 1Ot\e!y, end people have !WO \An 100 
IIM> 10 i0oi:. III ..tIaI you c.!J'I do speo!icat,o 
"MIh ~ In !he cornmeroaIs that 
we·",~.1he~we·", 

~ h1gs like social gamoos. lOO C¥l 

h".o:foo.<~~a!lmeon~ 
IWhoi..o; COI"oro«tII'l: 10 the Ne\. ~'5 also 
!he ~ emaiI and Web ICCeS5. But. mosI 

EcIp: I ... 't the<e • danpr tt..t .n 
"ps'He In Ihe mort Iefm could 
. Iieftlte exl<tin . ........ e .. 1 
IFe: H we ......... "'YI"& 'It's £200 lot 1he 
Drm~ buI it's £20 extra la 1he rn:>dem, 
and i<II:)(her £10 b 1ntcmeI~. j'Wf 

quest>on • be .., &A: !he IKIIhM 
we~ bo.rded the ""'""""'.ond ...... ao:= 
b the...,.., pIU """'" rd <isrrr;§ the 
que5IIOI'I. We _ID ~ 1he DIeamca!;I 

~., ~ ...... ..tIen we do 1Nl we 
wiI oo;:Un • - fIOC;.my. - 10 peopio. 1 
__ 10 b::us on 1he needs anl1he 

~0I row.l'hn the~ ....... 
........!IN" ......... two ond 1hre! ye.r: DmI!, 
we .... 1'Crucb:J! ~ ..... 1he 
~~IOOIs.~rmtl'\'ll'SlO 
do '-os to be open 10 ~ 
EcIp: _ you finIIiHd ,""id! 

onI~l_willbe 
IVIiIlw.. befon OIristMHl 
If(: 1 {Ml~ II!I you - 1ha(s • bog iUIpnoe. 

'Nerelookrtl ...... ~ ~ 
~~~don\""""""" 
wiI happm ""'" - you're flOC ~ apmI 

UUUUlU 

d", _~ ~ \OJ see ....... I meon. We __ 

10 be opeI1lO ~ ItIat OS t.aweninI­
One.ery ~ fWIg 'M!'re 1ooIo"'l!" 
OS eIedror>ic ~ HcNI do you build an 
~~011 'fWIIc;m! ~ 
",thoIj aIienolong ~ patII'Ie<t? I believe 
~ is p6I! 01 the Mure lot Seaa- 01 
o:cuse. (here ... be ~ ., 1he r.duslry 
It.- ..... flOC __ US 10 do that IluI 0($"'" 

job \0 i0oi:. _ ~ I {Ml bnos 10 11>0 
CllIT1I*'Y. end ($ "'I' deosoon 10 WI ...ne.heo 
..... 0$' 8IlCId """"" b UI. Maybe • "",'t. IluI 
I1I'N1.e 1haI __ ...t.en rm ICJIIt,r An­

[cIp: WhIt of ADSU I, thIC • diNdiol! 
10< Sec' to comicIet1 
JfC! R:r the momenI fm~' CJlt4IIe 
cJ ~ - !fee .-KUK, toe modIn\ 
end 50 IcrIh. BI.C 11 be 1ookrtI- A05L 11 be 
wry onwe.wd 10 see hI:>w hip ~ 
beIween now and SepIi!rrtIer. 'NI! iu'Ioort IhII 
~ aUd hIppen '" 1he roeoIltwft 
~"'aUdd>qe~Ntf 
large!. b 1he I'I'IOfIIeI'lI. 0$ SepIernber 23. 
£cIp: Will • ~ p«ipMr1l1N 
.... ndtetllt Ihtt _ tllM M die 

This subtle, almost hidden socket is one of the most slgnifiClnt 
developments in console gaming. Online I,minl is truly comln, of .,t 

• 

0._, And ho... much will it cost1 
IFe: 'fa '" b CD5I. we r...oe tw:> opIIO"I$, b.t 
.~bu!l""'il""'" 
e .... : £lOO if • bull;"" price point 10< 
• c ...... IIundo __ 
IFe: I'a Sa!um i.ltJnctIed _ 099. the 
~64..t U49, and 1ho ~ 
III 099 IluI MI'Itho: ~ we oHer 
~ acu;;s end • modern! rm ~ pm­
__ 1 don~ 1I"ri. .. , • .,..,. odN 10 JO 

"'*l1he rn¥kd ond "'" ~ MI'I a t.., 
pIU. Clnct" you'IIt: sold 10 the nb.II ~ 
..tIo1I do you do Ihon~ F\Jl1he ptU "'-' 10 
£ 1'50 ond ~ "Oopo, 'M! eat."MOO{I ~ 
do you Wy ID !he peopie who pool UOO er 
5011OO'-lObeo::>n5i5llenl ....... ~ 
EcIp: n.e.e' •• hup p<OIiferltiooo of tr.. 
ISPIIt Ihe.- n.e IMjoritJ ....... 
Ihtt _ not tIwouP ~ 
but by -eMns • pootion of ..... per-
minute <hIrp IeorieoI by ...... ,..-.. -' 
• tde<:OIh ~ It !hit ___ SIp Is 
.fIo<dins to ....... dot ........ and .... 
Net _ .... wiIh o.-a.tl 

JfC! 1'otlo1I you're asbng "",,- isle ...... 
• ~ QlrJ'In'oeftiaI poinI 01 oor deal ..... Sf, I 
{Ml\ tell you_ BuI """" 1 a>'I td you ;,; !ha! !!i 
a", f-olgdy, ~ =iIed ",th Ihr5. II's flOC so 
I'I'IUd> • q..oestJOn 01 ~ 0($ ~ • 

q..oestJOn 01 acIIOI'IS ~ c.!J'I "",ke from IhM. to 
~the"-"""""'_ Fr""fn~~l 
Bog deal! ~ does it The vrl ;,; to 
.......... ~ belle- INn the others, 01 mon: 
attr~_ Thos c.!J'I be dono: ..... ~....m 
1ho ...-- 0I1he ~ and I:¥ 1ho: jcrm 
~ ond pmrnXim aaior6 NI yw *­
'1'00 oiler "It..- (J)<'I$U'hf!r., ~~_ 

EcIp: So if you ""'" these ItronJ links 
wkh IT, if it liket, tt..t it. Itnoup its 
WI.~ ....... e, wi. ""ndl« Ihe onIiM 
....... apectof __ l 

IFC! ~ I ~ u...1he aroswer ID 
1hern __ ~'IIes. 
[ .... : _do you iMend to...­
IM hIrdcore pmen1 
IfC! WeI../ir:;I...,wiI beoeAns1he 
......t- 11) 1he III""""$-IM\oteoer we do, we 
......... 11) ..........te1hat oor <ere buwons os 
....... end N ..... <ere ~ ;,; t.ordcore 
~ vw.-fIOCgcrnJ! IO~~ 
~ 01 gan-r< on day~, bec.ou5e J 
you do ~ .. "" rroond'IS' lime you are oiy. 
There .... be 30 pnes I:¥ CI'nsImI$; "'"'" 
~ tie 50 8"""" I:¥ <pfIC'W; I:¥ nm 
o...m..... there ..... be o.oer \00 games. 
'1'00 build .librory like Itn. Some 01 Jtcse 
8"""" ..... otIe "'"""" play Sorne gan-r< 

..... be "'"""" only. 
Ellre: 0tI11_" I,mesl 
IFe : This is flOC la the Io!.nch. you 
~and. This is ]Wpart ol my"'~ 
., DmI!_ I's ~ for tI>e short-tem 
Iuru~, buI "-'ItiWIIy rot for the oo-.m 

<DO£' 6J • 

• 
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Ha~-Ufe 
tt is haikld as ere of the roost ~ 0I1eIJI<¥!r g;mes " recent """" But. _the 

'addition <i 1lxm FOrtress, HaIf-lJfe is also an mire success. valve's Gabe NeWelI expI1jns >Mf.J 

fd.o: Hfllf·1ife '" a hili' ouotHS I. 
a oneplolfWl' ...... , but t... its onl;n, 
,"",ulam,. "''PrIsed lite V ...... team 
.t 'Ill Did yotI en';Hp that the 
on~n •• omi", (o,,,"'unJry would 
.... bI..- it with wdo Inthusiasm1 
CN: ~ >pM _101 gillml! .tie< Hdf.lM 

shwed tcnIInIII'IIlD """" m the 
~ ponIOO. We statted 0l1I 

~~~¥>d~ 
~, and hIYe oontlnUed .,.,;m lIwlp 
~ the MOO brorwsoeI ¥Id the irdaoln 
01 hn ~ 00ssIc. Thtrf: if, SO rn.d> 
ID learn and 1D1Iy .. ~~ 
IIId by dcwoa Ih5IflC1e1'1'1e1'1 """'- ...,'oe 
nol only ~ IueII:!Ie Ht#U<e ........ 
a:o:TVTUlIIy, bulwe '-~ a ten 
ilia! ..... 8'" IpIlIied 10 Teem F<xrr= 2 

and c.... Mure games. 
The onIine oornrTII.nIy 15 -, 

~ cllht Iew~....no keep 
III'rdns -t rnaIIq ~ ind 
~~~~boaftlon 
~ new b U!. .. to wcrl MIll !he 
MOO ,"Ihots like the A-Teotm and the guys 

~ of ..aro"8 thInl:s to .1 of the HaIf·l.Jfe 

~..no ~ been SO ~~t 0"""8 
the lengthy ~ ~_ IIhonk 
..., <IM\ed to 8tI ptetIy ......,.,. about 
deveIopoog ~ H iI free ~ lot Half· 
/.Ik aftft _ '*' ~ ... ChnstrnIs. 
John Ccd: MId IIQbIn Walb.< didn't t,..., 
ony f.moty to 10 and ..... dunng ChnstmH. 
ilSlfl.ey'", from Australia, so they Nod a bit 
01 bmo:' 01\ their ~r1d5 and IfO! • P«<CICype 
~pre-:r,oquo:ity 
£dle: What do you think ... Us 
_ FotIftns CIouk 10 appuli",l 
CH: Then> _ I bunct> cl ~ 1Iw1p 
!hot corrbno! to make ~ • mud> _ 

sooaI e>penenCe th.Jn most typeS 01 --Edle: Do you fHl , .... HaIf-Ufe and 
T_ ~ ... ,,<,,",bole fo< u... .......... ' 
&N: N.the~r...ne~ 
0::nInence 1Il0l10 meeI .... __ .... 

oJ<:I>On ...".. Oesosners 1$ p;wI 01. p.Inel 
They had bee<1 -ns !Ibou! fM> poer ~ gI 

IhcO- ~i wstoml!tt 1tywlg the onIine 
~ gI the< games. I'IMh HrJI.Ue we 
_ 8"ItrC obouI ~ per Cftl\, SO 1Iwlp ite 
!he 1"IIqr.Jl1!d __ t-.er and !he ().:i, 

StatI opaon d!WoWr seemed ID be ~ 
US read> 0lIl to I btoIder ~ <;It ~ 

I don',1Iw"ok we'\,!! 01'0'I'I1 ~ ID Welch 
..... surface gllhe ~ la ~ 
the ~oI pnes. for~, fI 
Teom _ :1 ..., '- • cnadw>& cia. 
The co.od'I a bI5oIy ....... NI ~ 
...::uw:I, pItytt 0JI'Ir0Ied by. ~ 
~ pItytt CWr""" pe=n bfqj 
a>IIChe:I can _ rod t-~ rood!. The 

ode.o for thIS feW ~ d -.:Iq Io!s d rY 
Same<s ~ rod seentI what """'-"d 
hawen....n.n p.I ~., .- pIayo:n 
"-'ably a more eopenenced JlIa'l'er """'-"d 
--.do:r (M:t.-.cl SIoJIIIoobng """ the 
.-tw', shcUcIer, pcorq "'" ~ d 
~ ~!ilIIOn8 abo.c the ~ iIld 
~ them ~ wme 00tr0.!t 

(01,,: Do you feellIYt its pr-.. as ... 
00II_ ..... has hdpo:d HdI.a.', ...,7 
&N: 11'. oMeys hi«! to d«onsIt\.o:I..tIaI 
r:t.IlIy a ~ .... c-n aroecdI:uI 
~ Irom the r$iI chnoeL • deir-'Y 
has hdped ~ ~ P'l" the 
pro6.Jc1.lIong ~ .. d!he ~ iIld 
P""'>. we a~ dt.lg ....,.... """ ~ 
., the US INt fe.JIures 'k<;m Fc>-uess Cbss..:' 
more ptOIT'Iinen!Iv - ...... be ""'estns to 
_howNdo;oes. 

(01,,: III ce-'~ do you thi,* IIYt PC 
0WMn .,;. _ buy &aIMS .... the 

otreftJth of IMir .... ~ ... options ' ...... 1 
&N: t trri; tile 0'd.rsI:y wlleom a 101 &om 
!he "*-s d ~ NI.- Net>o, th'ed 
1<>I.mamen! and Jtoon ~ 2. we 1I"onk 
TFl" approid'll'llhe ~ feq>e fa a 
~ sunss. d o::o.ne. bI.( the 
~ 5UCUS5e5 rJ Mh .... help ~ 
It-.. 0'd.rsI:y., !he ... dRcDcn 
£01,,: Vo1..t *"rIOIocY ..... ,nus do 
you .... the Industry MHls ""10 .. 
onli ... "~mine u .. .... tch the .pHd 
of LAN·baHd I.m,sl 
&N: lhere's SIlI.1oI d ~ IKI do on the 
""-" ...... R.eduong ~ IIa 1'1 

d!he rna5l~~~ 
...t.cn ~ 111_ vemJS lAN pity, 
.>hhough fJotly soon Itw:<e ,.;tI be game 
<IesIgm wt.e<e the ~r>dwidth also SWt. 
to be a problem r"" ~ ISDN, a caob!e 
modem. ar>d .o.osL ~ on my r.ome 
rnact-. so ! c.tIn (OIIIP"'" !hem ar>d 
once people t.....e ADSl. you p<euy fI'U:h 
t.....e • lAN4Io:e ~ Some d the 
lIS PC a>mpllroes. ~ 0..1. t.....e .w~ 
to oiler PCs ~~ .... !h .o.osL 
modems ar>d ...ort WIth !he teIeflhone 
comp;Inoes to prOYlSOon the 5c'Mce. That's 
• bij step forwa,d ",",ul ADSL b«omes 
widely pre.-aIem and tt.. hiI'<MMl! b«omes 
oonmodiused to the extent nK:Idtms Ire 

Probably lIS bog. • no!: • bosIler ISSUe. 
though, IS II'Iri:.ont thmugh 1he <M user 
ISSU<':S of moLons of pe<>pIo: ~ orOone 

"yoU can see with the leading-edge constituencies, like the Team Fortress 
oommunity. how people are starting to migrate their entertainment time 

im<rj from the traditional media and towards oompuler-based entertainment" 
ob1S 1he RusSIa'! frr:>nt to It'"' tt- MOOs 
out .r>d ~ building the oommuruty 
Edl': Wh,n w.f It d,dd"" th,t T,,,m 
__ ss CHlssJc would be I ..... _.y 
If. frH downto.d1 AntI ..toy? 
&N: The two big rusons """...., rnd: • 
~ as. /tee ~ ~ 10 help 
usvalida,e tt. ~ ~ tools 
and 10 giw us more e>:penen<" ~ 
mul~ games. ~ was also an oppoe.ling 

AA... """"8 !ha 0 ~ rJ ~ tImeS, 
__ smod:.ed ou.se+.e. on the head iIld !laid, 

'Doh, of ~I n... should be par1 d the 
lO''''''·_I'.Iun''''~~~~ 
~ abooau! ,101 d It-.. &ustraoon d MW 
pllyers.1r'Od ~ IOCO'PC"IIeS ~:oooaI 
........... lhI;wetrilS\ry 10 the ~ 
ond popMnfv ~ garT'If$ wiI acn.e.... 
£01,,: H"H-Uft ,nd OrNmGIIst - • 
m,tch ....cl. In "'_n1 Do I"'u 
thi .. k thet HClH-Uf. Of "' c .... 1d be 
• h"", _cell to. !loth '11 .... end 

~ ~ "" .... IIM upebilitMf 
oIits_ .......... 1 
&N: We "-hid , 101 of rftrest I!Om 
1he oonsoIe ~ "'~, 
¥Id "'" working 'M\h !hem to fisure out 
~ and how ~ should end ~ runnin:R on ... ~ 

games. The<e ~r, • lot 01 U"Nnt~&ee 
o..ues and b.Jc'~ service isSllfS th.!l 
.......d to IJOe! eOdresscd How do I find 
my 1Mnds1 How do you schedule ~ 
rn.stdIHl How do you see g,lme SIIlIStICSl 
That: sort d !Iw>s 
fdll: Do yotIlloink th.Il ... lllm. wok. 
communic.tio .. durinl pt.., 11 • 
possibility within the neot ~.,1 

&N: 1'. de/ir1~ po<Sible on the tedv1iu1 
sodoo. " bot ISMJr! IS mob", "" .-.. IS 
integ<Med onto !CU game des<8n so !hit C 
do.s,,., 1oJ5I turn onto III ~ party """_ 
(die: How d" I"'u .nYisqe tt.. onllM 
I,minl 'c .... wlII I'ow1 
&N: We'~ pretty ~ tI'.It >CIt\"Ie sort of 
1nt""""~~1S1JOII'S1O 
'iIMI to IfIecIIrD!ionoI _ ., tt. 
oar'I"Ie~lhaI~has~1O 
~ ~ ., It-.. u..ed 5IaIes. That: 
....,.......:1 almost ~ ~ the 
IllfTlI*III! lid d ...,j, • pn!5II'IOe flOW. but 
jQU QIn see 'M\I1 wme of the ~ 
<OfISIltL-'l!flCl@5, ~ the /Mm ""'= 
"""'""-"'T, r.ow peope.", st.trtr'llIlKI 
rnogrlitle 11'0' ~!r'IIe~ 
Irom!he ~mM.o Ir'Od ~ 
cornp.Rr-bised ................. 

£0111: M'''r coun,"", m (un.,. hIwe 
• by_the .... lnul. billinl s"tem for 
local, oH. p".k c.lls. Wh.r. you. 
opi .. lon on thill 
&N : .... a C<IIISIIIl"IO!< who rw 1IaI·'iIe 
boIont ... very low rate, ~ soonds suc\Io 
I as ....... lit _ poinI: N 1he r;:ornparII'"' 

mat try 10 ~ ...,j, hgh pras wiI 
""""tuIIIy be Iorred to cn.nge bec.tOuse 
of c:ompe!""'" ~"""' Ir'Od the ~ 
mat ,flISI m.t ""'nl!'! the Ion8"$! wiI 
p.-obabIy go under_ III term. of r'll1IDI'WI 
oompr:t"I!~ ~ WO<JId be , good 
KIN to ftII;t;IUI~ the ,opod grOW1h rJ 
<On5lJtner Int_ usage. onc! thII d the 
Pft-rnon..ole pnc1t'tIlS se( lit the n.JtlOI'III 
IM!I. they mr --.c: 10 ~ mat 

01 course. I "" ridiruIousIy ~, 
coming !tom a company thlrt builds 
prodLX;ts.....r.e.e _od Oke connect !>me 

10 be free rd Mso IiR 1he aty rJ ~ 
to Rbsdose my CIpItaI rosa. JlKIIIke 1hey 
do for 1he sportS frlnChtsH, but thII 
~",,'IP'l1IO~ 

Half-Life is mu$ive on the Net, 
rivallinl its sillJl'plfly'r SUCCIHS 

Edl': Fu ....... 10 the list qU6tion. 
"" nut pne<1Iion 01 COMOIti ... 
.. Ht 10 off .. I~ func.tionIIity. 
Will VaIw be 1_ti&lti"l1M 
ponibilitMf of worlti"l wi1h !hue 
machin" In the nu, futu.e? 
&N: We~""",~"!henew 
rCUId of oonsoIII! ~ <DrTWIII c.a. 

The duthm.tch wiIIllw'YI hVI its pl.ct In onll .. t lam;nl. holvinl 
permut.tions of the co-op experience, thoulh, .re f.r mort excltinl 

• 

-" 

, 



Ultima Online 
lJS.based Qr@1SOftwaehasenp,e:lv.o1clMdesoo:esswitl1its Ultimaseries.Takirlltte 

<team ""ine Wf5 tte trardlikl of folrder Richard Ganiott,1rd re hasn't IooI<ed back silce 

.J 
Edp: Do you feel thM IJtt/ma o...tfM is 
P«ti<Y'-'r actflMbM 10 doe_' 
1tG:", b !he r.~ IfId " "'I' mrd Iheoe 
_ !WO rNJOf bimM 10 N. One os N 
~ proct5$ofl'lSlalrls erod~ 
.. ~..,-.e~ .. ~~ 
PrIMdrr" !hit frlt p- rd I..ndq jCU' 

1SP.1ht!me you 5UI'I fUIons. The ieCllI'Id '*' is hewn pme ~ ISh 5. 

.. on 1he """" And I.Itma 0-., .. 
LiI..nch,. bec¥ne!he ~1'C...,e 
.. EA n 00gwI1wDoy. 
Edp: tJIItimcr .... been • pM_MI 

~m.Iut"''''SlJ.ocIios'" 
~bepo", ........... lhMl 
Rc:.: Ulm;I ""'"'" t-.s ~ - ., _ 
III liNrdII r..-U!!I - ~!I... runboJ 
,-~pc.......,n~.ldfA 
hIsII:xy We'vewl:! ~ 

IhoI.rwd ~ ~ "'""" rNIf ba5e::I .,1he5t115. And __ ..... 115.000 

~.Id row ...... a/:o.J: 15 01 so 
.......... ~ We MIle 500.- 5lbs 
~ wetl. 10 ths some· E>oen >0, ~ .... 
LuICh 0I~. we ""~ some 
"'1*1 on IU ""'" tr~...-.:! ~ 8U 
lhe.aood ......... I:> ftrt the ~ is 
~"~~befig!'lb'lg~ 
~~~t..r.b.mS(O.J!wt!~~ 

JIB. bo!n 1h:loIiiI> then> "'" other rnedeYaI 
farus¥ ........ ~ .. a oorrbaI: 
...... ~t.titl<Il:>&"",,,,",...::II'Id., 
....tod'1 P' tin 'lilo" 

1Arna~ hosbeena 'Ief'/~ 
~,,*I\IIdYf!1YI1'IOIlesI~ 

.,.; erded "" M!h a 9.lCU'iS!ohoch I:> li<>.bC 
~ IS ~ ot;dil>!he nm IllIInd 01 
pooxb:ts ""-i!1fIIIIl .I be ~oob. 

1>t-.a., ..... 1ho~pI 
GOOIrng ~ you tin ~ ....... wnety 
01,...,. ~ o:ir do 1I'OR ''-i00i< sooc1 
bIJ.~ ... I_."'-'''''' ~ 
~1hI!~Md.iII'I'IIWIr.ts 
~ 10 sec '/W' bOO • a pIKe 1NI'1 

--..,. ~ ~m.. nsO ber6 
.... bv-. t.:INl 

is IIIId 10 inoo...tee 10 _ 01 SlOp. 

n..,., ft ~ people 10 he\> you (O.J! 
.Id _ ~ lhrIfI'Ilokoo 1od:'I"'*"IIl 

Th'!n!'s .... 1Irld '"""'" ~ ths I:> 
.- oIlhe best 7(SIemS .. the 8I""'!. beaM 
II'lI'Ido.>w<1lh! ....... II~!oran 
untra.ned ~ sohe",I~I"'''OI!r 
10 SO d:JoI,on oY'Id brw'c t»d< lots 01 OI'I! 01 
~ the "*"et tr.fn ~ the p<OOIem 01 
CXlII'IIt>C t..d ""'" • bos 'I'*',.ty 01 'Ief'/ 
woliabie ore IIrld so the .....-.er1 reed 10 hore 
~ 10 escM them t..d IIrld forti from 
Ih! ~ They, '" n.m. ft ~OUI 
Iheor ~ so !hey b.Ir .- (ft"; !rum 
Ih! end so !he co,dI-

ThIn! ft ~ cydo!s II<e lM. espewt,o 
WIlt> IIiIDI'n& 'IIII>eIe!here ft <btnI; 01 
~~IInISOO'l~hllll'lull....nl 
tfs hir<Iff 10 ~ 1CW"O!OIIe t>v Iio1 so 
peclIlIe odenlrty '* foiendo. bv" -. bv 
1her dJoe5s. Md. aood...,.1O '-an 

A r.lfe .... di.n(e wilt! Lord 
British in the I.nd of 8rit.nni. 

~ Cs Iwd to ""'"' dHlo:bon n 'flU 
mindAlOIoI()IJ~""'a<l1JaI)'"",," 
"fISd tNt lAIIma Ascms.oo ~ !he la!! 
~JI'I"'II!we"'bedco'1t!b."'" 
~1Iri. IhK's MyIr .... 1Irld , .... 1IIha! 
'h-r_ beau.e I reot,-er.,.,.,.:!hR 
~~IOO.EUI~IC 
so ~ NI""" ...... 11 riIt!~ feel 1 
ad! ~ .... prcbIem. 

u.., IJI"T'"'S a.. the.o... 01 a bu;Xty 
'" MO 10 amI!""" IIwm on ... crrW 
arMnIlR. _'s 1ho GIld 01 .... 1_ n 

Yf:ly diI!'mnI stPe 01 g.Jme IQ! ~ 
CDITIO .. en onine ...... ~ 11;1 'M\ 'n Ultima onJine: The 5eaJtJd Age there's 30 to 50 per cent more geography 
1hty 1tri. (>ay. haw.., I ~ _nST 
And people I'...e •• _"""*'", 
.a:.....tIII ewaIy !hey Me ... 10 do. 
11>ey hM; 10 I\gIft o.c "* U I wuI 
-'1 ... ..tc:h 1hey CIIl SO Ind ~..:I 
... 1I'"ft"""'~""'do""-
1hey ~ The 0Ihe! problem OS IN: yaJoe 
~ dfowe;l Q;) a --'cl ""'" Iou aI 
~ ~ pe<JpIe. II\'IIIWty.-. 
• can be I wry .,.",...,... poOO!I$lO bail 
Ie.!m !he ~ nlleam tIe....w 
Thoeo. aspecIS rJ • we ..,.,'1 so:We.l>JI ~ 
1ht d'IansH we1 make ",111 t.s ...... atd. 
more~. wmlhe seq..elswe·oe~ 
10 ""loke. ... do a .,. to oc\dfes tn.Jt 
Edle: OM! you expect Ultima OnIJM 
to " • IlI«tlll 
RG ; We ~ Ltina~~ a '(NI 

'80" !he us. ....toct. ~ '" very 
~ ~ onc! diI\cuIbes kw" <;10,1' 

~. in 1ile senselhlliAtml ~ IS 
__ !he fwsI" 0IIIv fir.DnooII1 ~ 
aw.. ...... on!he INImeI, 1', ~ 
1ha!. .... we ~ ae.!U1i IM g.Jmt. we 
kid muct> m:re modtsI ~ b III 
~ "lhewM:l, 00 1S • ....,e. 00_" 
CU o:JIll)oW'¥ And when we _ ~ .. 
Ihe IT\CIII succe:sIIA. PIftIy oNnr. pme 
bdooe {.IIm, sold Io.~ ~ WiIt!. 
~ of Ihouwnd !IlJbsoobert. ond we 
...,.,.,.. 1_ I preIIy 1IOCld .......... 10 shooc 
lot So we SIII1ed ~ IAfwng ~...:I 
...., ~ bIa one _ ,,"-'. TeooIi. 
We o;:Ud ont,o 15 toe 81fT'! r«rrwIy 
~ WIIt!.ioew dcIzen ~ ,lnd we 
_ ~dose IOdisuhoon. We~ 

I'obw. we r..t 10 gel I few 1housrId people 
onine 10 stI«ho\IeSI1he ~ And we_ 
gorno SO.:ld pe some pe:l!IIo COS ID ~ 
Bo..C WIt did,.! -.. 10 IIM' !tee COs 10 "'Oe 

people I11II'I ~ act.Jat,o help \Il, 50 we 
ct.qed~IO~_- eM 

50,000 people WIt us !1'lCII'OPI! s...ddeoYt we 
_ ~ \.fH:Ih, we're ~., 1:I'OO.bIe', So 
we r~ ~ 1ile suleof OIl! prqed. 
We butt folK seMIS spreOO ~ IICIOS5 the us. 
~ on the eM! COMI. one on the we5l 0»5l, 

one in ~ and one .- !he ~ UO:.es 

to explore. The game also includes things Dke a universal translator, so that 
you tell it what your natMl tongUe is and all text is _ accordingly" 

Edp: So how Mtte< _Ioiger is I.ti!NI 
o..IiM: RN s.c-d Age1 
K : ~S«r.tdAgl!lSa~ """""' 
oIlhe ~ to: I $Ill r'U'IS ill ... IIIIPIf*JI' 
oIUO,lhep.-~_.­
_ ,""",,,', JO I> 50 per cen IT'r<R 

~1JI!(l&r,jphy1O~ lhepme 
eIso ro::bIR5lhr'e; ~ ............. tr~ 
so tNt~P' insIaIIlhoIg,!O'Tleyou IeI 
I...n. .,ocr .- t:Jn]Iue os. ¥Id oiled !hili: 
COIT'reS !rum '/W' ~ 01 J!OfS rI'I1O« I:> 

vamloled ~ Of a:tne, C, bv no 
MWIS pefed !or toos.e peopIe....r.:.-.o:1O 
....... ..todI <&IoIIrr ~., tit 
pneM<m,'~"""p""'lrfI"IlO 
CDIT'IITU'Ii<.J 'MIll ~ tfs a.. ~ 
i e.beI ish '" ,.::u _ .......... ~ f'Ie 
~to..-.w.~_1n 

~ sonq IiI:er'a b a trdnaIi:JrI' lMd 
.... Yahooiftd~ lhecode 1:>_" 
deoop:~'"*'-~~ 
td.hI_codem~do.~OII. 

