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ENTER THE FUTURE OF INTERACTIVE ENTERTAINMENT

w.fordracin

T here is a danger that discerning
. gameheads missed last month’s issue

because some less-than-switched-on
newsagent employees took one look at the
gorgeous Ferrari 355 render that adorned its
cover and promptly stacked it among the
motoring titles on their shelves.

The quality of today's CGI perhaps
renders confusion inevitable, But this is a
serious issue. Why else do you think
videogaming has become so popular? Why is
it now a mulitibillion-dollar industry when it
was once such a niche market? why does
the mainstream lifestyle press, almost
without exception, now feature sections
dedicated to videogames? It's certainly not
because today’s games play any better than
many of those of the early '90s.

No, it's simply because they look better.
The people who've made videogaming a
cultural phenomenon wouldn’t have even
touched an Amiga, SNES or Mega Drive
during their heyday, because they just could
not relate to what was being represented
onscreen. With the advent of the PlayStation,
however, suddenly cars in driving games
carried some semblance of reality. The
layman no longer had to use so much
Imagination. Where once he passed over 2D
sprites because of their abstract nature, he
became faced with components whose
existence made a new sort of sense, be it
the female form In Lara or the world of motor
sports in the touring cars of TOCA. The door
of wide-scale marketability duly opened

Videogaming Is fantasy. But the journey
towards representing reality has turned |t
on its head in recent years.

Apologies if you had any difficulty
locating this issue at your newsagent.
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Cutting Edge,

The latest news from the world of interactive entertainment

SONY PREPARES TO GO TO WAR

Kessen leads the next-generation PlayStation charge

Koei claims that Kessen will be able to handle
around 300 cavalry simultaneously onscreen

Despite the NGPS's
grunt, Kessen will carry
_FMV footage like this

04 EDGE

apanese publisher Koel has delivered the most
n tangible evidence yet of the real game potential of
the next-generation PlayStation.

Kessen, a realtime feudal wargame, will be launched next
year, sometime after Sony's machine hits Japanese retail in
December — 8 date recently confirmed by company insiders,

The title was demonstrated to an expectant audience,
which naturally included Edge, via a standard PlayStation

controller. And, despite its predictable content (for some
years Koel's output has consisted of straight-laced strategy
wargames), Kessen provided ample proof that Sony's new
machine can muster up visuals that surpass anything ever
seen in the home by a significant margin.

Although the demo version showed only 50 or so horse-
riding soldiers, Koei president Yoichi Erikawa claimed that
the finished game will be able to handle six times that amount
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Koei is working on four NGPS titles, but Kessen, whose
development budget is set at around $4m, will launch first

simultaneously onscreen, 20ing on to relate that the title

“|s the realisation of a dream | have had for 20 years.”

The west is waiting

One source claims that over 1,000 next-ge

PlayStation dev kits have been introduced to Japanese

developears, and yet only publishers Rage and Acclaim are
known to be working with the technology in the UK, along
with varlous companies working on middieware components,
"You can bet that, like us, most companies are developing
thelr PlayStation 2 games on high-end PCS In readiness for
hardware availability,” revealed one leading UK developer.

"Dev kits will tric

As horses approach, the noise of their hooves becomes more audible. Shibusawa-san wants
“to put more effort into representing the emotional aspects of humans” More FMV (top right)

after the dev

on in Augu!

. but i don't think ‘regular’

developers will see machines before the end of the year”
ntriguingly, the more Sony “Thisisav ful machine. The demos do
the more developers are getting worked into a lather, as not I SK |HS required to i)f(_}: im

>miniscent of skills needed to
trums and early game consoles”

the sys

another anonymous source disclosed to Edge: “The mare | "I A
program Spe

know about the format, the more impressed | am, This s a

viery powerful machine. The demos do not do it justice. The PC bulishit," another Insider related. "Teams will not be three
Programmers coming over — the Texas mafia’, etc - will not times the size of those working on existing PlayStation games.”
easily be able to cope with it because it looks so different to Sony will make a big splash with [ts next-generation
tecture The skills reguired to program the systam are PiayStation at the Tokyo Game Show in September, although
reminiscent of the skills needed to program Spectrums and the company Is eager not to be perceived as being at all
early game consoles, with small cache memories, a high bothered by the threat of Sega’s Dreamcast, which has
reliance on DMAS, tight-coded assembler loops, inline coding, remained buoyant at retail since the Japanese price drop
no libraries, little or no C code, etc - all of the ngland in May. Edge was not invited to a recent PlayStation g LA
has in abundance but the US doesn't fare quite so well with.” conference in Los Angeles for this very reason, Ornamental headgear
"The early Japanese claims that only five companies in the Albelt slowly, Sony Is drawing the new battle fines. | :: ja‘f;;“;ﬂ:':‘;;::;m
world will be able to develop PS2 games are complete Edge will speak to more NGPS devcos next month,
.
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PAL DREAMCAST ARRIVES AS SEGA RAMS MESSAGE HOME

Finally, 128bit console makes its UK debut at Edge’s offices, while global marketing for the machine goes into overdrive

The letterbox effect so
hated by Euro gamers
courtesy of the PAL
Dreamcast. Thankfully,
some developers are
already including the
optional full-screen,
full-speed 60Hz mode

dge has taken delivery of one
E of the first PAL Dreamcasts in
the UK, along with a selection of software
samplers, Including Sega Rally 2, The
House of the Dead 2, and Sonic
Adventure, And, as was initially feared,
the unoptimised code resultsin & 17 per
cent spead reductlon, plus borders of
at least 15mm top and bottom on a
300mm-deep television screen. (As Edge
exclusively revealed last month, Sega is
urging Dreamcast game developers to
offer full-screen, full-speed 60Hz modes
as options in software: Infogrames’ UEFA
Striker offers such a mode, with Acclaim's
Trick Style thought to follow suit)

The console itself remains physically
unchanged, apart from the words
‘Designed for Microsoft Windows CE' that
appears on the front of the Japanese

model having been replaced by
'Compatible with Microsoft's Windows
CE’ on the PAL unit.

Sega has made a slight alteration to
the joypad design, however: the D-pad
15 raised more than that of the Japanase
version, resulting in further ‘throw’, which
will go some way towards appeasing the
¢ritics wno'd found the original Dreamcast
joypads to be almost unusable for titles
such as Street Fighter Zero 3

Edge’s unit did not arrive replete
with modem, however. Sega will not be
making these units available to the press
until September.

Clockwise from top left: Sega Rally 2, Toy Commander and Virtua Fighter 3tb are guaranteed to appear with the
Dreamcast when it hits game stores on September 23, although it's believed that Sega is proposing to stagger the
releases of Sonic Adventure, Sega Bass Fishing, The House of the Dead 2, Snow Surfer, Red Dog and Soul Calibur

sion, resuiting in further ‘throw’,
1€ way towards appeasing the critics

Howewver, it has transpired that when
the PAL system is ready to go online,
Sega's new Dream Passport 2 software
will be more capable than was initiaily
intimated. The code was shipped free
to Japanese owners on August 5, and
offers compatibility with Flash- and Java-
enhanced Websites. It also allows users
to set up screening procedures to restrict
access to adult content, although it is not
yet clear how this is implemented.

that

Light launch
Much speculation still surrounds Sega's
initial software launch line-up, although
an inside source revealed to Edge that
the game plan involves making three
titles (Sega Rally 2, Virtua Fighter 3tb and
Toy Commander) available immediately at
launch, with at least one game following
every week thereafter (the first batch
arriving in this order, tentatively; The
House of the Dead 2, Red Dog, Sonic
Adventure, Snow Surfer (aka Cool
Boarders: Dreamcast Version), Sega Bass
Fishing (aka Get Bass), and Soul Calibur).
Sega |s clearly not about to shoot its
bolt upon launch, electing instead to
supply its hungry audience in dripfeed
fashion. But support remains
unprecedented, with at least 30 titles
available by Christmas. Edge will be

rounding up all of them next month.

Lifestyle choice

Meanwhile, with a matter of weeks until
the machine’s launch in the west, the
Dreamcast marketing campaigns are
starting to gain momentum,

In Eurcpe, the first two ads were
shown at the UK premiere of 'Star
Wars Episode |: The Phantom Menace’
They will stay in cinemas for eight
waeks before switching to terrestrial
TV and premium satellite channels,

4 08 EDGE’
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The two Dreamcast ads running with ‘The Phantom Menace’, entitled ‘Shave’ and ‘Buoy’, concentrate on drawing parallels between everyday activities and
the social nature of playing games on Sega’s console. The two ads will hit television screens during September and continue running up until Christmas

running until Christmas. The two
advertisements, entitled Shave and
Buoy, are backed respectively by Robbie
Williams tracks, and focus on the social
aspects of Dreamcast.

By contrast, the American marketing
Is more aggressive. Three generic adverts
have already been rolled out on
American television, starting with MTV.
Entitled ‘Anxiety’, 'REM" and
‘Claustrophobia’, they feature typically
cyberpunk themes, all ending with the
phrase, “It's Thinking”. Sega of America
has started buying advertising space
in cinemas as well but this will be for
specific games. NFL 2000, Sonic
Adventure and Trick Style will be among
the first tities to receive such exposure.

Teaser campaign
Sega’s decision to rent out Dreamcast
units and games prior to its launch
through 600 branches of Hollywood
Video stores has also raised the
console’s profile in the US media,
creating new demand. This offer started
in July and was kickstarted by five
celebrity parties across the country.
Gamers desperate for an early taste
of the console, complete with the US
version of Sonic, had to shell out $20 for
two days rental, as well as a hefty $350
deposit to ensure the console’s retum,
And, despite Dreamcast costing only
$200, some gamers felt it was well worth
osing their deposits in order to own a
pre-launch model,

Sega’s American marketiﬂ% for its Website, www.sega.com, focuses on the
spiral Dreamcast logo, whi

e its tv ads end with the phrase, “It's Thinking”

On the other hand, import specialist

National Console Support had more
nefarious reasons for blowing $700 on
two units: it Is attempting to unravel the
localisation codes. Although Sega will
be pleased to hear that the company
promptly fried the motherboard of one
of its "test’ consoles...

Generally, however, the American
prelaunch period appears to have
proved a success. "We expect to have
well over 250,000 preorders by launch,”
Sega's head of marketing Charles
Belifield told Edge. By comparison,
only 100,000 precrders were registerad
In the run up to the 1995 launch of the
PlayStation in the west

Preorders in the UK are also
looking strong. Although no figures are
officially available, retailers are bullish

about the console's sales patential. HMV

has been presalling Dreamcast at £30
since July, and Virgin recently started its
own £25 campaign.

“It's going extremely well,” an HMV
spokesman told Edge. "Early demand
appears to be greater than our initial
expectations, and they were very high.”

Sega predicts sales of 250,000 ——
UK Dreamicasts by Christmas. 1=

Robbie Williams’ ‘Let
Me Entertain You' and
‘She’s The One’ provide
the tunes for Sega's
first stab at selling
Dreamcast in Europe
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HOT IN THE CITY

PC conference proves popular showcase for new products

their war

N each others' products:
Equally, Microsoft uses the event to

promaote its Directx technology. And with

DirectX now established as the common

development platform for PC games,

Meltdown's function is an educa

its three days

developers up 10 speed on everything Attendance at this year's Meltdown ‘99 conference was high. Microsoft's
o B oFiea e ot Windows Game Manager was shown to expectant crowds for the first time
from the role of Windows CE in
of more than 1% million goid programming for Sega's Dreamcast, to
Pleces, In addition to three implementing hardware bump-mapping audio Is a must-have feature in the
houses, a tower and a palr R SN SaaH it iy Bpariae
0 PL evelopers ainly seem to next generation o y’][je_-'
of castles, These were e - BRI :
exchanged for almost $8,000 like the event, with a dance up Whereas the Develop!
After being tracked down by 250 this year. Representatives Conference (see p&0) attracts a large
R RO O ooy number of attendees f
Darwin (real name Kevin
Roseler) was immediatety
sacked by developer Ongin.
Good news for Stroud Lahs = veloners an y rers o
Despite all being made ry Wi (using technology from 3 Labs) would
- European Meltdown, and we have exchange deas. Dara Gray, i
redundant following Psygnosis’ have excited anyone wondering where
massive reorganisation, the been very impr jith the level of thirdparty marketing manager for 3D acceleration is headed. Perhaps
team at its ex-Stroud office ' comments Andrea D'Orta, 3Dfx adds, "It's really valuable for us of greatest appeal, though, is Windows
has good reason to feel - i i
¥ or relations manager to have this kind of interaction with Garne Mansgnr WHic ecohes s
satisfied. Having completed ; i i i it first putilic showing at Meltdown
or the company, “it's been good to see studio chiefs and creative directors
G-Police 2 (see p78), Acclaim or the company, “It's been good to idio chiefs and creative director This Iritiathve promises:to make
has announced it will take that developers are realising that making European development |s critical

playing a game on a PC as easy as
popping a disc in a PlayStation. Edge
awaits more details with mterest

over the studio, adding it to

a great game is not just to 3D game ¢

the existing teams based in

Teesside and London. Work at

Stroud will concentrate on

games for Sony consoles.

GAMES OSCARS A HIT

UK developers gueue up to enter the annual BAFTA Interactive Awards

Ich part of t

president Lord Puttnam. The nominations

16 awards will be announced on September 20 with the actual ceremony [
Last year saw the successful inauguration of the BAFTA Interactive awards,

toking place a month later. Furiner details can be found at wwwbafta. org. attended by celebs like Lord Puttnam, Stephen Fry and SCEE's Chris Deering
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PRESCREEN

EDGE PREMIERES INTERACTIVE ENTERTAINMENT'S FRESHEST FACES

Beautiful gaming?

Exploring exploitative manoeuvres on the digital football field

ith shop shelves groaning uncer the weight
of footy sims, what chance has a publisher
of grabbing Mr Casual Gamer’s attention with its
latest soccer extravaganza? Every title promises
the same old sulte of features, offering every team
under the sun, realistic ball and net physics,
advanced motion capture, accurate stadium
recreation, dynamic environmental effects,
sampled crowd noise, realtime shadowing during
night matches, state-of-the-art-Al - everything
but the kitchen sink..Once you have a3 game that
convincingly offers all of this, why wouid you
want to spend more money on purchasing
updates that are effectively the same product?
Inevitably, as with all consumer items that
reach such a great level of market saturation, it's
become a licensing match. And EA is comfortably
in the lead, with minutes to go. Its massive
publishing power Is only equalled by an immense
internal marketing machine, ensuring that when
a 'new’ EA football game is out, even a hermit in
the deepest of Andatucia’s caves gets to hear
about it. Certainly, flexing the FiFA licence to the
boundaries of its resistance has provided the US
company with numerous European number one
hits for the last seven years. But the final whistie

hasn't blown yet and waith licences of their own,
Eidos and Infogrames are intent on making a
comeback — though realistically speaking, they
have only Injury time left in which to repalr the
scoreline. EA will continue to release three near-
|dentical foaty titles every 12 months (five during
World Cup years, if rumours are correct), and
credulous game shop frequenters will happily
hand over their Switch cards at the counter,

What is astounding is the absurd short-termist
attitude displayed by the majority of the game
publishers at work here. By inundating the
market you may get healthy sales at the outset
(at least if you're armed with the right review
scores and ad budgets), but eventually the
bubble should burst. Even Average loe Punter
has his limits, and yet publishers are about to
target him with more football tities than ever.

Increasing the interval between footballing
releases not only cuts down on development
costs (obviously, as less versions are produced),
but by the time the new sequel Is ready, the target
audience will be genuinely eager for a follow-up.
The result? Massive sales in one outing rather
than running the risk of exhausting the audience
with too frequent updates. Hey, it's an idea

Strider Hiryu 2

Colin McRae Rally 2
(Coin-op) Capcom (PS/PC) Codemasters
Capcom wasn't shouting Codemasters pians 10
this tithe from the rooftops mprove every aspect of
at £3, instead leaving it the subiime original. Whie
SItting in & quiet cormer. it perhaps not the most
won't be 30 enough for realistic, this could easlly
many, but it's still & hoot prove the most playable

Quake Il Arena Trick Style

(PC) id software (DC) Acclaim

Is refease may be shpoing Floating over a racetrack
backwards, but the dnp of Is never quite as satisfying
now levers and weapons &5 roaring across one

on four wheels, but
Criterion’s hoverboard sim
could prove the exception.

corvinces Edge that its
position as thae nstant
muitiplayer rush is sate;
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PRESCREEN ALPHAS

PSYGNOSIS" BRAND LEADER FLIES IN THE FACE OF PREVIOUS INSTALMENTS, WHILE NINTENDO BITES BACK

WIPEOUT 3

i Y

Te

FORMAT: PLAYSTATION DEVELOPER: PSYGNOSIS

S&H &

ol OS50 0

LEAZPM <5256

A0 SO.LDMDES Bl

R=.