-. ..src« 1O..-...e led " ... prc. 
Edp: c... you ....... Iin:Ie MIooA UfIinN 
0rIIiM'1 cIepIh of play 1 
ItG: n-. ft Ihr'e; lite 0IIWTlaI JarTirc; 
peclIlIe can pQLI n!he....;,ods..:llook b 
1iIml end ... !hey GW1 boo IoISed 10 ~ f'Ie 
hcra:Ie"'iII~-~"'" 
deodI. 8Iicbrnrtq IS pn:rb.lbIv !he rliOSI 

pcpjw p;I in """ iI""" \'Id! ~ 
p'QI'I b..od~..:I~ end ... 
1hem h(toer qr.'*Y SO ~ IMr ionge' .Id do 
I!IOfI:' domoge. o\nd 011 """ ~ IfM,I QI 
~,.... "'" aauatt p<J: 'fWII madr. 
on Ii>e tools '" people krooI........, I!'C 
~ o:m!' fm'rr. ~ can sed< IOU or.J. 
end IOU o::Ud make • iWlg a.JI r:J beIn& la' 
~'f>emoSlf_~i'I!he 

i"""'~'s"""ktgs""'~~. 
yoomay M ttv. .. ~ but ...... ~ a 

~ ~ oI''''~to I""P=. 
,.;> P' CM _ • ....;de vonety r:J ingIwdoenI<. 
there ft .. .....,. r:J ~ ~ and Il\m 

• 

--" 

~ pteenCe .. lhe~ 1:>10_ 
~~~lICI,ddIIr....-_ 

~ ...... daIhe -lQJ an lellhe Jorw. 
Iefm ~ because toey',.. ~ .... 
~ The<boeIO i0oi< cool 11 ~ 

"'""" «tII'rCmC ~ " !Me pme 
(die: YOu must. obYIovs.Iy. know 
01 rt.e !,",minute !M1Il1I, p~ time 
tMt IMmpers online .. mint; In the UK. 

00 you feel tMt will "- '" ImplCt 
on its 5<>«e .. 1 
11(0: ~.Ihe t*com pn:tIIems 01 
Europe ft ~ PrtrbIem!,., crine 
ptTW'Ig'" £l"'C'~ ft~~, 
!heyftf'lutma~~ 
_~, ... "'1*I1hormr NI 

~~ spend""""", TlwI! ft 
IIl""'IeS a..LlIlbbOl f~....teep' 
an_.Ieooro!I~heo.o'",!WOoI 

~,WwlN"-'lStNt ....... 
100 ho.n of ~ p">r beo,oId Ii>e 
q,oI ..... ocaIL nr.t ~~!Me 
i/Ille: IS CM!!' Wt!re ~ I ........ ...ne... 
peclIlIewl be -. bid ~. 
/T'(lf'jf\SoC1~""Wecm' 
__ pecpIe lObe ~. hcruse unJiI* 
,I'I'IQI'ldlOlSO-

~ P8JPIe ft ~1.IIma aw.e. tNt 
his I> beVe <bTww1 .... N !hey '"' 
~",*,,~.~poeceol 
~...m..c. GImoII CIioJ!IIe5Iha1: h!h 
lIII\"lI!I'S-usrcBr-"'jWi~"....m 
.M~~""bll~ 
01 toe rme.1 >0 tfs ~ 10 '* toft 10 r..e 
__ lore - n .. dor.; - 10 8feI a tnJse. 

~ moremoney EU I <b1'\i:rIo.oI hi we ad! 
~~!Nr...twlN ..-
Edp: _do you pt.-.! ........ 
fnIm 1MIins ..... Ill ....... prMis_ 
onIi ... -'<l! 
IIG: SdojillfW!S ..... _ £"'jII~ 

~rt'S~,...._fee~"'" 
IIone A n\!IMO'Iy ~ ~ ike Ukma 
~ a ~ I'ohM -.,:MIC ~ «b-re. to: .. ~ 

..-..t)OJ __ jOU' ~ ~ 1O,.::u 

~ hru5e And Itel ,.... ~,..sI b '"' 
"'0I~ tNt __ ·~.'Sw ""'. 
Hr:*"led: n a ~a......1ho rood bJ 

"'- tNt"-ls NI """ ~ 01 a'dheo: $I)....., ¥'Id yocr herds use • aro. ~ 
O!I"<lllftI.yai"'or.J.l!wen ... ~ 
lhe best '- is tNt tNt ~ ... be 
~ b'1hose r..e ~ crly ~ ill ~ 
dessn and I ".",. for • le!. om<lIXlI 01 pI.¥n. 
n-·sa~~I>t.!se_ 
tNt"","",«aI!he~~b'!he 

~ Wlm Irished, !hey tin ~ 
pc( t>eif ~ on !he""" pc( 11ft m:ney 
",!he bri, Ind 5it..:.rod; <Blk ~ beo!.- ond 
_;ix:l.lt 1 tri j'IJU CI;fl go::Ilho best r:J 
bcch v.oIdo; in one !!i""'" 
[dp: So ifyou're to ben on .... kinJ 
you. onli ... ",IM< ........ _~"bIe 
..... <......,elm,. .... you Iookina: .t 
..... conooIes - in ~ 0...-1 -_.1otKaI *1>1 
11(0: .. ~ ... ~~.nI""""",, 

tNt "" fIeCd 10 <Dt'I5Id!r ~ ~ den, 
bv",..-. ...... aSlllble ......... ¥'t1'O>ll. 
.-.:I_don~ ...... . ~~n 
~~_do~1:Irq: 
b:J..I hi; /IS sornofong 10 <1lI1!i1dot 

The.-;on _ hMn' p.-n 

~.rowlS ...... ba 
~-..,..Oigi'I_...,.,PC­

~~~ondO<wnill. 
an'!*'\' hos noI-.r ~ dM!Ioped 
a a:r'IICW ........ One 01 the pdIIerr5 IS 

... ~..., po:opIe Iae me in '"' <»"1*'Y. 

....m .... ~be~9.~ 
~~~~We·re 
~PC~andrmnol~_ 
~. ~ ..... ad! ".......,Ihobest 
Dre.am:a!I~ game, 'rou b'rooo<. one 
1haI dim', "'1J" • r.ard ~ 01 oertoin 
ghr ~ "'!lOO' th.n the UIDma bleed 
.-dl Plos, is I.J/!Jmo Chb =t( ~ 
lot the ~ 01 r:onsoIe ~1 
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TETHIS 
No, not coder flJex&j Pajitnov, but Henk Rogers. Edge recently met 

him and discovered one of the videogame wor1d's true visionaries 

• 

San Francisco 
International Airport 
ft could l\appen ~I:.e this.. Say you're a 

frequent bwness flyer, &>out 10 pull the 

~ ffom Los ,.t,ngeIe to london. 
The smog hM almost kiIed you O¥ef the 
I.lst two cWys; the IWpor1: cooId poM 
you 0'>'eI the edge 

~leIy, n a r~ Class bCh1: 
hoIde' you're rova1y foil &y. Feeling 

only shghtIy guiky. you dn:u~ the 
wetry ~ for the e>:p<e5S ched-in 
tncI 'MIIw1 five monutes you're ., the 
business lounge. eye."S the ~ 
~onted ~rtu,e so,,",", 

An how' clicks on 10 you. departur~ 
tJrne. As so often llappens, boa«jing IS 

deI.!~. tigu'es: w,'S the iM' ~ins 

next to you. Vou !Urn, but fie's ignonng 

YOU. entranced ag,Hn on the ~a~ 
he's aldhnglike a prilj'ef bool Odd in 

these circles, whet!! The ~N Street 

• 



• 

• 

Joomol i!i a more UW<l1 compamon, but 
then tl105 guy IIW11es anentlOll WIth his 

...t.>Ie soit. dHop tan and IIamboy~nt floral 

sIwI. ElcepI he's gIowins.....m the conlidente 

01 the <nternatlOnoll entrepreneur, ,,",lung 
evetyOne else ~r iI at e.1:;e. 

YOu don't know 1\ yet, but he" Henk 

ROf:ers, the ~n of ~ PIa~ 
Soltwafe. USA. s.ck on 1989, he brought 

the &!me he's pIr,mg. Terns, to the 

mad'one he's holding. Nintendo's wme 

Boy. TttrIS f>.Js made untold millions; ~ Os 

WO!th _alli~ ~t to Nimendc. In 

f<K\, ,f you agree (h,t Tellr.; sold the Came 
SOy, then ofs adUIIJy ~ Nintendo 

biIions. And d you bt'I_ trnt A>kfImoo 

rew'IVigorated the ~me SOy on J/opan - and, 

arguably, thus Nlfltendo - wet, work 1\ out 

As a keel foIowe< 01 the YiOeog¥Tle 
onduWy, yo./ve read al about Rog= ... 

D.Md Shefl's se .. "",,1 Game o.-er book 
~'" 199:S).Voudon·'krow~ 
he's tleen UIl to WlCe Term - and)lOU 
won', be 4bIe 10 fMt a~8.bout the 
p<tst Sui nght now Rogen is experiencing 

the k:an-stlll-s.we·thlS delu$IOO famiha, to 

mdIoons 0 1 Tems players "<:lOSS the globe. 

Depte a Breat start. the multicoloured 
bIocI:s are pi1ins up like skyscraper!' in 
boomtown Tokyo. And no, he isn't getting 

the b.Ir-unrt.Jong 'ge( OUI 01 j.JiI' block 

Ten minutes later 
So you'v. "-It h'panl 
Henk Rosers: Yeah. rYe t-n the"e fo< 
' 8 years, and that was enough. I ~ 

the ondustty i!i heilded on a different 

dUecbOn - Windows and the Internet 

I wanted to ~ On'1, not 001 01 it 

WIly C.lifomll7 

HR: Well, 0I'igIn0lt,t I "'¥lIed 10 be 

in HawlIII. 

Rot!m ~ a I\ousIe on ~ .. ~ ""'" It5 

dloppy waters, a fill Orde back to his 

suIfiog days as I student.l the iWnd's 

U!\N'efS/\y As en oJSide, he helped Square to 

se! up ots Hawaoan honeypot designed 10 

hJre SGI anlSlS /mm colder d imes. 

So! he left HawaII 10< s"n FraJlOsco, 
whe!e, in 19%, he founded his company 
Blue Plane! Sohw~re, In$lde pnrne real 
es!a!l! ,.,st 011 s"n fran's Unioo Square, 

hos ~ are worting on !he 
oIfio4I sequels to arguably !he mo5I 

wcteSSIuI game of "n bme_ Meanwhile. 
oJnOd'Ier 01 Roger< .,~ The Terns 

~, IS making sure tt stays !hat W<l'f-
~rIe, ., 1M.sIa, !hi!! atteMoch 

of !hi!! reInS deal live on in Anima!el, !he 
30 graphICS rompany he founded....;th 

Tems InvenlO1 Ale~ey PalltJI(N 

Bul be/OIe you can !al. about the 

future, you can't help vrs.llng !hi!! past 

Budapest. Hungary. 
June 1986 
As !hi!! "80s O"ew 10 a dose, Gorbachev's 

GIa5oo5t w;ss openrng up ScMet 

tech"ologleS 10 the west It Wi15 also 

4bout 10 expose !he USSR's cumbersome 

bur~oKIeS 10 !he ~ of 
western CIIpr!airsm. 

SKIt III '86, when london--ba~ 
software agent Robert Stein fiJ51 

encountered Tetrls at a Hunga r.m 
computei' centre, gLwoost hadn't been 

onvenled. Tetns, howevef, was already 

a aJIJI)Ie 01 yeaflO old. But ageing 

!edInoIogy ~s never going to be an 
issue WIth tI-Os game. 

WiIIw> SIX months. Slein had dd aI 
the 1i!tns nghIs. excep1!he arYde and 

~ndheId ~ to Spe<;tnrm HcIIot¥e 
(~~ to ~ Mo<>pfose) otnd 

Robert Ma>lWl!ll's "fated Mlmlf'iOTt 

As. Shelf repor1S in Gam<" Over, ~ 

was never oor e><actly what nghts Stern 
had to sell. HIS te~~nven dealings 

WIth !he Russian Academy of Computer 

Soences went on for two years belOfe 
he was finaIy granted the oomputer 

nghfs to Tetns !h.n he had .v~ dd 
to !hi!! publishers - one of whK;h had 
already reIea$ed a best-wling PC verSIOI'I 

01 !hi!! game ., !hi!! us. 
Sadly, M~ and Spearum HoIobyte 

undeBtood theu- Tel7lS ngflts 10 be more 
ex!ensNe than they really were. TheYd 
awarded llipaoe5oe compute< game lights 

to Rogers' Bu llet Proof Sottw"e In Japan 
ar.d, more IJT'I!lONnttv, they'd exchionged 
TeI7lS rigt1ts for consoles in fIOonh Ameoca 

and Jlpen 10 Alolri. in exdI.Jnge Ior a 
mediocre trtle.~_ 

Mer SIX momIrs 01 flights ar.d 
phone caIs 10 ~pan, RoseJJO JT\¥\aged 
10 sub-kense the Japa~ home 
w:ieosys,tem nghts flOm Alan - ar.d that 
meam access to Nlnlendo'5 famrcom, 

the ronwIe that ruled J.J pan. 

Eventual ..... Rog= woukf ~ 10 fighl 

Ior those nghts a se<OOd time_ But firS{ he 

had to ~I ~is 10 the J.JpIIl>e5e_ 

• 



"I FIGURED TFTRIS INOU 
LD BE ll-iE PERFECT FIT FOR """ • ........ EBQy' 

Tokyo, Japan, 
Chnsbnas 1988 
Durong !he summer IN! Rogers purs.utd 
!he home console r¥-ts 10 TeITIs, he 
had lunch WIIh Nllltendo of Amenea's 
head man, MIIlOIU Ar~ on Nct:s KyotO 

~ 1roeYItabIy. Terns C¥ne up. 
'Mf Ar~"-. do j'OU blow.tloul thos 
game c.ahd retntT Bed fIosets.. 'Mark 
my woo:Is, this IS goong to be one of 
!he most wgndicam pineS on the hrscoty 

of our 1IldU'Str{ 
SI>; months 00, RogeIs' COIT'lP"rly 

h.Jd only rustled up • ~ 40,000 

pre-orde<s !of the enbre J"p.anese ",.~ 

." w~s • r.otror stOtY: he remembefs. 
"Wt we,e I small pubHsher.nd we didn't 

haw: Ihe powet 10 gellarae number5 oot 

there 101 Ch,ostmos: 
Rogers had k)ng ago won !he ear of 

Nimendo president HI.ashl Vlm.vehl, 

Iirs1 mee'llns him to secure I hrgnty u~1 

Wv~r« to manufKlure F.mocom C¥tndgei 
for a Bulle! Proof Software Yef5IOfl a11he 

II'lCefl\ Ja~new boardgame, go. EYen iJ5 

hrs 8bIt CMndge went ~ Nin\endo's 

a~ prlXeSS al k\'OlO. he ~ granted 
~ audience WIth the boa boss. 

°Mr V.11'IfUCho. tIllS IS possibly one 01 
the greatest games 01 an tITle: Rogers 

told the P<esodent as he revealed ho$ 

disastrou!; ~ , don't know 

...t.!Ihef 11'5 because 01 the • ooompeIeIlCe 

0( my sales staff 01 my ~ SUlff, 

but \his tn\e IS \00 II'I'IpOIWIt for you no! 

10 help me out nght rrcw" 
SO Yarnaucho called on none 0Ihef 

than Shll"" MIy.molo "Is thos. great 
game?" he liked the fathef 01 Mano. 

'Yes: was Moy.moto's ~ "How do lOO 
knoY<1" HI<ed Yamaudli. 'BeQo,r.;e all the 
5«Ietar!es. the KtOOnnng people and 
evetybodv tls.e IS s~nB late ,nd play.ng It" 

Rogers recalls the moment WIth • smi~. 

, coold just set! a fuse blow In M, 

V."",oxhi's he3d. n ~ like: 'Oamnnr 

Y'lTIiludli's r~ Wil:S SWIft. He 

~ed NlI\tendo'~ Se~1 01 Approv.1ifor the 
product and got Nimendo's sale:; krt:e 10 

~ distri><rttn mo ordenns more 
~ "It Wit'> ~ an ~ nppIing 
from the room," Rogers laughs. 

The result? A mere M,OOO more oo:Iers. 
"It W<lS just Udicrous," says Rogers. not 

unru~onably. 'We were ~ pop--squeak 

pubbhet- and we'd alo-e.xfy burned 1hrougtl 
our ~ odvert!sIng budget." 

ItM!Y1U1b1v, Tt'fm was put ., fron! 01 

Chostrnas ~ who'd ~ I'Ie1rd 01 

It. The game didn'! ~.nd distributors 
started rutting !he price. , OI~ed my sales 

i!'JYS 10 Irantiuolly uU all the distributors and 

.-.ay, '[)on'! let It 80 down. ifs going 10 come 

up - th i~ i~ a different type 01 game, ,t ha~ 

a d,fferem .. ies cu"",': ~ reve~ls 

How many marke!mg people ~ made 
des;>erate reque:s!5 ~ke tha!? Yet TeUlS 

really was d&ent "In February th!y rOIl 

DU! oI5Iod and the poce went bad UP: 
remember.; Rogers WIth relish. 'We ended 

'-'" 5eh>g two million unr!5: 

Moscow. Soviet Union. 
February 1989 
",., very ~<!Strng btt 01 hI5tay." RIlgM 
remonosces. "And Ihrs an happeno!d wIuIe 
I _ ., Moscoov. The FebruMy screecher:" 

Rogers _ in the SoYIeI Unoon 

thas&ng the handheld ~ 10 !erns. 
Arai:awa had ~aled \0 horn the top 

_ G.lme Boy. Rogers mmed"~ 

saw !hat the Game Boy ktns nghtl 
would be a licence \0 prom Yen:' figured 

Terns would be the perlea fit for Game 
Boy, It had a sm.J1I screen, so ifd be hard 

to ~ 00111:'1$. A g~me with b<g ~I 
object; wi!'S much ffiOfe obvIoo.," 

Rogers arrOYed in Moscow on.~, 

determined 10 get the handhek! nghl$ 

WIthout recourse to the ~gent Robert Start 

--

LrttIe dod he know !hat both Slem and 
Mlrrorsoft's Kevrn Maxwell had 

,ndependentIy .rl'l'l'ed to meel the 
RUSSlo)ns. Rogers wun', even wre where 

In Moscow th!y were based, SO his fi r.a 

,ns~1IC! Wi!'S 10 \flICk down the game', 

o-eato<, ~ PaJl\fIOII, 

He spent ~V look"'g 
around IOf a go player, ~ng to ~ 

!hi! same SOft 01 roule >nto Moscow !hat 
had so successfuly Mrl.a:! on Jap¥I 

with N",teodo. But. by law. nobody 
could ~k to horn. 

HR; On the ~ day I twa:l an 

on~ and ~ blew ex4dIy ...nere 
10 go. She knew the COII"..,aIly -

EIectronorg!edmo v.t.1tl found out 

1ater WitS !hat .,terpreters were an KGB. 

They were all Me iIId th!y were all 
ready to go to bed WIth you d you were 

<bng anything ''''~nng'1 She w.JS 

Cl <:O\IIW, the USSR 15 ~ nowaday<. and Rogers oonllnueS to 
e:>:el\ ...... fluence. Founding tho, Moscow softw.re 8"""1' Animatek 
.... th ktns creator Ale>:ey P~ilt""" "'~< parity. WI<-/!O n.,tp tho, man 
he owed SoD ~ ta. But. more imponanttv, R"8"" 'I"coglw;ed!he 
slciIs. partlClNrtv a~renl on ~ erl8,r>e<;r"'s.!hat P.i'tno. and 
tws ~ pll)Sr/lllllllel'l ooold bring ID !he table. 

Paptrool<, tws essooa!e \I\o!dirnor I'I:olliIlo and Rogers founded 
~ek., 1968, The ctorr"IP""V ~ about ""atong 3D graphcs 
soI!w¥e. ~ the ........... tre.ng !he ere.lion 01 artiIiOaI 
~ I!oger5 had been 'Mln ...... by • ..muaI ~ ........ 
ttrey socceututr created on • 386 PC. 
~ek'5 sail had ~ ID IINIIy 100 by 1997, as d tumed ov! 

... ilId-'Mnng grap/"ocs SoDItware crea~ for Pes....t-ie od-.; looked 
only 10 sa. The MWM1IOn sequences created by lIS pmgIlm5 5r.dl .. 
ibId &oIdet .... WrtIins- BIodes 01 gritS< ru<de in 1he -.cl ..tW 

~ 3D '* rtrI~, ~ """ $Iwnmenng trees. 
Nluily. when ~ says Arwno!eIr; 'NI ""'" ~ <T&ltr!II !he 

_ SC8"re5 We. !he "'" drops. ........ C¥I do natu~ n:aIbrroe on 
PIIySIIuorr 2." .... d.rorrs.. 

He says -...ek15 dow I)~ lIS ......... tron....., 
~ ¥Od , chirK\ef rnodde< tailed ~ ID crea!l" 
~tme 8c:oneJ. Thtt., he W'A 'NI ~ ~ ID kM ~ ArWnIbOn 

sequences ~ rngdMe. 

~ pr«>Iem """ motr:>n-upIUred ~ 15 you C¥I'lsew 
!hem tos«her: .... ~ In con1fiJS!. RTB ~ ...-..:xh 
~ created on the 1Iy. 

"MIen '"'I player- barges into lII"IO!Iler ., • «>«:"' game. ttrey 'NI 
fUCl.' .... erpIaons. 'Rrgh! ~ they don'l even i.r>cw they emt" 

~ SIyS ~ is""g up'...:reI nm--groeratron ha"t ...... re 
partne<!or ns ~"'. I!'s II"rOSt 1,1~ Sorry, but you r.alI ~ ..... $ 

png Net ID Non\@f'<jo, 
\'11th Pa,rtnoII cre~nng sames up at M>c;rosol\ the RClSSlan. wo:rl.ing 

on iead<rr&...oae .,,_ software. and R"8"" pushing butt"", 
~e, tile 005 01 rem's ren1ains w:ry ~ <IIive and Wing. 
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so...e Plane! Software wanted to pu>h ~1nS", \WC W6fS. r"1I'SI, _ would 
buik! on the ~ element -~ IiI:.e<>s pmes to SjXl<t5 and 
spotts II'IYONe competJOOn. Seoood. Roge<s ""'"le<! TefnJ - like go -
to '- ~ bvd\ .... ~p system so ~ of ~ obdity CM! 

enpf I ~ matdl. 
Two ddfe<ent ~es II.Jve ,esuIted TI>f Netr 1totns, CtNled for !he 
~ ond PC. ",troduces tt.. concepI of ouopeMO\ itId grawv 
The ~ blocks Me made up 01 ~enI cdours. W I block "'" CUI 
....... JIIP MId i$ ~ by I>Io<b rA!he ...... cdou!, I bfe.ol5 .... "" ... 
~ .... .....pe KiN !hat worb wet,." El, I ~ 
~ _~ok'd aI<omers by~ the ~e<I 
bIo;b ID put II>F!he< ~, ITIIIIIHne ccmbos. 

Me.nohile. rhe /kw TeIns fits we' on 1ht N604 (Nontendo ~ 
IIISISIed on I ~ -.ion). RMurning to i'"I'InCVS onp'III im;w1llCn 
(pentoo'\'Ioooe) the glme ~ the challenge 01 0'UIlt\g geornetrlC 

~poes from .u"''''''' coIo<J",d bIoxh wI'IiIe still dearing 'oneJ. 
CornpIetinI ~r.es evernu..1Iy.-; pIayeB construc1 one 01 Blue Plar'id's 
oOOsl"'C'l!lC takes on the Seve<1 ~ oI1he WorkI. 

So!h ~ aIow ~ to ~"" opponen(s pme ,I.nd """"""8 
~ iDme5 ~ yout " nIt.)nd thus roor htndocap. "MIll _'re 
door'It IS SIoIndiIdl5lng !he ra"lblg syotem.. ~ wys. "Just ~I.e 
..nen { went 10 I!J.Mw, 10 play IQ. I cooJd play ~ rd MW! 

met befcft iI TNT and rd knew iI"""-'d be.Iior~· 

no. Ne., rom. Il'IoyS ....... 
_): .. ____ . 04 

"",,,,""" .. - .... -

"efY anrKtM!, actually, and Yf!:ry helpful. 
So did you} 

HR: I WitSll'! ~nl enough! I W<t5 just 

~ for silly COIT'IpIJle< ~me nghtsl 

n.. oftemoon. Roger.; lcund horrtwIf 11\ 

Elearonofgledlnoc.a (EIofg), an outfit ~ up 
10 ~ deab wdh the WHt on bmaIf of 
the S<Me!nabOn's academes and inc1Jstn5 

inside the building. whoch Rogers says 

Wil5'. relic - some coun~s gr¥"odio5e 

~. hawiK ~ completely 1TII5USed.' he 
l\ammert<1 Ihroogll negoti<IlIons wrtn Evgem 
NlkoI.rew::h Beli kov. Elorg's w;e president 

"It WiI$ three hoo.Il'$ of interrogatKlO,' 

RQ8ef$1'e(a1l$. "I taug!lt them Nel)thing 

Ihey knew ~ the 1I'Idmtr(. ~ 

the RtMoans asked hIm to put tooward a 
proposal me! asked..t.en he'd be b.Kt., 

Moscow. "I'm no! comong b.Jd \O~· 
replied RogeIs. "Either we h.Jve " de;ool Of _ 

don't -Ihos IS the W4'f thl"8' work ., the 
rest 01 !he ..oriel.' 

Rogefs had no ~~ Kr!vrn MaxweII 
~.Iso ta lkrng Tet,.,s WIth EIo<g - whosoe 
execs _,! p<Jttlns thell newly acqUlled 

knowledge of the games industry 10 good 

use. He vaguely go!SSed th<It Rot>en Slein 
mrght tie., Moscow. but he wuldn't ......... 

IrTraSlned that !hi! Ru!;wns ......... " ",ggirng 
rnI!!trngS b!!WI!!fl .. three pIayfts. 

Rages mad! a auoaI ca. to Ills 

J.1pIn!sI!~. 'You ......... 24 hours 10 

male In! I contraa thal doe5 001 use 

"R'f bog words, becouse I am 110"'& 10 
t-.ave 10 explaIn tNefI/ single damn ~.' 

he \OI(j hrm. ~ worUd. ~ says 
~ikr:rli was tak.!n abad. by the 'dream 

conuaa'. 'Thefe was aaually stuff in 

there fa< themr he bo.lslS. 

Still. the entr~en!Uf now had 10 
algue hIS C&Se aga insllhat 01 Kevin 

MlIxweU. who 8elikr:rli fin.llty <ldm ltted 

WM also rn negot",trons. 

Why do yll<l think they chose you? 

HI: "-" Muw!llwaslryl'lg to pili 

poIibr;:s on !hem. R4Ih!r than 5oJ)YIg. We" 
gM you a good dNV h! was S/Jy'II'Ig. 'My 

lather IS goons to caR up the KGB'. 

Th, ~llnd hu it \tilt Rot:rert 

Mu wI II broul ht Te rns up in 1oII1ks 

with Gorblchev in London .. 

HI: 'That meetIng was supposed 10 take 

pIKe but rt never did. The", was an 

e.lrthqwke III ArmI!nr.o and Gorb.tchev 
had to CUI hrs tnp Yrort. Now there's 
Drwle InlMtiltron le.- you1 

Haw1g succts5fuIy conduded !he de.1Ilor 

the hancI"reId r9rts. ~ sar.;tne SoIIeIs 
Mked hrm o)bout UWH.>p nghts. Tengen 

(then ~ '" Japan) had Ihe arcade nghts­

....tocn ~ had $tIb-Irce!'lS!d to ~ '" ~P¥l 
- .nd they had asked ROS"" not to talk 

about corn-op ngtrlS, so he didn't Then 
cam! !he $tICkef .... nch. "They !.M, 
~'d like you to make a deillla< the 

console nghts'. l'he nghts I had alreJdv 

bousttt from Tengenr The nghts to hrs 

b!st-selrng &I1T1! '" Japan. 
The Sovoets we-e ~ 10 

S8'f the IYst "They had never grven 
away the nghlS 10 consoles; ~ yY5. 

, _ • pn:e '" Iher< eyes! Teng!n was 
prob.lb!y one 01 the II'IOSt lillgious games 

~mes In the industry and I w;os JUSt 

"sma ll potato, I couldn't see Ilow I could 

fight 1hem~ He eventually agreed to find 

"p.!rtr>ef with....nom to emet b.lttle. 

, 
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"11. _1uIy scary because I was WIth 
Nintendo, end SrgI had Iansed not only 

¥cade but *' Me&<! Dnve ngIlts.. W(S 

Rogers: Now ~ these deals were on $heky 

ground. "'Seg.l COIJl,j I\aYe taken !he [home 

console) nghts and then s..:I to me, 'Sor!y. 

yw don'! h.we those nghts ~ny more - you 

never M. So I ulked IQ Nontendo." 
The COO'lIuiIOO w.l5 traced b«k to an 

almost symbobc L.Kk 01 refetence to 

'persooaI' ,n a statemeflt gMflg Steon nghts 

to the PC and C64 compute< vel'SlOllS ,n 

early Elo<g negotoations. The I>censees had 
re3d all k"lds of systems inlo the 
~mbigvovs statement 'In Rus~, the WOfd 

'persooaI' didn'l txJSlr exp!aoos Rogefs. "But 

when ~ 1iru!1~ c.me down to a court c.15e ~ 

turns out - epeoaIIy Slroce they had 
'ComrnocIIn' end 'compute<' in there - tM 
!hey ~ tMCtty ....n.tt they were doong 
when !hey entered onto NI wntrKt." 

The ~ didn~ ~ long. "The iOdse 
threw ~ OUI," says Rosers- -we neYeI' 

had 11) testify. Mr Be/Jko¥ _ goong 10 

testify. I f«ItO!d • fed Corwfte and droYe 

horn around !he hiIs 01 San Ffanoscn He 
stiI ~s 1hIl" 

GI._l t! 

HR: Yeah,. 101 01 gIwoo$tl 

'MIat os gIoued 0W!f on She!fs book 15 

JUSt ...try Nintendo 01 ArneflCa WitS so 

~ to r.eIp Rosers- Aftef alt, WltIw> 
weeO:s, Arakawa-san and tiow.rd l.JncoIn 
m.ldt an ~ sally II1to Moscow to secure 
the ooosole rights from the clutches of 
Ml rforsoft and rhus TengeoJAWl 

"N,ntendo, M that tme, W(IS goong 

th rough a different battle WIth Tengefl over 
the nghts 10 ""le cartfldse$: expIaOf\$ 
Rage!$. 'Tengen W(IS 8QII18 10 make 
cartndges WIIhout N,ntendo's manul«lUring 

and !hew fitSI produa wotS going 10 be 
Terns16H1ca1y. I h4nded them a sWe< 
buIIeI ww;h whdIlhey could shoo! Tengen: 

he.11$. "llIIt's...try they left ~ 
to ((lI'Ile to Mo$(Qw. K wasn't betause they 

thought Tetns _the srNlest game on the 

wOOd. « was beuuie they thought they 

could stop iengen." 
"They not only stopped Tense> ¥Id 

made a fonune.· he ~ "but Tengen had 
to bury lOO.OOO (NES Temsl ao~· 

TItey kMw how 10 bill'!' thln".t 
At.rl don'ttheyl 
HR: They dol They have the technolos'll 

They also had to IxJry 300,000 Sega 

Mesa ~ aomodges '" Ja~n. For the 
Ion~ ~me t was pefS()()O non glObS at 
Sega, u~t.lndably. But hfe soes on. 
I couldn't hOWl! su~ having to IxJry 

300,000 aor\ndges. My way of secunng 

my nghts was to go!'! ~ strong aIy. and my 
lI.y was Nontendo. 

The Tetri. Company, 
San Francisco, 1995 
The 5tory is one 01 the n:IusDy"~ most 

<:O'M:lIut~ t1~ That one 01 lIS I(tII"IIC 

~ has also had the most ~ 

of pasts ~ rrrythK.. But tts ~ 
tNt Rogefs ~"NiI ~ ha~ 

to Tems !g!1I\ and I"Il" has set up I 
company to ensure It 

The results of the eveotuallitogatoon 

against Tengel' we<e cOO5Ole rights 1as\ltl8 
unti l 1995 lot Nimendo. Mindful of the 

cwrt case to come, Nintendo had 

assembled a ~per tr. il traang the game 

bad to Tellis creator AIe.ey PaJltna.o. 

"That didn't usua l", haP?tl1 on RU'SSIa 
because ~ didn't rtleiffi anyth>ng.' SIIYS 
RoBers. AI the S<MeI players. flom PaJ>tnov 

to the comptJtl'l centre and EIorg. were 
Iod<ed onto !he contraa. The rights lasted 

for ~ yea'" - from 19M when Pap!rloY 

had CJMted the game. 
'Everybody Ih::ught ~ was 8OUl& 10 

be a ~ issue after ~ years,. SIIy5 

JIogers WIth a 5IlliIe. "They'rt: Iudmg 

tIIetTIse/ve on the .sss rigtlt ~ 

And th.rs .... e ... ),o1I stepped in .,.inl 

HR: Yeah. In 1995 ~ Iicertsed .. his 

nghts to Blur Plane\. 

But wttat rilttts does M hl'lel 
Hit: Well the ~~ for one.lI's very 
complicated. The RUUlans don', !glee 

!hat he has dny ~ They stiI don'!. 

But they deMne/o,' have the trademdrk. 
And the RlIssi. ns - Eto .. - ,h. n 
now I private complny? 
HR: Right But I've always done Mlness 

with them, 1'~ "..,de them a lot of money. 
So v.+>en push Vlme to shove. v.+>en Aie>;ey 

was film", in my aoJl1jl, I changed the 

....t.oIe relatoonshop. 

Howl 

HR: I sa.:i, 'Loot, we shouldn't fight 
about this. We. should put .. our rights 

Onlo one toITIPIfT1 ulled The TeInS 
~, 11T\Ike .. ~ names up. 

WMI h.ap..-ned Mln 

HR: Everyone who Oaomed they had any 

rJ8hts. on TeI7JS licensed theu nghts to The 
TeInS Company. Now there's one ~ 

WIIh uodispuIed nghts to TeIns -

tr~~~. 
And who ownl th.t1 
HR: 11'$ 50 pe< cent owned by eLf, 

Plane! Software and 50 pe< cent owned 
by a 0lITlpi0fl'( c.IIed Games, ~ IS a 
subsidiary of Ramtech. ~ IS a 
subsidiary of elors. 
1'1Ie RIIUI. ns ... 
HR: The RusSIans. Sloe Plane! Software 

IS oJIso the woMs exdoJsrve !go!nl to 

relllS. ~ anyone wants to license anyllMS 
to do WIth Terns, from Te(fis wa ll f><lpe<" 

to m.!Ik,ing relris for t.lr stereos. they 
go throogh Slue P'o/lne\. 

• 
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H~ng clocked up CNef 30 million l<Jies 

in i15 wme Boy form, Telm .... s been ~ 

formid~ble forc~ in videog~mes. But 

Rogers I<JYS the story is far from over. 

"We do mtKh more trnn just "," it /or 

tne compdnies to talk ~boul IKeoc",,' 

expla ins Roger,;. ~ plan the futu~ of 
Tef1is, We.rn; what we need to do to 

JTI<lke this the Coca-Cola of ~er 
g~mes rerris is the f,rst computer 
g~me It"" h~s h<Id ~ shelf I~e ot more 

thon a coople of Y"~rs. I like to call rt 0 

computer sport l\t>at "'" do is try to 
stand" rdise the rules.' 

Thus. BI~ Pla~ Softw~~ has 

aeated a document enttled "Mla11S 
Terris! which def,nes Pdl,tnoVs cLlssoc 
g<>me n CO\Iers the speed of the blocks 

f~ling. the rOl1!1ion m<:<:h<Inism, 

everything. The subtle V~""tions of 
pr"""",, Terns", ore ~n ~Mthem~ 10 BJI.Ie 

Plon~t's ixa ..... ""'" VISIOO, in which the 

.....noo, world plays the I<Jme game 

'Alex.ey's onS.nal dreom was to ha"" 
a Tetns player !Tom one country play ooe 
!Tom ~nother country ~M h.nte an 

C*ympics: I<J)'S Ragers. 'And we' re 

~dUilIIy going to do Ih~I' 
"The quesbon IS whether ,t will Ft 

be t~ SUm~r C*ymptCS or lne WInter 

games: he jOkes, before 4rlrling more 

seriously: '1I's oor ~ that 0100 
products will come up to the same 

level ~nd l>ewme sportS " 

k's Vlldl to BJI.Ie PI~nel Softw~re trnt 

the brand slrength grows, rother trnn 
dimlnosh,ng. With 1V manuladur~rs 

requestng the nghts to put Tet"s In 1V 
control lers, BlI.Ie Plarlet Software has had 

to expIicit1y define a handheld TeulS WIth 
3 sm<Iller play field. n ~Iready has ~ 

million-selling hand~kl unot trnt n 
secured WIth N,nlendo-lik~ ruthlessness 

HR; In fdel, we preceded the Tdm.J8Oldll 

boom in J~p.ln. We sold three million of 

• 

those little Terns Juniors throogh BPS, 

my J~p.lnese comp.lny. The hardware wdS 

done in China. 
So you' re in the h .. dware 

business, tool 

HR: weU, we foond these pirate products 

We went after the s.ourC" aM took CNeI' 

their production, baSICally. We made it ~aL 

Yoo know - that wif-! rrobody slOpS maJ.ing 

money." you start a fleW productlOO 
somewhere else, then SOIT'lebo<1y is going 

to lose 001 Then they're going to find other 

ways 10 get to yoor rn,lfket 

If someone ha, done ~ very ~ 
copy of your game~, tt-l 

God rest their little tleart" GIVe thHn! 

rew~rd, turn them legrl - they'"" 

obviously done the~ homework. 

But Ragers doesn't hesitate to use the 

full force of the "1'0' in protectng his 
hard-won money spinner. 

Litrga1lOO has ta""" 001 Jap.l~ 

pir3tes, Internet ,~es h.w!o ~ shut 

doINn, ~nd illegal handhelds caught at 

the border 3M aushed. 
Telm is a h;j rd game to plot~ 

because i15 simplicity makes copymg 

trivilrl. "There w~s a big uproar: admrts 

Rogefs. 1't!opIe were l<Jying. 'How dare 

you stop us ooog thIS? This is ~ PUbiK 
doma in game, blah, blah, blah', ~nd telling 

us what Alex.ey origina lly intended. Fun 
of mi"nfO!lTl<'tIon.' 

s" r the odd ce\ebrdted case like 

Donkey Kong, inteltectual property rrghts 

ha'le!'l't re<;e~ mud! of a test ,n the 

vidrogome iMustry. The obsolescence 

built into videogarnes makes court cases 
far loo prOU<lCted. 'Mlat', mor~, p.ltenl$ 

"re me3nrngless because of the Wif-! the 

industry .... s evolved. Al l the maJOr 

Jopar>e5e players no.Id a bane!)' of 

p.ltent> re.ldy to fire il anyone gelS 

jumP'!. (Oddly, Cask> h,:r, a rather forlorn 

p.ltent for ',tllff falling down from lne 

top of the screen.') 

Ragers, un'urpnsingly, .... s no qUilIJn5 
about the direction, tie', taking Tetris. 

Wlat is 80mg to preserv.. and olklw this 
industry 10 grow and prosper?" he asks. 

1mellectU<ll property rights alklw compames 

to inlleSt re~1 money in the development of 

""'" product look at any country where 
th~ don't ha~ intellectua l ploperty rights. 
Yoo WOO'I r,nd any ,nteresting intelleawl 

p1'operty beUlg created there." 

Well, except for TellfS in the USSR .. 

Yokohama, 
Japan. 1980 
Another suFt throwing dirt on the coffin 

of gamIng? ""'ile Rage" is deartv ~ 
busmessman fi,,~ ~ would be very wrong 

to thInk that was the complete picture. He 

in,1Ia11y CUI hIS way \hroogh the corpo<~te 

Jap.lfleSe ,ndustry as the V'l'ry anb\hesis -
~ g.lmer and enthu!oI<Ist in Japdo ~ IS 

known ~s the lather of roleplayu1g games. 

Miyamoto', Ze!da might even be said to 

~ ~ debt to this g~'J'n 
In 1980, Ragers ae~ted a computerised 

-s.oo of Dungeons &. Dfagons called 

BIod OnJ<l 00 a 00me computer called 

the 9801. Spurn,ng densory offers from 

ga~ publishers, ~ decided to ma~et 

his game hrmself. 

W>en ChristmolS ca~ my 

disuibutor ordered 600 copIeS. I'd already 
burned trnt in 'Coo.Jn' -type aa..eru"ng.' he 

... ys. BIod Ony.oo's woes prefigured the 

1etT", I<Jg~, still ve"" aWif-!. "Nobody 
understood what the helltney were Irying 

to set. Come February we were looking 

at the end of the world.' 

Did the lap,nese hIVe any history 

of rolepl.yinl,.me. at a tl7 

HR: Zero. D.&D in the US came 001 of 

cMl w~r miniatures ~nd guys at GenCon 

doing simu"bon, with 1015 of troops. 
'MIen Grgax put ToI~ into that world, 
,t witS an InncrvabCln, 

So rry, we seem to be digginB back 
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into Ih~ hili...,. boob once iI'illn . 

.- HR: That's okay. h was tough. I didn't 5pe<1k 

~ $0' SOl"" lIlIefpfeter. I ~ 
went to !Ne!!, game magazlnf! 111 Japan aod 
~ them the btle. I pulon allhe 
editors' names and e.>:pI.l ,ned how to play. 

By March the magazines .....,.e .. going 

1lUIS. By April we we<e ~ng 10,000 

Dl'ders a month. &g limel 

Thar. pretty .mll'n,. 
HR: I guess I am the I.ther of rolepLJying 

on w.pan. 
Think of the roy.,tlu .. 

HR: Oudll 

Heve you spoken to Mty.moto 

.bout thilt end Zeldo7 
HR: Wd, he's. good fnend . But no, we 
don't ~11y laIk.bouI RPGs. We 

~Ik !bout 8d~ In ~~ and the 

philosophy briuod ~. The problem is, 

If you say ~ g.J!Tle speafic. then 
there is the p<ObIem of. 'Oh. you go! ID.lt 
odea from me: 0I....:e~. He's. very 
somple guy - tus reward for Morio IS ID.Jl 
he doe5r!'t ~ 10 lI.oe,U nedwes. 

Blue Planet Software. 
San Francisco .. 1999 
Rogefs SIresses that Blue Plane! IS more 
INn just a Terns oomp.my. He beIieYes 
IMll'ideogames aren't delivering ........ ' 