All of the major elements from Psygnosis' third instalment in the massively popular Wipeout series
nave improved since Edge first showcased the title in E72. The handling has been tightened, the

graphics tweaked, all of the modes implemented, and the menu screens have now been completed
and fook wonderfully minimalist — very Designers Republic, The resulting package is a stark cantrast
to its predecessor's cartoon-like appearance. It's also a rather appropriat

swansong for the series
before the Inevitable next-generation PlayStation interpretation emerges. Expect a review next issue



DONKEY K_C)_N G 64 FORMAT: NINTENDO 64 DEVELOPER: RARE

of Nintendo
offering continue:
and at present the

0 helght
nhabite
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o TOMB RAIDER: THE LAST REVELATION  rorwar ps/pc peveioper: core

S

0 now features a friendlie programming tricks ensure seamiless transition between game and

mare Intuitive contral interfac cut-scen 50 N0 more loading screens. New moves, new puzzles, new

and then join in oUp jamming
sassion, You will find it hard to
believe how addictive it can prove
Hours simply fiy by. (Honest.)

Them immediate aspect of this November rele

option (the PlayStation doesn't manage eight high-pol

training dummies Instead — see bottom right). In additior 2 two- and fourplayer alternatives (‘real’ characters this

time), the RPG-Inspired guest mode has you fighting enemies for experience poins in one of six martial art styles
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D EATH CR IM SO N 2 i Rl B 1Y FORMAT: DREAMCAST DEVELOPER: ECOLE

With House of the Dead 2 currently the only game carrying the flag for
Sega's Dreamcast lightgun peripheral, the appearance of Death Crimson
ter fans. The original Saturn title has a

veloper Ecole has opted for horror imagery

will surely be good news fo

nce-fiction

eme, Dut oe

Surprisingly, ¢

purplayer mode is planned for the

G RAN D TH E FT AUTO 2 s FORMAT: PC DEVELOPER: DMA DESIGN

to destructjon aplenty. Weapons new to this sequel Inciude the molotov

cocktall (relatively wide area of damage but weak range), the silenced
pistal {for those quieter moments), and the police’s favourite, the tazer
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KIRBY 64 BAN GA_'_Q FORMAT: NINTENDO 64 DEVELOPER: TREASURE
Kirby's Air

e oof the baiin
one of the lay

Dut}lixe othe:

L disappe Jme thrown around the screen simply means that tf
ent ether, nev e the them, resulting in scene after scene of pyrotech

light of day. HAL Laborato

of its 8- and 16bit Kirby platformers
The result, inevitably, will be a title
high on cuteness but low on
challenge. Is this really what Né4
owners bought thelr machines for?

44
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French codeshop Toka has shown a predilection for scrolling beat ‘em
ups ever since it unleashed titles such as iron Commando and Legend
on to the SNES, and its full-blown 3D extrapolation of those themas i5
belng swiftly realised in Soul Fighter. it's a necessarily straightforward
game, but its firstperson mode, used for ranged weapons, is a neat




ROADSTERS

ters stood outasa p Ng racing game
some Steering sensitivity problems. The finished version will have  §

30 real convertible sports models (Including the Lotus Elise and Ferrari

F50), ten tracks, and four modes of play. A winter release Is expected

FORMAT: NINTENDO 64/PLAYSTATION/DC DEVELOPER: TITUS

Sbeas,

jomad 5 dirack that Edge wasn't

£h Bowie does play two characters in Quantic Drea

PRESCREEN

phys
capture

aui
maintained &
tile bland gr hough a
visual boost is promised via RAM Pak

compatibility, giving maore datall
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F1 Ir99 FORMAT: PLAYSTATION DEVELOPER: STUDIO 33

F1 games may be imitating football titles (see Prescreen Intro, p13), but at least a lot more room for improvement
) g 5 remains within the digital Formula One season. Enter F1 99, Developed by the Newmnan Haas Racing boys, this is
looking promising, having already surpassed the dreadful £1 '28 from Visual Sciences’ (now working on EA's F1 games)
Draw distance is impressive and the comprehensive package includes, for the first time, the presence of a safety car

SUZUKI ALSTARE RACING

These are the first shots of the DC version of UbiSoft's former PC motorbike
fest, Redline Racer. The deal with the Suzuki Alstare team (Supertike and
Supersport contenders) results in a new name, new track design, an extra
urban environment, new samples, plus enhanced visuals and lighting effects,

RACE: DOQAE
LAPL DO XS
LARE . 00000

RACE OO }
LAPL OO D
LARE D000
LAarT 0000
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JET FORCE GEMINI

After a final, but not unexpected, development delay to alter main character
design, Edge spends a few precious hours playing Rare’s next N64 title

The realtime lighting and dynamic reflection routines in JFG translate poorly
in screenshot form, but it's certainly one of the best-looking N64 games yet

You're really supposed
to rescue the Tribes
from their enslaved
existence. But blasting
them is so much fun...

Format: Nintendo 64

Publisher: Nintendo

Developer: Rare

Release: September

arigin: UK

27 EDGE

n typical Rare ‘it'll be ready when it's

“ ready’ fashion, when you get a call inviting
you to the Nintendo-biased developer's new
headquarters to have a look at one of its
products for preview, you know the development
stage is nearing its end. Having been privy to
such a summans, Edge is mare than happy to
hot-foot it to sleepy Twycross, through Rare's
inconspicuous entrance gate and past several
manually controlled camera stations along the
lengthy driveway, before arriving at an expanse
of Tarmac populated by Ferraris, Porsches,
Lotuses and other generally swift vehicles, where
Edge counts at least a further eight cameras on
constant alert. It's good to see some things
remain reassuringly constant at Rareware.

Resisting the reaction to wait until all security
optical devices face putwards so as not to step
into their field of detection (an unfortunate side
effect from replaying Metal Gear Solid this
month), Edge walks purposefully through the
main entrance and asks to see Jet Force Gemini.
While the sense of urgency impresses no ong,
politely signing in and waiting to be escorted to
the demo room seems a reasonable alternative,

A deathmatch mode for those with enough friends proves sucrrrisin ly
e

intuitive given the thirdperson view (note the new character design

Had you believed the release date put
farward at the E3 convention back in May, you
would most likely be playing this by now, But
not wanting to shock the gameplaying public
by hitting its proposed commercial outing, JFG
has slipped. Only by a month, though — just
enough time to rework the main characters,
as those with the more acute visual memory
among you have probably already noticed.

Alien bug-slaying duo Juno and Vela (the
changes to Lupus the dog are nat as immediately
apparent) have gone through an elongating
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Despite its cuteness, expect insectoid intestines to decorate the levels’
walls with alarming frequency. Pro-Logic sonics enhance the effect

No game these days is complete without an underwater section for main
characters to swim in, something that hasn’t been left out of JFG's design

exterminator hats and stop him in his tracks
Naturally, each of the three characters are
controllable, and while their individual skills take
them on different routes, their inevitable
rendezvous with Mizar sees them reunite,
Before then, approximately 420 locations
must be cleared of any alien scum, countiess

puzzies solved and perilous routes negotiated

Alien bug-slaying duo Juno and Vela have gone through
an elongating process, resulting in a more adolescent look

process, resulting In a more adolescent look
which contrasts heavily with the “super
deformed’, manga-esque influence previously
evident. It's 3 wise move, but while Rare may tell
you that it was an internal decision, Edge
wouldn't be surprised If, after seeing the game at
E3, Nintendo felt a certain anxiety at seeing
childiike characters blasting insectoid parts all
over the scenery (particularly in lieu of the
‘videogames killed my son’ tabloid hysteria)

The story remains the same, however. Evil
space bug tyrant Mizar passes the time by
invading alien words. when his insectoid minions
reach the Tribal planet, it's up to the residing
crime-preventing IFG trio to don their galactic

Nightclubs and chill-out
rooms (right) are all part
of the varied JFG package

AS YOU Progress, you encounter new weapons
until your chosen character disposes of an
impressive arsenal: mini-guns, flame throwers,
plasma shotguns, cluster bombs, sniper rifles,
grenades and shuriken are but a few.

Arother aspect to be completed are the
many cut-scenes Rare has implemented to carry
the story along, Something of a trend since Zelda
(Perfect Dark also has ts fair share of cinematics
using the ingame engine), the stylish camera
work highlights key plot moments with aplomb.

More importantly, Rare's trademark multipiayer
options are particularly evident here. One to four
friends can engage in 3D hover racing as well as
Super Sprint-type antics, deathmatching, and
Lethal Enforcers-like target practice, for example
The first two are also avallable in the oneplayer
game, forming part of Jet Force’s many
references to past videogames — Edge won't
5poil the surprise by revealing them all

It's easy to categorise JFG as an old-school
shooter, but there are plenty of novel touches
and some intriguing approaches to familiar

(From top) Hover and
situations that make it worthy of attention. Edge, Super Sprint-ish racing,

for one, Is looking forward to reviewing the |——

— and talfet shnotinf are
finished product in the very near future. 1=

some of the multiplayer
games available to you
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The character design is
exquisite, combining
well with the detailed,
atmospheric backdrops
and gothic locales

Format: PlayStation

Publisher: SquareSoft

Developer: In-house

Release: Autumn (Japan)

Qrigin: Japan
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Players can build their own weapons,
opting for light arms or huge cutlasses

VAGRANT STORY

Mixing a familiar RPG setting with action-adventure gameplay, this murderous
title represents an interesting new slant on familiar SquareSoft themes

Vagrant Story has a much darker and more mature look than SquareSoft's
other current projects (see opposite). It's more Castlevania than Chrono Cross

n the mythical kingdom of valendia, a

n powerful Duke is murdered by the very
knight assigned to protect him. And so begins
Vagrant Story, a part RPG, part free-roaming
thirdperson arcade adventure. Interestingly, the
player takes on the role of the assassin - Ashiley
Riot - in what will no doubt become a guest to
clear his name. Along the way he must do battle
with a religious cult named Mullenkamp and its
apocalypse-obsessed leader Sydney, whose malign
influence threatens the stability of the realm

Although the plot is hopelessly derivative,
Vagrant Story is a mouth-watering proposition
The fully 3D scenery and characters are
masterfully drawn, with texture detail surely
pushing the PlayStation to its limits, and there
are some Interesting gameplay twists to boot.
Most notable, is the ‘weapon build’ system:
players can create custom swords, axas and
maces by combining three weapon parts —a
blade, grip and powerstone. These arms can also
‘learn’ from the creatures you slay, so that if you
kill a fire monster the sword will, in future, cause
greater damage to other fire monsters. It's also

possible to wound enemies, slowing them down
with a leg shot, or reducing their sword skills with
a slash to the arm — a touch of realism often
missing from RPG-related games.

Sguaresoft also promises an intuitive control
system and smooth animation, as well as gothic
backgrounds and cool characters. Plus, gameplay
influences are coming in from everywhere: the
mansters have fatal flaws which need to be
discovered quickly - a throwback to the 2D shoot
'em up age — while the many traps and emphasis
on stealth and strategy call to mind the more
maodern MGS. If these elemeants do come
together, this could be a great title froma =
company currently in creative overdrive. U=

HP 35+ 100 MP 100 ite
RISK T WT []

The scenery is stunning
- which could explain
rumours that the game
can be completed in
only eight to ten hours

The enemies all have key flaws which
must be exploited carefully in battle
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CHRONO CROSS

After final Fantasy VIl and VIII, and the announcement of Legend of Mana,

SquareSoft continues its RPG exhumation with a sequel to time-travelling epic, Chrono Trigger

each scene with fantastic depth and the vitality of an anime cartoon

| The incredibly rich colour palette used by the new Chrono team imbues

baddies including
dinosaur beasts (top)
and giant insects in
the bath (above)

Format: PlayStation

Publisher. SquareSoft

Developer: In-house

Release: Winter (Japan)

Origin: Japan

Ithough Final Fantasy tends to get all the
m press these days, 1995's Chrono Trigger
probably did just as much to giamorise the RPG
genre in the west as its illustrious stablemate.
Wwith a complex plot spanning thousands of
years, excellent music and a cast of likeable
characters, the game drew a huge audience,
selling 2.5 million units on release in lapan.

Four years later, Square has revived the
franchise with a new set of characters and a new
developmenit team. Alithough a few staff remain
from the original line-up, legendary character and
background designer Toriyama Akira has moved
on 1o other projects, as has Sakaguchi Hironobu.
The replacement team does have plenty of
experignce, however, coming in from games
such as Final Fantasy I, it and i. Chrono, then, is
still an A-list title as far as Square is concerned.

As for the ingame cast, even Chrono himself
has departed, replaced by a cutesy youth named
Serge and his female sidekick, Kid - a gutsy knife
-wielding heroine. On the dark side is Yamaneko
an evil cat/nhuman hybrid whose underhand
deeds and magical abilities make him a wylie foe
for the two young protagonists. Although storyline
details are few at present, the main thrust of the
action takes place in Guardia - the Tolkien-esque
empire featured in the original titie. This time,
though, instead of travelling backwards and
forwards In time, the plot invoives a paraliel
dimension into which Serge is unwittingly thrust.
As in Soul Reaver, this other world mirrors the
real Guardia, and anything that occurs in ane
dimension has direct conseguences in the other,

For combat, Sguare has abandoned the oid
turn-based engine. Instead, a highly strategic

setup allows piayers to give commands to their The m hn:'af :n‘::le
exce use
characters, and provides a thorough range of R daaerts 5

physical, as well as slemental (ie, magical), altacks
What really marks the game out, though, is
its beautifully atmospheric visuals. With a camera
that gets much closer to the characters than most
RPG fare, and some amazing light and shadow
work, Chrono Cross fully captures the colourful
vitality of an anime film. With CGI cut-scenes
developed by the FFVI and FFVIll team., this
could be a visual masterpiece aswell as a
welcome retumn to gaming pleasures of old

variety of atmospheric
settings. The inviting
tavern (centre) is
especially effective

"

2497369 | W2l

The game uses a modified version of the original Chrono Trigger battle
system, allowing precise realtime control over each playable character
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NCE NASEEM BOXING

In its quest for perfection, Codemasters put back the release date six months
then embarked on a fundamental rebuild of what it hopes will be its prize fighter

The main reason for
the development
extension was the
developer's wish to
improve gameplay.
Now the boxers can
‘duck’n’dive’ their way
around the whole ring

Format: PlayStation/PC

Publisher: Codemasters

Developer: In-house

Release: September

Origin: UK

0 wins

As well as the oneplayer game (including the
career mode), multiplayer fun is promised

f proof were needed of Richard Darling's

“ comments regarding Codemasters’ policy
of not releasing games Until it feels they are
ready (see Audience With Richard Darling, p118),
then Prince Naseem Boxing is certainly it. Initially
scheduled for a spring release, the game is now
not scheduled to appear until September, Not
that Edge saw anything critically wrong with it
when it got to try it out during May's E3
exhibition in LA. Quite the oppaosite in fact -
things were looking promisingly playable,

But Codemasters thought different. So much
s that the team behind it has gone back and
reworked some fundamental areas. Edge had a
chance to witness the latest transformation while
0n a recent visit to Codemasters’ Warwickshire
headguarters, and is more than happy to reveal
the latest modifications When the game last
showed its face, the action had been entirely
animation based. Not so now.

Exrect the presentation throughout to
reflect Codemasters’ usual high standards

In order to enhance playability, many aspects of the game remain
reassuringly arcade-like, although a certain authenticity is included

Opting instead for a physics-influenced
environ, everything has a force value assigned
to it. The change is immediately noticeable. Any
tweaking of variables, such as weight or power,
will have a knock-on effect on the gameplay.