the allelage person wants. ~re YIOIen~ 
!he !edmong curve IS 100 SIe-ep. and 
dley're rn"de for ga~ Blue PI¥oet 
wi~ delivef "games for the resl of us, ' 

~ prorroisH, and r!'s suggested to 

hIm that INt should become the \f5demarl<. 
He talks 01 a ~ figur~ 

g.J1TIe targeted at , 1.year-dd guts. A 1'>O'o'eI 
concept, it's no!. going 10 ..,te<esl (d,,, 
~ but It could well sell1'"OIicIm. 

&d< to the 1980s for a moment The 
first COl4JIe 01 BIod: c:Jrrp products did very 
well 10<' Roger<;. Yet soon .me<', he began to 

run I0IO p<ObIems o!IS ... ~ games st.lrted 10 

awe"'. "m" puns1_ My fo<m of ~g 
15 that you. as • pIeyer. gel !J~ in10 
anolhe< world. YOu are ~ !Iw 

woOd: he ~ 
IW~I prodllC.tS took • diffl!feOt t¥k. in 

wI\odl pIa~ assu~ Ihe roIto of 
ch.wamts. 'Most of !he O!he< RPGs on 

Japan had J.lpanese an,me ch.J r3(1~ 

u~nsfOtmed intO !he compu:e< woOd. 
Everyone plays wnh the wme ch&radef. 

That's the opposne of ~ rm!lying to 

&chieve: explains Rogers. "There's no 

fi~ ~!ofwhM. the 
cMractef does ,n the" games." 
~ is key In BIod Qo/yJf, 

violent players ....no anad:ed W9kef. 
f\ee;ng monsIe!5 were c=ed v.o!h bad 
karm.J. No! the mosl SO\)hISbcil!ed 
philosophy, we, but a diflerenl brardl 
to to<:Iay's Iegoons of Doom--.1r.o.es. 
~'s a bme to !ight and & lime 

not to Iight." ~ RosI!fS. "In mosI games 
there's 00 distJogu,s./uog be~ fighllflg 

!of the ngtII reason or the wrong one: 
Rogers ~ieve compute< games are 

too importanllO be left 10 • bIoodIhirsIy 
m,rlOOty. c...mes ~ ke Tttns, fie argues. 

ofIe< the wme u~ining possibiIiaes ihoJl 
sportS once fulfilled for !hose ftong a 
I,fetime of physie.allilbou<. "Gum wh.I!7 

~ L/lbouf ~ 100 ~ars aso: he 
qu ips. "It's menlalkKooor ihoJt we're 80"'8 

10 be fKlng in the futufe v.tlen cI*lren 

M compute< games, they're leam'ng 
..n.n ~re P'81O have 10 manopulate 
.. then Io.oes." 

COntonuing the <;OI'I'9OIi§onS v.o!h sport 

he poonts out M the physoc.al pursurts 
r~ from flClohoIds-barred 'ubmate 

I'ghtlns' 10 bMebaI. "We're at I poiot .. 

Nsto<y (""';!h compute< games1 ....nere there 

are 00 gloves yet." he ~ "As the 
gloves come 01\ the rr'(lre massma~ 

<;pOrtS beo::ome, It "";11 be the same wom 
rorTIpIJtef games." 

, always look at the game ....ood we 

build itS othe< pLKes !of lIS to PP: he 

contooues. 'Aod wh.I! have we builI. so 
f~r1 Most of them are neu and almost 
none of them life hoeaven. We're ueatmg 

!>ells lor oo r children 10 l~ ,n," 

Rogers IS out there 'I<X'rleWhe<e. 
Hy;ng .. to the wond, tum"'8 TeIFrS ,nto an 
intem&tJoMl sport ITI/IkIng moddlew~e 
work, poundrng ",rates, Iookrng to sell 

g~mes 10 teenage guts.. and IueIing the 
....tJoIe shebang wolll one of the mosI 

enduring prodlJctS ever !MUle most of 
the ondu5try chases lIS Ia~ in eIIef­

deaeasmg circles, Rogers is looking lOt 

the eKolpe uiljeOOly 

Hosa im IS the same itS ~ ~ 

aIw;JyS been -~ If he ends up 

dlang,ng the ,nd..wy along !he -V. 
SO be it lusIas in I game of go. Heolo. 
Roger{ early mr:wes may only now JC? 
be coming to fruition. 'l...5 

• 
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I~e definitive mont~ly messment of t~e world 's fatest vi deogames 

Once upon a lime. 
r.:'I espile the industry'S massive tecMoological 
~ advances in tile last 20 ~ars. rt's a r.a<ltrulM that 
O<liy a proportionally microscopic nurnt>er of games 
manage to muster up slOf'/1.nes that won't have you 
sayagely condemning Ire" feebleness. 

The very nature of cenain games excuses them 
from Mvmg to pmvide a narratIVe, of coorse, out of 
thOSe that 00, too many offer scenarios wIlOse 
f limsiness could be ec l ip~ by Ule meandering witlble 

of primary r.c~ Children. It'S an Insane SltLJaliOO 
when you eonsodClthe potential benefit ttlal lies in 

Str(M1g plotting. Ta re last year's Grim FandangO and 
Half-Life, for example ~ OOth games crank UP their 
immersi'le value VIa rJ<1rra\IVe. Fastf()IWard to the 
present: Nameo"S dec l&lan to Include a developing 
storyline'" itS latest Ace combat title lsee p841 

rescues the game from the realms of mediocrity. 
The Residen! Evil series is a P<'rticu larly 

Interesting specimen. NOw Made<! towardS Its tIlird 
PlayStaUan Instalment developer Capcom is clearly 
aware of how little the worbng fOfmula can be 
altered tby <lelinit ion, certaIn elements must remain 

constartU. DinoCrisis would appear to be an 
appropriate example. as It's very SImilar to the 
Residen! Evil games in many respects. yet also very 
different. ReairSlng that toying with the series' essence 

was hkely to alienate more Res Evil fa ns than the 
number of f!eWComers rt could potentially attract. 
Capcom has the refore been lorcea to focus on the 
only aspect DpeI1 to great ctlange. True. the first 
Residen! Evil altere<! a Story wr inen with tile 
aSS<Stancc of a dlCbonary of horror fi lm cliches. but 
subse{tuent addillons to tile definitive survival horrOf 
game have undoubtedly grown in comple.ity and 
Intrigue. Naturally. they stIl i adherc to Romero's 'Uvmg 
Dead' house style. but expect the plol element aflhe 
oargaln to ImprOlle along witll the grap/lics. 

n would be false to say tIlat storytell irJg is a deoo 
an within the development community, but as alt Other 
aspects of vrdeogame prOOllCtion arc t1eing further 
tamed by the wee~, rt can only be a matter of time 
before professional $Cnptwnters become staple 
components among software company stall rosters. 
Rcvolu~on Software rea li sed thiS when <leve lopmg its 
immersiV'e polnt-and-click adventure 8rOken SWOrd, 
hIring a tralne<! wntcr 10 craft the $CnD!. tnfogrames 
did the same tor this issoo's highty ambitlOOs OUtcast 

arrd the oonefits Me Immediately obvious. 
Until other developers fDltow suit. though. gamers 

should be prepared 10 be as~ed 10 l<lve humanrty from 

the megal omaniac Dad guy ~rrd his bi'alnwar.l1ed army 
of evil on the" own. AgaIn 

,,,,i/ 
J , 
~ '~ 

They don't tell them like they u5ed to (from left): Grim FDndDngo Irom muterlul story-teller 
LU Clt5Arts, Cap(om's intriguing Resident Evilseriu, a nd Infogramu' heavily plotted OUUClSt 

Videogames on Ihe Edge 

This month's hand-to·eye coordination enhancers .. 

- , .~ 

-"..- -..- - ~ 

,,' 
• - I .. _ 

~ -, . , 
OutRun 
(Saturn) sega 
me edg.team gleefully 
r~ YlJ ,uzuki's racer 
th" mooth ResJsnng me 
urgeto llumaior1gto 
Magicat Sound Shower 
PlCIYe<l nIgh impossible 

Marto Kart 6. 
(N6.) Nln l endo 
It may lack the superior 
attribYt .. of its 16bit 
PleOOcessot. bot as lhe 
ontv way 01 enjoying MarK) 

1:an thrill' foorplayer Style. 
thiS JUS/IlaS to suffice. 

~~,--

,..... . 
-. , 

~ 

.'"~ ~ .... '" , , 
Tempest K] 

(PS) fnterptay 

A IOOg owrOue reunoon 
-Mth one of Alar"s best. 
as edge blew the dust 
off its COIl'! of the mud 
Inte'Pleta:ior1. Messy. 
bot soll4oody addi<:tMl. 

Bust·A·Move 2 
(PS) Aeelalm 
AnOthe< creaky Utle, oot 
il wa, stackea next to 

T""'!><'Sf X3 ana ignofrng 

It pr~ too d,fficutt 
Wilt the sheen-like aPll"al 
ever rub off thi' game? 
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TEST SCREEN 

OUlCAST 

11141 si. worlds cover w.S!eI.nds, 
foruu "nd swamps, 11 well as 
tumln, tities Ind ve rdant plstures 

111 •• bility to switch from thirdperson to li rstpe!5on is useful du rln, comb.1, bul Outcas t is .bout u plOtltion, 
not killinl- 111. oSlrith-like TWon-H. is therefore" useful vehicle lor conrinll.r,e dist. nctl quickly (.bon) 

11141 Enhilnced Vision 
DevicI is one of the 
most useflll ,ad.ets, 
Not only does this p.i r 
of binocul.n live up to 
11-times m.snific.ltlon, 
but it . Iso hll.n 
X-r.y option (.bovt) 

O I firSt ImpreSSlOOS realty count. 
OutcaSt is doomed. An 

amOIllOUS title, it startS With a 

wtllmper compared to the 'ilsual 

crispness that vooooo and TNT­

eqUIPped gamers now expect as 
standard, its opening level is Initially 
underwhelmmg, bitty even. But what 

else can you expect from a game 
whose \/Oxe l 3D engine means It can't 
be accelerated by those muscular, 
poly-crunching graphics chipsetsl 

But If OUrcas/ doesn't generate 
beautifUl-looking corndors, It'S 

because there are no corndors In its 

world to be generated, Instead, al 
the heart of Appears masterpoe.ce 
are itS $IX autonomous, free-roamlllg 

efMronments, wIlere the \/Oxel-DaSed 
engine jusllfies ~s existence by 

freeing up the dynarruc camera. From a 
firstpersoo perspectNe the \IIeWPOII1t 

can be Shifted to thirclpersoo, WltIl the 

camera pu led UP so nigh that tile 
sheer scale of the scenery begins to 
dWarf the char;K:tefS. 

Think rollong plaIns tIlat SUetch to 
tile ho"zon and you'll be close, Think 

!Ifs in ·Shamazaar. probably the most beautiful of the levels. that 
the full scale of Outcast becomes apparent Not only are the levels 
enormous, but so is the amount of work you need to perform ~ 

• 
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Turok and Wild Melal counrry, OUt 
"chty populate{j With IndIgenous 
species, temples, CitieS, barracks, 
rivers and hundreds 01 NPCS, and 

you're dosef StlU, Then go Ingame, 
filp open a pai r Of tlinoculalS, pump 
up tile magnIfication and Wddenty 
you really can see for FTllIes. 

1lIe other ImpressNe facet of the 
engine is tile flexitlil ilY it gIVes ingame 
cut-scenes. Whenever \'OlI ta lk to 

another character, the d.alogl.le is 

framed WltIl dIfferent camera angles. 
This is crucial for two reasons: first. 
according to Bruno Bonnell, 
Infogrames' flamDOyant head honcho. 
OIitcaSf is tile firSt VIdeogame that 

trieS to be an Interaaille movie It'S 
not Ine fi rst, Of course, but compared 

• 



Interaction with NPCs is vital 
f or information and resoLlrcn 

10 the restrict l~e tension of Metal 
Gear SOlid, outcast's cinematography 

is effof1 less. second, there are 65 

different Characters that you need 

to be in repealed contact with , either 

to get information or re5Ources. And 

that's a phenomenal leve l of dia logue. 

Even With cut-scenes driving the 

pace. many garners will find the 

amount of information Outcast 

throws out tOO daunting to handle. 

But if few things in OUtcast are 

obvious, its main Character, a 'Duke 

Nukem-wnhout -the-sleaze. called 

Cutter Slade. is instantly recognis.;ble. 

Hurled from the earth of 2007 into 

a parallel world known as Melpha, 

Slade awakes to find that the th ree 

scientists he's supposed to be 

proteCting are nowhere to be found 

And ~ he has little idea where he is, 

the player is just as confused. Initial 

pieces of information don't help much 

eithe r. YOU find OUt that Melpha Is 

Due to the 5cale of OUIC05(S worlds, m.p f.mili.rity Is.n impo.unt asset. 
T1tis is particularly trLle in the bust lin. m.rkets, or 'Bou', of Talanzaar (above) 

under the dominion of the evil Fae­

Rhan. In return for Slaoe playing the 

role of planetary meSSiah, the 

oppressed inhabitants, the Talans, 

agree to help find the scientists and 

the probe they've been sent to repaor 

Slade's Quest stans in the paddy 

fields of Shamazaar. Probabty the 

most beautiful of the levels, it's here 

that the full scale of Outcast becomes 

apparent. Not onty are the levels 

eDormous, but 50 is the amount of 

wor\: you need to perform. In keeping 

with its action-strategy-adventure tag. 

It'S an open·ended game. Many of the 

Talans ask you to perform tasks for 

them, wh iCh reQuire either find ing 

5Omeone or an object. maybe from 

another level. And while it soon 

becomes confusing. it's thiS that 

gives the game its immersive Quality. 

The number of barracks and 

enemy patrols creates additional 

obstacles. Most of the time Slade 

remains relat ivety underarmed. 

meaning that Rambe-style ass.;u lts 

are impossible. Reconnaissance 

and ta lking to the natives are crucial 

Given the right incentives, many 

are neatty balanced There is a sniping 

rifle, but it onty fires sleeping daf1s ­

an important rest riction as the open 

environments are a sniper's dream. 

Gadgets such as holographic decoys, 

trip-wire mines and limited invisibility 

e)(l)and your tactical optoos. 

It may be a difficult game to get 

to grips with, and it has a steep 

learning curve, but OUtcaSt provides 

a de?lh of exper~nce that p,-oves 

addictIVe. YOU have to play hard to 

understand its world, but you always 

feel as if you are actualty there. 

And while it's unl lkety to be a 

mainstream hit, Its fans wi ll be 

fanati cs. AS for first impressions, 

vrell, wou ld you rather read the 

book or the co~er? 

!iDh t out D! ten 

TE STSCREEN 

Form at: PCI DreamclSt 

(PC ~enlon tested) 

Publisher: In fogrames 

Developer: Appe~1 

price: £35 (PC) 

Re lease: Ou t now (PC); 

TBA (DC) 

Intr.-Ievel tr. vel is 
possible using a Daoka 
(top). T1t e inventory c.n 
be ordered L1sing F keys 
n shortcLlts (t entre) -
there is • sniper 
rifl e but it only fires 
sleeping darts (above) 

of the regions' leaders can be 

persuaded to undermine the soldlefs' 

mora le by withhold ing food, for 

example. EQua lty, SI<Kle"s weapons Creeping aroLlnd when invisible is I useful way of ,ettin~ into heavil r 
guarded aren, although Slade can' t pick up objects in thiS stale (left 

• 
£1)0£ 79 

'-+ 

• 



TESTSCREEN 

M.p Oul '1.01 (top risilt) and injured enemlu (In be left 10 die, whereupon you un raise their skeletons 
to Join your own evil army. The undead prove to be fearless w;nriors but . re hl mperld by their brittle structure 

Sneakily .tta(kinl the 
lord of the land by 
bUrrowinl throulh the 
Wills is llie but way 
to avoid (ertlin death. 
Defeat him .nd Hilt 
the Port.1 Gem (top) 

OO ODO£' 

m esplle his departure from 

Bullfrog shortly after oungeoo 
Keeper'S release. Mo/yneUx's own 
minions nave to led if'N11'I on the 

sequel for the last twO years. 
ildaptrng. wnprO\llllg and poIlshmg 

11 to caPItalise 00 the ntlmerous 

Innoval!O!1s that were never fully 
realised In the oflgu'\al Finally, 

Dl.!ngeoo Keeper 2 has emerged as 
a complete and supremely well · 

tla lanced eKPansion·versus·resources 

realM1e stratl?gv game. 
YOUr resources are gokj to pay 

mlf'liOnS and bulkj rooms, plus mana 

to caSt soens. Gold seams can be 
mlf'led. wlllle mana Is auromatlcally 

generated for every square of land 

you own. intereStingly, you can't 'buy' 

UnitS - you nave to attract them with 
rooms they like, such as libranes for 

the war1Oc~s and workshops for the 

trO llS. wtl ile maintaining comfortable 

living areas and plenty of food 

"-+ 

While It might be tempting to 

bulkj everythlflg you can, space is 

your ttufll resource. SOlid rock has 

to De negot.ated, sometimes forCIng 
you to fina new open areas for 

rooms. or necessltallng a ught 
squeeze Into any space you can 
SOme levels have been deliberately 

deSlgneo to induce claustrophob4a 

ana fOfce Immediate expansioo 

mto enemy temtory 

MOSt of your demOniC control is 
oone from a top-OOwn 3D View that 

can be rOtated ana loomed. me 
default angle s perfect. so you never 

rlfKl anytning hidden betund walls. 

unnoticed and umeachable. fofge:t 

the Command & conquer·style 
VIeW, though, oecause USing 11 

offers no dlfect cootrol OYer any 

of your creatures. 'Ml ile Imps can 

be told wtlat to do - burrow through 

thiS rock, col lect that gold - they ha~e 
their own Ideas about priorities. 

U~ewise. your other creatures 

tend to go about their own business. 
such as training, sJeeplftg, eaung and 

researctllng, and WIll ooly attack if 

your oungeon is 11'"1 danger EYef1 then 

you're flO1 able to send all your l:IeastS 
to I parbCUlar area until you've 

researched a Call to Arms spell. But 

W"hile thiS might sound unusual, it 

actual~ frees you from the babysil1mg 

tnat's reQuired by some strategy 

games. leaving you free to get 00 Wlth 

The heart of the dungeon 
must be proteded from .tta(k 

• 
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the twO very important aspects of 
Dungeon Keeper 2 that facihtate a 
coord.nate<l attack. The firsllS Ilia!, 

~1'lCe ~ ale an omnipotent being. 
you can PICk up and drop any number 
01 creatures on to any area you have 
Claimed. The equivalent of Command 
& Conquers l ank rush is to grasp 
everyone all(! drop them on lOP Of 
any square tOUChing enemy territory. 

A SUbtler methOd is to possess 
one ot your creatures, whereupon 
the 30 engine zooms into a 
firstpet'SOf\ perspective. From here 
you can use iI somewhat dumsy 
system of orOOrlng a number of your 
creatures to follOw YOU. prodUCIng Cl 

ContrOIlE!(! attaCk. YO\Jr presence 

'within' them e~en bestoWS extra 
strength ana rewan:lS nearby 
compamons WIth increased courage. 

PosslSsinl (futures means 
you (fin un their sped,1 skills 

TESTSCREEN 

Forma!: PC 

Developer. l ullflD, 

Price : U S 

Release: Out now 

The h.tchery is the sole souru of food 10r.1I 01 your lukeys, Ind you'll fi nd thlt ifs usu. lly knee-deep In 
chicken futhe" (left). Keepl"1 your limits of (Iu tures h.ppy is u st"ll.l if Iyil il 10 w.nquilh Ihe lood 

lMost of your demonic control is done from a top-down 3D view 
that can be rotated and zoomed. The default angle is 

perfect, so you never find anything hidden behind walls .-J 
And vet deSp!te needing some 

I'E!ry wily Strategy to wcceed In the 
second Mlf of the game (Ihe firSt 
naif Is a well·created IUIOfia1t it 
ISO't IMat hard to fail- ifs more a 
Question of whether you'l l SlICCeed 
QUIC~1y and keep your dungeon heart 
Intact. If a first attack fa ils, second 
and SlItlsequent assaults will 
eventually wear down tile OPOO$I\IOI"I. 

The QjggeSt prOblem IS actually 

wor1nng fast enough to keep tile 
treasury property topped up. 

~Ie tile chance of failure should 
be hi&her, tile Ie\lelljesJgn is 

exemplary GOne are the end~s 
maps of the original. where the same 
llunBeon needed 10 be bui lt each 
time, Perhaps taking a IeSSOIl from 

• 
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fte<1AJen, each level brKIgs a fresh 

surprise afld demaflds for new 
Strategies. They also extend the Story. 
afld moSt have a puzzle that rtqWe5 
a ll1O(Iicum of careful thought. 

Despite tile compleXity of the 
game, the contro l system rarely gets 
In your wa-; afld the artificia l 
Intelligence arid path·fiflding are 
exuemely im pressive. omer than 
some minor niggles. it's difficult to 
1magJ~ how I1 could be improYeCl 

A dJabolical shot if) the arm for 

the stsategy genre, DUngeotlll:eeper 2 

again confirms that there IS hie ~ 
at Bullfrog after MotyneUll. "l...5 

fight oul al Ien 

~e:'81 
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TESTSCREEN 
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V;R.AllY 2 
I 

Four-ur pile-ups ;lre.n .11100 common ouurtnu, . nd, imp.eHinly; 
(ompute.-(onlrollld opponents .re .Imoil.s likely to men up u you .re 

~. = -

n IOI1g WIth TOGA Touring OIr, 

~ the original V·Rally hera lded a 
new era fOf PlayStation driving games. 

Unl il llIat point, senllnal arcade \lOOS 

like Rl<Ige Racer and DaytOOil ha(! 

prestIltle!lllOW racers should look 

and feel. but sudDenly developers 
beSan to rn<M! wway from those 
S\'f1 lsed DluePMtS and Introduced a 

Like its predecenor, VR2 futures.n eltreme v.riety of chlllenCn, 
from the icy trlcb of Sweden (Ieh) to sun-drenched Corsic. (riCht) 

I V-Rally 2 is an intense, exhausting experience demanding 
concentration, technique, planning and sheer physical 

stamina in a way arcade conversions can only dream of ~ 

new reglfTle of realism and imricaty. 
V·Rally 2 conuntJes thiS legacy, but 

also maies a few rleW advances in 
both playaDllty and authenticity 

once again, ClrNers are required to 
race over a numbef 01 surfaces, such 

as dirt snow, Tarmac and gravel, In a 
variety of (lrfferent countrIeS, and as 
prove<! so popular in the original, tile 
tyres, gearbox, chassis and brakes can 
all De customised according to the 

• 

oemands of a circuit veterans will 
also be pleased to note mat a grand 
total 01 ~ or SO traCkS are on offer 

The tough, uncompromiSing 
gameplay has also returned. V·RalIy 2 

Is an Intense. exhausuog experience 
demanding concentra1lOf1. technIQUe, 

planning and sheer physical stamina 
In a way arcade oonverslOfls can only 
Oream 01, DO!l't expect to Jump right 
In and start winning races. Learning 

the delICate balance betWeen speed. 

bral::e. handbra«e and gear control Is 
essenbal - as IS masterH1g the 

haf'l(lllng peeuliafllles of the mree 
classes of vehicle ("NOfId Rally cars, 
21 kit cars aflCll,61 ~rt carsl1llese 
machines roll, sl:id, slide, crumple 
anO crasn WIth unnerving visual ano 
pIlySical rea lism, forcing a committed 
af'l(l serIOUS aDl)l'03ch 10 racrng. It'S 
no gooo gorng inlO a hairpin Dend at 
1Qnpll IlOPIll8 to bounce off the car at 
your SlOe - chances are, you'll DOtn 
roll rlgnt over, altowrng more sl:llIlul 
drivers to Cnicarle between you 

rnls IS a good, soli(! (!rlving engine, 
mere's fICI (loubt about that. but the re 

• 



The sinlleplayer, twoplayer (top 
(entre) and fourplaye r (top rilht) 
options are plell5inlly fISt and fluid 

are a few eccentricities. Small\1r cars 
tend to bounce around after a knock 
l i ~e they're filled with helium, even if 
you've put the suspension on its 
hardest setting. and there is little 
feeling (Or visua l ellidence) of fri ction 
between the tyres and road surface, 
which can make the cars Ioo~ as 
though they' re simply glid ing around 
the traCk. However, wilat you can 
sense is the varying interaction 
between the car and different 
surfaces: on snow you can pretty 
much powerslide around the whole 
cirCUIt. wilereas asphalt and gravel 
require a more respectful approach, 

The various camera options on 
offer include this bonnd view 

You can even use the roadsides 
10 your advantage - in the UK, for 
instance, the sl ight, sl ippy banks can 

tiP your car and throw it around 
corners, Predicting how swerving off 

course wi ll affect your race therefore 
becomes a ~ey ta lent. and adds a 
tact ica l spin to the experience 

Visua lly, V-Rally 2 is as f1awiess as 
the hardware all ows. From the hol iday­
postea,rd views of Corsica to the 
medieva l villages of lialy and the 
snowy pine forests of Finland, the 
scenery is always interesting and 
we ll-crafted, The cars, too (there are 
16 iMlal1y ava ilable, plus ten bonus 
veh icles), are perlect replicas. Edle 
favouri tes include the Lancia Stratos, 
Mltsubishi Lancer and the peugeot 
106, although there are plenty more 
to whet the appet ites of rally fans. 

Importantly, there are many 
-new features, too. The lourplayer 
splitscreen mode is a welcome bonus, 
as is the excellent trac~ editor wilich 
allows you to create your own 
cirCUits, place them in any 01 the 
featu red countries, and then pick the 

t ime and weather cooditioos. BOIh of 
these acid significantly to the game's 
longevity and show that Inlogrames 
is not simply cyn ically exploiting the 
V-Rally brand. Fina lly, there are flOW 

four modes of play - time trial, 
arcade, trophy and championship­
the latter featur ing the player's car 
alone compellng against the cloc~ ­

just as the spon should be. 
While the dr iving experience here 

is never dull - and regula rly hints at 
realism - it's never quite as convincing 
nor responsive as the Colin McRae 

engine. What it does do is offer a 
consummate chal lenge and a huge 
range of pellpheral features. Al l of the 
game options (apan from time tr ial) 
come in three swges, made up of 
severa l races each, and the cha llenge 
01 getting to expen status wilt test 
even the moSt hardened dllvers_ Not 
perlect. then, but certainly closer than 
most other PlaySlatlon dllvrng 
games are l i ~ely to get. 

(iOh! out of ten 

TEST SCREEN 

Forma r PtaySlatlon 

Publlsh .. r: tnlograme, 

~E"""5tudios 

Price: £(5 

Re lease: out no w 

Presentation is 
impeccable throughout 
the lame. Replays 
(above) show both 
rfriwe, and (o-driver in 
the car - a great touch 

, 



TESTSCREEN 

ACf COMBAT 3 HHTROSPHfRf 
( 

Form" P"'ySullon 

p, le" n"oo (UO) 

Releas, ' Out now (l , p,n); 
n ... (Ult) 

8, m.rryinl5loryline 
elem'nts to the .clio", 
N.mco hu In"nlltd 
the lifesp.n of, lenre 
th,tlneyit,bl, suffers 
from f.lrt, limited ,nd 

, repetltlYe pl.,.blllty 

.. £DOt!' 

m amea suggests tI\at. r1 the not 

too-distant luture the coUapsjng 
governmental systems have been 

replaced by a corporate mooopoIy 

regime, WIth absolute pow!!r s.ttared 
between mUI!inaUOrIaI conglomerate 
General Resource Ltd and hi-tech 

teleCommunltations grant NeUCom lne. 

Their purSUit foI' outright comrolleads 
to lneVIllIl)le conflICt. and, as a pilot 
WlIt1 peace-keeping organlsaoon 
UPEo. your m.SSIOJI IS to fly in and 
diffuse the rapidly escalating s-tuaoon_ 

Unusually for a vicIeogame. thiS 
isn't some Simple 'one-man SUfcKle 
mission' - help IS at hand from fel low 
UPEO pilots erlch Jaeger, fkma Chris­
Fltzgerald and ReM HlfOse. To be 

honest, they seem Quite happy 10 

leave most of the aoctual enemy 
engagrng dO\M1 to you, but at least 
tIley tend to work weD as bait 
attracting the attenuon of a few 

enemy pilots, wh.Ich IS useful in later 
ITIISSK¥l$ when the sky seems lull 01 
hostile aircraft eager 10 fire missiles 
in your generel direction. 

Initially, it'S d lfficu~ to see hoW, 

other than in graPhlcallerms (the 
game InclUdeS some impressive visual 

tOUChes), It1IS latest: YeJ1ture differs 
from the previousAce COI1lbat games 
- the early miSSIOnS offer little r1 

lerms of InnovatIOn, and even later 
operatlOl1S are nearly IOenbCal in 

structure, WIth Straightforward 
Intercept, escort, or search-and­
destroy sonles, take·off and landing 
opportunities and the odd canyon run. 

HOwever, AeJ Elocrfosp/lere 

Intrl)dllCe5 a multlbranching storyline 
which Immediately makes this a more 
IIMIIwlg and rewarding expenence 
ttlao either 0( its predecessors. 

unfortunate~ grven the substantial 
amount of speech_ it's also one thal 
cannot be recommended to aJlyOOe 
1101 fiuent in Japanese, as most of the 
plot subtletJes are inevililtJly lost 

AS your charaCter's fai th in UPEO'S 
Intentfoons falters, you' re tempted 

-
tnrougllout the proceedings to switdl 
SIdes by pilots from either 01 the 

warnng corporallOl15. Swift OCOSIOnS 

based on preaous little infol'matfoon 
have to be made. and your 3ClfoonS 
have a dramatfc effect on the game's 
denouement and its ultimate OUtcome. 

While it maintainS the refined 
play ~haniCs of its ancestors, 
AC3 E/ecrr()!;p/lefe's unravelling 
structure results in the senes' most 

engagtng Utle to date. saving it from 
the rathe! shallow expeJlence that ~ 
could have so eastly offered AnyOne 

warlllng to reaeate some "Top Gun-· 
style actlOl\ should look 110 further, 

although most would be Wise 
to wait /of the PAl release. 

U,I rllil, : 

Six DU! ut len 
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AP.f fSCAH 

Capturing AWOL monkeys hIS ".rely been so mllch fun. Yes, the rl. phiell 
,litchIS lit plrt of the plcklle, but they don't Inlert!!r! with the SlIm. pl.y 

D t COUld be pure coinooence. of 
course. DuI: you could be easily 

forgiven for thinking a PlayStatlOn 

C)latformlng prOject has IJttle chance 
of being greenll! these days unleSS It 

It!atures a level set on the Great wall 
01 China [Together WIth an ice-based 

world. natural~,l HaVIng made 1\ 

throug/'l SCEE'S QA department. Ape 

Escaoe haS DOth, It also has floating. 

moving. aoo COllapsing platforms, 

numerous puzzles. COllectable items 
and COUntleSS other CICmef]IS that 

(oul<! nave Deen taten straight out of 

MiyamoIo'S book on platform gaming 
The plot has Slmilar/V emerged 

from an magll\irtlYe tome. A mad 

professor. wfIOSe lime machine has 
JUSt become operatiOnal, is relying 
on you to retrieve a hefty group Of 

monkeys scattered througtlouI lime 
before humanity alters slgnificantty, 
Their leaaer. Spectre, had until 

CoUldlnl hidden Spedr! (Dins 
open, up three fun bonus games 

recentlY led Cl bhssfull,fe as a 

perfomW1g CIrCUS apla- St\rTItMIng 

across the pro1essors Peat PoInt 
Helmet (WI'IICI'I eMantes ITII!I1laI 
capaotyl, spectre !'\as evolved II'ItO , 

megalomamac tyrafIl, consumed by 
the desire to p!ace monkeys at me 
top 01 tI'Ie evoIutoonalY table, thanks 

to some ~me' l ravelhng machinattons. 

But Ape ESCape isn't a simple 

attempt at caShing in on the MiJrK! 64 

phenomenon. In many respects it's 
a brave title. Making it exdusrvelv 
compatlDle with the oual Shock 

cootroIIef IS a bold ITICNe. but one that's 
atfOl'de<I SCEt the ability to Implement 

new garnepIay Ideas. COntrolling SpIte's 

~ts with the left analogue 
StiCk wtllle tile other operates the 
lmaginatr,.e weapolllY is commenoably 
Intuitive and simple to master, 

When there are problems. they' re 

masttv of a techmcal nature, The draw 

distance may not set new records. vet 
there are stilI tOO many OCtaSlOllS 
wIleI1 sIowIlown IS noticeable. The 
camefa angle !\as a tenoency- to be 
tOO rugtl, mabng il awkward to get a 

Pfoper idea of)'OUr surroundings. YeS. 
there Is the possibility to look around 

In firstperson. but it does break up the 

actiOn Mln()I graphical glrtches and 

colllslOll-(!Ct(!CIKln problems are also 
frequent · as a world it doesn't feel 

Quite as solid as, say. spyro 's. 

• 
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Like Spyro,Ape EScape IS 
undeniably aimed at the voonger 

gamer initial ~Is are full of helpful 

message-s that eJq)ef1eflced players 

.....,11 unclOUbtedly find aflflO'y1ng1y 

intruSiVe. Every tune a new weapon 

is granted, a trauung level must be 
completed, and anyone reqUll'iI'lg 

more Pf&CbCe IS free to VISIt the 
traLmng ground and repeal these 

~IS. Yet. there is a good pace to 

the prOCee<lings. The vanous stageS 

are suffictently diStinct from each 

omcr. offering Increasingly difficult 

chal lenges, wtlile most of the 
weapotlS are genUlf)f1y innovative. 
and sneaking up 011 a monkey to slam 

)'OUr special capturing f)ft OYl'r It 

remaIns remartably sausfymg 

while f)Ot essentLal, the 0Yl'f311 

package otters enough IlOI/elty to 
make It 'NOfIIl seriOUS consnjeratiOrl 

for anyone tired 01 the many 
me·too platlormers. 

Seven oul of len 

TESTSCREE N 

Format: Pla~SlaUon 

Pubilshef: SCH 

De¥t!loper: SCEI 

price: US 

Release: ou t now 

Thle inllenuity IH! hind 
the analope-only 
controls really eme'111S 
whlen uJinl wupon .. 
allowinc you to 
perform actions 
otherwiH impossibla 
without t ltllnsiva 
button combinations 

_ 85 
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OYNAMIH COP 2 
I 

Format: Dreame.,t 

Publisher; 5." 

Price: n ,IOO 1(35) 

Aelease : Out now Illpln l: 
Winter (UK) 

P.yinl hOMl(e 10 coin-ops s~ as Double Dragon g;Vfl DC1lnstant 'PPIf.1 
.nd. huvy b\I,den of npectation. Sadly. it dOlfs nolhinllo .dv.nce the Ilfnre 

Rather th.n scrollinl 
from one .r •• to Ihlf 
nut, .ction sedions 
.re occasion.lly linkld 
by dubious moments 
of button or slick 
buh;nl, Or dull FMV 

r:t rlglf1311y created IOf sega's 
a!I Model 2 COIn-op llardware, 
Dynamite COO 1 rw. tIeen wilfully 
pextedtO Dreamcast- RISIng ffom the 

smouldenng ashes of a ooce·pIvotal 
game genre, AMl's series pays 

homJge 10 ClaSSICS such as Double 

CNagon and FIIl8I FlSht In the 

someumes unfonunate com-op 
lashlOfl. the gamepI8Y IS more I'IotOOil 
can than a la carte - tul'1CtJ()l1.al ratller 
than fulfill ing. HOwever, in a WOfkj of 
MeralZelda KBZOOIeS, DC2's :;.mpllstlc 
fare proves lrutlally re/reslung sadly, 
the aftertaste IS somewhat sour. 

selectlf1g one of three Ilear­
klentrc:al ci'taracters, you (and a fnend, 
If Q(le is at hand) must fight IhrOllgh 
masses of terrOrist types 10 rescue a 

Dynomite Cop 1 blows a 101 of Its Ifnllfrt.inmenl v.lue the lirsl lime 
you pl.y it, by revulinl.lmosl.1I of the oddb.1I we.pons on oHer 

• 

kidnapped girl Irom her woelully 
unlmpress~ captor. As WIth all 01 
OC2's foes and iOCatJOrlS, the Stanclarcl 

of artWOrk would Darely scrape a 
GCSE pass - P81tICUIa~ when 
compared to the Naonu-base<l Zombie 
Zone Certa in explOsMl effects are 
disastrously realisec: Seg<I ShOuIO 
perhaps have StlOCOntracteCI the 
volatile VlSIOI'Ianes at Rage to create 
bangs 10 eQual tIlOse of klCMIIng 

The three M:;.C mlSSIOflS all take 
place aboard a cruise ship, althoogh 
Q(lly a small 5electlOfl 01 iocat lOflS are 
shared. unlike the atorementJOneCl 
ctaSSICS, ~ite CUp 1 doesn't 

scroll from one settlng 10 the next, 
whiCh verges on miSSing the POInt of 
the genre entirety. Although the 

camera doilieS s.de to side In some 
sectlO!lS,lt's onIV In a limited fashion, 
with locations linked t:I'/ slices of FMV 

instead By I'IaYIng its actlOfl fixe<lln 
s.ngle rooms, tile game is tramping 
the same MI as Capcom's splenOi(! 
POWer StOOO (see E70t and from that 
StandPOint tllere's reatly no case to be 
made for purchaSUlg thIS. 

HaYlf1S said that. it would be unfair 
no! to mentlOl'l the game's ability to 
put a smile Q(l your face for the first 
couple of plays: being abte to beat 

Thoul h ( rude on oc:cl5lol\, IhI! 
lraphics are brilht . nd blHry 

opponentS with the bowis Of a~es, 

deckcha>rs, vacuum cleaners and 

giant fiSh that are scattered through 
the levels i$ lremendous lun, The 

prob~, In truth, IS that 0C2 sIlould 
never have left the five-minute 
gameplay world of the arcade 

oelwlg through the IatlOllOUS 

OptlOl'lS menu revea's that sega"S 

converSion team has lumped 11\ 

variOUS StllVlval and twoplayer fight 
modes - not 10 menlloo an emulation 
of the dreary 1980 coin-OIl TranqulUser 
Gun HOWeVer, desp le ItS efforts, the 

re-petltNe galTleplay and pitiful 
artwOrk COI'Isplre 10 leave OC2lootlng 
as dated as the cla ssics it attePlS 
to ape. If you crave an a'ternatrYe 
beat 'em up,l\old OUt for zombie 
zooo's conversion to Dreamcast-
or inVest In the sublime 
delightS of PC/Wef Stone 

fin aul al Ien 



You'll need a powerful PC to lully appreci."le Mechwcmior J's potential, the 
landscapes are Yut and detailed and the Mechs Ire beautifully realised 

O he wor ld of the Mech has 
always been one 01 the lTI()(e 

powerfu l, if unli~ety. Visions of a 

fU\llre war. The idea of huge bipedal 
fighting ma,hines ma~es no sense 

whatsoever, ye! the Image of these 
tank/robot hybrids stomping into 

battle is one of the most evocative 
that the games industry has dreamt 
up. There have been riva ls to the 

MeCflWi.lr,ior franchise, most with 
a stronger arcade bent. yet it's the 
pseudo-simulation compleXity of th is 

or iginal series that has always 
impresS€{j most. 

DeVelopment duties have been 

Pilssed on 10 Zipper InteractIVe. 
recently responsible for the rather 

vapid Recoil ThanKfully, there's no 

Sign of dumbing-down here -

Even the weapons systems are 
complu, with all manner of 
linkmg options available to you 

Mechwarrior 31s certa inly glossier 

than its forebea rs and does a good 

job of K(l(lPlng up with the graphical 

expectations of the modern PC gamer, 

but at its core beats the heart of a 

Simulation. Independent torso 

movement and an option to look 

around freely mean that navigation, 

part icular ly mid-combat. is a hugely 

demanding task . It'S this fleXibi lity that 

makes pitot ing a Mech so enticing, 

though, and it also musters up a 

splendid learning curve 

There are funher Simulation -like 

issues, not least the problem of 

overheating. Take too many h its or 

pump out any of the 35 weapon types 

too eagerly and coolant prob lems 

wi ll result in temporary shutdown. 

Because it 's a1lOidable, it's a penalty 

that's na il·bitlng rather than 

frustrat ng. Elsewhere, lel paCkS add 

a bizarre manga-esque touch 10 the 

action, wh ile between-level screens 

offer the opportunity to customise 

Mechs and even make use of salvage 

gathered from the wrecKage of 

enemies This scavenging IS handled 

by mobile fie ld units, whiCh also offer 

mid-misston repairs, making it WIse to 

defend them from enemy Mechs 

A powerfu l PC is needed to get 

the most from Mechwamor 3, but the 

,--,. 

TEST SCREEN 

Format: PC 

Publis her: HUb.o/ 

Mlcroprose 

Develope r: Zipper 1nl. 

price: £3S 

Release: OUI now 

IndependenlloHo movemenl adds tank-like flexibility 10 movemenl 
and weapon usage. Nalurally, this initi.Uy takes some letlinl used to 

reSUlt is a landscape filled With detail 

and battles that often feature a dozen 

Mochs duking tt out with the ir 

explosive weaponry. Moreover, they 

move WIth a real sense of we ight. 

gIVIng the impreSSion that th iS real ly 

is a clash of metallic titans, so It'S 

something of a shame that they don't 

alwa'(S move very intel l,gently. units 

sometimes have trouble traversmg 

the ro lling terrain and It's often 

possibJe to fight just one enemy at a 

time, while others sit In view - yet 

il logICally OUt of range. 

Such gl,tches aren't frequent 

enough to ru in the carefully 

constructed il lus ion. but they do 

higtllight the sl ightly lumbering nature 

of these games MechwarriOf 315 the 

beSt of its kind, but it's higtlly likely 

tha! in the UK, a! ieast, this may nOI 

be enough to guarantee 

mainstream success. 

Seven out of tfn 

The environment is 
impressively depicted, 
the f~r horilon Ind 
sm~rt doud textures 
addin! a lenuine sense 
of sea e 10 lhe I~me 

£DG£"S7 
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W O.R lOO R I V [R CH A M PlO N S HIP 

I 

FOfmat Hlntendo ' 4 

PubliSher Mldwa, 

DeIIe101)er' 8 0$1 Game 

Price 150 (132) 

Re)ease, Out now (US) 

Th' normal (top) end 
le«erbo. hi -res modIS 
(cenlrl). Oddly, there', 
no Ri m Plk support so 
you 10$41 h. 1I the pietu.e. 
Th' twopleyer mode's 
fine, thOYlh (Ibove) 

Doft't be fooled : th is is e hee..., busI 
thet would just 10 .... to 10 stretlht Oft 

O gl10fe any advertiSIng rubbIsh 
\'OIl may see Wlmmg Gran 

71msmo has fnall.,. armed for the NM. 
because the ct\aoces are that you'. 
hate ~ omer CIIampioosIIJp YOu 
Will tnlll(ll!V. 8t least. 

The game box may promise r:Nef 

30 cars with realistic ptIysics and 
handling dynamics. but as even the 
most Inept driver Will tcstify. rcal cars 
do not behave like the ones depicte(l 

in WCX/d OfIVf!f CllamPfOOS/trp -
certalO!V not rating cars. a~ 
The eany veh'CIeS Mndle far more 
slugglsh!V than any Edge tills 
encountered In a racer in the last 
few years. Drive Into a corner and only 

the most extensive analogue stick 
deployment will dissuade your racmg 
machine from stubllOrnly cootinuing 
on a straogllt .ne course in a 
demonstrat!()(l of tnertla at wart 
that 'M)U1d make Newton blush. As 
you step Into faster and lighter 
apparatus, an Inevi table benefit of 
winning races. the handling does 
Improve. atthough 11"5 a style that 
reqUires some gettll1g used to. 

There ale no SlIth cnttdsms 
regarding the graprUCS. though, The 

cars are impreSSIVely detailed arod the 
ten cirCUits. plus their alternatlve!V 
routed Siblings. offer a raft of 
engagmg leatures. SUCh as the 
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The c.1H ere not officielly liclnted (elthoulh tilt, e" ell b .. Hid on reel 
vehides), c .. nnol be tweeked Mtw .. n flce$ end do not suffer dlm'll 

Obligatory plane. helICopter arod even 
h¥lg>gllder ~ttons furnIShing 

tt'Ie sty IIIVIIedloltetv aDOYe the track, 
taking your nww:t off the I!IC1fllt and 
combining 10 form a very SOIIIl-IOOlung 
efMronmem, It certaln!V looks among 
tile best N64 racing titles to !laiC 

Those who persevere afe 
rewardeil WIth a fairly absorbing 
racing game. By then, cootrolllng the 
car SO that corners are negotiated 
vMhout httang the s.urrauna!l'lg barrier 
should be second nature. and playing 
With the Quick-race arcade moae Will 
soon spur )'OU on to tackle the 
cnampionship mode. 

COmpose!.1 of ten cup Cha llenges 
of IncreaSing length and difficulty, 
your goal IS 10 enter and Win the 
irlVltatJOnal event (at least seven first 
place finIShes in the preceaing nine 
cups are ~essary), opening up 
another ten·cup round featuring 
better cars (GT1 category instead of 

GT2) Art interesting addlt!()(l to this 

IS your ~Iity to Switch between tI1e 
seven teams available dunng your 
campaign, AS your world ritlWng 

among the drivers impnlYes ('yOU 

beg,n ranked JOth, moving upwards 
With pointS earned from finishes), 
Other team DOSses irw te you 10 

SWItch skies, promising you a more 
successlullutur(! courtesy of higher 
perfomlartce machinery. YOu're free 
to remain loyal to your inlllal 

emptoo,oef, of course, although a Imlc 
game of muSical chairs could hasten 
your chances of securing a 
commarcling Orive. It all dependS on 
your overa ll performance, though. 

While certainly one 01 the less 
welcom'ng racers around, WorfO 
OfIVf!f ChampfonshlP eventual!V 
emerges as 8 likeable example Of 
a gerlfe than 51111 reasonablY 
under·eKPlOlted on the N64 «]; 
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,.BRAVfHfART 

A hlrdcole slrl ter'/' came. 13th Century 
St;otl.nd I1 nOl for the faint-helrted 

O lie raw POWer throbbing 
Deneath me beige bonnet of 

toaays PCs Is starting to produce 
some extraordinary games. 
Bravef'leart is one of th,s new breed, 

relTlartaDle not for rts resemblance 
10 me film (of wilier. there IS little) but 
for its rejuvenation 01 that PC gaming 
staple tile Strategy genre. This revival 

centres arOl.mCl tile combination of 
strategy elements WIth Myth-stYle 
rea~Jme combat, lhe player's actions 

and oec,sk)nS in either domain having 
prOfound consequences on progress 
in lheottle r, 

MOSt of tile time the player will be 
Ourle<l oeep in management screens. 
monitoring tile political and economIC 
dlmate These Slat-heavy zones WIll 

be Iamlllar to Dv players. although 
they DOrrow heavily from old 

IlT\PfeS$lO(ls' stalWart Lorel Of The 

Realms 2 But wIlile the strategiC side 

fs unoel'uaOly 010 school, it delivers 
me goOOs, allowing you to meticulously 
manage every 8Sj)lKt of hiS clan, from 
Cl lplomatk: relat ions to, bizarrely 
gratifyingly, haggis prodlldiOn 

Unfortun.tely. most of the ,ame's 
sp. nl looki"C etureens like this 

The versatility of the cam. encine ellows you 10 fiChl small-uale, covert 
minions like the", 01' it c.n p. n oul 10 h,ndl. mlnive Highland brewls 

Intel ligently ra king advantage of 

the medieval SCotland setting. 
Brl1VefleMt Instantly pitches the 

player Into a volatile srtuation Where 
you must balaoce sewnty WIth 
growtl'l, and mIX diplorracy WIth 

violence In orClef 10 survrve amI(! 

IractlOUs Clan warfare. Rrval powers 

are Immediately banging on your door 
and you'l l find that it'll be a long 1In1e 

before your clan is strong enough to 

survive on Its own. 
AJttlOugtl the process of 

5Cratcning a living In the Highlands 

lacks the colour 01 eN's seven 
WQnOers, thiS IS more than 
compensated for by the realume 

combat enhancement. Every 

ensagement can be Ioogtlt in 30 
sequences, whose graphical prowess 

is unmatChed by anything else 

in tile field of realtllTle strategy 

Commanos are again familiar. but 

battles take on far greater Significance 

when tile OUtcome affects hOurs of 

---

careful management Shrewd scouting 

of tile enemy and the produCtion Of 

tile right weapOlls can mean a battle 
Is won belore tile arrrues even meet 
8r8Vehe8frs esplOOage ran~s amoog 
tile genre's fineSt moments. allowtng 

you to Infiltrate an enemy town WIth a 

SPY. then Drop into 3D to SCOUt it out 

In realmlle. BaCk in the management 

section, an army is ordered to attaCk. 

resulting In a 30 baltle whe re you can 
QUickly destroy vital ,ocations tha nks 
to your IYOI'k in the earher mission 

8raveheart remains primarily 8 

t1arocore strategy game, despite the 

JudIClOoJs doveta~lng of its combat 
sequences, and these sectlOl1S "";11 

destroy ItHtrateglC OUllty for some. 
Either element can be diluted, but that 

would rob this game 01 a liIllqueness 

that Otller oovelopers will soon 

oe $CramDling 10 Imitate. 

Eight out 01 ten 

TESTSCREEN 

Format: PC 

Publ is.her: Eldos 

Pdce: UO 

Release: out now 

In the liler Stilts 
resources mly be 
divertd inlo cutle ­
building. .nd slecu (;In 
be fouShl in rullime, 
The h. ld EnSlisll 
also become .. fador 
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TE STSCREfN 

OANn OANn RfVOlUTlON 
I 

prke n .'go (£30) 

Release' OUI nOw (J. pl n ) 

Different sonp require 
different dq:rttS of 
control dexterity, with 
loml trllCks demlnding 
I fllr .mount of mlnt.1 
in'lolvemenL Every 
move cO,unts (. bove) 

a f you've hall the chance 10 

wander through the streets of 

T~ this vear. you'll be forgIVen for 

thlrtklni that muSIC·based com-ops 
are me future of VIdeogamlng. g.-.en 
then seemIngly re~tless poputanty 

among the capital'S arcadegoers. 

YQtJ'd De wrong. of course.l1Ie 
Bemani I"ICM!Ity ~ expected to wear 

off pretty soon. alttlough ~'d De foolIsh 

to Ignore the potentIal harnessed 

withIn this 'genre" tater evolUIIOns 

may well surpnse many. In other 

wares. ~'S wonh watching 

StIli. at the moment. thiS 'Dance 

Slmulatioo Game' ~ raking In the Yen 
oance 08nat RfNOIutlOO may rank 

alongsKle Pafappa Ihe Rapper. um 
JamrTJef L~mmy ana Bus! a Move in 
the great videogame classlfiCatrOll 

chart tIUt in realIty you could easrly. 

and JUSllfiably, contest ItS presence 

among such tit les. 

Unli~e the aforementIoned trio. 
Konami"s latest PlayStallon trtle 

Startedlrie in the arta<les (Whereas 

BuS! a Move. lor e)Qlmp'e. has made it 

to corn-op stal1JS traving moved over 

• 

-" 

M.ny lunll Ire included in the pack.ge, not forlllting the odd d.ssic 
(m.in). Background g"phlcs certlinly help 10 promote the disco theme 

from the PS scenel, and hence Ifs 
designed to neatly prov1de 

emertalnment In flve·mkllute doses -

,-",.ch ooesrf! bOOe wen for home 
consumptk>n Ifs It crillClsm levelll!(] 

at most coin'D>l converSIons, from 
shallow drIVIng games to l.gt1tgun 

SI'IOOlers. and as much as It tries -
a remi~eClllerSlOO of the maIn game 

exists. along WIth a training mode and 

several hiddef1 bOnuses - DanCe 

Dance RevoIuoon ISO't IfMIUne to it 

Yet whIle ~ falls to match the 
depth lound In urn Jammer Lammy, 
for instance. Revo/urietr does tralle a 

secret weapon 81115 dl$pOSlll KOnami 

has l)een able to recreate the game's 

lull arcade expenence (mInus the 

ImpoSIng catllnetl. and those prepa'l!(] 

to InveSt ifllhe IllIe should seriously 
conSIder getting hoIcI of the dedICated 

contrOller. too (see p138), AS well as 

IndUCing fond memories of plaVlng 

"lWISter, thiS plaSllc mat allOwS you 

to play Revolution as itS develOper 
Intended with your feet. Using a 
JOYpad IS fine ~ you find systematically 

pushrng one (01" sonetimes two) of 

four directk>ns at a specIfic time a 

thrilling and challengIng proposition. 

Dut matching the onscreen Instructions 

on a pressure·sens.llve pa(I proves far 

more entertaining and mUCh tric~ler. 
This is undenIably ~s strength, AS 

a parry game. few tttIes can match the 

sigh! of two rtlythmically Ctraliengecl 

Individuals battling for dlg~al (lancrng 

supretn.lCY on tWO plastic squares 

(cue lWOPiayer OPIIOn) fOl" pure 
entertainment. Then, ana only 
then. are you II~ely to QV(!rloo;; the 

game's otherwise completely 

ovemdlng superficiality. 

fin out 01 [eo 
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e I videogame creation under the microscope 

• 

NGPS mkldleware: filling In the gaps 

WorkStatlon 

r.'I UIllOUf'i cooceming n&I-ger.eration I'IayStoltion 

W development are 00 the nse. That the Emotton Engine has 

been classified ilS it 5tJpercomp<Jter and den>ed an expon IiQnce 

is one of Edge's filllOUrites., albeit one with an iota of truth. In the 

meantime, Sony's much-vaumed middleware program has c:orne 
into play. No! only does it allow ~ to make belief quality 

games, they can get St.lrted before feceMng full-spec dev kits. 

One of the ITIO'St importlnt midd leware tools is Cygnus' 

'virtual gaming' software, which simulates PlayStation 2 hardware 

using linlR Andy Beveridge of Bristol-based SN Systems 

redons tlus has confused many developers, however. "A lot 

of them thi nk that Sony is going to make them work in it unux 

envi ronmen~· he says. 'Mlile the final del kits will use linux, 

developer.; will be able to run whatever OS they like. 

Most middiew'are vendors are currently in the process of 

optimising software. Paul Topping 01 MalhEngine says that it 

alreitdy has it ve~ runnon8 under emulation. The key for 

developers, though, IS to start deve!opmeot now aM S\'.11ch 

when optimised code wmes out "fur an imtial beta version 

01 Renderware for PlaySlatIon 2, we are looking at Augus~" 

com~ts Mike Kin g of Criterion. "But the fully optimised 

versioo is going to Llke sOc months: 

Yet one 01 the obsLldes middleware vendors may experience 

is the reluctance 01 <:OI'lSOIe deve\opefs to stop using propnel<lry 

systems. Jolln Austin , president of NDl, whose NetlmmeP.;e 

engine MS recently been added to the middlew,lfe program, 

believes this has to change. "People have to think about this as 

an economic decision, as well as a Oll'le-to-tn<li'ket decision: 

he S/IYS. COnsole development is becoming a klt more £ 
professional,and he's got the fIgures toprove it (see right). 

Not. I\a$ released . """" breakdown of t"" cost 8dvl<ltages 

it beoI;e.,eos CIIn be ptned by t1cen"'lI.II l 3D ..,gine. PC 

<Ie"nIopers _ made tI>ese <IedsIons for YOI'S. Now it·, tile 

turn of next·~1oo ~Ultlon developers I<> count t"" 

cool. MOre into at _.ndl.,om/WpII""~btz"",,."tmt 

rr.n hen Edge visited Banbury--based Silicon Dreams this month 10 see I«:Jrmrnkeys, an 'i!ction tacIIcS' PC game (previewed on p24), rt was ~ distracted by Te«m:3 
W programmer loann!! Oowes. Not because of her excellent work 00 the game's pnxluctivity tools and frootend system, though, but by her hordes of offensive toys 

"- -' ~ ~ . 
o '.. • 

't .", ' . 
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The trials of a start-up developer' part 12 

Alter co-founding lionheild Studios with Peter Molyneu~ Demis Knubls set up his own development hou§t, Elixir Studios. 
In this exciusiv@diilf"\', he chron icles the trials and tribuliltions of m.naging I leam, developing iI gilme and working all hours 

Show business 

, think 11: wa5 AristoIle who wid 

that the wo!Id has just seven 

stones. This thought kept on 

going round my head during the three days t spef1t 

at 8 , the worId's largest computer games fair held 

., lo5 Angeles last month. 'A ~mn giXest!' IS 

SOO'llI!thIng 'fO'lre"etv 10 hear qpte a 101: at these 

ki'1d of shows, uswltf from an eJ<IJberant Arne!ican 

demoing a deathmatch on one of the stands. This 

year I su5ped: it was more of a reference to the 

blood that was 5pi1t as lflI"IC19'alNe game ideas were 

butdJered, !WI5Ied and squeezed lnIo small pogeon 
holes entitled 'rti!IDme strategy' and 'Ir.itperson 

mur;h that ttw, next~allOn TeITIs. 5upf!r 

Bombermon and Sensibk Sor:cer Wl1 rely on 

bilinear filtenng for ther success. rd like to think 

thlIl gameplay",;1I continue to be the p.ilrarnount 

laaao- in a game's success and that it",;~ still be 

passible to aa- thrs WIth smaU teams. 

Inodentally, has anyone else been amused 

by the fad that realttme strategy and Iisstpersoc1 

shaot~ now have ther "'"-fI abbt-eo.\at>ons (JrrS 

and FPS, respectlllely)? ThIS makes me d!udle, 

because a Inend of mlfle has these gr~t stones 

about wa<tJng for a huge ~ny. He teDs me 

that three-letter acronyms Me so popuIM ""' big 
corpora\lon5 that even 'Ihf~ abbr~' 

.'\:Me' ""' ...tIich the pnze was a JOb at Bullfrog. 
Uniortulate/y, I came second (to Mike Orskeu. 
Syndlcote IM:1fS creato( and Mucky Fool 

ro-fourxle<), I phor.ed up anyway and ~naged 10 

get a week's ~ ~e at the BuUlrog studio. 

Off the b«k of tha~ alte!" I finished sdlOOIl 

wrangled fir5I a summer lOb and !hen a ~r there. 

I !itarted off as a level deggner and a teste!" on a 

teaboy's salllry, By womng very hard I was given 

more and rTlOfe responsibility unlillJlurTlolt~ I 

ended up co-o~tl ng Theme Alrt ~ w<tS Indeed a 

thrill and an honour 10 wori< on a game that so 

many people liked. and tt gM! me my first taste 01 

ttw, proI~ side of the nMtry. Since !hen It's 

'Whenever 1 go to trade shows I try to find a day where I can wander around as a gamer, rather than 
as a game maker. " and this year I couldn't help but feel a little bit disappointed by what was on display" 

$hooter". Maybe Anstode WH a bit generous WIth 

his sev<erI stones 

The emilOldnJly VISUal quairy of most the 

games on display <:id mIe 10 hQo. the lad of rMI 
inncl'Yation. ~ I go 10 uade shows t try 10 

find a day where t can wander around as a gamer, 

rathef than as a game maker, vmen I' m doing thIS 

I really want 10 find a game that exci~ me. that 

rm desperate 10 play. The thrill of firMing a cool 

game is still one of the best !twigs i'l my ~ bur 
tI'Os ye.,r I couldn't he\? but feel a mIe bit 

disappointed by what WH on display. 'Mlere was 

the ne>;! CivililCoon7 I looked high and low, but 

found ~ that induced the SOlI 01 butterflies I felt 

whe!lllifst saw Sid Meler's game. 

During the week bef(ft the ~, Nintendo 

anrlOU"lCed inmal 5PI!(S for lIS new machine, Pfqea. 

Do/ptwl 0bvI0u5Iy thrs senerated a 101: of 

e>:atement, and mur;h of the talk al the show 

cor.cemed the ne>;! generatIOn of consoles and 

p.ilrtK:ul.Jrty the effed these rnach4nes""';~ have on 

game development. The most commonly held 

oponion was that development ~ WleIirtably 

foIaw the .Lapane$oe model. WIth t~ at 200 

~ and budgets 10 e;.cess of S30rn rm noI 

sure I agree WIth this -lI's a",n to saving tNt ~II 

hit films Mile to be 'Trtamc'-style blockbusters. 

costing ,.., less than S lOOm to make. Sure, a lot of 

the big hits ..... be from the Shenmue 0( nAda 