The default camera now displays the fighting
from a more playable vertical perspective. Mare
importantly, the development team was unhappy
with the lack of ‘ducking and diving’ around the
ring in the previous versjons, admitting that there
was a tendency for the fighting duo to stand
firmly rooted to & spot, punching the polygonal
excrement out of each other, Again, this has
been altered so that now the whole of the
canvas-lined area is used as two players
attempt to land a well-timed digital punch.

The game's ariginal modes of play
(tournament for up to eight players, versus, and
oneplayer career options) have so far survived,
and a total of 90 fighters with an impressive
moves repertoire still looks set to make the
final version, which Edge is certainly
looking forward to getting its hands on

The game used to be
centred around an
elaborate animation
system for its play
mechanics, but a
complete rework sees
a thysics-hased engine
ta

e centre stage
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URBAN CHAQOS

The opening game from ex-Bullfrog outfit Mucky Foot combines a
liberal splattering of genres in one futuristic, apocalyptic adventure

The streets of Urban Chaos are busy with pedestrians and city traffic -
where you will, of course, be penalised for beating innocent people up

The camera is incredibly flexible, capable of hovering above the player to
look over a ledge, or loitering behind when a street-level view is required

ostradamus has been getting a lot of
m publicity lately. A few weeks ago, flocks of
his most ardent believers were preparing for the
end of the world - an event he had repartedly
scheduled for sometime in July. They must have
been so disappointed when the four horsemen
failed to show — or will the August eclipse spell
disaster? Either way, Mucky Foot has released an
early demo of its forthcoming arcade adventure
set at the turn of the century, and based around
the old trickster's prophecies of Armageddon

Format: PC

Publisher: Eidos

Developer: Mucky Foot

Releaser September

The twoplayer cooperative mode could
prove an interesting option, as it makes
use of both of the game’s lead characters

Origin: UK

You play one of two cops — Darci or Roper —
trying to keep order in a dark metropolis gripped
by pre-millennial tension. it's a thirdperson affair,
combining the eclectic character abliities of Ms
Croft (jumping, climbing, etc), with the fisticuffs
of Fighting Force and the weaponry arsenal of a
good firstperson shooter. The player has free run
of the city, which is filled with vehicles and
pedestrians, all going about their own business
as police helicopters swoop above and rubbish
blows about the dirty streets. It's a very
atmospheric, well realised environment that
should serve the shadowy storyling weil.

As for gameplay, the action is mission-based.
One minute you'll be storming a crackhouse
near the beach, the next you'll be breaking up
a gangland meeting in-a baseball arena or trying
to talk a suicidal man down from the roof of a
skyscraper. There are various NPCs to interact
with along the way, and you can get into different
vehicles, which accentuates the feeling of being
immersed in the life of a ‘real’ city.

At the moment the controls seem a little
fiddly (left and right keys rotate the onscreen
character, a familiar tactic that can make intricate
movements difficult), and the fighting is a little
basic. However, with a good range of missions,
decent weapons, and a variety of city areas
created with the attention to detail that Edge
has witnessed so far, Urban Chaos could prove
to be an atmospheric and eminently
playable game, if not entirely original L=

Nearly all of the many
objects in Urban Chaos
offer some form of
interactivity. NPCs are
no different, of course

EDGE 27
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DEW PRISM

Action RPG or women'’s body fragrance? This delicately titled game could
be either. Predictably, Square has decided to develop it as the former

As in Zelda, the super-deformed look makes all the characters resemble wide-
eyed children. The game’s so cutesy, even the sabretooth tigers look huggable

Lou is-a young arphan who needs it to reanimate

Mint and Lou are both
searching for the Dew
Prism. Lou wants it
to blinF back his

s

dead sister, while the
princess wants it for
more dastardly ends...

Format: PS/DC

Publisher: SquareSoft

Developer: In-house

Release: October (Japan)

grigin: Japan

Dew Prism boasts a large cast of
NPCs, who will interact differently
depending on which of the two
characters you've chosen to play as

= he market will be awash with new RPGS

T by the end of the year - largely thanks to
the recent efforts of Square. While Vagrant Story
(see p24), Chrono Cross (see p25) and now Dew
Prism are all in development, two of them - Dew
no Cross — even share the same
sibly over-worked Tanaka
Hiromishi of Final Fantasy fame

Dew Prism |s a different kettie of goblins

altogether, though. where Chrono Cross has
an almost naturalistic look, Dew Prism is pure
super-deformed cuteness - aping both the
mini-characters and the simple, realtime 30
platformer controls of Zelda. Comparisons
ave also been made with Square’s earlier
: n RPG, Brave Fencer Musashiden (8/10, seg
E&3), mostly due to the similar character design
and the game style. Whatever the case, Dew
Prism gives you a cholce of two characters, both
searching for the eponymous magical artefact.

Prism and Chro

progucer, the p

his dead sister brutally murgered three years
before, while Mint is a spoiled princess who
wants to use the Prism's magical properties to
defeat her sister and take her place on the
throne. The setting, of course, is a standard RPG
realm of sword and sorcery, where monsters run
free and the local inhabitants are generally
ifeless until you go up and talk to them.

Naturally, the game differs depending on
which character you choose. Lou's guest is a
bit of a tear-jerker, while Mint's is more comic -
plus, although they meet the same characters
during the course of thelr adventures, they will
act differently depending on which protagonist
you've chosen to play as. And if you choose to
play Mint, you'll bump Into Lou along the way -
and vice versa - giving the Dew Prism universe
a neat uniformity.

While perhaps not quite as visually arresting
as Chrono Cross, Dew Prism does have a
charming style, and the contrasting experiences
and abilities of the characters {Lou can turn
himself into different maonsters, while Mint
can use spells, for example) should give the
game considerable replay potential, Also, the
simple interface, which doesn’t even appear
to change during fights (there are no special
battle screens or modes) should ensure the
game's appeal extends beyond the usual

I
L
circle of RPG obsessives. 1

The game’s plot differs
depending on which of
the two characters has
been selected. Expect
to run into the other at
certain points, though

,__‘J
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AR D EVILS

UbiSoft's well timed and thoughtfully tweaked pseudo-sequel to Speed Busters
is perfectly positioned to catch the Dreamcast wave when it begins to roll

New features include some additional track elements such as this strikin,
twister-infested Louisiana circuit, which has you battling to stay ahead o
the pack while avoiding the perilous phenomena nature throws your way

Format: Dreamcast

Publisher: UbiSoft

Developer: In-house

Release:September (US/UK)

Origin: Canada

=1

ome of you may re

racing specimen J,C‘t‘"J Busters 3
last November, the game proved an enjoyable
venture into the realm of the fantastical - its
tracks, Ihc-ugh ﬂsglred ::-;‘I real locations,

lements

xample,

you'd negotiate a comer only to face falling
rocks, or you'd have to outrun a mechanical
T-Rex - a risk you take when racing around a
Hollywood film studio lot. Yet, while Speed
Busters” approach to a genre increasingly
preoccupied with realism proved refreshing,
t suf

d from several limitations.

Enter Speed Devils, While a relatively simple
Dreamcast port could have been an option, and
one iImmediately attractive to a less scrupulous
developer, to its credit UbiSoft opted to polish

orrect the faults of the ‘Busters

as the slight name aiteration
suggests, Is a tweaked pseudo-sequel

Other than the ten varled (anad fully
damageable) vehicles, the 13 tracks - Inspired
by seven different environments — improved
visuals and other similar revisions, two m
aiterat able
S the introduction of finance into the equation. In
championship mode, several iIncome-generating
opportunities exist (which In turn allow you to

immediate:

purchase bet " upgrade cu
You can also place bets before tf
and, while you're driving, factors astop
speed, fastest lap, and the finishing position
also carry financial rewards and incentives

doesn't exploit the machine’s modem capability),
but rather a series of twoplayer games. The
traditional head-to-head game Is the

it are four other mod

nspired by Mic
racing games exist
defend his lead while the sec aced racer
frantically attempts to steal it. Another has you
attempting to secure all of the money-making
factors (fas

eed, lap, position, etc) present

n the on

adversary r
the main game has been vanquished, the
multiplayer options promise more play value
n its current form, Speed Devils could
emerge as an intriguing and playable pr
come Dr [ t's 8

itself in the enviable position of being first
of its kind on Sega’s 1280it me
should further its potentlal

ching, which ——

There is a pleasingly
solid feel to the game.
It's a good start for
UbiSoft’s European
Dreamcast attack
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n the field of football coin-ops,

nothing comes near Sega’s

Virtua Striker series. Now
entering its filth incarnation — following
the Model 2-powered original and the
Model 3-driven Virtua Striker 2 and
v'28/v'99 updates - its silky gameplay
has shrugged off so many chailenges
Irom competitors that they no longer
bother to release new football games
of their own to compete with L

Sega's Satoshi Mifune has been

working on the series as programmer/
director since its inception in 1995 With
Just over a dozen staff, he is taking a
backwards step in technological terms
by producing v2000 as a Naomi title
Edge met with him at the headquarters
of Sega’s AM R&D#11 to talk tactics

Edge: When did you first start

work on the game?

Satoshi Mifune: We only started to

develop it on Naomi this year, but we

undertook a large part of the preliminary

work on Model 3 from autumn of last

year. At that point we started to work on

the conversion tools for Naomi, and |
reviewed different features of the game |
The result of that was making another |
Model 3 game [Virtua Striker 2 v'99],

although that wasn't the intention at the

beginming - it was supposed to be

it's rare for a football title to feature
within these pages, but then great
football games are rare in themselves.
Sega, however, is one company that can

il _
be relied upon to deliver the goods, as
Edge discovered on a recent visit
e
s Q V52 v2000 looks strong as a Naomi
G title. A DC port should follow soon
B
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there are a number of new types, including 3-4-3 and 4-5-1

Phgsmhmmonheedommbmkfmm their formations, of
wh

m director Satoshi
i warked on
several driving games
with Yu Suzuki within

s AM R&D#2

Format: Coln-op/DC (TBC)

Manufacturer. sega

Developer: Software R&Dv4

Helease: TBA

Origin’ Japan

4 1 EDGE

Naomi. But we decided to finish the
Model 3 version and release a Naomi
version later
Edge: Why did you decide to produce
an update of Virtua Striker 2 instead
of developing Virtua Striker 37
SM: First, there was a graphical
problem. We needed to provide radically
different visuals to players, and we
didn't feel we could do it In gameplay
terms, between Virtua Striker 1 and 2
we made everything again, right down to
the contrals. Furthermore, while making
Virtua Striker 2 we didn't use all of the
capacity of Model 3 - there were still
lots of possibilities. so we made a ‘98
and a '99 version. By not reviewing the
whole basic system, but changing only
the game content and improving the
controls. you still get the feeling that it is
Virtua Striker 2. For a Virtua Striker 3 we
would need to review the fundamental
parts of the game

A big improvement that could be
made would be to give more freedom to
the players. If we can’t do that then we
cannot make a V53, But updating both
hargware and software Is difficult - it's
easy to put the number 3 at the end of &
game's title, but (t would not be honest.
Edge: Are you happy with what
you've achieved with the series so
far, or is there room for improvement?
SM: There are a lot of things | am not
satisfied with, For example, depending

on the distance to the ball there are
things you can do and cannot do, but
on a real field you can adjust by
extending your leg. There are many
things that real players can do that

are notl implementad yet in a game
These parts can be improved, but not at
the risk of harming the gameplay:
Edge: What specific improvements
are there in v2000, the latest game?
SM: The core gameplay is essentially

the same as before, but we've added
different features, such as the possibility
1o change tactics. We also have new
formations, teams and stadiums, but we
found it very difficult to touch the hearl
of the game. If we tamper with it, the
game might become too complicated.
There are also numerous
Improvements we've made Lo the
engine that cannot be seen in the game,
when we want to modify a small part

Given the limitations of Naomi hardware, Sega’s coders have performed some
feat in making this in some respects better looking than its Model 3 precursor




The game features five new teams -
Tunisia, Morocco, Norway, Iran and

although the difference in
expected

Cameroon,
skill is not as big as might be

we sometimes have to go back very

far in the program and modlify a very
basic part of it. We progressively
improve the engine by moditying and
adjusting small program parts, The
quality raised progressively.

Edge: What was it like to convert
from Model 3 to Naomi?

SM: It was very difficult [laughsl. it was
not so difficult to convert the software -
it was relatively easy, In fact - but the
visugls were very difficult. After making
the first 'easy’ conversion we looked

at the screen and we were very
disappointed by the result. It was
horrible, we first thought that nothing in
the world could perform better than the
Model 3. But we worked on the program
and the way to display graphics and
progressively the game became better,
Edge: The results look impressive.
SM: Companing the versions precisely,
the game is even better on Naomi than
the Model 3. Resolution is very precise
and the compression is also pretly good
on Naoml. Images are actually sharper
than Modei 3 images.

Edge: What about frame rate?

eplay <

The new
a selection of remodelled stadiums

graphics engine generates

In order to retain the fundamental
appeal of the series, the control

The enhancements lie elsewhere

system has not been tampered with.

SM: Insome respects it is lower, but we
succeeded in pushing the game to a
good level. In front of the goal, when
there are lots of characters moving, the
game is sometimes slowing down. But
we are still working on it and we are
confident we will make it disappear
Edge: What has been the most
difficult part of development?

SM: The graphics, surely. For Naom to
display graphics we directly access the
CPU processing power. It is ditferent for
Model 3. The main program processing
of Virtua Striker 1s very heavy. It was
very important for us to release a game
visuaily at the same level as Modei 3. we
needed to speed up the program and
display nice graphics That was the most
difficult thing

Edge: Have you started work on

a Dreamcast version?

SM: Not yet. Well, we've started to make
the preliminary work, but nothing has
been decided yet, We don’t yet know
how close the Dreamcast version will
be to the Naomi version. It also depends
on the time granted to us to make

this [coin-op] version.

SCREEN

“When we made the first conversion
results. We first thought that nothing

Edge: The Virtua Striker series is one
of Sega’s biggest, although it doesn’t
get much praise in the press. Just
how popular are the games?

SM: It is very difficult to say, but there
have been some surprises, such as in
Italy, where the game sold as much as it
did in Japan. | was very surprised about
that - because of the number of game
centres in lapan, a big figure can be
Justified here, bul the number in italy
are a mystery. Greece was also a very
good market lor us, for some reason;
Edge: Have you targeted v2000

at any particular market?

SM: | don't believe we take into account
any differences between Europe and
Japan, Because it's an arcade game,
there are no big differences between
the teams' levels. However, without
MENoNIng any names, Some are

hetter than others [smiles]. E
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Following Rainbow é, the game that detonated the whole tactical combat explosion, Red Storm's
latest special forces game takes the realism and adrenaline rush of hostage rescue to new levels
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Environmental effects such as snow and rain have been added. As
in MGS, guards will be alerted if they see footprints in the snow
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T 10 the doars of the Rogue
Spear office. Swarthy-looking
terronsts clutching chunky assauit rifies,
they are souvenirs of the team's visit to
an army weapons range

One has been shot to pleces, with
the bullet holes spread as much cutside
the target area as inside. The damage is
S0 wayward you wouldn't be surprised
to learn that 1t had been inflicted with &
blunderbuss - Inaccurate doesn't do it
justige. The other target demonstrates

Romhhmhﬂu Museum of Art which
hnbmoomphdby objecting to an Egyptian antiques
wo life-sized targets are pinned the neat patterns of a trained

professional, however. Closely bunched
clusters dot the target’s vital areas.

Placesd In a hostage situation, It’s
abvious which marksman you'd prefer
to be rescued by. It's also a daily
reminder of the Rogue Spear philcsophy’
miodelling the accuracy, planning, and
ice-conl thinking required in special
force situations, and converting it into
the form of 8 computer game,

Behind those targets, and
surrounded by coples of *Small Arms of
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Even during an assault,
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such as the location of

the World" and the occasional replica
gun, programmers compile tabies listing
the rate of fire of the Steyr assault rifie
and the ‘runaccuracy’ of the 357 Desan
Eagie pistol. Want to know the recoll
#ffects of ollloading all seven shedls
from the fully automatic SPAS 12
Shotgun In just over a minute? Wi be in
a database somewhere here. Because If
there & ote thing Red Storm Is |ustly
proud of, it's the realism that underping
the Rainbow 4 axperiance.