mould. but ....nat about the gMOI08 eqjwaIents of 

'Shakespeare i'llcNe' and 'The ~ Manty'11d 

SoItwal'@. it must be remembefed. has been 

ma",ng awesome games with ~ team of about a 

00zef1 people fO( a long time flOW. I do!Jbt very 

• 

has its "'"-fI ~er abbr~1IOn (TLA.). Seetng 

T\.As pepperv1g the pages of game magavnes 

Ihereforto fiIs me "MCh apprehension - are these 

the IirsI. real rlJ'lS of a corporate~? 

Somettung I get asked a lot IS how 10 get 1010 

the games industry - I really symp.ilthise WIth 

people ...no are tr,mg 10 get In and are finding II 

tough. We get a lot of letters, but being a ~ 

te/lm the opporturrtJeS are Iirruted (we do try 10 

gM! a Irnrted number of people wOO:. ~ 

placements, though) The games nMtry is a 

dosed shop 10 a Cef\aln degree, but my i!dvIce 1$ 

10 try and get J'DUr loot rn the door by any means 

possible. I know two pmduce!s in the industry, one 
of whom started as a g.wne tesler. and the odler in 

technical ~ My story IS much the same. 
'Mlen I was 14 I entered a co IlJlI!tIbOIl 10 Amogo 

been a great privilege 10 wOO:. in such a great ilrea. 

I reaIy IoIIISh people ., a Slmiiaf srIuatlon the vet)' 

best of Iud - stJd al It; as WIth everything ""' life, 

at the end of ttw, day It's how much you want ~ 

that will see you through. 

The ne>;! deadline is almost upon us. Every 

couple of months EKios holds a pOOItsh ing meeting 

which is attended by the heMs 01 all of lIS 

~nes, and IS boIh professional and bcutaI. 

Oifferent developers lake turns 10 present the.­

game and show the progress tha(s been made 

sif"ICe the last meeung. Thos will be our Iirsf. and it 

goes",;!hout sayrng that we've got to make a bra 
impression. My social life is now a pathetic Wciow 

of its lormer self and rve been considenng rTICNIrtg 

II1tO the office. rd bener hurry, though, as 

spaces are gorng fast.' £ 
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m ud'I d IhI! ~ fa ClII.2 c.me.t>ooA dumg the 

LU,I ~ oI1he Mt~ MinrdNs..:! 

c:onoopa. ,.. Ih! 1INrfI eInW "" wIIh a:dd ~ be 

1IICDIp<:W~ nI01he h ~ dol! ., _ Jft55Ift5 ond 

Iho ~ "'-'s ",!he DmI!. The !NI> ond ........ 

"'1*"C ~,..sI a:dd no;I: b!ep "" ....... some at !he 

rn<R ..... ....,... .-. ,.. a<>pped '" .... 'tIe~. The 
.........-:e of a-.lhe fin! JImI! __ 'IhIt 

~I-.d. much ~ .. dhow. ~a:dd be 

pu$/w:d. ...:I .. ...t>.!I cWedIOn5 • new pne oouId be t.1bn 

~ ~ 01 \tie 0fJ8I"DI JImI! _loch<! III 10 find 

C)O,/I ...... 'MJI'<ed. """" c _ good ¥xl how we a:dd 

~ f.' ~ Colln MatDonald, ~'I ptCI(Iuoer. ~ 

didn~ ~ to ..... ~forlhewkeol" ~~ ID 

~ thM ~ ~GTA2 wcwI<s to our Htts!«Iion" 

lan McQ .... Ie&d or\ISI on boIh pmes, ~ knew 

""'" he~ to do:' "",,"led 10 ~ ~ Ihe 

..tde 1001; af tile game. The fnl pne __ very ~...m 

lots of paSlI!I:Iond pIlITII/'I' colours - ..n.cn _ 8'"l ~ 

oIl1le ot>es ~ wd. \00, v.:. CIty. vrohocto _ f bI; d ill 

abstrKbOl'l of MiamI. _ ~ oiIfmn1lO i..tIefty Oy, vrohocto 

_ b5sed on New 'I'oII!. buI for the sequel I ~ • much 

dorI:cr end sr-tM. 10 IM ~ • to. 0I .. ~; 

Keith Hamiltoft. --., IMde< on GIflnd TheIr AuIo, _ 

~b~lhenewPfOll"""""~ 

"One lI'IrC we U- IMI\ ~ we Moshed ~ Gt4 

__ !ha! we --.:I \0 .-..eI. ~. he LaugM.. 

"ied'w'IoIo8I' hti ITICJ\Oed on so much _ we _lhe firsI 

game IhaI, rlllher Il\1O\ 1I)YI8 10 idIpIlhe eosM8 code. • 
\OOIAl be _10,... SIll! ipI\" 

The -.. MIreactf hid • _ ~ '-' <U on pope< 

buI. bekft...,. ~ a:dd SI¥!, tt.s hod 10 be wbmft~ 10 

OM(, 0-~ (Ihe boss) ¥Id GtIy!'em (~ 

man.oger) '?" ~aI. Suo:eIs 01 failure CI<1Ie., the 

smaIeg deuoiIs. so !he game cIesIsn IlIoUbted to a 

fioe-!OOIt1 <Xf"b befute iI'.1iNty gtW<llhe ".en Iig/1l 

• 

One of 1he fir>t CCI'IlO!fUIUS _ IS !he il!III"I8 fa N 

game. 'Wo! deodo:d 1Nl gMlg!he same f ~ 'M 

~ no 1he !t.ture' look 'MlUd be a ..- .... eopIIonI 

MacOo:Io1Id. '11 .... us do new IIw'I' 'II'IIh !he look cl Ihe 

game. One1iw1gwedd,fl_ID 00_ ~_ 

~!mm !he otIp\II. In Gt4 """ had lbw 60 

atlerenI ~""" CM\. We dodn\ -.t to IM' people 

the """" 1Iw1go; to piay IWh ....... The dan&et .. IhII the 

,;;ghIt; fuw!ISIIC ...mog geto; taI:.en too far and !hi! the game 

turns flIO ~ '"'" 'Blade Rumer'. 'l!'1 not iI""'II to 

i0oi< I&e 'Blade ~r .. ~ M<:Qo,.o.. 'lI'1 P a much 

rn<R ""'" ~ to It ThII! CatS '''' s¥ed Ih those Irom the 

• 40s .....J 'SOs, !he whole Ihons IS P"8 10 look much rn<R 

r.n ~ ...... :sci-fi." EventuaIv, ,($ <IgTeed 1h/JI: Md)Je IS 

P'\II !(I pn:d.oce ........ rM:W s¥e ao.-ie,leyIng out ~ 

~ ars.!he ~!he ~ ~cops¥ld the 

P"'3S wI/IIlooI< Iile. ben !'eM IS I\!IP9'( wCh thIS. 

...... the ..... Concep( CO!"II=ntt IS ~ 

...... rnecDIl! .. labrc pIott !.n Ron ¥Id arian ati,d, 

the ........ ii' .... ~Itor~~¥ldiTil5:5iDi'l 

~ ;n rna!IiroS WiIh Ih! Ii!W!I ~ Il decide ~ 

...... fiIr Il toW 1lYog5.. Rti!iS d!boratl!S; 'In !he Cii'iIIiNI we 

aU::I Mw! abciiJI 20 ~ ¥Id 20 c.vs 0I'IS0Mi'I • 

""" ImiO. 8e<;ouoe j'OU COIJd dIM! 01 waIt.....,...toere onsde 

the acy. I had ID mat.. sure 1Nl I!Vef'/ .ea.....oUd haw! 

~ in • oWId, ~ ~, can.. I've bHn wo;orq 

I n<! mlsslom. Impmved AI opens up .- pos51bllllles 

• and IIearrof The.....,...,.,. 0I1t>orogs j'OU can do "' the 

Ilo""l' ~~olWdbl'.~ 01 ten. ~arenow""",," 

1Nl are nocIwotI !(I do WiIh \CU- So • j'OU he.or SIn:nS ~ 

do5e. j'OU ...... Md 1hti~..:ruat,.!Ift somoeoroo: eIoe. 

The Ii!W!I desognen .... ~ loo ~the i'hiJi5 

01 eIid'i -. _ well_ o--.Ihe onossions ~ 

s_ a.nks ae.>Ied Ihe San ~ IoNd in ClIt "The 

_ oI __ ~ .. thegorne" i"m."'~; ~ 

YyS. ~ the srn.o&e.Ilt>orogs ~ a Ii:ood-on eIIea Itor 

1he ...... pne. For on>Ianc!. .. the &.I ~ we_ 

Iio't.ed 1)' • pet..:wo .. I!Vef'/ CM, _ we c.on haw! 

........ pIHeI1geB - Con """ """Y I'M> Of feu' ~ 

.... up I;i ~'j'OU saeaI a bus~ I c.on ....... ~ 01 

people onsde '" and j'OU know "",",,!ha!...-.. 

"While the 'High concept' conference is happening. another 
meeting is taking place, programmers lan Ross and Brian Baird are 

meeting with the level designers to decide just how far to take things" 

on ccmpIeIely .- AI ...-..i ~ <;Dde. ..n.ct. me¥iS 

that we1 be able !(I haw! anythong up 10 120 ~ros 

CiI'ISCi""'" "' once. and 41)(x1d c.vs - .. ""'" tt..... own 

~ and pIoces to go.' At-.j ~ IS rroucTo smanef 

...,.., 'In 1Iw:fir>j ~'j'OU 5IOOd"1rOf'II 01. CM A.....oUd 

scr-n !(I, t."Ii ¥Id r.c:n lIS horn. • j'OU try that row. 1he 

CM oMII ;...s.I dIM! 0I0i¥Id j'OU or; ~ ~ dnvtr' $ a boI 01 a 

~ dIM! Slrli&h! ..... \CU- The poke..., also Il'lid\ 
.......:to $II"i;IIta You can __ '-to.. Of IM: poke eMS 

cNsons j<lU. and hy wiltry '" to; j'OU ir\ IoIce j'OU ii'IID 

the >de of ~ ItIOd and arrest you. ..-.the poke """""" 

1r)Ong ID ram j'OU 011 the ItIOd IS bonrog." 

8ardaMedlho........,~~ItorG1ll.¥Id 

IS ;...s.I M ~ M Ro!i5 abciiJIthe ..- game: ihen! 

_ -..c. to ..+.00:_ could do ., G1)\,' hi! eoq:Uor5. "The 

dwa<1n'> in """""" had ....,. • few ba5o: commands. 

~ COIJd be ICId 1011' ..... Ircm ~ " 10 B. Nv COIJd 

be uo;ed to guard an «N, attad:Jns ~ the ~ IJOI 

'Mthin '""S", and thi!ot COIJd IoIow 1he pIayeI' 01 ~ 

charoaer. The Kn5IvIas are • good ~ of !tIa!. fOIlht 

r>eW game I!NerY single dIOIaae I\a5 do;zens 01 diff~1 

mrrvn.1rod-; dOO attrbul .... We've even goverl1ilem 1ine-aI-

Billy ThomIOll ~ed ~ .... ~ 01 the ong ..... er", 
~City, Generalyagreed III be ~ mo:ost insone and 

~ Ievei_, ~ M ~ does, the 'P>v<t<> 
Ba5Iard Ib'Ius' and !he. er, 'S1ap the 8<!d>es' ......,;ion. 

"1oIJre i'IOI P'lII<> believe ..+.00:_1 do 10 you .. ~' 

hi! boasas. ~ the rM:W weapons. the pedewoarIS' ~ 

SIltoIII'd ~ AI. we an do 1hirop W:.o! Metd c­
Sdod - ....... people down.ldom an enemy gangs 

N!ot c ....:dd be rUt, NSy I<> ch' 

n.. baIom ... b bcIh DMI\ and RtxlsIaf IS ~ 

MmloniiId eopIaro.: 'WI! lnow that we ....... ....,.., depIh 

INn ............... !hen!. w.. know IhoI GLU ctt­

sorneIfq ~.- n.. p:1£ SIIU<Dft and ,......;oons 

oIIe so .......:to ....,.., scope that _ Q..,.. R wiI be JUSt M 

~ _Ihe ongnal v.t..I_hawwdo now 

11 ......... toe pm! IS fun. w.. need ~ commis !(I be 

$pO! on. we need !he UJI hIr<Ing ID be p«fecL Ge!Iro:iI 

~~ItIo1I'.Ihe~_· 

~ Si.IIm • ~, "'1'lle ~ we asked wher1 we 

..... c;reaIi"ll ~ ....... 'W::Ud _ ploy this ~ ............... r 

ThIII's the 0T"90fI0nI1iw1g. ~ _'~ no( h.appy ....m £ 
the pm<!. howQn _ expea.."..... else 10 bel' 

I 
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-H-AVING HELD THE ROLE FOR 17 YEARS, ONE OF THE INDUSTRY'S 

BIGGEST PLAYERS RECENTLY RESIGNED AS CHAIRMAN OF 

BULLFROG. BUT YOU'D BE 

WRONG IN THINKING THAT 

IT WAS A PARTING SHOT. 

E 
die', """'-inquMive photographe< is poi<Ing omund .. the b"d;. of Les Ed,,(, 

tq>-ct-ltle-line Ronge Rowr. w..t ¥e theist - leboisions?' he asks. pcw>t>ng to the 

""""" embedded ",\he rur 01 the frto"l1 seats' ~ "Sort 0(' S<Oy$(M,.O' r.ost 
for the <»y. presSing • button .....hi.::t. makes a ~ ~ slide OUI, 'Star Trek' <IyIe, 

from beneath the ~r PMse<'ge<$' <edt AM ot', r.oI jw Mrf ok! PIay5t.1tion - lIS CD lid " 

f....-.hed WIth. wood __ !haIlI\iltd>!>s the vehicle', pk!'ih interior mm. More ~~, 

the cnnso!e', MO:> cootrolefo; t........ ~ ~ in the ",me ~ frllooo. ~ 

Nimendo', c.",. Boy - rM is goming 00 the 1>", 

Such • display of weatth migI11iMd you to percerve Edgo r to be Mr n..t..1ndeed. the fad 

that he drives • ~ep.1red 6<U>hp A5Ioo Martm v.,ntage - .,hch he M1 "nu be takJr,g 10 

l~ Mam 10 ~ill<' the """"'"""''I of A5!oo', ooIy """ - and that he ~ .-.. the p.Jb in 
v.toi<tl (die', in!""""",takes p!.1<:e.;>re fur\tler ~ that he'd rather r.oI"'-!-os pernies 

tt> fester ;, some ~e l>onk ao:ount But he also happen< to b<> fi~ dis.arrning. 

Alter set\Ir>g up &!l!hog ....;th f'f:Ier Mo/yneu>. ... 1982, Edgar CNe<SlNI the (omparr{, 

I'I$e ¥id ~ eventually ""ll'.-rtnS lIS ..... re EiectrOl'llC Arts in the mOc!-'90s. He', sdi """""ng 
for EA 00 • IirMed """" although he now chooses to wo<k out of m ~ oountry es~ 

in the ""'-1t!1 east of Eng1and -~ he oI!en ~ in • o;poI of ci!y-9'8OO" .oooong -
.athe! tIIoYI an indwiaI """le in G<JiIdfool. 

Haw!g ",,,,,,,Ily prowled IinaroOoI o;uppon 00 BUltro@ brW;..,ff g~ lost r""" Edgar 

" aJrm1t/v <lobbing \'10th many ventures, incWing Internet g¥TW>g. the ~ mao:kt. 
ood., his e>panding 10= It' •• .....,.,.Je, Edit was obIe to gr/lb • sir;., of his od>eduIe. 

Edit: Do you think tMl. followina: the EA .cquisition, 1kI1I!"" .eall, become u 

autively ,Iiftinl as _ MolyneUJI has intimated:' 

Leo EdCor: I I!wli< "'" hear."" 0( 'Oh, ,r, no! the ~ old Bullrog'. Bull <ion', tIw>I:. tt""", 

w., !he .. me old Bullfrog ~ - !hi! <Df1lPM'I' has dlanged dromaocaty .--y \'NI -.ira iI 

, tdrtM. 01 coo"," ~ Slil\es (Main types 01 <JeO!Mty - .. ~ do. And ~ """" has 

very ~ ........... about !hey wifY the deveIopmenl 'IhwId be, he', right - for his type 01 11"""'. 

01 """"", Ilhrll: !hm!'. 0101 01 aeow. ~ on EA to; ~ .. ~ Of~. IS 
different to ..not e.Afrog __ used to. and some people h.\Ye seen th.n ... bad thing. and 

~'s ~. f~ on a 101 01 people's pan to charIge ¥Id adIopt As 1 saoid. BuIlIrog has 

d\ange<I """" day """ and <OI'I'Ie!ImeS ""'" ~, bo.o; « ...... very be cr..ng.. to I!O 

from independently ~ this type 01 gome 10 betng pan of • mullJrulKlNl COfI1'oYI\I. 

Th.n ..... 0 big deal. ¥Id rt ..... the main reason th.n 1 my.d wor'<ong for EA fof four ~ 10 

help 'MIh th.n tr onsition. 

Edle: Would it be I~i. to say that EA enu>u'~le. uploiation 01 hnchises with the 

likes of Du"9_ KHper ~nd The",. ","*, •• tIo.,. th.n en(OU'~linl orilin~l titles? 

LE: In !hi! end. it' •• tridy question. ~ witI.:M tryrog to be too cv""'" about it I thri. EA 

....;..old kM! la encourage original prodo.>::t ~ bot !he problem is th.n ~ liO.e 
EA c.>n'l put up ""Ih the 0"1' - os !hey "'" ft - th.n oomes .wh 11. !he §Of! 01 schedule intestlty 
'Ihch goes rut !he ""ndow. the pnma donoa atrJ!~ 01 some ~ who ""I. 1 know what 

fm doin& JUSI le! me If" ~ar.d soak my r.-I in~' and 111 be aD right "' . ~., '" l\;<)', 

llme - 1"'1 keep !he """""'I' <;:Oming. by the w~. rm OO! suggesnng for • ",nul., th.n th.n ..... 

BulflOg', attin~. 001}<lU can _ '" """ extreme malII'. reoIy hard fof. c.ompany 10 deal 
wi1t\ mat 5peal;ing 11001 I"'f'O'\OI ~, 1 Md iI plobIem o. .. ng 'MIh rt I'<hen _ ".,....., ;USI 

30 people ~ !he w.;""" We 01 !he ;m"ngemem __ quile dillirnh. se 1 !horiI< rt IS 

<Idling in th.n ""'i'" loced WIth the choOo! of. '$NI_ deYeIop this XYZ prodoa. 'Ihch <:<l'.Ad 
be good, '" ~ may no! be, ",.n.u _ go WIth the ~ enl,ty7 The decision is usuaoIy m&de 

by '"""" many can _ ..... SO in ",<ier 10 maKe the decision }<lU ask • ~ng person, 'lioN 

many can _ sdi 01 this7 K it's. ,.odicaI """ ode. th.n doesn'l fil onto. sIo(. weI, rm OO! bmg 

...,1 ... 10 markllng people. bot. ~ doesn't lit ",to . ~ category it', very "",d for them 10 
• 

assess '"""" many thev <.on set. v.t......... a }<lU ~, 

~.r,. spom 11"""': Of d it', Dungtooo Keepe< 2. 

!hen 1hey h.\Ye t>erdm.tOOi to If" on. But they 

"""'-'cl probably be very careful about • whole new 

product, ~ even • new 8""'" for th.n matt .... in 

rNI:Jr,g • Iore<:.N - they'd keep !hem low - SO 

!ho!rdore the powe<s (ho( be . ... more likely to ""I. 

WtI. !his IS • known quantity, """ know '"""" many 
_'", goons to sea. _ know","""e ...... '''' goons to 

sellI, ...... know '"""" mudl.r, going to <0<;\10 

<IeveIo!>, let, If'',.,;tI! it'_ uttimat..ty, 1 thonI< ~ do<><; 

~ the oIf·~ Tile r...d • great KIea f<>r • game 

1 w..m to M.~' do 11' ~oach - 1Nt dis.lppe<l~ 

(<Ip: 50 wh., .. ~ .. thOH I~mes I<'inl to u>me 

from in the ~bHnce of risk-t..kinl? 

U:~, EIi.AflOgwas its own task SqIJo)d 

Everybody w.>S ~ \JP """ .o.as. ..-.::1 ...... ""'" to 
h.\Ye g.>me d.¥ vdle<e _ would tty to assess Ihese 

w.rly """ ~ .on<! the.- poterrual but now it', 

kind 01 ~ <io<Ml to • srmII group 01 peop. ....00 

are taskM .,.,;m ~ II>ese "'''''''' ideM 1hat have 

bubbled up hough the grwps. They Iee<hrl. the.­

fndiogs. ....:I tty 10 tune in on """ idea. so ~ is 

hoppenins. ond II:'s >till P'tI \0 o:wne from BoAfrog 
peop._ 8u! 1 thri. d jQU i0oi;. at E.(~ ~ - I can't 

~..n.t the figures . ," ar.d probably shookln'\ 

te! you a 1 could - • very sognific.arn pe.-centoge 01 !he 

.........., oomes from spom and ~ produrn. se 

from • bu5ino-;, pOIm 01 """" 11', very. very hard fa 

!hm\ \0 i0oi;. 0UISde 01 !hot particuIorIy I'<hen they' ... 

tryrog to a>ocefltrate on 'Iideogame console ma<le\s 

"""""...,n is lcing.~. 11I'onk Sluff ~ke the more 
'\radi\lonlol' I!uIIITos ~ or ""'" ~ !he Ma.<IS­

type produ::t<, po'isibly """" to be ",cepOOnaI. ~ it',. 

"""ode. then ~ """'-'cI h.\Ye1O""""'""~ 
de..- view 01 what !hi! game __ goong 10 be before ~ 

would get the gree<11ight 8u! some 01 the new MaXIS 
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stufllooks great and I think • ~ aim.. sucr,OS 

ideas IN! t....., been b.1ndied ;J!ouoo .r~ wonderM as 

weI. rm r>JI ""r" they1 gel the g"'"" ~ tOOugh. I 

don't kr>JW """,,,'s pg IOtl!~ the ri5¥.. 

Rising son 
Edp: You mUlion~d JOUI linlu with A,ia_ 

what .r. you r •• ponsible fo,] 

LE: We all """" that Jap.>_ g"""'S, ~aIY 

"",.li ng, ale StdrMg to "" bett<>r and belle< here. No! 

iust the Mooo.. ott, but """" moo' I""dcore 8<''''''''' 

and 00' g~mes - BriwII gdme5 0< ""'-'SI"", go'"'" 

generoty - do", .eM lit all om tOOe. Bullfrog wa< 

!TlOO' ....:cessful m.o mosI. I !hri, IWh the likes of 

~ A;ri and Pop.tJoos, ~, sdrtg Io!s - in 

f.>Ct, '" 01"1" poont ;a~ wa< • better ..... rUt for I)'; than 

~ 50 I ~O'!d ...r.emer or not ~ would be 

1'O'sibk> to have. game ~"' the UI:.Ior 

""'''"4'ie •• oo then ~ ~ on >.lpan - 01 VICe 

"""'" for tMt lTklIIer - and hopetuIIy <JO'iS batners so 

tn.t on doy one you could Iaundo the ,.,..,oocr and ~ 

would be .utabIe for both m.JI'o:.eI5. ......,·d "'" the 

unique IIPJ>fl»Ch of ~rr;oo, ~ le""" to 

mpIement it. ond ~ ~ be -V irueresoog to do 
!Mt, So _ 5Iarted up • smoI grtI<4> in BlMrog to do 

JUSt th.Jt .,'od _ dod • ~ ~\$::w1 p<odua ",lied 

~ Aquont.m, ""'-:t1 ....,. only released in ~. 

~....,. plOOuced on the UK but rnmpIete/y 

~ in Japon, and ~ "*I p<e!Iy ..... , . 

~'t od I1efe at ... but Ihe pro<:O">S of actuaItr 
hoV.ng . produc;er here and a ~.m m-...m:ed. '" 
the "!xl ~ wa< to wy, 'Okay. <.an ..., actuaIy do 

one that can be produced in both pIa= and 'Mlf'o:. "' 

both ~7 Md ks """" of. mk _'re ~ 
OCH/, I IIri; 11', goong to be -., <ifficuIt. ~ 
bo="", Ihm> is no ~ grtI<4>. O!her tI\itf1 

~ the pe<l!lIe ""'" ~ Moro:>. for e.omple. !hat 
, ... ~ undem.mds 1Iw croo; ........ .!I1Iw1g. Yoo don~ 

par1l<:lkrly r.,..., groups like 1hat on the hat~ 

gaming ..... .tet. - you're more ~ to be able to find 

""" att,tude in • ~ group wIIi<tl ""*"'" 
'typocaI' ,;deog.mes ....,j, as "."., .00 Sonic. 

Ed,.: What do you think JapanfloO cleYelop ... 

b, inl to thei' cames thlt maybe Wfl~~rs 

don't? Whi t elements hi ... you diHoverflll 

LE : There are..,.... veryobYiou< """" H It's. 

Sjr<Otegy g~ for ~, there . re huge """"",,IS 

of detioiI ¥Id options in -'*'''''''' "",mpIes_ In fOCI '" 

~~m there w.-; m.rl1"'s ~ on 

the graphcquality, or the action ~of it ~ w.-; 

'<er'( ITIlrl> on the 2,000 ~ions on """"V """"'" 

~ the users like 10 r....ea. everything to the 

nth <leg",,, and then __ v.t..n ~. The quaily 

0/ the ganeptay w", r>OI '" irfv><tant as the 

~ of ~ tnoI ond effONype expe<>en<e So 

lhal 1'1", one <'Sped. I ttri 1he m. roctet "'" that 

theot use, the ~ m.rocter.. the aMsy om. 
m.ng., Ihat'< obv.::>usIy ~n element too. One 0/ the 

things "'" did in the .... rIy d.>ys. indeed we tried to do 

~ WIth ~ Rri. was '0 miIlethe ma rocter1 knd 

of OJtesy and ""'Y speOfic;ally for the Mpaoese """"-et, 
and I """* ~ w::>r'<ed ve<y wet At, far os om.. ~ 
go, I thnl ~ developers t....., • -r good _ 

of v.t..n yoo nvg!1t term the 'interact;"" mcMe'. They 
• 

t....., • m.rl1 bener IeelIhan "'" do. The wIlY theot ~e I'\'ef1ts rrnkes rt feel more Iik on 

in""~ ~ r<ltl>er Ihan jusl. gome where yoo t....., 10 get from poont Pt to poont B 

Edl e: 00 you think westem de~loPft' <.In su«essfully bo<row sIKh . pp .... chHl 

LE : I think tt- mings ~ doseIy ..... Ied 10 ~ culture One of the """~ 

trench there .re the ""'-""1y comoc books - 500 ~ ~ ....,tI\ the ....,,-age one odng 

.t>ocrt lOO,()()() a """"" at "0Sl. ~s ...... mg but ~ of the o.rItu<e IS this comoc book 

OJIture. wtth storytdling. on<! ok<> MWT1O'. That M', """""->g Ms • large I'¥t of our rullu!e. 

I mear\ we hove Judge D<ed<I Md """""""'. W It's noIIq like the same scene. Aka, Square 

ha< something like 200 arMtsWOli:;ingon Frd1a!t"'Y - I!>ere·~. bot of. ~ I'J. the 

moment we jusl don't""'" ""'" "",'redoing """"""Y~ 10 be ~"' the >Oft 

oflield 11""1'''' ". TheYre m.rl1 better. I Itn<. than "'" _ at undo-rrunding....t.at the mm 

rrnrke\ worlts. I thlll' that "' the wleogIrme induslry. theO- CO<l5IJTlO!f " ditfer~ to ours -
their. is IIlOO' • corrOc book ,->er than • N.-<Ir:ore ~. I know "",'re """""& oot of 

~ r.e.-e. certainly, and I date SIJY tt ..... be """" more appIIren! wtth ~ 2 oorning 

~ but at the moment. unfortunately. our deYeopment grCM.4' is ~ """" ,,-,dIy foru5ed -

theire writing games fo<~ almost I appr«>II!e that M< a bro..d gene<oIis.nion. 
but ~we hove to think ~ of the 'Oh, 1hat's noI the game I W¥lI; to ploy. I 

want to _ the g.>me that ~ w""" to M- So we shook! .. am Nom that ~. 

Md I thonl< """'" developers..,., focusing on rnore mossmv'< .. products, altOOugh 11""1'''' noI 

ddng them as weM as theot oouId. 

Edl": Sa l port from b-is eye:s Ind .ums of Stlts, what otII~. Inl'edients do you 

think h*lp I lame t.anHend these p".uiV<ld boundariH ~ (ultures7 

LE, I used to tI'I[lk that ~ of ~ mings that ~ EluIfrog gomes lJI'IoQI.>e were On fod ""'Y 

wr.,&e d'vrgs -the ~ not being tt... central rn"roaer. for ""'mpifo That doesn't apply 

to all Bullfrog S.mes, of coo,,;e, OOt it wos a snong pnr.apIe. where \"'-' CM< ~l ~ from 

the game and ~ C.r"", on as t there was "'"'" form of lunda""",~ contfrN eIerne<1t M """"" 

and ~ wasn',\",-, Md t think that idea. thever-; oophisocated f<J...nictl"", used to M on 

qurte heavily "' tt... I'""'s but was in fact """"" by a ,<rIhe< basic EJf«I 'P'~.styIe thong. 

it ...,. ""'Y sophisticated - tt was • new thong ., the games m.net. Now, "",'..,., gone on to 

"""rnin( AI, where elements may actuoty folow p.rnems and ~ ....t.ar~ P'!! on ood 

modify their ~ ~. I(. noIlrique to Bdlfrogany roore, that's for sure, but it'. 

ceruin/y noIlhat ~ in games. I think with the ....tde God thong. ~ really_ 



to be. meg~ rve oIwl1'f' -"led 10 We tailed ealiter on ~bout the ~ 01 

things. bY! I think M. one of 1J.uIfros'$ ur>derexploiled areM- I think d could reaIy ~ on 

the l'I1emo! FlltJ: ""'. - tl>e<e are 1o.rl; of 11>eme """" thal you could do. Y"" 1I>ey....cUd be 

sequek, and they WOIll::i lollow. t:.osi<: pliOOple, but r..,.~ wam<.'d to fdcIe .. CJUnCi 'MIh 

thiog-; that were oot 01 "'i ,ead1 on ,eo! t""",· I can', b<J;td at,.,.; - although l am ~ 

t~ .., the momE'I\t (Iaugtlsl Yoo can', do that sort 01 Slut!, but you """ in a ~ 

and "'" !he ~ and effecT. Mlid> I think most people find ~ 

At BuUfrog. ""'.-~ 10 try 10 think.bout being obIe 10 do. t>e\t", 8""'"'!h.>n 

.amething already 001 thw!, ~ W<l$ • """" 01 tnnLng .boot making a g""'" "'" ....cUd reaty 
'"-e 10 pIuy, and that U'ied 10 be goOO enough 10 ""*'e the cilferer><e. I don', think it is r>JW, I 

think you ~ to think IIbooI what sort 01 ga"", 0Ihe! peopIe....cUd realijo like to play. rm ~ 

sure that IlUIfrog'< ~ made that JUmp yet 

Edp : So how do you find out wt._t oorl al l _mu the public w_nts, IS opp<>Hd 

to lIIe I_mu Bullh"lst.ltlw_ntto pl_y7 Do you .end _ bunch 01 ,,,,,,lcet 

resurd! JII'(S out? 

LE: I suPl'<"" thw!'s an element 0I1haI. although I think the is"", thete is that "'" don', 

actually ml'k>v peopI< who moI;e up our targelaudienc:e, We don'l ml'k>v rrnny fnrules in 

~t and ....., =tou>iy don't ~ the okler age grOOl' in development roles. Our 

$1,>/1 "'" the soor= oI.,forrn.otJon be/wMJ the mo.-e hardcore 8"mes. SO I th n~ openong up 

deveIopme11t to mo.-e ~ people would be a real ~t because _'re ,till in 

!he redlms 01 tTiIS I'M!d1 mentality, ",;tI! J'OOIl8 males playing me... g.J""-". Thefe', no!hing 

wrong WIIt11ha1. 01 {0015e, oot d you want to write the games that rm tal'-'ng aboot - and I do ­
men you r.....d 10 tale steps to cIo rt I'\\th .. doe respoed to EA it's "'"'Y easy 10 _ a 'ipOO$ 

ga .... , EA rouI::I probably get rid 01 ... tt- ""Il"'"1 uti< deve.opmern, get rid 01 Md<is. get rid 01 

WeSIwood, get rid of Sutfrog. arid p<J\ all the tnorIey inlo 'ipOO$ g.Jmes and male more tnorIey 

thon they do r>JW, but they don'l ..auoty want to cIo lhat One 01 the re.,.".... is that they don't 

Lke ~ for IO::ences. That rrny sound ~ but it'S !rue - EA ".,.;dl,~ conIrcM tt- CPNrI 

des~ny.}o be honest WIIt1 you, I don't have. ,eilly goOO leelfor the .......... on 00w you 

mange from M-.ere BllIs.oit currently is WIIt1 its ga .... deo;;gn to peffiaps ~e I thn~ "'" should 

be, H&OOcaIy, one 01 !he probImls ha. been the fact th.n ....., rely ~ on • progra~ to 

design • g.J"" t.ec.use he knows the IOrnt.nions 01 the 1T'.IIdw>e; he knows ..t.ot he or ~ le.." 

"'" do, and theteIore the 8""" design lends to come hCWT1 • more I~ poont of view than 

---

HAVE A GAME DESIGNED IN THE 

UK AND THEN IMPLEMENTED IN 

JAPAN - OR VICE VERSA - AND 

HOPEFULLY CROSS BARRIERS" 

anytIwIg ~. ThaI'$ c:hangIng WIthin the Ihs 01 EA 

Yoo',e gelling proru::e.. who ~nd about film 

~ - the quat;ues and fequrement< for 

ent~t ram.. thon the!e<hnic.ll ospe<1S 01 It 

And it's gOing to get Mr,-" .. we """",,1unI....- {ffli'tf 

1rCWT1 ~ imit.mons - I hrard someOOdy refer to 

P\ayStation 2 .. the first game pllt.orm ~ WIIt1 

.".-.,(Ion as one 01 <ts b",;c tool.. 
Ed,e: Oon', 'fOil OM 111_, _. mar1<~lnl h~l 

Lf: Of COOl5<', yes. But the goOO r>ews is Ih.!t I '''e the 

wif'i ""-'i~ lhIrWng aboot rt I thin< ""'t that's 

absolutely righT, they should be thmllng about ~ in 

= 01 emotion. vm rrn\;~. """'" greill is the 

emotion. Wel mere are Io<s 01 0!heI things. 01 coo,,;e, 

but what rrn~es ~ urOque" 00w ~ controls ~·s 

em:>tions. I thIn~ it IS • bit 01 rnaok\lf18 ftwe, but ~ is 
d s.gn that Sorry ~ _ « to be d "",,~r'<et 

madlJr.e. The firu PlayStanon kind 01.., oot ft r<.n't 

I'\\th I'\aySlation 2 Sony ""'"" to be determined to 

"'*" ~ ~ INS' rrnr>.et ~ iI more towards 

"""'"" and &<Is in the iMng room 

• 



Net profits 
£ .... : ~ tfft \'OIl _I.bout \'OIl' 

forth<omi .. ,IMemet fttItu.-J 

U : IJb.,.,ousIy ~s IooIont at ~ Inlernf:lIor 

oorne soIut>on. they're IooIont la wmebody 10 COfI'III' 

OU! and .- them !mm """"- me. Ie.n ..., at the 

IfICItTlef1I -1aoIot-c sales or ..o-..t.- rm IooIont at ~ 

InIemeI because 11hri; 01 ~ fl iI'IOIher <imcnsu> to 

I!I'RfloWI. ~ '/011 \ilk 10 I'nIIOf ~ ~ ~ them 
_ ~ at C tom eIIher ~ IIIfTIeS ri>e - Ihe 

same games. ~ modlIed sIi;WIr for !he Wemd -

or ""'-' ~ Thee _ ot-u<tr ~ 
sensi>Ie "-'65 10 be tIri:rog ~ tu IIIri ""-', 

iI'IOIher ~ dimenso:III1h8e. n-',. 
"""-jItI'II!....t.:t.~.......-.d~1 

!Iri. It's coiled AoophobttJ or son>eIIw>g W;c 1Nl. aod 

It', • vety SIt'r'IPIe or'ne S-' ondo.ding ~ d>l!t t.:ature 
Oespote being so ~, ~ stac:b and st.J<:Xs 01 

people ¥e playing ~ - 1WO 0I1he SUltfrog iM'S.....er~ 
tdina me ~ • great &&me f __ m. O!her ~ ... 

fad. Nod 1iM0ys 1hri; Us • great me.l!.UI~ - It's ~ 
-,.....pe pme. It', SonWo: ri>e Of ~ 

MId yt{ yo.Ive P Iheoe Iwrdened 11""'""> """ beons 
"",,0I~~~0I~ I~ 

""""iMSpIIyris' 1haI's~SOI'IoI~ 

e>penenCe I *¥llto &e\"" • d<:>eon'l '-10 be Ihe 

most ttctnc.IIy 0Ifi0Jt tmsto puI ......... v.s. f 
must srillT\O'Io'e iMI entIOJ8'110 be ~ to me, 

f jus! has to be, roche~. t """ rd d.-e.>mI 

~ Saobble or Jm.s or ~ .... that 

£dp: c. .. \'OIl lie 'n, _ spedfic . boullhe 

.fttllIft JOu pit .. 10 •• ,Ior. with ,our wision 
of ",_,.l1li..,1 

• 

--

LE: I'I¥'s ~ pnes Ih,ot we ploy no:wo; onIy-., ........ form. I don' find P¥\iwIady ~ I 

tIri. the r.eemeI ~ ~ ~ tIIIJft just that 0I0ltt<>g ~ "*'«I:!ng ,.;t, «he! 

people - ~'s ~..,~ lISI'«I. not ~!he ~ 01 !he pne. This 
_ th.n 100 "- to IIri ~ lII>ooI how 100 _ the p<OOoct YO<.> '- to 1hri; 

~ m"n • '" 01 comp.>noe< ...,.....m IN:t< "'~ games. """ poMlCU!a< ~ IS, 

obwlousIy, comong!mm. g.>me bado:&r"""-'"ld. 1'10"""11 P""'S in melllldition.ol sense, tu rMt-w:! 

Ihan make n'IOfIe')' t>,-...ting g ...... 1a E50 or even 00 and then adding oorne InIemeI 

~ r¥O! been Ioob-1g at ddi¥O!rtlg. muo:t. Klwer<:05l bone pr'a la the pne. I ~ 
be'ew th.n .. sames ~ be below £14 99 i '/011 ..,. be.oM! you _to 8"1 ID .,.,.. 

m.JSS ITIIIket iUdIenoe. ""-- '/011 reoaIIr WluId be deMon 10 Ihe pnce ~ • rTU'iI( CD. Ideally. 

rd gr.re ~ bone product ~ for Ircc. but I donl'" 1haI the modeI_ for Ih.!I j'eI. so 