So real it hurts
The game's legend, 'As Redl As It Gats',
lan't Just marketing hype Although they
don't llke to 1alk about iy, it's clear the
team have close ties with milltary
Apencies This level of contact has
almost been wiitten into Red Storm's:
DNA thanks to founger Tom Clancy. His
Dooks dispiay a startiing evel of veraciy
for somenn? who Claims never to fave
actually read a classilled document. But,
in the case of Ranbow 4. the links go
both ways The special forces of mare
than una country have communicateq
that they use the game as a part of their
training programmes.

But il the biack ops were impressed
by Rainbow 6, Rogue Spear takes e
reallem one stap further One of the key
enhancements that producer Can
Schnurr |s most excited about is the
elaborate ballistics model that underpins
the game’s combat. This calculates each
bullet's loss of kinetic energy 4s it exits

@ gun barrel, subsaquently working out
what damage it can do when ithitsa
target, Andl, 8s the guns and ammunition
the combination of load-out kit brings &
newlevel of tactical thinking to the fore.

For example, tull metal jacket or
jacketed hollow-point ammitinition
can be chesan. Combined with the
right weapon, 3 full metal jacket round
will penetrate’ body armour, whereas
the hollow point won't. But; because of
its softer composition, it has more
Stopping power against unarmoursd
targets. Schnurr explains the various
tactical implications: "If you have a
Coit AR 15 [an M16 clons] it may be
anmour penetrating at ciose range, but
At long range it may not be, 50 now
there's ateason to take a submanne
gun Instead of an assault rifie, becayse
you have In be careful ol to shoot
through a termonist and Kill a team
miember or hiostage. ™

Another repercussion of the over-
penetration of rounds is that players will
be abie 1o shoot through doors, or snipe
two tefrorists with one bullet: in fact,
doesn't model is the downward pull of
gravity on bullets According to Schaurr,
A PHD In physics himsel, with line-of-
sight calculations needed for up to 38
characters on a level, all of which could
patentally end up in the same roam,
there |ust isn't encugh CPU memary
avallable. And, as most of the fighting i

close-combast, It doesn't make much
difference anyway.

That stated, howsver, one of the
most requesied featlires lor Rogue
Spaar was a defined sniperrole. So
WO marksmen have been added to-
the Rainbow team, and the terrorists
get thelr own dedicated snipers, The
level designers have also croated some

Format: PC
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& Carl Schnurr, producer, Rogue Spear

Publisher. Red Storm

Developer: in-house

Relesse september

arigin: Us

EDGE 15 p



¥
' 4
i
- IR \ Y
P e
or: how a successful PC game property is having
every drop of money-spinning potential wrung out of it
ns, only three team : -
will ba playable, and the game ! ] it o It mixes the
planning aspects e : narrow aisles and

of the inside of an aircraft
the external lack of cover

PlayStation Rainbow 6

W e T T T —

«

Nintendo 64 Rainbow 6 e |

G WD -

ons for @ movie




rise of Red Storm

In the best of modern mythic traditions, a homespun
cure for jet lag sparked the birth of a software outfit

—
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Artificial Life will be the videogame technology of the next millennium, and at the forefront
of this strange and complex science is Cambridge-based CyberLife Technology. Edge recently
visited the company and discovered that its revolutionary Creatures titles are only the beginning...

Creatures Adventures
features a simpler, more
visual interface than
previous titles in the
- |. series. Younger gamers are
* therefore a key audience

40 EDGE

5 you would expect from a city
m housing one of the world's most

respected universities, Cambridge
has seen |ts fair share of scientific glory.
Isaac Newton came up with his most
groundbreaking ideas here, Charles
Darwin was persuaded to sail aboard the
Beagle by his Botany professor while
studying at Christ's College and, more
recently, Stephen Hawking arrived to
research cosmology and now holds the
post of Lucasian Professor of
Mathematics. it is fitting, then, that
Cyberlife should choose to set up here.
Above a bar, looking down on the river
Cam, a stone's throw away from
Magdalene College, the company is
currently refining its eponymous invention
- CyberLife: a means of simulating the
very processes and structures of life itself.

Although CyberLife has existed far

around a decade under other names and

has worked on many previous projects,
it was the success of Creatures in 1996
that gave the company its focus on
Artificial Life, Understandably, the
developer is busy working on several
new titles in the series.

The creatures retum

The first to reach the shelves will be
Creatures Adventures - a restructured
version of the franchise aimed primarily,
but not exclusively, at younger players
Due for release in September, the game
retains many of the features of its
predecessors, including a bright, detailed
20 world filled with objects, food, birds,
butterfiies and plants to investigate. Here,
though, interaction between the player
and the Norns is simplified. There are no
pull-down menus and there's no keyboard
input. Norns are led around the map by
the player, they can be dressed up in

different costumes and thay can bake
cakes using ingredients they've grown
in the garden.

There are also several subgames
littered around the title’s 15 different areas
{including a Thrust-style fly-about in Cloud
Kingdom) which producer Ben Simpson
justifies thus: "Adventures Is designed
around the philosophy of free play, the aim
being to guide and teach your creatures
as they experience the world around
them. The product provides the building
blocks for you to create their own
experiences without forcing them to follow
linear play patterns.”

But that's not to say the title has been
completely dumbed down. The technology
behind Creatures Adventures Is just as
advanced as in previous titles, and Norns
still mate, get sick and die (the manual
Includes a guide to help parents answer
any guestions these features might bring
up). The landscape is also just as realistic,
supporting a true ecosystem where
spiders eat flies, flowers close up at night,
and plants thrive in rainy conditions. It's
just that here everything is more obvious.
When the.Nomns are hungry they rub their
stomachs; when they're ill they get spots
on their face; when they're pregnant their
stomachs swell up. In fact, Adventures will
perhaps serve as a great introduction to
AL for anyone who finds the abstract
complexity of Creatures overawing.

Next up will be Creatures 3, heading
for a November release. The third iteration,
the action is now set aboard a huge
spaceship owned by a superior race
named the Shee, who, according to
Creatures mythology, originally bred the
Norns and the Grendels and left some of
them on the worlds that you've seen in
the first two instalments. The spaceship is
essentially a gigantic breeding experiment,




Ben Simpson
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with four separate areas or ‘Terrariums'’:
the Nam Terrarium, the Grendel Terrarium
{replete with pools of Norm-eating
piranhas), an aguatic area and a desert
area populated by the Etting, a third
species introduced in Creatures 2, Each
area has its own Indigenous wildlife and
food chain, which players can mess up by
transporting species from one place to
another (with interesting ecological
conseguences). Norns have direct access
to each of these areas, of course, as well
as the ship's bridge and engineering dept
50 they can interact with dozens of
objects, food types, gadgets and wildlife
species, just as in the previous title.

There are many additions, however, as
producer Toby Simpson explains: “The
Noms in Creatures 3 have a whole new
brain. This improves their memary
considerably, and makes enormous
advances in the brain’s ability to learn the
difference between positive and negative
actions. The whole system - brain and
bicchemistry - is now In floating point,
providing & broader dynamic range and
considerable performance increases. The
creatures’ goal direction and navigation
system is now based on smell — allowing a
creature to find the shortest route to a
target, even if the target is moving, and
the route itself changes continually.
Several new genetic structures remove
some previous limitations, and creatures
have had their internal organs and
chemical systems rebullt from scratch.
One particularly exciting development is
the addition of new brain lobes and
structures that provide the potential for
social behaviour, so creatures can leam
the difference between a positive
acquaintance (friend) and a negative one.
A side-effect of the social brain lobes is
that parents are now able to pass their
knowledge on to their young.”

Those whao criticised the last two
instalments as largely passive experiences
will perhaps be more interested in the
new ‘connection’ agents. Strewn about the

Creatures 3 uses a much more
interactive environment, allowing
users to create complex machines

Terrariums are various gadgets that can be
connected up to other objects to create
complex mechanical systems. Connect a
sludge gun to a Grendel Detector, and it
fires any time one of the |umbering beasts
gets near. Connect a Norn smell-emitter
into an airlock, wait for a Grendel to come
along (they're attracted by the odour) and
then blast them out into space. You can
also set up alarm networks to warn of
approaching mansters or lurking diseases:
“We also provide some low-level bullding
blocks such as ‘or’ gates, ‘and’ gates; ‘not’
gates, counters, delays, etc,” adds Simpson.
"You could theoretically build a working
computer out of the parts.”

This detailed new element not only
adds to the gameplay, but it should also
widen the user-exchange element of the
titles. Already there are thousands of users
on the Internet, swapping Norn DNA and
creating their own agents; soan it will be
possible to save blueprints of huge,
complicated machines and swap them
anline. It rather puts shooting opponents
in Quake Iil tests into perspective.

The beasts within

To date, Cyberl|fe has restricted itself to
variations on one theme: Crestures,
which, like &im City, is more of a highly
complex toy than a game. However, the
developer’s latest project - still in its
planning stages and going under the

The creatures’ progress

.i-mum (1996)

Crealnres 2 (1998)

* The original Creatares is an incredibly advanced Al toy — & sort-of
gruwn»up Tamagotchi. Users are given control over a race of treatures
called Norns who wander around a 2D landscape, littered with food, toys,
Ulifts and transporters — sl of which they can interact with of their own
 accord. And Noitis are actual living creatures — they have simulated blood
 systems, instinctive drives and rudimentary brains employing advanced
. meural network technology; they don't rely on stripted behaviours, they
" Jeatn from their actions i mmmhmmmers can't Tully
predict. Thay ‘can even mate, donating their coded DNA to the resulting
-progeny. The player's role is to'help each Nom navigate the world, to
‘keep them amused, and to simply watch, if the critters.do something
| \wrong, you gan use the cursar to slap them; if they do something well,
" give them a tickle - in this way you train and madify their benavior,
Oh, and you must keep them away from Grendels — ugly, disease-
carrying beasts who love to pick on their euddly neighbours.

working title Beasts —is a move into

new territory. Producer Chris Bamford
enthuses: “The main aim is to take the
cool technology of Creatures and use it
for something mainstream gamers will
really go for — something with danger and
action, with a clear goal, but without only
one way of achieving that goal.”

In other words, CyberLife is finally
creating a traditional game, based around
its‘core AL technology. The cutesy Norns
have been dropped, though - CyberLife
guite rightly assumed that hardened
Quake and TA fans would balk at
contralling cuddly teddy bears. The fantasy
waorld setting is also out the window —
Beasts will be very much based on earth

EDGE 41 P
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as we know it. However, the dev team still
wanted their game to be based around
fictional creatures - mostly to avoid
wrangles about behavioural authenticity.
50 two provisos were set: they had to be
plausible, and threatening.

Looking into myth, legend and
anecdote for inspiration, the designers
settied upon the idea of using the yeti—

a primate beast rumoured (at least by
impressionabie climbers and the odd
local) to wander the Himalayas. Here, then,
players get their own troop of Yetis which
they must guide through a series of
challenges (there are 12 at the moment),
each set in a different area of the map.
Some Involve battiing other animals, some
are based around fighting rival Yeti tribes
looking to expand their territory, and
others have your group rampaging
through human villages scaring the
bejesus out of the locals so that they
don't encroach on your mountain realm.

The catch is— as with the Norns — you
canrot directly control these creatures.
They are artificial organisms with their
own simulated brains, biochemical
systems, instincts and urges: “They are

Hoping to appeal to mainstream gamers, the Yeti tribes in Beasts are
much more aggressive than Norns. The gameplay should reflect this

mare responsive than Norns,” publishing
director Howard Newmark points out,
"but they're not as subservient as C&C
units. Imagine a tank that says, 'Fuck off
I'm not doing that, it's sulcide,” and you're
on the right track *

Creature comforts
Conseguently, as in Creatures, you have to
nfluence your tribe through a punishment
and reward system. in place of the old
siap and tickle interface you get a pull-
down menu listing 8 number of emotional
stimulants - anger, fear, pain, calm,
curiosity, etc — which must be
administered via injection to promote
relevant behaviours

For example, if a human being or Yeti
from another tribe 1s-around, inject one of
your Yetis with aggression and hope that
he starts a fight with the bad guy. If he
does, inject him again with happiness and
he'll remember that baddie-bashing is
good. You can now count on him in a
scrape. To affect your troops on a wider
scale you can drag the cursor over a
group of Yetis and "bomb’ them with the
desired emotional chemical so that they
all react. The only problem with this tactic
Is that you can't direct how they react
cover your whole tribe in aggression and
they may just start kicking seven bells out
of each other rather than looking for
another tribe to take on

But it's not all about manipulating
these poor beasts into battle As with the
Nomns, they have to be taught and
nurtured. You have to make sure you've
always gol an equal ration of males and
females, and you've also got to instigate a
strict breeding program, keeping the weak,
sickly males away from copulation at all
costs - or risk infecting your tribes’ gene
pool with their infirmity. Interestingly, the
beasts have advanced social skills and will
quickly form a tribal hierachy based on
strength and aggression - something the
designers have instigated after studying
real-ife primate behaviour. They also

Cyberlife’s Origin technology
enables the team to create
hugely realistic ecosystems

4 12 EDGE

recognise members of their own tribe by
smell, and can be taught t0 attack those
who don’t share it

Iimportantly, Beasts also marks a visual
landmark in CyberLife history - it uses a
3D engine. But why the long wait?
Bamford explains: "The move from 2D to
3D involves quite a lot of issues over and
above the obvious one of rendering
technology. The visual engine has actually
proved the least of worries. Navigation, for
example, is something we‘ve had to work
out new solutions for — beasts now have
to think and pathi-find in three dimensions
and cope with intervening hills and so
forth, for instance. SO our aniswer was to
Create a navigation System that, in
principle, works a bit like smell. interesting
objects like food give out a smell that
slowly spreads through the world. Beasts
can follow the trail, homing in on the area
of greatest concentration. We've also had
to implement a complete physics engine,
to cope with our 3D worids.”

Essentially, Beasts is a reattime strategy
game, but with units that have a life of
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their own - units that are susceptible to
the ravages of genetics and the seasonal
whims of the world around them. As in the
Creatures titles, the Yetis' environment is a
true ecosystem: if there’s a drought, the
amount of food they can harvest
diminishes, placing the tribe in jeopardy
before they've even begun engaging their
enemies. Ultimately, then, the game should
require a whole new set of skills and
tactics from RTS veterans — a factor the
genre will surely benefit from

Virtual actors and holodecks
CyberLife — the AL code behind the Norns,
Grengels, Yetis, etc - is not this company’s
only proprietary technology. Onigin is &
brand new software architecture (o
environmental modelling system) which
allows teams to create 30 worlds rich in
ecological realism. Seasons and true
phiysics can both be bullt into Origin
domains, which can then be filled with
‘agents’ = living things built using AL code.
rhese agents, whether they're plants,
birds, horses, or humans, will then exist in
the world as sentlent beings, conforming
to a totally naturalistic food chain

Beasts is the first title to use the
system, but CyberLife has even more
grandiose plans for both its AL code and
Origin. Not only is the next Creatures title
set to use the new 30 technology, but
CyberlLife is aiso looking into creating a
sustained online muitiplayer game - one
1 ¢an be customised and mutated in
realtime, by its inhabitants, one that
provides a landscape in which everything
you see is alive and autonomous and
where computer-controlled characters are
virtual actors who contribute their own

an RTS - the expansion of the
tribe’s territory is the main aim

personalites and unpredictable whims to
the proceedings When pushed to give a
theme or plot to this vision, Taby Simpson
i5 evasive — he doesn't want to restrict
players in the way that, say, Everguest and
Uitima Online do.

"UUitimately, one of the things we wish
to do Is to put a holodeck on your
desktop,” he says. “We want to be able to
create an environment where you can do
anything, any time, with anyone - creating
enviranments for entertainment that are
50 real that suspension of disbelief occurs
all, or at least most, of the time. We
believe that such worids are impractical
without a sound, bottom-up development
approach. Origin allows us to consider
the creation of shared worlds where
everyone is in the same space, rather than
having to run many different smaller
copies of the same world, we're after
virtual soap operas, where players
become part of the story rather than an
observer of it, and where stories and
associated game assets are dynamically
created by the players themselves”

The diversity of A-life

CyberLife Technology is actually made up of

three departments. The game development

section, named CreatureLabs, is just one part
_ of the equation. These are the other two

The CyberLife A-life Institute A sort of AL think-tank headed up by
“Steve Grand, creator of Creatiires. "They are in‘charge of our Biie Sky
research into A-life and where it can be taken,” explains publisher Howard
Newmark. “Their ultimate goal is what we call the 2020 Vision — that s,
mmmﬁoalougmmimmmeﬂ&mmbvweywzozo
mwmm&emﬁkﬂeﬂmﬁemme
“inswnute and applies them 1o real-world projects. The team s currently {
mmmcﬁhg research into pitotless aircrafi (or UCAVs — Unmanned Combat
“Alr Vehicles) for the ministry of defence, and has also been employed by
.NCR 10 da research into retail and banking environments: For the latter,

L Applied Research maﬂvmaeﬁmddofabuﬂcﬁogdesmand
flods it with simulated custommers, usifig the same-core AL data found
in Creatures - the. purpose ‘being to see where customers head first, and
‘where the bottlenecks occur “it's s lot cheaper and easier, not to mention
Salei, 18 'ﬂe\,nhes!ﬂ{m] in software before trying them out in the real

ibys Newmnark, The group is alsa camying out medical research,
synthesising the behaviout of the E-Col bacteria using AL argarisms.

The concepts are blurred at the
moment, far-fetched even. But CyberLife
has been pushing the unknown for the
last three years, One thing Is for sure,
though, realistic 3D environments are
among the hottest area of game design at
the moment. If Simpson et af really can
begin to develop worlds where each tree,
animal and computer-controlled enemy
has its own agenda, its own set of
priorities and a very real relationship with

everything eise in the world, they have the
future In their hands, Virtual reality ——

would arrive. it would be game over. L=
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Colin McRae Rally 2

The world’s most playable rally game is about to get a sequel. Again, it's being done by worldclass codeshop
Codemasters. Again, it features one of the world’s best rally drivers. Edge fastens its seatbelt and takes a look

5 anyone who has followed the rally scene for the
last five years will tell you, Colin McRae doesn't
pull his punches. Undemably one of rallying’s most

Intense - and gifted - persanalities, everything he does is done
with absolute, unshakeable determination. Everything, When
Infogrames sponsored this year's Rally of Corsica, for example,
McRae allegedly refused to get into his Ford Focus (the team
McRae joined after leaving Subaru, and a car making a
remarkable first appearance on the Waorld Rally circuit this
season, respectively) until the offending v-Rally 2 stickers

had been removed. At no stage was there a guestion of
compromise. Those were simply his terms | 2

11 EDGE
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McRae’s new car, the Ford Focus, sporting the Martini livery
associated with the rallying Lancias of the 1970s and ‘80s

Codemasters is not known for compromising either, particularly
when it concerns the guality of one of its games. So it comes as no
surprise, perhaps, that McRae’s involvement with the company,
following the partnarship’s superlative first outing into the rally
field with 1998's Colim McRae Rally (9/10, E&1), is very hands-on,

"[He's] very keen - he’s had a whole lot of comments to make,
as has Nicky Grist, McRae's co-driver," says Guy Wilday, producer
on Colin McRae Rally and now its seguel. "“When we went out to
Barcelona and spent a couple of days testing with him we did all
sorts of things, we talked through the whole testing process — we
tock a PlayStation to the hotel bar, plugged it into the TV and it was
sart of Colin and Nicky and me all playing Colin McRae and
criticising the mechanics and stuff it was all a bit surreal, as you
can Imagine, but you get a lot of suggestions about the mechanics,
about the different surfaces, how things should work, and we've
been taking that on board. It was an opportunity for fine tuning,
and he was very keen to do that. Nicky's also made some
comments about the special individual features of the countries
and the way they look, which we're planning to do as well,

Handling with care

“Certainly, from Caolin's side, the car is his thing. You know, the car
handling is his whole area of expertise, and that's really what he's
been focusing on - he's very much helping to get the car to drive
properly. He took me in the car to give me an idea of what it really
is like in comparison to what we're doing! it's been good, and we'll
continue to send him revisions throughout the process to geta

“We've done a

lot with the
suspension of

the car - we have
proper independent
suspension on

all four wheels”

Guy Wilday, producer

Guy Wilday: “Rally drivers always laugh about Formula
One because they think Formula One is the easy life”

feel for where we are, if we're going in the right direction,”

This is not dissimilar to the input McRae had on his first
polygonal entrance into the digital realm. In fact, getting McRae to
collaborate isn't difficult at all - it's getting hold of him that proves
somewhat troublesome "It's all to do with timescales with him,
unfortunately,” laments Wilday. “They have a really gruelling
schedule. | mean, they start January and it goes through to
November. | think they have June or July off and that's it apart from
December, and, obviously, they're testing throughout that period
anyway. We had some feedback on the first game and again we
had some mechanical input about how things were looking that we
managed to implement, but meeting and sitting down with him
and playing the game is something completely different. And then
having him taking you out in the car and saying, ‘This is what | was
talking about, you know, when you get the car sideways it's like
this’, it's very different from him saying, "You want to be doing this.
It's enabled us to get the handling much more polished.”

The handling was undoubtedly CMR's mastarstroke. Marrying
realism and playability only previously seen in Gran Turismo, it

All of the shots on these two pages are PlayStation.
The visual improvement over the original game is clear




Now cars roll more

- realistically, spoilers
' can be knocked off,
boots smash open

; and continue to
flap, and rear

bumpers can drag

along the ground
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Format: PlayStation/PC

Publisher: Codemasters

Developer: In-house

Release: April

Origin: UK

A lot of work has gone into making the stages look more authentic. The English stages, in particular, with their pubs (left),

and tricky B road complexes {right}. are convincingly accompli

shed. Other countries’ sceneries promise to be as accurate

catapulted the rally genre Into the limelight. All of a sudden,
everyone was seemingly working on a lying game. Of
course, CMR 2 is not without 1ts share of istic dynamics. “The
mechanics |s one of the things we were probably mast sensitive
to changing - it's the bit that everyone thought was good and was
something that we had to look at. We still want to take it further,”
15 Wi
Wwe have proper independent suspension on all four wheels, the
car over-jumps, and things will rebound far more realistically. Colin
is notorious for taking off sideways over |umps - you see some
really dramatic shots of him midair, one wheel pointing at the
ground, all that sort of thing. We can oo ail of that.

“We've managed to get hold of some Ford telemetry. We've
forged a good relationship with them already - we've been testing

‘reglistic’ ra

nsion of the

We've done a lot with the sus.

Twenty-eight individuals are already working flat out on
CMR 2 (top). At its height, Colin McRae Rally only had 26

with the team, which was useful - they've sent us some telemetry
- some real Ford equations — that we're using. We put them
straight into the mechanics model and it worked first time,”
continues Wilday, nighlighting the increasing collabaration
between car manufacturers and racing game developers.

turally, the authenticity extends to other areas of the game
A00-polygon car models
beer sted up to a figure approximating the 700 mark on the
PlayStation version, Detalls such as a full complement of working
lights (including hazards), radio telem

of the first game have now

try transmission aerials,

The behaviour of the cars on Tarmac has been radically improved, with grip levels now
approximating the way real rally cars stick to the road - you can thank McRae for that

EDGE 17 »
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“We really struggled

~ for reference last
time... so this

time we've taken

& "o quite a big step:
we’'ve visited the

particular countries

and taken photos”

The PC version (shown on this two-page spread) boasts increased resolution and 32bit textures.
Some features such as spectators running away from cars should make both versions, though

its developing sequel simultaneously and the overall
enhancements are instantly obvious,

Oppommity knocks
The whole damage issue, an Integral part of real rallying, has also
been brought up to scratch. Bodywork dents as previously, but
now cars roll more realistically, spollers can be knocked off, boots
smash open and comtinue to flap as your car bounces around the
uneven road surface, and rear bumpers can become partially
dislodged, dragging along the ground only to be torn off following
a particularty heavy landing, for example. it's early days, of course,
and the possibilities are numerous, as Wilday will be the first to
admit. "We've looked at the whole damage area,” he says. "Losing
wheels is an Interesting point because it's got real gameplay
implications as well. | mean, if you lose a wheel the stage Is over,
if you like. Okay, it's not over, but you're going to have to limp to
the end, and you lose so much time that, as | say, to me that
comes down to playability, and it's something that you've got to
play with to see how it works.”

Of course, the cars aren't the only thing the team has focused
on. More countries second time around denotes more tracks, anc

Every other WRC car will
also feature, of course

4 /2 EDGE

over the design, resulting in a thoroughly exciting drive

Fictitious tracks give the developers complete control ‘

the visual improvements are vast. Load up an England Tarmac
stage, for example, and witness road signs, phone boxes, pubs,
roundabouts and splendid stately houses whizz by as you hammer
through treacherous B roads. “We really struggled for reference
last time - we had a lot of problems with a lot of the countries,”
admits Wilday. “So this time we've taken guite a big step: we've
sent people out and visited the particular countries and taken
photos, and that's primarily been done for the PC version wherg
we're using 32bit textures. We're basically using the 32bit textures
as a basis and generating the PlayStation ones from those.”

Lessons from the past
This last comment is indicative of a major shift in the
development of this Colin McRae Rally sequel. “Last time,
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The weather effects are now pseudo-dynamic: start a staf

handling, as the stage is likely to have been wet already

e and rain can begin falling halfway through It won't affect the
it isn’t possible to pit in for wet tyres as in F1), but it's a neat touch

PRESCREEN

“We’re considering
both platforms
separately, because
the PC has moved on
so far, and you can‘t
just do a PlayStation
game and shift it
across any more”

ALY

we wer

e only based on Playstation —the PC was ported acress and
then we tried to enhance it," Wilday says. "We're taking a bit of a
different approach this time — we're trying to consider bath platforms
separately, purely because the PC has moved on so far, and you
can't just do a PlayStation game and shift it across any more.”

The process Involved regarding certain elements, such as
the game engine, retains similarities, however. "We’ve certainly
done a lot of work and we've taken what we had before and
built on it," offers wilday. “we have rewritten whole sections
of it... what we've tried to do is look at the areas of weakness
and improve them so that it's a dramatically enhanced engine.
0n the PlayStation we've done a lot of work with the
Performance Analyser and we found some technigues that
enabie us to use a more detailed car running at the same
framerate. It's the same with the PC - we're working with the
ot better, we're trying everything to go as fast as possible”

At this stage, Wilday was apprehensive about disclosing
anything regarding a possible Dreamcast port, simply saying there
were "no plans at the moment'. Edge, however, would hope that
Codemasters reverts its 'policy’ on Dreamcast development should
nsole prove successful. After all, owners of Sega's 128bit
simply shouldn't be denied what may turn out to be one
of the finest rally games ever made.

Given the original’s astounding popularity, and as videogaming
anters the mainstream, Edge wonders if McRae realises what he's

et himself in for; “Obviously the success of the first game has
pleased him," states Wilday. "He's very happy. | know that people

carsal

McR

have been coming up to him with copies of magazines and all
sorts of things for him to sign, so instead of signing T-shirts and
stuff he's signing games mags now.”

Building on the strengths of its illustrious predecessor, Colin
ally 2 refines all of its already lauded aspects, promising
to deliver an experience as immersive and utterly captivating as
before. Only better. And that's at least nine months before you'll
see it at your local software emporium. Which, needless to say,
Is very impressive going from the 28-strong team currently
striving forth with abso unshakeabie determination. Mot

ie

unlike McRae's driving, then.

Rally man: Codemasters’ Guy Wilday, producer on both
McRae projects, shows off his ideal gameplaying setup
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AS GAMING HEADS INTO A NEW ERA, TWO BASIC PRINCIPLES, STORY AND
EMOTION, LOOK SET TO REDEFINE GAME DEVELOPMENT. CAN GAME CREATORS
LEARN MUCH FROM THE CLASSIC CINEMA MODEL? EDGE INVESTIGATES




What would happen if interactive
~_gameplay was fused with visuals and

storytelling as I’HE_

as in a Hollywood movie?

And what stands |

we'll learn more about a universe we've
grown to love and the history of the
characters we care about. And, for all

its cult status, "Star Wars' is pretty
straightforward blockbuster fare. It's
certainly not ‘Apocalypse Now!, let alone
'Saving Private Ryan'

From 'Citizen Kane' to ‘Pulp Fiction,
from ‘The Wizard of Ozf' to 'The Matrix|,
'It's a Wonderful Life' to 'Whose Life is
it Anyway?, mainstream, five-bucks-a-
ticket Hollywood has delivered 60 years
of tear jerkers, heart-warmers and films
that change people’s lives. In contrast,
in its 25 years, the videogame industry
has come up with Doom.

Okay, there a couple of honourable
exceptions (Tamagotchi and Final
Fantasy VIl most obviously), but,
essentially, videogames have got no
further than putting the wind up gamers,
and the vast majority don't even manage
that. For every Resident Evil, there are
a hundred successful sons-of-Robotron

whao live by adrenaline alone.

While games have produced their
own ‘stars’, such as Lara, Cloud and
Sonic, the art of storytelling and
evoking real emotions is still largely
the preserve of the cinema format.
This could be about to change

as the 128bit era approaches
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For many gamers, that's sufficient.

The interactive movie, the cut-scenes of
Wing Commander, even the Simple
Simon-esque sections of the upcoming
Shenmue are warning enough.

Games are games, after all, and we
should be happy for that. But what
would happen if interactive gameplay
was fused with visuals and storytelling
as strong as in a Hollywood movie?

And what stands in the way?

It was an intriguing enough
proposition to prompt the venerable
BAFTA earlier this year to hold a seminar
entitled "When Games Go to the Movies'.
Sir David Putnam, Lionhead's Peter
Molyneux, Rebellion's Jason Kingsley
and film industry insiders Bill Scanlon
and Steve Nesbitt all met to explore
what gaming can learn from its older
sibling, cinema — and what it would
do best to ignore.

"Computer entertainment — what we
call ‘games’ now — is changing to
become a real entertainment medium,”
Molyneux explains. "Because of that, the
skills that we need are just terrifying.
Mot only do we have to make a great
game now, but we have to make that
great game with emation, with morals
and with great cinematography.

“We technically know how to put
these sprites and polygons onscreen,
but we haven't even begun to think
about the emotions we're trying to
portray in our games and what we're
leading people into.’

Such talk from a 'game developer’,
coupled with emerging technology such
as Sony's Emotion Engine suggests the
curtains could be soon be closing on the
first-act of videogames. But what can you

hope to see when they part again? And
who will be taking all the credit?

The land time forgot

Compare a movie with a videogame and
the yawning gulf between the mediums is
immediately clear. It's not just cinema's
rich emaotional content — it's more
superficial than that. While even your
maother might now recognise Gran
Turismo as a game involving cars, the
visuals of, say, Zelda or Hidden and
Dangerous still fall way short of even
animated fare like Disney's ‘A Bug's Life'

What's often overlooked by
pessimistic pundits is that movies started
humbly, too. The Frenchman Louis
Lumiere is credited with inventing the
motion picture camera in 1895;
mechanical devices had already set the
tone for early moviemaking. Lumiere
mostly produced dull three-minute
documentaries of picnics and the like,
but most picturegoers went for quicker,
visceral thrills.

“The film industry started as a
fairground attraction,” explains Putnam.
“That's where the technology seemed
to be best equipped to deal with the
limitations of early film makers. For the
most part it was exploding policemen,
boxing kangaroos and cops chasing
each other around in circles”

Just like games are now, moving
pictures were pigeonholed as an
amusement. Cynical game developers
lock out; as the medium progressed
towards 1920 with the American
DW Griffith's ‘Birth of a Nation' and Abel
Gance in France with 'Napoleon, the
inventors of motion-picture technology
were dismissive and even hostile of the



~ The film industry started as a fairground attraction.

Like games, then
moving pictures were

pigeonholed as an

emerging art form. They were also
quickly sidelined.

Within 20 years, cinema had become
s0 potent that American president
Woodrow Wilson described it as
‘watching history written in lightning’.
Wilson founded The Motion Picture
Association of America to ensure the
US would dominate the cinema, and
sell ‘The American Way' to any foreign
nation of cinemagoers.