~s just soy you "*. vetyd>eap - £999. [5.99, ~ .. 1haI order -Mld1hen SI!I 
Idd-on brts .... !he ~ • !he ..,-..:'s aood -..... people ... _ 10 ploy ... It', not 

iIWfllOO sho:Uj '-~ beI!ft ~ 100 ..-..de .. foo ofIren now people spend [50, play 

for in hour II:IIiI iI'le¥' 8"IIrusIraled MId It.... """"" f -r. MId ItIri. Iha(, rdoU::rus. """ bets 
do Il """ Qy I5N ~ co.Jd be. """" peMWIIlhrng 1Nl 100 (A'IIl add to. You'd eopand!he 
~ so we don't!...-.eto I<eev ~ the~ g.ome - (""""'!he ......... ~ mosht be 

• boIloke Sm Q)o- wI-. you're able to buy """" bt.oiIdinp. or 100 mosht be ob!. 10 buy better 

Alia .,.,.. people, or you mosht be.tlle to send 1hem off and educate !hem. You'd M .".... 

~ ~ money 10 ".. ~ hoppeo - not .ety II'lId1. ~ SOp 0< less, t>o<-.Juse people 

don~ '- l1l>I prOOIem Mh ~ SOp or It5s. I beIor.oe lha(s ~~. mud! better 

busones modeIlhan tN, 011....- -...y. ~ f:Vf:it'I new teINsre 15 £50. So !here ..., 1WO a.pK1$' 

!here', how)'CIU"" n'IOfIe')'anlho NfI_1 ~ It's., SITIIIII ~ - and ...... SOI'IoX 
~ ~!here 15 an ~ NfI - doe$ f r>«<J 11) be on ~ Net? III-ri. • ner!ds 

ID be I.- """" sompIo: MId lessi'lirdwre1Nn'~ "" I don'l ~ If' ~_ Vf$, 

~ ..oo.s. and yes, you (A'IIl make money &om dor18 son--. prneo. on !he Ne!:, tu 
~ I don~ Ihri lha(s gong to be the Uun! 01 <rir>e III"'"'S 

selling sins 
Edp: Mmnl Oft 10 a di~'~nttoplc, what cIo JOu think of th. antl ·"'6eoc. minl 

"""",mem..nd till KentliCky Iawouitl 

U : IIhri we're pretty krl:y IhaI _'w ~ 10 lend off rrrore of this bad ~ beciouse 
15 ill orO..rsIt'/ we',e ~ very good • III hwe ID qua5ty IN t>,- SoJyInS rm not rrKP'i':oriy pro-

• 



. "THERE'S NOTHING NEW ABOUT THE FACT THAT IF YOU GET AN 

'18' RATING IN GERMANY YOU SUDDENLY SELL TWICE AS MANY 

I' GAMES, BECAUSE THAT'S HUMAN NATURE. AND THE INDUSTRY 

HAS ALWAYS TRIED TO 

ENCOURAGE THAT IN A WAY, 

BECAUSE IT'S REBELLIOUS" 

or ~n!i-W;)Ience in IIidoogames. bu, 11'$ p<etty ob.ooIJs when l'O" see vdIat'. g<lUlg on on 

the n><:Me industry. it$ "- !hat people are gcong to come down '"'" • ton at bricks 

on onythong)OO do ar.::I!hat" ~ Iob/:lyIsIs ale iW IooI:mg tOl ~g ro:w W 

.. ,do 00 to. We h.w<>n', bl>en vcry good <It policing 00f own ~ "" the '~Tendo Io1ed 
my "",- things have~, 

Edle: But hun" the indu.tfy lOne out to (I<Orl tNol kind of p..bliclty? 

LE: Pontv. We( there'. nodlirtg ""'" about the I"ct \hot t l'O" gel an '18' "brig in GenNny 

you ~ sdi tM:e as mony games. ~ lhafs I>..>rmn /\!Itu,," And !he ndusIty has 

.~"Y' ~ to mcour"!.'" Ihat in. ~ ~ ~'s. SO<1 of rebelliOuS Ihong to do. cerudv 
/rtwT1 the devdoper's point of ".;"w. 'M1:hJut ~ their drum too mud!, I!hini. EA uy to be 

as SQUe<l .... de.>n OS ""'" can - )'l<J very " rely "'" Mtf ......Jity or etUeme "'*"<e as iI would 

bedelined in 0l.0 terms, A 'ong ""'" ago - I think ~""" ~ the 300Ml """'" o<A,....ne.. 
"'" <aW some oIlhe graphics that W!'fe possibk> on the oonsc*' of the fu\l.R - I ".;d thoI: ;SS 

"""' .. the grop!vcs Sldn to loaf; "'01 you'", ~ probIerr6. 

Ed",: Th" I.Iwwit cited Du"S' ..... KHper ... BulllfOJ titl,. Wh" do fOIJ 

tIIinkllboullh.t? 

LE: DId rt reaIy? I diOO', """"INt WeI. U.e«der>t we'l sel loads [laughsl lf's tn.>e 

Edp: But how do you IN I . bout b.einl In part re.po .... ble for MI;"erinl 

wt..t I~ .tI~.tion$ s.y is ch'''li". ~!.'. Iw,o detrimentally? 

LE: I do mm !ha! rt is ext_. to be ~ 'Mm you. Of COIJfSe 11'. r...v.ng .... efI..a on 
people'. "'""- EYefy apenero:e in \'00" life has on e'fect on you in some "'<If or O!hef, 

subliminally Of O!heMose, bur rm 001 C<lfflinaod !hat ~ IikI> o.mg.oo Kcq;er. 

p;!rtiruIarty -Mvdl is 'Jer'f rrurn ~ in <hecl. 

Ed",: Thal'lalways the defence. tllovgh. i ... ·' it? n.afl it'l aU ""'Y tonl'"' in 

cheR and it'1'fun: 

LE: YOOW! go! • .........".fooI red bIote. "";!h tMJ big nom, sOO:.olg 0lIl ~ that - ~ ~ 

unfe.Nble <hM~. In ""''''I--r> it'. ono'y the visu.JI ~tion of ""'"'I' books that /lfe oot 

there. .....d ~ .,..j(j, tontosy ~ SO I -..Id say I>:) in rl'" case 01 ~ Keept!f. no! 

,.,st because 11'. OUJ'S bt1 because "",.o'IIerIbCo'l W<r5 to build on the Dungeons & Orilgo!lS 

theme "'"'8 some \JighIIy .-d BuIfrog r...mou. Besides. we made • OOJISO(}U'; do!osion ""'Y 

early 00. when we did Syn<iooIt>. no! to h.we blood ......! guB in the 8<''''''' ~ po-;<;ibIe. 

Edle: EVe<! though SynDrcote w .. overtly violenL 

LE: [\''''-''''i rt yo<J ta"" theme R:Jrlc <r5 on .... mpk:.1'<hKh is deorty no! on overtly 'IioIent 
8<'me, yo<J do get thOnjr; ~ d yo<J don't """,,\Oin your rides people "'" tI>-uM> oft, 

• 

' - + 

but "'*'<xty gets kAed ~'s no blood .nywt....re. 

The<e ore piles of poke oM sruft buc that's about 

1JS~ .... gas. 

Ed~: You mentioned books. too. We're , . Ikinl 

about ~»iYe medium. by- comp.rison to 

vi ....... me ...... ich . re . b.olutely non-pnsffl.. 

LE: lhII!'$ tn.>e Bull re"tiy don', \lw.rl< that it t.:>Ids 

true for ~~, 11'. mor<: true oIS~ 
Gr"!'hi< rNIrsm wasn', me.e. I>.Jt ~ the 

.as of ~ """'" real 0I:.:ry they ......,.. '-)'borgs. 

~. 0< they ......,.. in Germany """fW'If. so 

rd be mor<: Iib!Iy to ag''''' on wme!hing like 

~ than I -..Id /JIKlg<"on K=per. II!ri 

N th. bnd of tIw!g ... maI:.e ~ I!ri ogoin, 

but. ..... the ..t.oIo: vdence ond ~ guy tIwlg. 

shx:mg tIw-og5. II's part 01 bent:. young maIe­

M', """" they loot for. Something ... "- to 

replace Jl 0I:.:ry. , """I' be "'" ~ VIOlent I>.Jt !I'I 

have the '""'" eIeme1B ., there for the lime being. 

1Jries~ 01 cooro;e. iI .. goes pear-shaped oM they 

stan ~ down 00 Mrf form of \OioIence in 

~ ""'"=:h -..Id be a bit of a .rome. 
Edle: 11'. inltfe.ti .... thouSh. ""'en you...,. fO"r 

10"1 1$ to rue!> this super-Wid' m ... m.rket, 

bec.ou ... outsld. .. who h."" little upe-rienu of 

videosame<! may suddenly look hom the outsid. 

in and think. hold on. this i. wroo" 

LE : Yeah. I ~ ~ they don', Slop o;eIing gun> 

in toy shops. bec.ouse rt doesn't gel """"'" mor<: 

interoctJve.th.m that . "'" "'*Iirtg. ~-loo<Jng gun. 
shoot:<>g his d.xl, It's mor<: ...... th.ln ~ ~ 

be,:ao.!$e yo<J'", ~ IMng the ~ in 30 

The tr<llJbo. .,..j(j, \hest! thOnjr; is mat d I!"I'S • little bit 

of meat on iI ~". and o;omebody gets 00Id 01 
it oM • gelS bIoY.n 00..0: 01 .. proportion. BuI t o;houIdn', 

"",IIy<;OrT"o"T>en\onlhis stuff l>e<>!cose rm. ~ 

--r>ed individu.lI ..no ~ pIoyed too 
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f"I"LFLE LE" I CUTTING - EDGE COIN - OPS FRO " ACR OSS TH E GL OBE 

If KKf N TAGJ 0 U R_NAM f NT 
(' fiNDING ITSELf CORNERED, TEKKEN fiGHTS BACK WITH ELEMENTS BORROWED fROM RIVALS 

"" .."., 
OUt now tJaPllllI 

011 Japan 

Fins of c.pcom's 
fighting MriH will be 
. 11100 f.miliar with the 
UoI comeP! introdlKed 
for this IItest THk~ 
~in-op interpretation 

130 £DO~ 

he beat 'em up market IS bemnwIg 

sotrteItWIg of "A 1!I'IIf'N. The sheer 

S/ltuf~bOO of titles combtned WIth the relallve 

poverty of new ideas would seem to poinl 

ICM'ards it genre in aM. but the games PJsI 
mp amving. even though the disOnaions 

~ them .tie becoming e'o'ef more blurred. 

Such is the Colse with Namro's oog-awMed 

fourth title in the legendary Telcken series. Teklcen 

Tag Toumoment is not TeUen 4, though - ot's 

an improved I'eI'Sion 01 nulT\bef three, in it 

s<milar vein to Sega 's VfJrb. The character 

texlufes IIa...e been 5harpeoed up, there ale 

several new fighters among the 34 on offer, 

there's it new game rnOOe, and although the 

b3dj!round arenas are the same, they've been 

• 

In total, 3~ dlll.mls mike up the till toulnlment, wllh pl.yers able to 
select .ny two.s members of their fi,ht)", te.m. TO ,I". the lime 11 lew 
other novel touches, N.mcCl h;lS twe.k.d the ,lfeA.' . nd the ficf1beB' 
"nnents. Oon'l expert I.,¥ollltionllry wAles conct!rninlllmeplay. thou," 

gM!n it visuaI~: some now take pl.Ke at 

a diffr:rent lime 01 day than they <id in 13, to 

givf, a different mood. ~mer.; familiar...,m the 

thIrd Teilen game shouldn't have 100 much of 

a problem recognising this. 

The bog news, then, IS the addition of the 

tag{eam element, no doubt inspired by 

C!pcom's X.Men V5 Srrttf F'9hrer, Players ~ect 

two character.> instead 01 one and can swrtd! 

between them at any pc:.nt ~ a light. 

Namco has added an extra tactical feature hen! 

~ d you perform the right combo you C¥1 push 

the other players fighter off the screen, thereby 

forcing illiIg. As the game IS oYef d the enertf 

gauge of one 01 the two fighters reaches zero, 
you can use this ~ to force the weaker' 

~umt oot so bringing llictory closer. 

TeI:ken Tag Toomotrrenl ~ to be 

pusIwlg the SVstem 12 board to its limItS, .....tlictr 

is probably the Point Perhaps this IS a final 

reminder of I\oo.N good the game series IS, and 

how effective consoIe-based arcade hardware 

can be, before Namco iII'II'IOlJnCe5 a new 
board based 01'1 NGPS archItecture and, 

perhaps. Telcken 4, ~ seems lilely, 

The Tek.i:en 'limes hiIYe 
now probilbly 5UrpIISsH 
the Vittua FIg"ter series 
far popullrity In IlIplln. 
RHponse to m .... s 
therefore ~en positivi! 

• 
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8JlA1lHBlILGJtU1S~ _____ _ 

- -, 
OrIgin Japan 

Absolutely, positively, 
unquestion,bly the 
strangest piece of 
I'minl hardwilll! 10 
ITace an arc.de. You 
simply cannot help but 
Idmi~ Stjil'S audacity 

SEGA UNVEILS A REFRESHINGLY INVENTIVE ADDITION TO THE PERIPHERAL-FUELLED CDIN-DP WORLD 

he novetty cabinet market is 5IJrely 

reaching Ixeaking point in Jdpiln. Arcades 

are full to the brim with classics like FllIGi Furlong 

and Top statl"(, but newcome~ like Silem Scope 

and Guitaf Frealcs are also fighting for space. 

This means developers are having to find eIIe\" 

more inventive games and interfaces to tempt 

th rin-seelUng garners. 

AMI may therefore have created something 

;nteresting enoogh to earn I\oorspace in these 

crowded bmes. Brove Fife FlQhters is essenbatly 

a un>que variation 011 the Virtoo Cop theme, 

usi ng hoses to put 00\ fi res instead of guns to 

shoot b.ld guys. The twopIayer cabinet features a 

duo of ~al'f nou~ controllers - players use 

~ hand to control the direction of the water 

flow and the other 10 control the water pressure. 

You fa<:e a variety of fires 10 do battle with, 

each requiring different tactics. As in House of 

the Dead er 01, where \'O'J M the fire dK;tates 

how quickly i\ dies; aiming for the base of the 

flames IS the surest tactic. WiIler-pre5$Ure control 

is also vital - ~ the fi re is dose you can get by 

I'.1th a dribble, but distant flames will need a 

full blast that Silps the pressure gauge. 

tn the tradition of li,htgun coin-ops, the effectiveness of your flre 
extinruishinr is entIrely dependent on where you point your light-hose 

Given the 'VioIef'Ice-fr~ nature of the game, 

it will be intefesting to see how well it fares 

aga inst its mort visce<al brethren. Sega may 

we11 find that game!",; would ~ preferred a 

WiIler cannon and a street ful of noteJ'5 than 

a fireman's hose and a buming wide! 

chair. What a prmpect that'd be. 

In order to add I little Vlriety, be prepared to f,ce mlny different types 01 fire, requiring 
Ipproprilte fire-fighting str.tegy, In I selection ollocltions drelmed up by Segl's AMI 
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CHOICE CUTS FROM THE VIDEOGAMING VAULT 

OUTRUN 
p£yu $ullIki oversees the team working on ~ga's most ambitiou~ d.ri.'lin&-&ilrne to date (~~e ~), Edge looks back 
at one of the comp;my's most cherished eXilIDQles. Scaled sQrites and cabinet hydraulics rarely mixed to this eff~ 

132 £DOE' 

rrTI .JS!here rI era ~ INn !he '80510< con-op 
W ~ming1 Su<ety no!. From the moddIe to the end 

of the deude new vtIes Il.med up at bI~ almosc by 

!he ~ But. wasn't Ihe reguI;tr ~<'IIIQ of new 
~ that nwde • suet. a magIfAI !me, ~ was the 

evoIwle tedvooIogy th.lt 00,." 1hem - and no! JU$I the 

technok.lgy driving!he~ : ~'s ~ 10 

make o:>i"I-<.l!>S Jl1CIfe pIly5jc.1~ ~ ~ 

v..th ItS ~~. blossomed Mh the 

1'PyO-~ CMRt.n, ~ of pno:'(s ~ 8~ 
In its ~uxe oncamalKln, tt-e was nodlong to ~ 

AM2's dtMng game: ,IS ~ leaned 1NRrf from the 

direaion j'OU atranpIed to pcwlI.,our fetran-es.p..oe car, 

.... the ~..tleeI ~ on yoo.or 1IIllld!;!hct.tI 

j'OU happffi across a tlazMd (a <eguIar oo:;unence). 

W It fel t great. thovgh, tt ~ even better. M.. kmg 

exq.osM "'" of ~·s ~ t«twloIogy (Jf!froed 

!oil«' lIS llppHfance Ill Ha1g-O'l). AM2 ~ 'ilea1TW'lg 

a'eM IIUds, sponct,o WIIldrniI§ and rocky 6ff 5od6 at the 

~,Such WH!he I'ISUo1I mp«t 01 OutRun, In!oK!, lhat 

the t.15k in tIand -~ 1hr~ flYe ~ toY¥ards 
the Insh ft Mhn I light time imI - __ ~ 

SITlI*f because 'fOIl wefl! 6stracted by v.haI was goons 
00 around you. In lIS day, I'IOI!mg else <;.1ITle 00se. 

OurRun's soundtrKk was equally SIImng; choosmg 

from three lIads (SpIHh WINe, PHYl£II!O'eezf: and 

eYeI'f'bodYs I.MIunte MagO Soood Showef) on.,our 

on-c. Slefeo was ~ one 01 gamong's mest moments. 

~, allY amount 01 fast-moviog polygons stru8gle 

to senerate the adIen.JIine rush of an OutRun 

se5SIIn Yes, ~ reiJIy was that ~ 

Ma n ufacturer . se I' 1916 

• 
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~DGE VIEW 
f The videogame world (lever stands still, ridi l]gJhe breaking wave of advancin~bnQlo-i"'. In this regular coluoo lL. 

EdCe Ruts the i ndu~try:s progress in p~r$.pect ive with a look at yesteryear's head lines :j ive years ago this month 

-----
Ed,t Issue 11 . AUl ust 1994 

r.::I ome /iYe months pn7 ID the 
1:.1 ~'s ~ teIease, Edp 
deMred I ~ specWI deo.ooIed 10 

Sony's rnuctHn\Iop.lted PI.JyS!atJon. 
wondeoog .~ thos <:cUd ~ the 5IMI of 

SOtI'le!hong reoIy btg'. Games Ie.Jtured 
Nlduded Gran TiXMlO Cfe.J\Of Polyphony 
OogllilrsPolypoly Ciws CP(e'o'ef1~1Iy 
rele.tsed asMo/cf lOOn Gp),..root 'em 
up 01'0-19<1 (~) and RPG Arc 

!he Red (AR: /he LDd). 
A 1994 ToI:)oJ Toy ShJw ~ 
~ tNo lion's ~ of i5sue 11'5 

~ pages, WIIh Sega's s.a.n demos 

pI'O¥Oding!he ~ b¥Ig. ~ 
!or • glimpse 01 cqtvno USA were ~ 
~ Sega ob/igIed with a WllpIo! c.v-.llld­
ftat-il.llface ~ r1llhef km 00 'woN 
factor. The ~ KnIght demo 
recetIIed [ clef'S I'Ote for rT'I05l appe. ling 
title on Sega'S stand, but that was ag<lrnt 

~ ~!JOn, On the ocher side 01 the 
t\II, Namco was .~ busy ......nns 
corwertS 10 Sony by d>eeUy dispIayrlg lIS 

~Roo!T IltIo. I'll\!; cDn-op ~ 

FX Flght"r, for NECs 3lbit fI 
cons.ole, offered ';lStonishinl 
sh. ded poln ons: . pp.renlly 

A loo< at NEes nrw.lapdn<Jnly 
coosoIe, !he :mllt FX, and .1e.1ue 
pondenrc 1he e.wty demr5e 01 PIWps' 

CD< WlOd out;,s oChe" ~ ~ 
11'1 Iihs /'OOW'-fare i5sue of Edee. t...=J 

Ed,t's first PI.ySUitlon showuse (top " ft) . nd one of the mu hln. ', 
first ,.mu. Motor Toon CP (above left). News of s.tum's prOf1U' 
(lop richl) . nd a ten I"!r cenl·complete Virtuo Fighter (.bove richl) 

Old they really say tha!" Di d IEd,_ r ea ll y say that? Tes t screens (and r ati ngs) 

"11 could do [Namco's coin-opJ G%xJonJ 'M\hout bfeamg '~in Y"a~ 10 come we'. see !he ~tation ~ into ~ Pork (PC: 8/10), $<Jper Side/cid:s 2 (N<eoo~; 

"'to 1 swe4t, and ~ disc itCCeM" _I ,ather deluded ~ mu1timed;., s!lllm WI!tl.1'I"KJi!rtuOe oIlJ5e:5.nd ~I mIlnr>@f 8/10), ~ (Sfe; 9/10),l:I<:Jda I-I<x=r (300; 7/10), 

i!IIO!I'iffiOUS SOUfce talking dboul the ~oon's power 01 ~.~ Or ~ 11'1 be ~ ~ S"~ ~ OUtollhls ~ (300; 6/10). Bor/Jerorps (MeD; 6/10) 

PIXEL PERFECT 
Every_gamer has Q~Ui9~I moments of sparklillg..n,citernent, be it tbe first time Speedball bo_oted !.If', or com~g_ 
SJJPrewulf. Here, OMA .D~sigl) ·s Cary Penn remelnQers aj avoyrjte digital toy set of old_ in the fo rm of SURer Mario Bras 

O 1 was 1985, . nd there WitS I gl'OWlng buu &bout 
a roew Japanese ~: the F.mo:ort\ Andrew 

~! a! AcWisIon somehow manoge<:! to gel hold 01. 
system - pI\!S • copy of ~ MaOO Bros, so a few 01 

us ended up spoendins • bng ~ dossIns et 

AdMsoon's office. utterly ~ by the ~ 

I'IfusIOn 01 iUdio. w:Ieo. * (Dn!elI, production v-..es 
and. ~ sense 01 fI.on tIm was ~ Mono Bros. 

The bngtJI. cheey. robust and ~ IOy seI - '" 

~ !he MbnO b7f; the ~1lOI'I 0I1hM.1Oy seI 

and !he (J~I platform form.Jla - 50 inYenwe, 

~ Nbofate and bakloced; all the nstn 
feed>ad in .n the right places; the wealth 01 5jl«iaf and 

• 

hodden features: QUIr'<y ~ and tertiary t.cls. 
short-wt5. sea.t rooms Here was I game -. 
coIedion of games. in f<let - made for ~. 

EverythIng for the home systems tIm had come ~ 

was rw:Ni =an and crude by comp.!ll5On. 

lY.o years laler G«ot Liddon and 1 u.med building 

a ~ rerdiaon 01 Slf'« Malo Bros !or !he 

Ctlrrrnodc::tt- 64 A r.ornpitied buI ilIIhentIt and playlJble 

~ 01. ~ had • leading pmiisher mpr=ed 

~ to ~ to ~ the ~ to produce an 
offioaf ~, ~ (ptedic!abIy, WI!tlIwldsighl) 

Nintendo WitS rIO! mptessed and OIsisIed tIm we )C:;l 
desist and destroy .,. wor'< to da!e,' 1..5 

The irrepressibly . ddictiv1! charms of Super 
",orio Bros m.y In p.rt account for Cilty Penn's, 
er, di5llnctlve demeanour some 14 yean on ... 
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(out there) CONSUMER TECH 

P;hilips Silver SI1ad<Mt 32P\1V9544 nt. VR807 VCR and DVD935 DVD Player 
. · £2.2iKl. b:nta:::t01816656300 

• 

--

Gone oR fie d¥....nen yaid be c:h..tIed tl poea5 wdh • 21.....m tf!ty. ~ 

eroc.-d in • fmhe' IoYet,r mt.ltJJn wood facade. Now ~ I'; wwr, 

stner ¥"od 'i1eX'f ~ !Cl stop jQJ' I'oeart ~ bmI! \'W' gaze fills ~ It 

Enter Ftoips' ~ ~ setI4>. a gre!t~ 32.ind1 widesaeen 1V ....... 

~ \.QI nI CM! pL!ye( Also ~ ., bloe, !he ...... oilers I ICDtz <i8U 
so.>..,~ ~ ~ TeIeIett.n:!~ so you don' hawtlst 

for r.:.n ~ !he blessed !Iq (I, TV p;e in hand. WIh ~ q..aity as sNr? 
..-.cl ~ as Ihs. "5 !IS a sh!me !hat Ihe ~ dJesn~ maIdl, Iacb1g. as _ does, 

IJI:'f deptlm 5lbdety. 

ot1he tude:I~!he .... is~!JXId, wdh 1AdecI'U+, 

SMeIiII.' deo:xIe! anroi.n:! 1he lI#:'f 1) play NTSC ~ 8o.t in tleS<I! ~ cA 

digMI <W1. no rM!er hew rTI¥Y'I girTYnid<s ¥e pact.ed on. the \Odeo Iotrnm SIiIIc>:Ib 

~ 1'kIoJI.~ then, d'I.J:!he ~ CM) ~doesn~ ITIIIke ~ b' 

fit \0'5 !holm '-c>- wth e<I.: ~ and ~ oobn,lhe * 
~t..:binno~~b.~medw>e. 

Monsoon PC Speakers 
• *£199 . cma::t I:n923 trnm 

You may h;r.oe a SOU'>d ~ 10 die kw in you IMng rtO'T1, tu dl!Jnces_1hat 

~...:uId 'jQJ' cornp.lIer are. se( cA speakers ... men SNp, aadde and 

pop ....... I popo:kr brand of ~ cseal To ~ !I"o!; canmon pn;tJIern. 

Bo5I<;n ~ IXM!iIed the '-'onsoon PC SpNker system vhd1 ~ ¥1 ~ 

soil and !m ftM~ ~ 

~ IXnIlCI t.e SI.bIoJIer 1) 'fM ~ plis ., !he lI'IO speakeIs. and 

yoI~ mt6f tl g:.. WWe you VOJId ~ 1hIl1hee Oft ndmedia speakes, 

.n:! !hereIore (¥l't tcu:h n,. q..oaky et jQJ' ~ the I.'Clnsoon 5CU1ds p1!. 

~ moSI COS wdh m:;te 1Nn acleqi.w.e froesse. ~ (s bttter ~ to 

pop ..-d d.n::e ItWlIhe ~ I's W-1jo1fTWlg, ~ NI 1hs 9ySIem ames 

d) Its 0IMl: an \4' t.e bass IIOd jQJ' ~ IoiI ~ \\Gl ever., e.pIo$I:n 

• 



.. 

<' Br ~ 1000 Phone 
• *£100. emta;t!BXJ 0CJ)1~ 

~ !he cOd ddys, ~Iter ~ h..d disGlrO!:d the 

~-smg~,aI~ 

h..d 10 keep w. too:h ....oth friends oM ~ was 

the r..mbIe ~ Tone....,.,.,.j OI\~, 

¥>d 50011 the f,u ~ ~ lIS hedd. foIcMoed 

~by~. ~ it rrnywel be good ~tai<, 

Inilfl\' people <In' pu! 011 v.<th e:pIcmg anything 0Iher 

I:han the good cOd dog oM tx.--... ~ ~ 
!:hey <bl~ want t...oge pieces of ~ ¥>d 

ho.Jb,g gI('3! ~ 00gging l4' their IIaIs. 

So:me!tWlg sIn1 of £2OJ, ho::lweIe, 00(y bo.Iy5 

\W the BT Easimm 10CXl - a phone, f"" ¥>d en<liI 

~ aI.....apped l4' 11 one pretty 5I:Uf""~. 

Use i"JUf ""'" <!ITIIIiI acroun1, lIS long lIS i"JUf ISP 

nas a <i-e::t 001 1'01'3 ro:nbeI. Of use,.., of the n...e 
~ BT oilers \W .....t...o)<lO blty the p'lcne. 

oM)<I01 be <;ybe<~l:>e!cre)<lO c.JI1 'XI( '(5 

for )<lU-OOo' On the~. sencing .., em.JiI ..... 

seI)<IO bad:. 25 peru per mnrte oM)<IO c.JI1'\ 

receM. or serd ~Of wapfU Ye'!. 

• 

' -+ 

PhHips AE2170 Portable Radio 
• ~(3) .ccntoct 0181 fX,5 63flJ 

Srep in the shoNe<. turn Ofl!hewater oM aI of. sudden)<lO Ihink \W're the next 

EMsIWnes Dean Br~ BIi>gg. singing i"JUf neart out - mtrll 10 the distress 

of iIf¥lI1e wiItoin e.mhoI of !he baltnun ~ <rly \W Md a prq>ef ~ tape, ffil 

Wet, 'Mth PhiIips' new ~ ,.rlo \W cWd 50011 sq.JeeZe .sJ s.mts. Bntrot!y 

or. he.J..oen Iorbod. CM\. Ev...-.s into !he ubde v.<th \W 

The de5ign ~ • bit Ofl !he unusual ~. v.<th its FISher Pno::Mk.e bngtlt orange-ood­

lMVte Nery, but !he reo;op!iOfl 01 ~ FM oM WI bands ~ Sl.<prisongIy ~ able 10 

~ out eroogh ~ 'Mth Iitrle ~ from !he rlnlIlg water. W~t~ 

k1rm.ned MOfl5 di5peI!he diance of &,.ng ~ eo.ery trne)<lO want to <Nrtge 

d'.iInoeIs, ¥>d the ch.ri:y pIasb:; M SI)M\Ie bei-1g >su:ked aOCut The <rly ~ ~ the 

~ IIIn!;y battery panel. vkOd1 nas dOl imt.1tI1g habot 01 pq:>ping oil No! the lird 

of ttW>g )<10 want ~...ne" i"JUf '¥3 _ fuI 01 wash 'n° Go. 
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(out there) REPORTAGE 

TIle aisles haIIe it 
5weden:~ 11 ~ is ~new - trilled U IIld ~ i:r I'"I5Wa. fU~ 

an enIJe pone v.«h ~ <;eerm to be an extreme sokb::n 10 ft t>ISi'6.w pn:bIems ~ 1>1 
dMiopes. ~ i:r AddCames 01 Stx:ktd1\ 1hco.JWl. 11'$ reIeoJsed Md ~ d wtu.JI ~ 
~, Il \'h:h n!IaiIer!; paid ar<::Ukl £ 1O,<XXl i:r ft ptMege 01 ~ Iheo" prt.rl.ns fwIue:I ~ 

AddGames' oisrixbJn \aCb:: ,.; also ""'"" -100.OOJ copes ~ ber@ BM" ~ v.qh Big """ 

mea&. v.tiIe ft piI!n ....or; Iip!'>e« ~ 11ft g,1WIle lhoo..i;\ Md>on.JId'~ -.-n'! ct>qed a 

dime. Nod, like aI good ~ ft ~ , f1uCt-besed dei.ey 1n\ i5 ~ in procb.:aon. 

• 

'-~----------

A new way to fly 
.. pan: ~ 1Mt MoosoII 

~l&:Ys~ 

lab InI5 10 cb - <ri( w.a ItS 

IMPs! U!nsIK:~"'~_ 

Mo5so:n SOd; ~ i:r 

Clreamc4II: IIiWt ...,.,.. Nro 

CO>cng .n::I~DHD. 

And t • bJks a ..... strange -

riI<e a tradtJanaj ~ iW 

NYe to dlangetf'wo ~ 01 

'flY h.n:I by 90~ -~ 

~ ern.IIto bI8lr,.; ........ ID pleas.!! 

eo.oen \I"e mos! ~ &,bovs. 

ASOI ~ Slick out now 
.......... : "0',600 (£40) 

_ ....... 
1.IIi: I10Ml b, ~ c..rq 
O*"'~l"'" 

d '~1rm<nclol P'W"C ""i' 
..cl """'--., ~., "'41 
<4'fwU~b,"'*'iIb' 

r.. .. ""~ht ........ nve-i TI-e __ 

__ fA......., 
'"'*- (PC.IlgIIII.o.Mj --"" ....... _ .... 
-_fc-dtl: 
_0<0t(Nf.t ... ) ---!Ibd <niWW (PC.lm-l) _ ........... : 
loan Rm!:Is' (PC. ...... ) --t:mi:t!y ~ 54 (NI>t. 1/000) -..... ...­
WCdbs(OC.'Wnco) -.... _: 
o-(P'i,IPC.~) 

-.....,......, -"'--................. ....., 
0. (PC. ante) _IIPC ..... ....., 
n..~- -....... "'_J _ ...... .........,.. ... : 
""""_.(1'(. ...... ) 



. -
• 

'-+ 

TlUy mad about the Boy 
UK: N.1he risk of ~ old, v.hen EIIp's stllf were <I( sd>cd !he <;nIy 

IIwlgIO 'CU5IOmise' were pend c.J'Se5 ~ hoId;,k 'k:>iIY. the sitwOOn ~ 
~ <iffefent ~ such is the !.bquiI:y of G¥ne Boy th.Jt even 'Blue 
I'!!ter' has ~ ~ about ~()"le 09>g~ pI;m;. 

MnlIU of the tacr. r>mtendo ~ • seIeonl cJ 0lI11eIT'IJXIi' 

~togetiYNIConiti~~-~tIW;~j(s 

br dwlIy. Bids ¥l' therefore bens !Men cxb la each of Ihe Game Boy 

CoIor ~ (5ee w.o.w.dancesit~.rom/rMntenclo). and anen! f~ 

IS dnrn'n'b.Js5 b.xt>oy CoJIdie's eIfo<t. .,.,;,t, ..., aIfer of £200. The "'" ;. q:.en 

to bids unIiIJl.tt 24, ~ the fnshed artide:; Me ~ rJ • n-....d 

bag. PeIe FoMer, perIOlIp5 be5I me;....., Iq ~ v.<rt v.<th Webh b"od 

Sl.per Fooy ~ ded<.IOO to ~ ..,.,... eyetd<;, ~ meIakooched 

CdQe'seflort look!; to h.1ve T<l~ fWn ... of&...1TW>Jtes. ~ ~ 

Pabio CIolweI is rn:;o-e rmi<; in hi-; app<MCh, ~ - os roost ~ 

.. edlrwdy ~ ~ totl'-«GBCs, his d'q:>per~VKlg 

rrWrors o;Ud prOJe. tx;u, la m..cmg ~ ~ boss is COO'lins-
01 ~ Edge 1hinI::5 you GY1 do b..tt .... '" o;e,d ., I<"" !1Ml ~ 

and, a:utesy of Niml'ndo, _1...00 !he.....rr...r a GBC to ~ '4' 11 the 

desired styIe.The Edp ~ ...... then be sent to !he 'NatKnaI 

CusIa'rW5e. GBe fwwI (...nidI is ~!P"8 to be held in loo<b:lr. 

October) IMle<e it ...... ~ WIt Nruenoo 'M11hen take \<ll ae.Jtion 

and p-oduce .1irM~ !U1 cA Ihe design kr a..istrr.as. 

Mat )tlI¥ entry 'COC' and <;end" srrje 5Jre.ff of A4 /0 Edge, JO!.b1mou!h 

SUe« &lfh. SA! 28W: Ofdigitaly~fP; (<XJder 2Mb~) ID 

edge@futt¥enetrnut. ;he do5iog dcte is September I . UY.D nJes appfy. 

Designer Game Boy Calor.; from top to bottom· 
Pete Fowler, GoIdie (IeIt). St.>sh (centre). Fvtur. (right), 

Noki, Inflale, and two from designer Pat>lo Cha~1 

£DG£"137 .. 
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1he event that time forgot 
.' 
UK; ft 5 &tr(' CCII1SIdems Voe Iryper~ ~ ,., dill!!' 

IIideog«ne rdIsIry, 1Nl the e¥ie5I consoles -~ ~ ~ 

20 ye.n old - are I'OrN CD"tSdered ~ 5Df,ItS. N.iea5I t.,. ~ 
small but CD!mIiIled nnny. ~, !he wwnd _ EIr*nM 

eo.oen. a ge(~ b'dassoc~ ~ was heId-.1IlI!' 

MiIIon ~ Ice Hodey stri.rn ¥Id, of C(lU:!.e. the h¥~ 
~!he WMe5I bull _ n:;f tie NGPS or PIli. bullhe PC 

~ re \!net and IIlI!' ITIIS popoMr d IhMl aI, 1he AIan 2Wl. 

W*"'£ IIIt!O..nd I:iW; ~ ,1'5 M f CC>-!IOM ~ happened. 

The ~ areiM ch.nt5 of '(OS ctW<.tux! v.OlI ~ 

here. MuId 15 ~ grtISII!d ..mer toe ~ of h!fry ~ 

g.wn!S. ~ ~ (COIe'nc:rl, 5<f>« Cdtt\:I,. Game 

& W«t'II'eI!icM'1 ofZekb) and ~ -Jv CIlf'I5OIe5. ~ 

~ ~ here 10 set. (;IIt...,.._~ ~oIllher~ 
and" he v.iW....",... ~ ~ -med aro.n:I ciscusSII1g 

.-Ides Ca ....,~ 26OO...nm of Ji!nl:reSf -. ~ 
the _ d!he .00,...) and ~ r'I q..ock tu'StS of GJIogo '88 

(!he PC ~~ 1'IMdl). w.- LO't15 and~-Bor.bejllatl. 

AboYe: a ~ oomple!:e with rart 30 

goggles. An intriguins ~ eYtn 

l you do bolt Ih.n ioioI uW1g thtm 

(out there) RE PO RTAG E 

There's ~ kndof ~ aboo.t hi. ~ k.ro­

~ OIris foulPI' ~ "My visoon of the e\IeOt MS 10 mfmr 

1he ~ /;wo; It..: are often held. tu ., focus ~ ~ 

on console ~ NoIp§t on ~ old o:r6OIe5. but ~ 
poq>Ie 10 ,e,r 1h!.m and he¥ tt... "lU'Ids. and gel ~ lee! for !:he 

oontroIets. I lOOk ~ tSa IIf'!:'fSlt'lie~. i'ie's n:;f 

ab1er'lhs~-~--.dance_~o...~ 

arotnlIOO~).r'flel'eSllI'I~~5~And~·S 

~no ~ of oil ~ - the Sat.m r."s I'OrN become 

a CCJIedots' ~ and 1he<e "'" no doo.bt heiI'm,o IiT:de scenes 
bo.iking.wv.l the JOO ¥Id ~ SO wllhs knd 01 Kene_ 

be buiII MW"<l the ~? n -.. 50 v-'f tme. ~ 

TheM ~ n g«11ng irMJo,pd" rht UIC Il'IIO ~ aFI 

~IO rht COJUKrnaii'lgkt Emai.l:l'l ~(O?O 

~ =Ii.) for I7"O()'e nfa. T1lefe IS cIso Q Neo ~ 

II'I<lIiilg 1st (par ci CCNUI<) whidl <XII9'S ne-- rnoc/'Ine5 -

a:nIOCJ Jat£¥al /P'I~cnli.) for ~~ 

'Mq&me, but IlOIII5 the PlaySt.1Iion genelation krloY.Is them If you weren't pIaWIg on """ 
2600 tr.dt !hft>, ~ _ ·~·Itds !W<liIabIe. And you 1tJouat"c the Game Boy _ buIcy 

• 

DataStream 

AIMnue la> RomeJo (JGnd) 
predoas wI be ~ by tw: 
reUse cl. Dc>iIcotnI. Deus fx 
..a Madmnoc IJO.S­
Nu'r'Cer of PT"'" .... Em< 

epedS 1O.a...se" yell" 11·15 

~ ofeuesamest..! 
... be seq.oeIs: _1hin:I 

~cl.U5ClOs~ 

who*'Nllae """"" a> 
_. bkrl:i:uIaor PC '*' 12'111 

~ofpnesst-.. 

!I5Il"N"sE3f\J'\'lOO.ftd!O~ 

1TIIIdI~_ 

1Ied.oon" Q;IIIS gI...-..grc. 

bInk ICJ;I;Ult oo:Woe ~ Cl 
a nc:.maI Mrd! «:a:u1Ic _ 