Putnam believes videogames have
reached the same juncture: “What's
needed now is the next big move into
narrative, into emotions, into something
far deeper and more important and
possibly more fulfilling than the industry
has challenged itself with so far”

Sex, lies and DVD

It isn't prescient to say games are going
to ape skills from the mavie industry —
it's happening. Titles like Half-Life or
Metal Gear Sofid would be unthinkable
without the inspiration and understanding
of action films. Improving visuals —
particularly 3D graphics and the arrival of
the external camera in games — has
driven these cinematic incursions.

Metal Gear Solid creator Hideo
Kojima's ambition is to direct movies,
He freely admits to the huge debt he
owes to film, from the camera work and
lighting in his games, to his homage to
films like 'Escape from New York' and
2001". *You know how humans are
70 per cent water? | am 70 per cent
movies,” he only half-jokes. Kojima-san
believes games are serving the same
function for today's youth as movies did
for his generation. A view shared,
incidentally, by Putnam

Metal Gear Solid is surely the most
cinematic game yet made. But, like Final
Fantasy Vi, most of the zooms, fades
and cuts take part in the lengthy
prerendered sequences. A crucial step

will be to incorporate similar techniques

into the interactive sections of the game.

“Camera freedom has previously
only been possible at the expense of
graphics," says Charles Cecil at
Revolution, who recently revealed to
attendees of the Develop! conference
(see p&0) The Big Story of the 128bit
Revolution’. “The amval of PlayStation 2
will allow us to cantrol the camera while
displaying very high-quality graphics”

Cecil is at pains to stress that the
search for ‘'emotion’ shouldn't come at
the expense of gameplay. But better
camera work is a must, whichever
direction the industry takes.

“The camera as conceived by Mario
64 and Tomb Raider reflected the
excitement of what we could do in an

interactive environment,” he says. "It

didn't matter that it broke all the rules of
cinematography. But in the new age it
will be too crude. We have to learn our
own art of cinematography”

Scanlon’s The Film Factory created the
special effects for sci-fi blockbuster ‘Lost
in Space’. While he's used to working with
the very best of equipment, he's still
Iimpressed by the possibilities opened up
by Sony's PlayStation 2, predicting the
games console will ultimately be ‘the
future of home entertainment’,

“If it does anything close to what they
promise, PlayStation 2 is going to allow
graphics in real time superseding what |
would have thought good for animated
TV content,” he says. “Soon games
companies will employ scriptwniters,
digital cinematographers, performance
animators, post-production and visual
effects supenvisors, These talents will
enhance the stories and the characters to
provide a truly immersive experience”

The problem will be paying for it. The
ten minutes of special effects footage in

Despite the accomplished animation that is being celebrated in Black and White (left), Disney’s
feature film ‘A Bug's Life" (right) far outstrips its acheivements in terms of quality and atmosphere

Cynical games developers look out.
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“What's needed now is a move into narrative,
INto emotions, into something far deeper

and more important than the indust

has challenged

Sir David Putnarn
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itself with so far”

'Lost in Space’ took a fluctuating team of
between four and 30 people 18 months
and $3.5 million to create. That's about
the cost of developing a game. Even

with powerful realtime technology like
PlayStation 2 (or its successors), this new
vision of Hollywood-level graphic fidelity
isn't going to come cheap.

Nesbitt is part of Kickstart Films — a
new studio that has made arrangements
with Aliens Vs Predator creator Rebellion
to develop feature films and computer
games in tandem. He stresses that
developers shouldn't necessarily think in
terms of the photorealism that excites
Hollywood. "Developers must get away
fram the stereotype that they are creating
for themselves by relying aon the most
convincing, or the most highly rendered,
blink of an eye," he says.

“It's digging a grave, genre-wise. Use
the interactivity to create some alternative
form of the suspension of disbelief to

that which the movie industry relies on.

The easing in of film business skills won't

happen with visual effects,” he predicts.

“It will happen instead with the use of

narrative and cinematography.”

Videogames Killed

the movie star

“To make a great movie you need three
things," said the late, great director Alfred
Hitchcock. *A great script, a great script
and a great script”

After the debacle that was the
interactive movie, there is probably a
diminished appetite for Hitchcock's
maxim in the games industry today. But
remember, it was mainly Hollywood —
not game developers — that gave us
the interactive movie. What if game
developers find better ways to tell stories
that suit games, and weld it to interactivity,
like Square’s latest Final Fantasy titles?

Cecil says developers must strive to
wring emotion from the audience, just as
Walt Disney once dreamt of making the

first cartoon that would make people cry.

Rather than looking towards movies for

Cost is one of the major concerns facing developers. At $20m, Shenmue (left) is one of the most
expensive games to date, while just ten minutes of a film such as 'Lost In Space’ (right) costs $3.5m

!

inspiration, developers need to clear
their heads of the tricks of film.

A movie can set up a scene in which
the audience sits on the edge of its seat
wondering if a concealed bomb will
destroy the movie's hero. By contrast,
any gameplayer would feel pretty short-
changed if he wasn't given the
opportunity to simply get away from the
explosion. Aren’t many of cinema's
strongest narrative tricks effective exactly
because the viewer isn't in a pesition to
change the outcome?

"Movies have learned lots of
techniques that suit their medium,”

| *

admits Cecil. “That example works
because our empathy for that character
makes us care whether or not he gets
blown up. In an interactive gaming
environment we have the opportunity to
build a different type of empathy with
our characters. In many ways we should
be able to identify more closely with the
character under our cantrol”

Again, it seems the lapanese lead
the way here. According to Molyneus:

“| know for a fact [that Square] employs
psychologists to help it decide when to
introduce certain elements into the game.

“Showing people blood and gore is
relatively easy,” he continues. "What is
far more difficult is to make them really
care about things so they don't want
everything killed and blown up — and
that means we do need psychologists
and others with similar skills.

“| don't think seeing something blow-
up frightens people — that's just the pay-
off. Instead, ‘what is going to happen
next? is frightening. It can be terrifying
to know that there's a splinter in the floor

if you've got no shoes on”



~"\We know how to put sprites and polygons onscreen,

but we haven't even begun to think

‘about the emotions we're portraying in our games
andWhat we're k. '
leading people intof:

Peter Molyneux

The never-ending story
According to Cecil, a satisfying gaming
experience comes from a combination
of traditional storytelling elements like
visuals, story and sounds, and the newer
mechanics of gaming.

Metaphorically speaking, games need
to show Molyneux's splinter an the floar,
but leave you to wonder exactly where
it is — and how to avoid it. That's the
essential difference of games compared
to films: interactivity and unpredictability.

“If you run down a corridor away
from an alien and turn left, something
will happen that wouldn't have happened
if you'd turned right,” says Kingsley by
way of illustration. “if you play the game
twice and run down the same corridor
twice, you might not see the alien a
second time. An interactive product, a
game product, isn't a linear narrative,
[ideally] it may have a branching narrative
or an infinite number of branches”

What the film industry can’t seem to
grasp is the compound effect on budgets
of each non-linear branch, particularly if
you're using traditional Hollywood
techniques and yet still hoping to
produce a vital interactive experience.
The maths can begin to look daunting.

“If you're going down the route of
pre-designing each of those sequences
and if it branches every three minutes. ..
well, | don't know what that cost comes
to, but it's a huge amount of work,"
says Kingsley.

So how can we get Hollywood's
empathetic characters, storytelling and
emotions? Does every developer in
the world have to get to work on the
same two-hour-long game?

“We have lo get programming teams

to make characters that react depending
on what you do as a player,” explains
Kingsley. Like a great novelist, a
developer's characters must literally
come to life.

Of course, there are limits, as
Kingsley discovered when making Aliens
Vs Predator: “The predators and aliens all
have their own intelligence. The problem
was that when we started they all killed
each other, so you were left to wander
around gore-filled corridors. They were
much more efficient at killing each other
than chasing you. It was a bit like watching

a disaster movie after it's all over”

21st Century box office

At the height of Hollywood's incursion
into videogames at the start of the '90s,
a certain British developer was invited to
an awards ceremony in Los Angeles to
present a prize to one of the blighted
praducts. To show just how hip and
hi-tech Hollywood was, the awards

ceremany used a freshly manufactured

Apple Newton to relay the winners to

the announcer on stage.

It was worse than a gimmick. The
developer found that when he arrived
on the podium, the Newton wasn't even
switched on. Stickytaped across its
display was the winner's name. It stands
as an apt metaphor for Hollywood's
botched attempt to appropriate the bare
bones of game technology and slap
some content on top.

This time it's different. Games are
evolving beyond our expectations,
Developers are coming up against the
limits of their skills and looking for
answers. Public outrage at the nihilism
evident in many games may even make
a concession to morals and emotional
content @ must. And technology is slowly
(so slowly) making the impassible passible.

Interactive movies made gamers
cry, but for all the wrong reasons.

The next time you're weeping over a
console, it might just be for the

i

very best ones.

Fr

Shinji Mikami, creator of the Res Evils (left), claims to be inspired by films such as ‘Night of the Living
Dead’ (right). Narrative devices such as fear and suspense are still relatively new in games, however
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New studig lin;

0 it in Hollywood

“Because he had been a head man for so long and so many apprentices had grown up
during his sway, more knowledge was attributed to him then he possessed. He watched
the new pracesses of faking animated backgrounds with a secret child's approval. Thus

his function was different from that of Griffith in the early days, who had been all things
to every finished frame of film."

The Last Tycoon, F Scott Fitzgerald (1940)

m ollywood might teach developers
more than how to make smiles or
tell stories. Just as the creative side of the
film industry took years to reach ‘Gone
with the Wind', so the current Californian
money machine took more than half a
century to fine-tune.

Lone creative mavericks dominated
early ‘film' making. it wasn't until the late
1920s that Hollywaod's studio system hit
full steam. Motion pictures by legends
such as Frank Capra ('lIt's a Wonderful
Life") and Victor Flemming (‘The Wizard of
0z') were made during a regime of
complete studic dominance. Stars such as
Humphrey Bogart, Shirley Temple and Gary
Cooper, and even directors such as Fritz
Lang and Elia Kazan, were contracted to
work full time for 20th Century Fox, MGM
and the other leading studies.

Films were made on a production
line. Bogart churned out four movies in
1943, but posterity only remembers
'Casablanca’. Stars were even loaned to
other studios, like an empty set or camera.
equipment. The studios also owned the
maovie theatre chains around the US,
guaranteeing lucrative audiences. While
there are huge differences between
Hollywood then and games today — chiefly
the |atter's reliance on technological
advancement — it is the era of '30s
Hollywood that gaming most resembles.

Today, in-house teams produce games
under one roof, whether it is a publisher's

or that of an independent developer. And
Sony, Sega and Nintendo's format
ownership (which makes publishers pay
to release games on their systems) is
somewhat analogous to the ownership of
theatre chains — which, incidentally, the
studios were forced to divest themselves
of in 1949 after accusations of
monapalistic trading.

Hollywood's studio system finally
dissolved in the "50s in the face of the
growing status of directors, the freedom of
stars to pick their own projects, and the
rise of television. Today's blockbusters are
put together nat by huge companies, but
by loose-knit teams of free agents — from
actors and cameramen to special effects
experts, set designers, the casting team
and the caterers who make the tea.

The studio’s role is primarily to kickstart
the movie, fund it, and to take the biggest
cut of the profits. Studios like Paramount
or New Line have few internal titles in
production, and concentrate instead on
rights acquisition and exploitation.

Many observers suggest that a similar
shift is coming in the games industry. The
increasingly specialised roles required for
game development, the scarcity of hits,
the rarity of individuals with track records,
and ballooning costs may all lead to games
being assembled by partnerships of
independent companies, if not individuals,

“Developers need to ask, ‘Are we the
best in the world in all areas of games

“The core skill of the developer
is the creation of
fantastic interactive ideas.
Without this
core skill there is
nothing”

Digital Arts’ Graham Brown-Martin beli that h ing ind dent rtise is the future
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development?” says Chris van der Kuyl
of VIS Interactive, “If the answer is no —
which for virtually every honest company
will be the correct answer — then they
need to ask, 'Ckay, is it critical to our
future success that we become the best
in all these fields? Our fundamental skill
is in games development, not software,
art or music”

It's a view shared by Graham Brown-
Martin, whose Soho-based Digital Arts is
already providing graphics and animation
expertise to a number of players in the
games industry: "The core skill of the
developer is the creation of fantastic
interactive ideas and brilliant computer
programming that realises this idea.
Without this core skill there is nothing”

But beyond that, developers are better
‘sticking to the knitting’. "Having graphics,
animation, sound and video teams
in-house may flatter the corporate ego, but
does it make good business sense when
there are better teams outside that can be
switched on and off as needed?” he asks.

But just as game developers should
concentrate on the interactive elements of
their products, so they shouldn't set
themselves up as project managers any
maore than Sean Connery would demand
to oversee the hiring of a set designer.

"If a developer is going to contract
out part of the creation of a title, then
they had better find someone to manage
the contractors on their behalf " wams
Brown-Martin. “Typically, this person is
a producer. It is important that they have
a clear grasp of what the developer is
making and the processes that the
contractor uses.”

Graphic design, ingame animation and
FMV, live action direction, music and
voicegvers are already being out-sourced
by some developers. And if professionals,
like scriptwriters and psychologists, are
tempted-into the industry, they will be
most likely to arrive on a per-praject basis,

“In the future, technology and tools
will be much more flexible, and a small
number of engineers will be able to
drive the product,” predicts van der Kuyl.
“But don't think that this will make things
easier to manage. Just lock atthe [ =
credit list on a movie o
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s the UK basks in the sunshine and festival-goers make
the pilgrimage to the greenfields of Glastonbury, a
cross-section of Europe’s most influential game
developers heads to London's Olympia for the annual meeting

-
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~ What do videogame creators talk about when they're
huddled together behind closed doors? Edge attended

the Develop! ‘99 conference at Olympia to find out . 0 e itself as the Develop! Conference. Now in

its seventh year, this two-day event hosts a number of seminars,
presentations and lectures designed to ensure that Europe
remains as powerful a videogame continent as the US and Japan.
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ALL TALK

M Ben Gunstone

%
® Producer, SCI

How's Develop! been for you?
Maost of it's been very interesting.
it's vary important for people to
get together and share ideas

Did SCI take much persuading
to pay for you to come here?
None whatsoever. It was thought to
be very important that we attend
What have you learnt so far?
Lots of little things. The PlayStation
Development 2000 lecture was
Interesting — you know, would it
play DVD mavies, that kind of
thing. The tax imparting issues: the
fact that DVD piayers are levied a
higher import duty than gameas
consoles was very interesting and
Information you wouldn’t learn
elsewhere. "Beyond Music’ was

a very, very good presentation

I'm very interested In making the
music for my next project as
interactive as | can and The Fat
Man's opinicns were very valid.

In fact, I'm gaing to have a chat
with him in a minute.

How important are these
events to the development
community?

They're very important. We need
mare and mere communication
between the games development
community as a whaole. Everyone
runs through the same kind of
problems and | can't see why we
can't meet more frequently in
order to address the issues that
are vital to the industry, We have
to make sure that people don't
leave here and just forget about
what we've discussed. The Internet
would be a very good forum to
continue these discussions —
even if it's something as basic as
a newsgroup where all the peaple
here can carry on the same
conversations and theories that
have been bandied around.

Photography: Michael Donald

Develop! is less ostentatious than its
stablemate, the European Computer
Trade Show (ECTS), but the relationship
between the two is symbiotic. Without
Develop!, ECTS would be vacuous and
staid, devoid of the groundbreaking
videogames it regularly unearths.
Without ECTS, the watching world would
know nothing of the pioneering work of
Europe's brains behind the games.

Despite their common goal — that of
perfecting and promoting the art of
interactive entertainment — both events
could not be more different. Where
upwards of 40,000 people attend ECTS,
Develop! attracts a tew hundred. ECTS
boasts thousands of exhibits, Develop!
houses but three. And while ECTS
secures huhdreds of hours of worldwide
TV coverage, not even those attending
The House and Garden Fare in the
adjoining hall bother to tumn their heads
when passing Developl's modestly
signpasted entrance.

A supervised lift ride to the third
floor of Clympia's conference centre -

demonstrations and

The Develop! seminars promise valuable technolo
insights into videogame philosophy, some of which inspire much debate

for some reason the 200-0dd attendees could not be trusted to operate a [ift manually,
presumably because they'd start reverse-engineering it or something — initially reveals
nothing out of the ordinary. One would imagine the entrance to be bathed in brilliant
white lighting and carpeted with a fog of dry ice — but ignore Criterion’s lone Dreamicast
exhibit and MathEngine's demonstration shell and this could be a conference about
gold-plated bath faucets. It's only after glancing at the agenda that the conference's
remit becomes apparent.

Embracing the next generation

Split into two simultaneous streams, Develop! boasts a mix of technology
demonstrations and videogame philosophy. Top of the bill is undoubtedly Sony
Computer Entertainment America’s Phil Harrison's tantalisingly named ‘Console Futures'
seminar in which, it is rumoured, he will premier the next-generation PlayStation demo
video — the first time it has been shown in Europe outside of SCEE's Golden Square
headquarters. It is enlightening to see that almost all of Develop!'s esteemed attendees
are as excited as Joe Public would be at such a privileged showcase. The difference
being, of course, that to this particular crowd it will be technology they will be able to

Technology has reached a level where frames per
second should no longer be an issue. “Let your
imagination go.” concludes Herveé Caen of Titus

hamess. You can almost feel the anticipation — it's something akin to a room full of kids
flicking to the back of an autumn/winter mail-order catalogue to select the possible
inclusions on their Christmas list.

In order to glean the best from Develop! it is necessary to flit between the
auditorium and Conference Room One. Everyone has their own agenda, and their own
particular areas of expertise, For this reason, it is disappointing to see that the streams
aren't split more logically — technology in one location, opinion and vision in the other
would, logically, seem the best way of ensuring that everyone can attend the sessions
they'd like without being forced to choose between two similar seminars. But this is a
world of stark choices, and when 'Getting the Most from Your Console' and ‘Developing
for & Mainstream Internet Audience’ clash, inevitably there must be one loser — at least
until cloning becomes something more than mere whimsical scientific endeavour.

Day one opens with a keynote from Hervé Caen, managing director of rejuvenated
publisher Titus (rumours abound of its next acquisition, having recently secured a

significant stake in Interplay). Drafted in

While Bruno Bonnell was unable to attend and deliver his presentation,
Infogrames’ Christophe Comparin is among the attendees at the event

as a last-minute replacement for
Infogrames’ Bruno Bonnell, who pulled
out for 'personal reasons’ Caen's
prasence s nonetheless welcome. He
opens by recounting how, when
addressing a similar audience in 1987,
he was asked whether Sega and
Nintendo would become major
hardware forces in the videogaming
world. Those were the days of the home
computers — which has proved to be a
misnomer, as the average processing
power of those systems are comparable
to the more sophisticated digital watches
of today — and their demise was, to



Hindsight is a bnlliant thing,
however, and Caen now feels much
mare confident in predicting industry
trends. But, he stresses, the advent of
new formats always claims tragedies on
the development and publishing side.
Realising this, he claims, is an imporant
part of ensuring that it is avoided, Caen
predicts that the major publishers now
will not be the major publishers of the
future. Offering nothing mere concrete
than that, it is certainly food for thought
as each developer silently tots up how
many projects he has signed up with

each particular publisher

Content over style

the tv

S on content rather than
technology. As Harrison will suggest later
the next few years will witness an
overhaul not just n the types of games
we piay, but, more importantly, what

additional facets those games offer. it

will no longe enough to boast of
frames per second, for example -
technaology has reached a level where
that should no longer be an issue
Gameplay, Caen stresses, will be key.

Revolution Software’s Charles Cecil lectures an attentive audience on
the importance of emotion and storytelling in games in the 128bit age

model is changing and both

s of the wideogame fence need to work closer to

ensure that global release dates become the norm. V

millions of pounds per title, each publisher cannot aftord too many failures. And it is

only the people in this room — the “games visionaries” — that will ensure the success of

the industry as a whole, Caen proclaims. Both buoyed yet concerned, it proves a
sobeting thought for many, though the sentiment is truly inspiring

Ironically, Gathering of Developer's Jim Bloom's "What is a2 Good Game Developer?

seminar is rescheduled, as Bloom is running late. In an industry plagued by late product,

this turn-up seems remarkably apt. C

slipped. It'll be ready soon, one, but when it is finished it will be just the

om wanted to write when he started,

presentation Bl
can attend the lecture by Paul Holman of Sony Computer

But at least

Entertainment,

proving to be a zrowing market. Stll 2

withun the size of PlaySiation’s audience

developers should never
por

that platform st

mpromise o
from one format to another. "Fo

id be PlayStation

Interesting on's audience means

that developers must think differently. PlayStation owners are no longer hardcore
Y ¥ 3

gamers Dy any stretch of the imagination, and are theretore unwilling to persist with

games they can't understand or prove too difficult. The commeon rule, he says, is to

Girls are a fast-growing sector of the PlayStation market. Still

a statistical niche, certainly, but a niche within the size

of PlayStation's audience is not insignificant

"Let your imagination go," he concludes,
"and make your dreams interactive”

The following questions-and-answers

'r.’[l'l'!:f1

bviously, a room occupied by Europe’s

pment community will be

d by the consolidatic

s and the escalating

development costs the next-generation

machines dictate, but there is a definite
hostility towards Titus and its peers. How
will Caen finance these teams? Will he
take a punt on a game projected to take
three years — as opposed to the
‘average’ 18 months - to complete?
Naturally, Caen is a little hesitant,
but he deflects the questions well
Manpower is not important, he argues —
it is the'minds behind the games
Europe, he believes, houses the best
developers in the world. The business

make sure your game's first two levels
can be played by anyone — something

crucial in this age of product sampling:

games have

n titles that are accessible by ¢

Say it with feeling
R s Charles Cecil' =

on Softwar

Revolution” stimul
the unveiling of Pla
months previous
development community to ‘create
games with more emotion’ and Cecil's
speech is an extension of this,
Previous attempts to marmy
¢inematic technigues with interacty

resulted in the aptly named ‘interactive
movie' abominations so beloved by
developers with high-end rendening
machines and little imagination.

h investment now stretching into

much giggling about how the presentation has
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& James McCiaren below)
B Ben Sugden middie}
B Nick Trout (bottom)

W Video System

How's it been for you?
James McClaren: I's been gool
We've met some Interesting people.
The VIS lecture has been the most
thought-provoking so far. It was
very controvarsial and some of the
ideas were a |ittle idealistic, but it
was good to hear.
Ben Sugden: There were too many
analogies with the film industry.

ch mare complicated
and that's why

change, but | can't see it
bed, At
chnology is

rking the way he de

o f

What do you hope to get
out of the conference?
BS: I'm los forward to the next
ecture about Coin-0ps versus
computer games as we're one of

> few developers working on
poth. It will be Interesting to hear
what they have to say about the
differences between the two
platforms. People in Britain don't
often make arcade games.
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B Alex Darby

t
“H Designer, Codemasters

Ever been to this event before?
Yeah, | came to Develop! a couple
of years ago, and last year |

went to GDC in San Jose.

How's it been?

It's been all right. Generally, I've
found most things to.be a bit too
low-level. | mean, | know I'ma
designer and all that, but 've got

8 programming background and
I've found that a lot of the
presentations have skimmed over |
stuff that | think is important. | tend
to get really annoyed at the way &
lot of people don’t seem to know
what they're talking about.

Any highlights?

The best talk I've been to has been
Chris van der Kuyl’s. Whether or
not it actually happens, it's nice
that we've got someone that has
that kind of vision. That's what we
need — otherwise it's all going to
get a bit fucked up and die. But his
philosophy is eminantly possible.
There's so much in terms of {
middieware these days that there
will come a time when the
developer doesn't have to do a

fat lot in terms of the underlying
game code itself. There's game
content to make, but the nuts-
and-bolts stuff that potentially

will get harder with more
sophisticated hardware will not

be much of a problem

What kind of follow-up

would you like to see?

| don't know:. The thing about the
computer game industry is that
every company has its own
agenda. Everybody worries about
Inside information being leaked out
- but | don't think it's much of a
problem. Nine times out of ten,

if we at Codemasters found out
what somebody was up to, we
wouldn't necessarily change

what we were working on to
compensate. The industry is going
to keep going until either EA buys
everybody ar someane like Chris
van der Kuyl takes some initiative.
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Preaching from the position of never
having succumbed to the ease of this
genre, and continually pushing the art of
storytelling in his games, Cecil is one of
the few qualified enough to speak with
authority on this subject. He reasons that
the way forward is to leamn the principles
of storytelling — the three-act structure
you can apply to almost any movie is the
most obvious example — and define a
fresh “grammar of videogames!

I's an interesting point — though
applicable mainly to a very specific style
of game. Cedil argues that only by
generating true emotion in interactive
entertainment can the industry truly start

Meier could learn from an event such
as this. But it is the twinkle in the eye
of the newcomers to the industry that
offers so much hope. You can tell
people are genuinely excited by the
discussion. Develop! provides a place
to meet and swap ideas. And, best of
all, Phil Harrison will be here tomorrow
with Sony’s PlayStation 2 demonstration.
With only one published game
under his belt, the last person you'd
expect to be able to lecture on "Why
Developers will Rule the World' is VIS
Interactive's Chris van der Kuyl. But
there's something about this affable
Scottish CEQ that warms the audience.

Music is often overlooked — and a system, in which
musicians, games designers and publishers work together,
would add much to the playing experience

to be taken seriously. He recalls Walt
Disney’s desire to elevate the standard
of animation to such a level that the
audience would be moved to tears
(read more about this on p94). His
goal is to do the same for videogames.
It is a bold ambition.

Classic narratives are discussed and
examples of how these principles could
be incorporated into videogames given.
The enthusiastic questions after the
session demonstrate the inspirational
topic. A rush of emotive games could
well appear on forthcoming systems
as a result of this lecture.

Investing in the future

As the majority of attendees slope off to
a nearby pub for lunch, you can sense
the effect the conference is having. Of
course, the fathers of the gaming
industry have long since risen above the
purpose of Develop! There is little, one
suspects, Peter Molyneux, ez San or Sid

And his ideas are certainly radical.

Van der Kuyl argues that the only way the industry can survive is by investing in
individuals, not companies. He can see a future where, say, a brilliant level designer is
not tied to an individual developer, but instead contracts out, working for companies
and projects he is keen to become involved with. After all, the producer of a Miramax
maovie is not tied to that company. Contracts will become the norm, and those being
carried by others within their teams will be unmasked. It's a world that's harsher on the
mediocre — but that's no bad thing.

He talks of the need for major developers to move towards a studio system in order
to ensure they retain a healthy slice of talent. It's something he hints VIS is actively
pursuing. Within a studio system, projects can be allocated to outfits with particular
strengths, offering a larger scope for flexibility in content. Imagine if id had true affiliates:
instead of the firstperson shoaters it prefers, it would be able to work on ather genres,
though each with the priceless id hallmark. A number of developers thank their lucky
stars this isn't the case, however — there would be less room for everyone else.

Larger than life
‘Beyond Music, hosted by The Fat Man (a slim fellow, in fact) from Team Fat, proves
the conference's unexpected gem. Edge missed the start of this session, nattering, as
it was, over a cup of coffee with various representatives from DMA, so walking five
minutes late into the packed room proves a little disorientating. The immaculately lined
rows of chairs host row upon row of attentive developers, gazing in astonishment at the
loud American preaching game music philosophy. He is brilliant; everyone is transfived.
It transpires that The Fat Man is actually the composer of the Wing Commander
miusic, among others, and has very

Chris van der Kuyl (VIS Interactive) presents ‘Why developers will Rule
the World', a radlc view of the future that advocates a studio system

strong opinions an how the industry can
maore efficiently utilise its musical
content. He suggests that the player
never hears the majority of music
composed for a game. This wastage is
criminal — and he has a grand idea that
can address this.

Imagine, he requests, a world in
which composers submit music which is
rated in terms of content. Some tracks
might be combat music, others more
subversive, written to evoke fear. This
content is then held either online or on
the hard disc or CD and, as a game is
being played, the program selects new



tracks and accesses or downloads the
relevant musical scores. If Final Fantasy
VI used this kind of system, players
could opt for different themes for every
battle, rather than being subjected to the
repetitive module Square provides.

oration on ‘Coin-op Vs Consumer Games' target a more

Some seminars, such as Art and Magic's Christian Dutilleux’s (above)

audience

It's ambitious, sure, but all
revolutionary ideas are. Music is an often
overlooked element of videogames, and this system, in which musicians, game
designers and publishers work together, would add much to the playing experience
at relatively little processing expense. As the session concludes, The Fat Man's diction
increases, culminating to a backdrop of gospel music. He falls on the floor in mock
worship, to rapturous applause.

The elation is quickly tempered, however, by an announcement by the conference
organisers. Peter Molyneus, due to lecture after coffee, has been involved in a car crash,
It's not serious, but the mood rapidly becomes more subdued.

For the final session of the day, Edge selects the rearranged ‘What is a Good Game
Developer? lecture. Essentially an advert for the Gathering of Developers’ way, it
nonetheless addresses important issues like maintaining intellectual property nights.

But after The Fat Man, even the most accomplished public speaker would struggle to
hold the audience. The couple of instances Edge has to nudge a snoring Chns van der
Kuyl is testament 1o this.

Hanging on the telephone
The revised agenda for day two initially appears a little disappointing. Martin Kenwright's
session has been moved — mysteniously, he too was involved in a car arash a week or
so previously, offering all kinds of "X-Files' conspiracy theories — and Dave Penry's lecture
has been cancelled. Still, the replacement seminars are at least topical — though Edge
wonders how Virtools' Bertrand Duplat feels at being scheduled head-to-head agamnst
Phil Harrison, PlayStation 2 or 3D animation package? It doesn't take long to decide.
The attendance for 'Back to the Future: Developing for a Mainstream intemet
Audience’ proves how important the online market is percenved. Still no one’s making
any real money out of it yet, but popular opinion and the growing number of
e-commerce acquisitions suggest that within the near future vinually everything will
require an Internet bias. AOL's Stephen Reid's subscriber profiles are received with
genuine astanishment; the average UK user owns a P166 with 32Mb RAM and no
3D hardware. Reid admits this snapshot isn't as accurate as it could be — the data is
calculated from the master account holder (usually the one with the credit card) -
but the rudimentary games currently played over the telephone line suggest that a
large majority of AOL's subscribers simply can't run the multiplayer frag-fests those in
the room waould like to create.

expensive in terms of processing power.
But the advent of next-generation
technology, taking PlayStation 2 as a
starting point, will allow developers

to achieve the minimum S7-per-cent
accuracy the facility demands and
integrate this into all relevant games.

While there can be no replacement
for direct user control via joystick,
keyboard or mouse, der Kerdanet asks
the audience to imagine playing a team-
based firstperson game where you can
instruct NPCs to ‘hide’, ‘wait here’ or
‘cover me’. The initial scepticism towards
this input method is dissipated as
attendees realise the scope and freedom
that speech could offer.

There are some hardware and
software considerations, it transpires. On
top of the vocabulary and phonetic
recognition, the code would have to
compensate for background noise and
miusic — though this can be overcome by
subtracting the sound card's output from
the received sonic algorithm. It's complex
yet thought-provoking stuff.

De Kerdanet concludes by offering
his vision of the future: we are teetering
on a new technological age, he suggests,
and because speech recognition is
now technologically feasible, it will
eventually happen, He sees proprietary
speech recognition common in games

AOL's most popular online game is Terris, one of the most
basic MUDs you could find. Figures demonstrate home | mentopcs rater tran specic

users' penchant for simple online games

The figures and statistics are simply staggening. AOl's most popular online game
is Ternis, one of the most basic MUDs you could imagine — yet it attracts eight times as
many players as Slingo, a primitive combination of bingo and slot machines, and
the ISP's second most popular game. Reid explains that the figures demonstrate
home users' penchant for simple online games - those whose concept can be grasped
easily. Of course, C&C, Quake, et al are all played in some capadity, but the figures
don't even dent the mainstream audience. Keep it simple, he expounds, and they will
play. It's not a popular philosophy ~ the development community would rather code
wholly ariginal multiplayer titles rather than continually rework traditional card games
or marry disparate pursuits,

Plain talking

Speech recognition in games is nowhere near commonplace — but Gael de Kerdanet
from Criterion Studios believes it will become an essential facet of videogaming. He
argues that the reason it has failed to work or be taken seriously is because it is too

ALK

B Mark Knowies

W Art director, Acclaim Studios

How's it been for you?