I1Ise ... crine "*' ger>erIIed b)' 
Beatncs ~~toe 
h;~cI t999 tourWod 

~cI~~ 
~lObe~toeUS 
_ glIIIma01h!·~ 

Mo.nrJdeIoy~ by 
'!tJ SuzUa' s Il'tkbIed ~ 
pro,e<:7."*"""'8l1SlI"05I~ 

reIeI$e.rw..: 11 ..... 

~cI"""'<lI"IIOO!O!n 
dMhlthe-.~wi1 

t- seen by. 18 otO,OOO -"­~K>.F(_(lIb 

~ who Ilri.IhII pI.,q 
'Ider-. ........ is Iil.eIy K> ".. 

~~..,.....,.. ."" -"­~K>.F(_~ 

~,who!lri.N ~ 

shoUd prtH.t d"id!en loom 
pIeyros ....... pnes; )1 '111 

~ cl .S<f>er Mi:nI 64 I,0"Il$ 

1ICIId~""""11ho~ 
~N641j01lle lOAM 

~ cl lntI gI ZftJa: CbriI<I 

ciTmf~IICIId' ll .. 
~cI."........~ 

b o.e.ra.t ..... cl.........", 
pMdIas ~MlIwe ~ 
bylo!t.rdl; lOO,OOO 

~cI~Sonrhad 

-.ednRUS"",",,~ 

1IurdIed" \995, 100.000 

~id*(Ml~~ 
... :lI)(Xt l'Om 



TetJis aeator' thinks inside the BoX 

us: wlat do"ou do t your .....-ne 
is Neet PajIoo.t11>61he irNercr 

~ Tetn$, yoJve done men b 

Ni'III!rdo Ihan 1nl tun... ~ 
_ ...G1 !ho! oIMous eapOOn 

~ ~ BuI dJes NO. rew;wd 

\'011 Mh ~ fat ~ ind ~ 
~ holiday ~? No, you end 

~ ~ for b.Jd UOOe SI ~ 

Sikon WAey, RechIond onsre.xl 

BuI~ g.wne5 Ri ~ 
Pajimo.I. IS his IM1est An:bt7'5 

Sew, 1e5Iifes. M>ed. »;e Tetn5. 

• the ITIiI56 ....-kel it Ioxb like 

a Rl.k's o..t>t srn b toe PC 

Lec's JUSI hope ~·s 'iOIted OU! 

his ~ ths!me oJIOl.I'Id 

v.t.at LMa did next NeI 
McAndrew. COIIeI' g;rt 
01 me IaIest PIurbor 

A Doom in the hand .. . 

us: I6IM5u1ts af one head oft anaher 

grw.os ., iIs place. The IatesI big till on the 

emuIMIon SC!flI! 15 £O:m .......... on lhaI 

mo5I ~ p!eCl! of~!he ~ Gr~ 

eraIed Oor.ma", illlas been rdeased by tie 

shadoNr ~ So/Twao't, F<crt v.t.:h 
iIsodlmasscnd ~ G!me Bov 
tnles. A co9s Ye!W> 01 DocmCE for the ~ 

Pill IS epeaed SOCII. t:IO. 

Ched them ou! -'1 http://y.v.wl!Skimo. 

mmJ ~hayeVdoom«.htmI 
greyscale glory on 
toe c.ssiopN El0 

- - ---

Nude raider bares aI 

us: Hatding ~ se>: syrnbot f\IeI1 a ~ 
tne. can be.t hwrdous otO.Ipa!U\ IS 

E'r.:Ios is sIaMt discoo.<emg. 

~ on Ion c '8.!bes d El' poece. 

~eomr...es Its new f~'Mth 

pb,and pnest,~NeI ~ 

~ 00ft ~ Nol . on the <1Mf oIlhe 
~ t59Je. A! 1eI$ ..... 181der!he <:q>O..IS 

'Nt.de ~webw!. ~ 

E6rt IIIso ~ tON nu:h Ilt8Un 5 

t-.g paid to !he ~ no.rrber 01 tie-n5. 

The IMesI: e<:iDon 01 pft:: mid ~ 

Ft<J/!Irtg bW Rotder (left) - "Mo ferrme 

~wthbis8UlS.n:.I .... ~­
~ refe's tl a C('I'Iaon 'Lul Crtit 

caIt1g aI t:m.e hEDts 

~N'I_oI"""""" 

~""""""'-....d.....,htuJ 
n .... dl'C __ h..t~ 

~.,:n."'*-'oI·~ 

~b.a_ .. '-.... 
~ "" till tde 01 tie pcr4 
oOnI ... SaIWo:f. 1nl ~ 

c.n.~-n""'. 

_rrlI«~.""'''s.1\Irt 

"' .. """oISIIp""". 
...".- -~ km Ii!!IkM J.1t# 
IlIIo.SbOdI.~Gcl99,MdoiI 

Orooen lollS '" Cc*! ~ ~ - ro:J 
tot..,;ooQdl;sdf..,.",.....,9" Plm.for"."....., _ _ 

inoiemo.co.ut Of mI 0 17,J8 BllJ4O. 
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Namco sends in the clone 
I 
, -

........ : 0\!5pIIe tie I.\w.;uI: WppecI on 10 ~ for prooiJor4j W, 

vh::h wasdamedlO be m""" 10 DJ ~ ~Ior 
~ Nem:o his o..I"M!iIed lIS 0Ml ~ eIIon ., !hi! 

bm ~ Guib" bm, • ~ 1Nl b:Jks .. ~ note-b'-fICIte 

done fA Gutor Fred:s - tie rrost ~ d&'eno! ~ 1Nl 

the promps scroIl'oIz:onIafy «J'OSS IhI! ~ rattw 1Nn~. 

~ • IT"O'e orerW Yl'rl IS the ~$ Il!W ~ ~ 

Qud" Crash. ~ lIS PorI8Icri g¥neS. ., hs yOOfI! bced to 

hdsIer yr» we.JPOIl et regular i1tervals. The cbleI ~ 

~ you ~ on the ri"~and ~!he R'!IOk on a 
proo-..ent LED dispIIr bebN \he maon 5C1een. A neaI MISl 

Both pnes ..... featI.we ., I'IeXlITlOf1lh's ~ 

QuKi & Oa$h may btar 
an ~ or !wO, but 

CuitDt Jam could be the 

doni! to end ill done 

!Mo B.t. .. In, .. odckr'Il*b 
u~ft!II~_ 

CIIIooad 1>r.e ...... -..hoaUI bel 
....... Iho-.:r. VWwIdlknl 
...... be::JuM • 

(out there) REP ORTAGE 

, . 

""b*oidu.~ 
""""PI !he .... .....t,o t.;aae ......... 

Edto <iaIorowy IIod 1> be ~ 1> 

<hod< ne "'"'" 01 t. lIW'y 111e home of disco 

... 140 G)(M[" 

I_pIOn; They ~ • WlIJd neYeI' take 011 n ~ aod R cenan,o hasn't on ~ Iile!he 
scaIe.Od in Japan. Bu atl9sl Konarri'5~ ~ ReId.Joon (see p90) ClJ'I now be 

~ in the home, Ihris 10 hs Oedcaed ftoor 0Xltr0Iel ~ rd:Jls (I has so.­
~ the;gglin& ~hcioMsol Edp'5 desIgneB). its rNweIy ~ DO. 

Dance Dance ~ ~ auI ....... in Japan, pria!d V5,500 (08) 

---..,,--- ---
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(out there) MEDIA 

THE CHEMICAL BROTHERS 

~"""'" 
(VIrgin! 

Wilhlho ~ 01 big bM 
beIrd h>rr\ Ed and bn ~ 

tor a Ihrd!me. T1'>ey $!ill me.lI1 

bo.$ness, I:hooJg/\ as ~ 
potJ>'eS. ... an ab..m.tu fIJ cl. 
~-or'''"''''''~to 

Ulgge • ~', D pYilphrase the 
0Jl"'l'f; a>....mm 'MIt1 /Iossy EIoIt 

The 0Ihef """"" """""'" ...., ....... 
~_MauySla<'s~ 

~ se:h:cs. Merw:y 11,eo,I. 

bloItoo Oooatu.' ...,..,. v.;g. M. 
and ~ GoLJghef ha-; ......... 

...,..-ded as p>::I ... he a::.e. C<1 'Le! 
_lie'. Su'render?Defr;IeIy. 

BILLY MAHONIE 
1heSigDig 
(Too l'ulll) 

'Moo need:< • """'" ~l 
~, the rmo;I ~ rrusi:: 
<:J '99 "as come from I'ISI:r\.II'I'I 
bonis. BiII\r MaOOnio!', brand r:i 
m.r;ic: ,,!T'OS<lJ.y, tu tIlolI <besnl 
step iI!; deru ab.m ~ !he 
tre'rl Or~ he.My Irom !he 
i:Irb\e sd>ooI cl. posI-<OCk. ~ 
o:rf¥lS moments of shoe- beatty. 
Some trm 0JUd even be 
desai>ed os ~ ~1he 
udeo; ~.- rue WaId"oing 
~~w."Ywcanl 
He¥ 'MoaIlhey he s..,;ng. 

THE BETA BAND n. __ ,-
The <rif Ihine The Be!.> B.lnd ,..;0:1'! 

do is~ ~seri:;:Wy, 
~ Ircrn !Nt !her.1Ir;1 ~ 
...,.,.,n;ngmce.~,tt....,. 
tIri. !hi<; jo; one oIlhe 'MYSI 'Ih.ms 

cl.1he~. WIew~'" 

~, B<:a<re • ~ be, tu """'" 
I>:;Mg. e-"-d. ""'8 hosed 
"""-""<I fuN. b.n:l V m.;, rean:I 

deaI? ........ Nen 10 The Beat Band 
~._ Hd...u. ., p..a.;!hey 
bearne~ h< ~ rn< 

cl. ~ and !he ~ ori. 
~an"""""'dwm. 

DVO: STARSHIPTROOPERS 
(Warner HOme VIdeo) £16 

It's diffia.« 10 deoclo. ~ tt-os io; ~ ',iaIn;aI b* <!t ~ society or a ~ do;,b,d 

~-Wng propagandil ~ complete IWh ~ Iasci:s! ~ You ne\IeI' 'mow 
wi1h "'" ~ <It the hem. 

AssooT.g (s the fmner. there ;ye plenty cl. ¥1'oIJso1g mcments (made moo. ~ wi1h 
the ~ that the """"'8" ........... been ~ 1051 on US audoen::e;) as the Ilo.nwl 
r.x:emds itself a<l'M1 into 00 ~WiY:'MIh ~ cl. 3()t~ alien bugs.lI's ~ 
stuft!AA the copioo.J5,)1l')()OOtsdCGI (a ~ utile ~ ~ ~), 
mntt.ed'Mth the ~ present in the frantic battle SCf!fIeS, """"" ~ vieWtlg. 

Image q.Wty ~ too. It's rot the rmstdel<tiled ~ \,85 ;1 transfer Ed,e Ms 
5eeI'\ peffiaps. but the ooter~ ~ _ p1I<tIo.HIy de.,n and cri5p. ~ I'ISUak 
ore • iIrle moo. cob.Jrt,.( wi1h tcnes appe.lli-ogly m.Wit.Jioed and repn:dLed wi1h (!Jlbri>, 
~ only real ~ G1I1 b.. ~ at the i.rl:.ofe>:l.fas on offt:f-~ Il5Iast yeMS 

Reglln 1 US reIedse ~ ~ many sud1 ~ - and the nee:l1O rip the disc halfway 
~ the <td>on. tt-os beWlg d sngie1ayer pres:sio:lg 

• 

' -+ 

THE VISIONARY POSITION 
Io'ttwI ~ is a 'i.t1Yf tI'oiII hIJppt!ned bek:te it!; trne: (i 

miIions (i ~ lost. (i IOsioos sIliltteR.d. (i pai1 oM 
gan ~ it was about M cd bea ~tragedy ­

(>" 50 Ffe<l MooOy p.JinIs the ....md (i I"i5 hem, bn 
Ft.m!= th ~ WoIH's&m Role, The ~ 
~ is about the IoIy cA d ~ tI'oiII oYef-stretd>ed 
itself oM prumised more than ~ <XlYId ""'" deM.". BuI 

llrIkke &m Rute,!his ""'" fV,l Cd\I'" ioJoot into the 
ricio.oIooJ:;....md(itPO~ 

bn FUness IS "'" fflentCf, a <teamer, oM ~ 
w MooOy, a visionaoy.1n 1966, 23 ~ beIofe theteml 

~ reality was cor>ed. FUness Wi!S ~ Cf11"i5 fr.;J: 

'WtwI....rtl nterface'. 9t 1989 he'd se! '""the H<man 

InIerfdce Ted1noIogy lifu-aIIYf "' Se.mIe. and ;..s e.tt 
yea<!' ""er they ~ the pUg 

MooOy ~ the e:>;:>Iosion (i irr.oerltnls oM 
~ <lI the ~; he ist~ ~ Sco.ndg¥den was 
pI1r,..d D..dy, ~ <:DJef br the _ meeting!; 
v.here Iinao;:es .-e aJ; oM he ~ iJS irNestors 

pushed eogneers into ~ ~ II's~ 
stuI( ond if the Arneri<An dream IS (i ~ batOOg 
for their ide.Js agiW15I ~ tnanci.lI odds, MooOy 
is its~. BuI he ~ <YISWef5 the ~ 

"' the heart cA the Slf:6y. Does the dre.YJl oo.e ~ 
(>" does ted'wloIogy 00,., the dre3m 7 

TIME 

n-... M<l tIW-ogs th.n Stephe<l Bil)(!e( needs are a new 
CO'.'e\' desognet Md a set!( ~ \II\Ih lOOse 
~ pklys he I'oOUd • t"i5 ~ iJS ()""oe (i the 
v.a'd's ~ o;ci-fi ~ Because v.te'I it oomes 

dc>M1 to 'M'U1g PfIJI""SS, he's go( ~ ... In riffle he 
~ 10 IaI<.e the mostesaer.; ~ ide.Js 
and mesh them into d /iJ5l:~ rlCM!I that <hUd be 
sokl ab:lgsde .k!d:je CoIns <lI arportS. sw. holes; 
~ theory; the heat death (i the ~ - he 
wraps them ... ~ dIId makes them aa:essllIe. 

SpIinijed wiIh the ~ cl ~ tensIOrl, riffle 
is based Cf1 the ~ tI'oiII the earth is ~ 10 eM 
11 a cat.Jdvsmic <isa5Ie< 11 the roe4 200 ~ Rm 
Malenfdl11, failed NASA as!Jl;muI. 0e0::ies the 0fI0Ir" ~ 
is 10 bee the ~ Md SIM a pnvatEfy fI.nded space 
~ 1I',,,",,,,...nenthe ~ Coori.Js Taone 
(i ~ h: SM:5 to recer.o. ~ Ircrn~ 
he ~ ,ye futI.no sene<ations (i Iunans th.n the 
~s mission tal<esCf1 a new ~ 

More than ;..s so-fi, !his IS about the ~ IS5I.Il' 

(i al. the Iuru-e cl m.riind dIId the redSOO le.- CD 

t!lcisteoce. II's oot ;..s about the ne<! thoo..rwnd ye.n, 
bur the next "..., yea<!'. Nd ~ the stCf)W>e. 
lOO ~ the feefng !hat &xrer is deady senou;. 

Prob.Jbti the most ~~ writing yoo1 
read Ihis year, il's trne le.- &xrer 10 tM.e t"i5 ~ 
'*"'gside AsImI:N oM ~ 
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VIEWPOINT 
TES~YOURSElF IN EDGE - WRITE TO: LETTERS, ED(;E, 30 MONMOUTH STREET, BA~,_BA_' _2_BW---,(_""'_il_' _--'--'-__ w_"'_ )'---_________ _ 

D am not going to say that you 

h~ taken grut pleasure in 

slagging off Sony. Sqa Of Nintel\do 

in recent issues, but why are you 

no! so concerned about the future 

of the PC as it BarnH machine? 

When you oonsider that even 

O,eamcast, as an example. is 

offering a ~peI' .ltl!'mative to the 

PC. there has to be huge qu~ion 

marks hanging (lYe' its future. Okay, 

t know PC ownefS will tell you that 

their machi~ is technically superior 

and wiU be lTIOIe powerful than the 

new consoles, but in the eyes of the 
consume< does ttlis really mane!? 

You say that the industry needs 

to be edl.lUted. but so do game 

journalists. It is a well-known fact 

ma' PC game sales are at an all·time 
low. Why is this? I! it going down 

the wme road as the Amig')? 

Nobody would deny that the PC 

is going 10 be around lor a long 

time, but maybe you could write it 

special feature aboullhe Mu,e of 

the PC a5 it games platform. O. is 

EdI t going to turn is blind ~1 

David Reid. 

Ciaslow 

n,e Amiga's popularity waned 

largely becal,lse of the I,Instoppable 

~rch of the PC.. Until ,nother 

lorm,1 tomes ,long to bothef the 

millions of ISM clones out there, 

the PC win no( be lU«~ed, 

As far as PC game sales go, 

h_ you not considered the 

impact of piracyl 

D am wrious to find 01Jt vAIy 

there SHms to be an I,Inder­

representation of black people - ie, 

of AfrKan. west Indian desunl, etc 

- in the worldwide videogame 

indl,lstry. I myself come from a west 

. Indian badtgrol,lnd, and hope to 

5eCwe a position within this exciling 

142 «00£' 

indl,lstry in the next f~ years, 

possibly as a 30 game artist Of 

desigl\ef (hopefl.llly with Rafe!}. 1 

thought I would ask this ql.lestion as 

hom all the pictures I haw seen of 

development teams ,round the 

world in vlIIiol,ls publications. 

rT.'I any debates are sparked 

u.:u from the controversy ~1,I$ed 
by piracy, but what has not ~ 

mentioned thus far is how you 

actl.lally fffi when a friend or 

colleague tells you Ihey have pilllted 

the software you've jl,lsl bought I 

'You say that It1e industry needs to be 
educated. but so do game Journalists. It is a 'Nell-known 

fact that PC game sales are at an all-time low. 
Wrry is this? Is it going down the same road as the Amiga?' 

including Edle, I ~n only recall 

SHing a handful of black staff 

members. I find this amazing. as I 

personally know huge amounts of 

blad people who are hardcore 

gamefS, and would love to get into 

the indu$lty. Obviously you have 

10 have re~ant talenl or 
qualifications. bull feel the 

topic goes deeper Ihan this, 

I'm not inlending to spark a 

huge racial debate, but maybe 

othef readers mighllike to -ne 

in with their views. 

• 

Tris BfOWII., 

vi, ' 11'1, 11 

am an import gamer ~ - I 

pay up to E55 for a good 

DreamcasVNintendo game and 

slightly less fora P1aySlation game. 

I would esti~te that in OWl the 

years I have gathered lIIOUOO 

£10,000 worth of software,nd 

ha"jware going by the prices 

asked of me when the products 

were inilially released. 

My argument is, if Sony, Sega 

and Nintendo do not do anything 

10 combat the sitl.lation I ~y find 

myself doing the same as my 

hiends. If everyone in my street, for 

e:o:ample, kn~ a way of obtaining 

free petrol, I'd be a mug to myself 

to keep buying fill-ups al BO a 

throw, wouldn'l 11 

The fact is, I still boy origiNIs. 

mostly becauw of the pawging 

and the fact thall'm a very 

apprecialive gamer. But most 

people out there would rather ~ke 

copies. I know the lengths some 

actually go to - it's almost an art in 

itself to these people. 

I know of people who would bl,lf 

a SKOnd-hand SCPH- I 000 pS): for 

£50 ~ than you could buy a 

brand new one, then chip it and 

make a little money on the side 

doing it for others. It's "Imost like 

getting one oYef Ihe company 

~sible for making the product. 

I haw gone into an import shop 

10 buy. second-hand P1ayStation, 

to be informed that only one was 

left and that it was dodgy due to • 

faulty, skipping CD-ROM drive, At 

this point the HSi5tanl happily 

directed me to a well-known 

chainstore where I could buy a 

brand new ~chine; he would 

swap the drives and then I could 

happily use the other shop's 

money-bad guarantee policy to get 

a refund, Honestly, gamillg is 

crealing a n~ w~ of criminals. 

This also brings me to another 

sore point lleuuse lam an import 

gamer "nd like to play games in 

their intended form - and Ih'" 

usually does not mean waiting an 

extra rrve or six months - I have to 

play hfYOC with all the Iodr.outs thal 

each of the companies tries 10 

implement into the software. TakinH 

the P1ayStation example a step 

further, I bought Um Jamrner 

tammy on Japanese impor1to find 

a message on my 29-inch TV screen, 

and only after numerous visits to 

the Internet did I find that I was 



Iod:ed out by SOny's new anti mod­

enip program. Again I am the victim. 

The new millennium may be 

bringing newer technologies to the 

home, but as tedlnology get!; more 

compleJ(, the minds of those who 

U$t it are getting equally as 

complex. From one no--win situation 

to another, I think it's about time 

the big three bit their own tongue 

and brOlJght gaming to the masses, 

and bring down the pri<:es to a 

musmarket target range. 

It's almost the same situatioo 

between cannabis u$trs and the 

g~mment - until one party 

accepts it is able to understand Ihe 

other, no progress will be made. 

Until that day, it will not be Sony, 

Sqa or Ninltndo that is being 

laughed at It is me. 

Richard Strinler, 

viii email 

Whtf_ the<e's, fast bud. to be 

made or otf.o"l practices to be 

circumnavigated, it'll alw....,.. 
happen, whether it's yoor friend 

chipping other friends' PlayStation 

or your next-door Iltighbour 

atquiring a dodgy card IOf his 

satellite TV rta"M!:r. Bringing unit 

costs down - which is §OIDtIhing 

Virgin QuI Price has atttmplfll with 

lIS ElO P1ayStation game initiative -

will.fleet 50ftware piraq, but it will 

nol stamp it OUI. 

And......no can lell software 

companies thal Iheir games should 

be played oolSidt of the market 

they were manufactured for? If you 

want to play Japanese games. the 

eitSitst solution would appear to 

be: buy • Japanese madJine. 

O was really surprised and 

di5llppointed with your 

magazine when I read the Edge 

View comments regarding Tao in 

the June editioo. Suggesting that 

Taas had sunk without trace act\Jally 

indicated that you hadn't used your 

usual high standards in canying out 

even the most elementary researth 

of the company. Tao is a vibrant and 

growing intellectual property 

generator which has spent the last 

few years putting infr<lStruaure and 

real ttdlnology in place 10 provide a 

range of world-dass technologies.. 

Announcement!; 01 our relationships 

with major global players in the 

consumer and wireless market!; 

have been coming out inueasingly 

quickly as we have positioned Tao 

10 become one of Ihe key providers 

of software and conlent 

infrastructure for the new 

generation of mobile and home 

network A phone call or a IooIr. on 

our Website would have provided 

an indication of this rathe< than 

Wl"iting 50mething which mi*ads 

your readership. 

Francis (hlrls. 

via e m. iI 

£dll View is ,Iighthearted column 

concerm me is the lack of story 

and d1aracter developmenl. 

People talk about FFVJ/ having a 

greal plot, when it was actually 

more fun to read the walkthrough. 

The abyvnal American translation 

didn't help muth either. 

M'f'Nay, I digress. 'NIlat really 

interest!; me are game engines. I 

gather that about 70 per cent of a 

game's development time is 

taken up with the cre.:.tion of the 

engine itself. This being the case, 

why don't software companies 

re-use the engines they ha~ 

already d~loped to lell different 

stories1 This doesn't seem 10 be 

happening too muth in the 

current PlayStation market.. 

Thele are a numbel 01 engines 

I uuly admire, including Tomb 

Roidet's. Resident Evil's and Metal 

Ceor SoIHfs. v."hy ,ue they not being 

re-used to tell different stories and 

create new expe.iences? 

1 can think of over a dozen ways 

to utilise these engines to make 

very gratifying games. I may not be 

"have ~ayed '00 many games where you have a crap 
engine and a crap storyline and you v.ooderwhy 

anyone bothered. ISn't it time the Industry realised that ~ 

don', have to keep reinventing the wheel?' 

- the words 'jokt$ aside' even 

followed the lext to which you refer. 

An'f'Nay, Ffancis, when are we going 

to Set EI'f!I)'OI1e'$ a Wully 647 

D am a Vf!fII contented gamer. 

I have .. handful of games that 

I have played to completion and 

en;o."ed immensely. I know- that it is 

sacrilegious 10 say 50. but rm quite 

content with the tedlnical abilities 

of the hardware. I do not crave 

technological innovalion. What 

• 

a software develope •. but t know 

how 10 tell a good story. The 

aforementioned games were just a 

start Instead of revamping their 

engines and producing sequels. why 

don't software companit$ put some 

effOtt into !mproving storylines1 

1 know- that the dreaded movie 

tie-in is the seoulge of the software 

business. but 50 many game 

engines would be perfect for 

reproducing a number of classic 

stories. Just look at GaldenEye -

crap ll1OIIie, great engine, en;oyable 

game; the Metal Geor Solid engine 

would be perfect lor a film like 

"MIere Eagles Dare'; the Tamb 

Raider engine could be used lor 

anything frOIll 'Flnh Gordon' via 

'Robin Hood' to Tarzan'; the 

Resident Evil engine could be 

used for a film like Warriors' .. 

I think you get the picture. 

1 have played too many galTlt$ 

like Croc and Medievil, where you 

hiM! a crap engine and a crap 

storyline and you wonder why 

anyone bothered. Isn't it time the 

games industry realised that you 

don't have to keep reinventing the 

wheel? They should have licensed 

the Tomb Raider engine and 

instead of making Medievi/they 

could have made 'The Evil Dead' 

parts one, two and three! 

Nick u,Iett, 

vi. em. if 

Engines have been reqded fOf 

almost as long as videogames have 

eltisted, sometimes out of laziness, 

lTIOI'e often be<au$t of ewnomics. 

At the heart of your argument ~es a 

sound point, howeve!. Too often 

game df!\Ielopment is driven by a 

dt$ffe to 'out-Quake QuaAe'. But 

there is definitely a growing 

movement dedicated to delMring 

content - be that stOl'f, p!.Ire 

playability, whatever - over 

lechnology. 'NIlether 01 not the 

marketing suits upstairs will follow 

remains open to question. 

O 
've heard all the different 

opinions on what has 

happened in the past lout years 

with Nintendo losing its throne and 

Sony gaining il We've h"d Sony fans 

argue with Sega fans. and the 

Ninlendo fans have hung on as long 

as they could while the big N yet 
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again g~ thl!' induslJy almost all of 

the most innovative concepts, but 

somehow managed to IosI!' all but 

a few of in kl!"f pIityI!'rs. 

And what's going to happl!'n with 

the Dreilmcast ilnd PlayStation 27 

And, ooh. i0oi<,. there's a Dolphin in 

the distant!!' - how exciting, Ll!'t's all 

speculate on who C/ln d<lim the 

thronl!' this time. Plus. to help us, 

thefe are so many mOll!' 

~ndl!'j>endl!'1lt' mags out thell!', an 

with ~I definitive opinions on 

where things <lre at thl!' moment, 

why things ilre the way thl!"f are, 

and whl!'le they may md up. So in 

light of this, why is it that not one 

person or group of pI!'Ople from 

thesl! independent mags hasn't 

<lded in <In indl!'pI!'OCil!'llt rMnne! 

<lnd had the gut5 to ask developeD 

real qu~tions like: 'Why is it that 

you made most of your money 

dewloping Ninlendo gallll!'$.)'@I: in 

the four to rM!' yt!ars of the Nf)4's 

existence your company is only now 

creating a dated rehash of ~t 

PlayStitlion 0WI1I!'f5 first ~ 15 to 

18 months <lgo? Don', you ~ke 

making monl!"f from selling games 

(bealing in mind thallhe price of 

silicon did laU, as Ninlendo 

prl!'dicted) - isn't that IM\at you do?' 

Obviously this question is aimed al 

Capcom, Or to Core and Eidos ­

was it rully that hard to develop lor 

the Saturn? How could INt be, 

when 5ega isn't as reserved as 

Nintend015ega had lots of time for 

developers and tried to encourage 

them to eJper1ment with the 

chipsel But no, no, no. 5ega gm 

dumped as well, and if it wasn't for 

Segil, only Amiga users would know 

about Chuck Rock. rm getting very 

tired 01 this mood whe!e every 

. month I read in Edge that another 

breakaway group gets things going 

.. 144 £00£' 
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for themselYes <lnd the majority of 

the time they look to create games 

for the Play5tation or PlayStation 2. 

Then when inteMewed they say 

things like 'Drean'KllSt .. . it worries 

me that no one seems to be 

dl!vtloping for it'. (El, hello, IM\at 

about Nameo? Without this 

company the PI<ly5Wion's initial 

14ftware line-up would have looIted 

lIt'f)' poor.) Or thl!"f say, 'It's an out­

of-<late PC and it hasn't bI!'fll oul I 

yt!lr yt!t. Oooh. no, the PlayStation 

is very exciting. it m<lk~ me come 

OYer all emotiollilr. 1 felt disgusted 

when I read Free RadiCIIl Design's 

reply to YOUI question in issue n. 
I am not <l diek, your readers 

generally ar!!'n" dicks either, and this 

isn't FfoySto6M Power, so why are 

Many mrtup developers jump onto 

the Sony wagon simply because 

thl!"f ~eive it to be the safest bet 

- they arl!' IIiItulally drewn 10 whl!'re 

the fftftSt risks lie. And, going on 

on its track record in lecl!'tll yt!ars, 

th<lt is not 5ega lenitory. 

O 'VI!' worked u a g<lme 

dl!$ignef now for about 

ID yt!ars. From small stanup 

companies, to the lalget 

deVl!'lopment studios of OtI!'an <lnd 

Psygnosis. You lNil! haVl!' played my 

games -liked some, hated others. 

Hel~ I don't mind either wlI'{, really. 

Wh<ltever happens I get p.lid very 

well, thank you - and this thankfully 

continues (I'm I10t allowed to say 

with whom I work for now). 

'Everyone's got a great game idea -I'm so bored of 
people using that '0_ ac""",,"""" -so fucking 

....nat!we've all gotgreaT.gane ideas, bUt could you 
make it into a great game? "",',theha",,,"' 

they giving poorly thought-out 

I!'xcuses when they should be 

admitting to the fact that they have 

sold out? Come on, Ket rea!, people. 

YI!'S. thl!' DrumC/lst will chum out 

less polygons. but to C/lD it an out· 

of-d<lll!' PC and I10t apply the S<lme 

stalement to tile Play5tation 2, 

whl!'1l lJoodoo l is out now and its 

pertormaoce is Vl!'ry dose - if not 

equal - to the Play5tation 2, while 

the Matro~ G400 and the Riva TNT2 

both outstrip the lJoodoo l . To 

know about the PC market and 

selectively tomp.ille it to a con14Ie's 

position is weak and insulting to 

leaders who expect better 

information 10 toml!' out of an 

interview that's printed in Edge. 

• 

Devon MeFarlane, 

via email 

My reason lor writing is simple. 

I wanted to commend the editor;"1 

staff at Edge for its continued 

I!'ncouilgement to young pI!'Ople 

mning out, desperate to get into 

the games industry. Of course,I'm 

talking <lbout your supplement with 

En . Some stuff you wrote was light 

on the nai~ while other stuff I felt 

was a little oft the mark. But dose 

enough all round 10 SivI!' aspiring 

creators an idea of wherl!' to stan. 

On that note I'd like to add a 

little encouragem!!'nt of my own 10 

those pI!'Ople who arl!' thinking 

about trying to get in. Mainly, nl!vtr 

give up, It's like the film industry, in 

the S<lme way peopll!' say, 'OncI!' 

you've got YOUI fOOl in the door, 

you're in'. ThaI's true. Ifs the 

hardl!$l pan to gel to happl!'n, bUI 

0IKt you're in, you'le in. A$ most 

people I come aClO55 want to be 

designers, it's the hardl!$t of the 

lot to get inlo. Eve!yone's got a 

great game idea - rm so bored of 

pI!'Ople usinS INt to opl!'n a 

conversation - so fuding wt1<lt! 

WI!"VI!' all goc greal game iden, but 

could you rMkl!' it illto <l great 

game? Th<lfs the hard pan. 

So to those budding game 

designers. from one experienced 

game dl!'signer. gel in lithe bottom 

and work your W8'f up. No one, and 

I mean no one, is going 10 hire a 

freshman into the industry u a 

~gner and let him or her go oft 

with Elm of theirs 10 screw up on 

an ~dea'.1t just doesn't happl!'n. 

5tart u a tester, th!!'n lI!'<ld 

tester, then junior dl!$ignel and 

so forth. But be prep<lred for this 

to take years of hard work.nd ass 

kissing. I was lucky. I SIIned out n 

a designl!'r - even though I'd never 

done anything likl!' il bl!'fo.e - JUSI 

befOll!' the big COIlsoil!' boom. 

Thank God I h<ld a talent for it. and 

it paid off, But ifs a lot harder now, 

and my hun goes out to you guys 

and gals.. But it's the ones who 

nevtf givl!' up that gel in, 

scuHpuppy, 

¥ia email 

• 



ISSUE 75 OVERTHEEDGE 
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It had the audacity to take on Nintendo - and win. 

It was Edge's publisher of the year in 1998. 

It remains refreshingly independent. 

Where now for one of the UK's greatest exports? 

Find out next month. 

Codemasters ~ 

• 

ISSUE SEVENTY-FIVE 
ON SALE AUGUST 9 

• 
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