It's pitifully small. It's a chicken-and-
| egg scenario — the more that's

offered, the more people will

attend, and vice versa. I'm sure

running it in conjunction with ECTS

| would be a better idea - the
audience is already there, and if,
across the corridar, away from all
the hype, a relevant seminar was
taking piace, it would be easy to
attend, without having to commit to
a whole weekend of talks

There's 3 lot of game
development going on in Europe,
and you'd hope that a European
developer’s conference would
refiect the size, skill and history

| of the community, but with three
stalls and twa lecture halls we're

| not really doing ourselves justice.
The Game Developer Conference
in San Jose last Easter was
massive, and there was heaps

| for everyone - artists, designers,
programmers, musicians,

' producers, writers, the whole lot.
What's been the most
Interesting part?

The seminars aren’t focused

‘ enaugh to be of interest ta those
directly involved in product
development. Industry trends and
the coming revolution were the

| game development issues which
woulid appeal to the bulk of the

| development community

| Companies both large and small
are loath to share their secrets, but,

| nonetheless, the communication
and sharing of ideas Is only to be

| encouraged Obviously, competition

| is healthy, and certainly drives us
all, but equally important is the fact
that most people in the industry

| tove what they do, and would
relish the chance to meet and
discuss their specific disciplines,
as well as how to push the
boundaries of gaming to the limit
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B Gary Penn

+@ Creatlve manager, DMA Design

Urous to see
ng to get out of it,
~ause | don't think it was
clear in the brochure. And It's
always interesting to see what
other people are up to
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by 2002, and by 2006 operating
systems such as Windows will come
packaged with integrated speed|
recognition technology. The days of
digits may be numbered

New horizons

If any session highlights the community
spirit among developers, it's Jez San's
‘New Opportunities for Developers’
seminar. San may not choose to hug the
headlines like is American counterparts;
but in terms of popularity among his
peers, there are few that come close.
Visibly suffering from jet lag and fronting
a presentation that is as simple as they
come — some PawerPoint snobs would

sneer at the lack of moving slides or

fancy graphics = San's natural charm and

broad knowledge base epitormise the
redundancy of style aver content.
Obwviously on the fast-track to next-

generation technology, San’s opinion on
the new formats are highly valued. He
asks developers not to get camed away
by the paper specifications of the new

consoles. The alleged one million

to the optimistic marketing numbers the
coders were handed, resulting in a hefty
and expensive rewrite

San also points out an interest nNg
technological anomaly: the next-
generation machines are so powerful that
they boast higher polygon throughputs
than they can possibly process,
necessitating a new method of geometry
manipulation in order for their potentials
to be realised. In simple terms, this means
that the realistic figure of 15 million
polygons per second for PlayStation 2
cannot be achieved with the machine's
standard 32Mb of RAM — each vertex
requires 64 bytes of memory, or 15Mb/s.
Curve rendering reduces the memory
requirements — but causes collision-
detection problems. Developers need to
fathom out new methods of graphic
display by either scaling up from
mathematical seeds (a planet Argonaut
has prototyped can be displayed from a

fractal seed rather than being mapped out

The Fat Man makes like a Yank
TV evangelist as he delivers his
impassioned, music-centric plea

entirely in advance) or scaling down the
resolution in certain circumstances. it is
evident that the number crunching

Like a driving instructor, Phil Harrison outlines how the new
machine works before handing over the keys. The mechanics
matter no longer - it's where you take it that counts

polygons per second the onginal
PlayStation could handle was, he agrees,
technically possible, But start putting in
gameplay routines and special effects
and that figure drops to a realistic
100,000 — a "bullshit factor” of ten to
with a

one. He now takes paper spec

pinch of salt, recounting a tale in which
one hardware manufacturer asked

Arganaut lo develop according to the
specifications it supplied; when the
hardware was delivered, the 3D engine
it had prototyped proved sluggish thanks

needed for next-generation development would baffle all but the most committed (and

possibly insane) mathematician

Other areas San addresses include the pros and cons of licensing ready-made
engines in order to speed up the development process — a systemn Valve used bnlliantly
for Half-Life — and addressing the whole middleware concept. The session culminates in
some R&D demonstrations of current Argonaut developments. The NE4 physics models

incorporated into a 30 cartoon ra

ing game, and the 30 realtime lighting system the
eveloping, leave the audience breathless.

company is

The next evolution

During coffee, two things are noticeable, For the first ime preceding any presentation,

a queue has formed outside the auditorium in which Phil Harrison is scheduled to

lecture. Second, a simple note on the opposite conference room's door reads simply:
Virtools” demonstration has been

Criterion Studios’ Dreamcast booth is one of just three exhibits at Develop!
‘99. With ECTS around the corner, most attendees came along just to listen

cancelled’ A few wonder whether they'l
‘ spot Bertrand Duplat among the faces in
the 'Console Futures' seminar.

The audience is not disappointed.
Expertly expounding Sony Computer
Entertainment’s videogaming philosophy,
Harrison spends a good quarter of an
hour building up to what he dubs, "The
next evolution of videogames” Like a
headmaster lectunng a senior school, he
asks developers to liaise with their Sony
account handlers for information
regarding development kits. He outlines
possible uses for PlayStation 2's
processing power. [t'sa THX



presentation: the audence most
certainly is list
Harmson defivers his message with
such conmction that just about every
attendee can do nothing but sit in

ning

he says PlayStation 2 is LaEab':.' of
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B Dan Marchant

W Director, Obscure Productions

i Pyro Studios representatives listen as an individual shares ideas with the
silence as if attending & sermon. When assembly during its ‘2D or Not 2D?" seminar. This is Develop!’s strength

something, these guys believe il He

even addresses San's “bullshit factor” expertly, playing down the hard facts and
concentrating on the greater scope the machine offers in terms of radical game design.
Like a driving instructor, he outlines how the new machine works before handing over
the keys. The mechanics no longer matter — it's where you take it that counts,

The lights are then dimmed and the next-generation PlayStation technical
demonstration video is shown - the first time it has been aired publicly in Europe. The
majority of attendees have not seen it before, and it's not long before they are
romanced by its glamour. To them, it becomes immediately clear that Sony's next
machine is something special

Your C[I.IEStiOI'IS answered

Lasting close to an hour, Harrison's lecture is absorbing, yet never boning. There is only
time for a few guestions. Will PlayStation 2 be PocketStation compatible? Yes. Will the
machine play DVD movies? Harrison is non-committal. Will all games have to come on
DVD? No, publishers can choose between CD and DVD. When will it launch? When the
software is ready - not before

How many joypads will the machine cater for? Harrison refuses 1o answer,
suggesting that to detail that specifically would give away too much about the new
machine. This implies, however, that PlayStation 2 will cater for as many players as each
game permits, with joypads linking not directly into the hardware but daisy-chaming off
each other. The possibilities are endless

Will it feature a modem as standard? No, although it will be available as an add-on,
purely because Sony expects telecommunications 1o advance so rapidly that within a
year the internal modem could prove to be inadequate. When a mobile phone
punctuates the silence, one suspects It is Sega ringing to prove the valdity of an
anboard modem.

Harrison leaves the stage to much applause — and to increased respect. That
neither Nintendo nor Sega bothered to directly address the European development
cammunity could prove a massive own goal. As the attendees shuffle off home, there's
little doubt which format they believe will succeed.

While Developl's US counterpart, GDC (Game Developer's Conference), may be a
much larger affair, the signs for Europe's development cammunity are encouraging
This year will be remembered as a tuming-point for the conference, thanks, largely, to

“If this event ceased to happen, we would
be in very real danger of losing
out in the information war”

the presence of Hamson.

Steve Cooke, the =vent's
programme consultant, is adamant that
the conference shall succeed — purely
for the sake of our indigenous talent
“Develop! exists 10 ensure we retain
panty with the development communities
in America and Japan, both of whom
have very well established methods of
shanng information among each other
and are therefore stronger as a result,"
he offers. "If this event ceased to
happen, we would be in very real danger
of losing out in the information war.

“The future of this conference is

even more vital because of shifts in
development brought about by
PlayStation 2 and Project Dolphin. For
the first time since we started producing
computer games it will no longer be
possible for a single team to build
expertise on a platform and produce a
title without reference to the outside
world. When you got & Spectrum you
could buy a copy of the ROM disk
assembly and code away. Eventually, you

Ever been to Develop! before?
Yes, I've been to all of them,
starting rignt back when they
used to run parallel with ECTS,
They get better and better. One
of the key things, like all shows,
is about mesting peopie We've
got academics here for the first
time, offering courses m subjects
like art for videogames - it's
improving all the bme.

What did you think

of the seminars?

On the whole they've been very
varied. Some of them could have
been a bit more to the point - the
EEC one waffied a jittie bit - but
that's what you'd expect from
them. They're a European bogy
and sometimes | think they get
paid by the word.

One of the interesting things
that they had at one of the other
Develop!'s was a panel where a
number of people discussed
topics from the floar - tricks for
developrmant, that kind of thing.
The whole thing was Q&A based
and it proved very useful, Same
of the presentations here have
avoided the nitty-gritty.

As it grows you'll get more
diversity, which | think will be
much more useful ta the industry.

could create your own library of routines

and end up producing a8 game without
talking to anyone e

ise at all - except,
mavbe, a publisher, and you didn't really
need to talk to them in the early days
Subsequently, we've had o go through
the process of licensing propnetary
development kits from console
publishers, but even then a developer
could develop for that platform without
reference to the outside world, apart
from the publisher.

"Now, with the advent of the
complex middleware system for new
consoles and the arrival of machines
that are hugely complex, it s no longer
possible tor developers to make ther
mark on the entertainment world

without sharing information and buying
in technologies and skills from ather
markets, Therefore, any channel of
information = be it a newsletter or a

conference — is essential to the survval
of yaur company if you're a developer”
Developl is clearly important for the

mteractive entertamment mdustry. By
bringing together so many developers,

the videogames you play will continue to

improve. As the subjects discussed at
Develop! prove, the new technologies
throw up a host of new opportunities
and present their own inherent
problems. So long as inspirational
speakers spread their visions, British
development can only improve, Sharing,
after all, has at least as much —

.

value as individual innovation,
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Its production values are shaky, its review slots are
too long, and it’s aired past midnight, but Channel 4’s
show ‘Bits’ is something of a victory for videogames
on television. Edge takes a look behind the scenes

ord has got around Gaming’, where Hattie Jacques
m Future Publishing's and Joan Sims have had the
offices that Edge is going nerve to s i omen-

If you didn't already know
ts' is Channel 4's late-night
devoted to videogames
y, @5 Channel 4 s own

is a bit rich, given that it's coming sp t, ‘three gaming babes’
from the same people who The babes in question are Aleks
constantly bemoan the Krotoski, Claudia Trimde and
stereotyping of gamers as geeky Emily Newton Dunn and Edge
antisocial teenage boys. For a isn't surprised to find that they're
moment, it's as if Edge has enthusiastic and knowledgeable
wandered back into the 1970s gamers to boot. It’s just a

and on to the set of ‘Carry On question of maths, really.




n
L 'Bits' featured Trickstyle
y mENags even

Location work: glambfous printellisetEenchots, A result

Late-night TV has tiny budgets — 'Bits' has only around £8,000 per
episode. No show on such a meagre budget can afford the luxury of
presenters who simply turn up and read lines. They have to write their
own:seripts, do their own. ressarch and, in this case, play the games,

The schedule on the weekly show is as tight as the budget. "Friday,
we have a meeting and get all the games together so we can have
hardcore playing over the weekend,” explains Krotoski. “Monday, we come
in with a general idea of what we're going to do and continue to play until

“I'm the more light-hearted gamer. That’s very important

later that evening, after which we
write up the reviews. By Tuesday
morning we've got the big script
written up for Aldo [Palumbo, the
show’s director and producer]”
Rewntes to script continue
until & final version is ready by
Wednesday morning. "We spend
all day Wednesday playing games,
doing research for next week,”
continues Krotoski. “Then Claudia
and | do all our pieces on Thursday.
Friday, Emily does all her pieces,
then we do all three of us together”
Editing takes place on Saturday, with
the show delivered to Channel 4
just over a week before
transmission. For the 12 weeks of
the ‘Bits’ run, it's at least a six-day-a-

week job for most of the eight-
strong team of presenters and
crew. “It's heavy duty. We put in
a lot of hours,” Krotoski adds.

New York, New York

The idea for the programme
originated with Channel 4's
commissioning editor for night time,
Stevan Keane. On a visit to New
York |ast year he was impressed by
videogame shows running on cable
TV there, and felt something similar
could work in the 'dLater’ slat. To
produce the show, he approached
Glasgow-based |deal World
Productions, which had already
created the 'Vidz' show for the same
spot, as well as other Channel 4

to have, so that people don’t get scared off because they
don’t understand what you’re saying” ciaudia rrimae

Photography: Object 4
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eek — Ainsley Harriot™

series, including ‘Deals On Wheels),
‘Driven’ and ‘Coltrane’s Planes
and Automobiles’

In December last year, Palumbo
was presented with a huge list of
possible presenters: "We did
screentest after screentest, The main
thing was to get the right presenters,
that took the time”” So was the
toncept of the show always to be
female-fronted? Krotoski: “Oh, yeah.
Definitely. It was initially going to
be two, but they went for all three
of us! Trimde: “They originally
tested Emily and a guy, but then
they decided they didn't want this
guy-girl relationship.”’

“We wanted presenters with
varied levels of knowledge,” says
Palumbo, the theory being that by
having a breadth of different
experience, both hardcore gamers
and casual viewers can find a 'way
in' ta the programme. “I'm the
more light-hearted gamer," explains
Trimde. “That's very important to
have, so that people don't get
scared off because they don't
understand what you're saying”

At this stage of development, the
proposed format of the show still
owed much to the New York cable
access programmes that inspired it.
Krotoski explains: “What we were
going to do, to keep production
costs low, was to shoot us in front of



my finals at the » time V 3 nave & lence, | want to be able

The private “Bits’ ' S

your first video

about videogames?

Favourite gar 1 think

chromakey, But it turned out that The cheap look of the show is sized room down the corridor from Ideal World's own office — was

didn't work”" Another rejected idea down to time and budgetary another late addition to the show, concocted after they dumped the

was fo Tilm the girls over the constraint sde chromakey idea. “I have to say,” admits Tnmde, “| would have rather had
shoulder as they played, but this also “We can't be over-ambitious, but we a n setting as we re talking about really bang-up-to-date
proved too dull. The format Ideal try to be witty. As soon as you get technology. But | know what they're trying to achieve, they're trying to
World finally arrived at is, as Krotoski into a game you think, wouldn't it be make it a little contradictory.” “I just don't like the bricks with the purple ‘B’
accepts, “Like something you might great if we could... But that would in it," says Krotoski. It's hard not to agree

see in print, with news, previews take a day, and we've only got two Reaction to ‘Bits’ has been very positive to date. The first show rose

e whole shoot” The to @ 17 per cent audience share — not bad when you consider that

and reviews. But the best thing about da d
t is that you see mowving images.’ utiered office set — in a2 modestly

“We can’t be over-ambitious, but we try to be witty. fis soon
~asyou get into a game you think, wouldn't it be great if we could...
Sut we've only got two days to do the whole shoot” i patumbe, director

Channel 4's average share is around 10 per cent. That 17 per cent

; e (HER
High comedy in its The speé‘av]ﬂﬁts
rawest state. Hmm budgét i er slim

“Let's see.."Okay, in the
style of Meg R¥an in
‘When Harry Met Sally’...” “"How's this?"




and more women who want to pmgram
e thal. It's just a matter of time -

iiway th Perhaps we’ll even get some male pin- ups”

500,000 viewers — a higher figure than the

azine, and all the more

The videogame
says Palumbo

“The

approximates to upwards
circulation of the big
te T.ldrer,;h'

“It was ha at first, but we're trying to win the5~‘ people over’
now starting to trust us," offers Krotoski, “and they're starting to give us
exclusives because they know people are watching us”

‘All the designers and programmers and developers we've spoken
with are very pleased that we slag games off,” she continues. "We could

Ly‘-t:

do it any other way. People come away wi

The private ‘Bits’ | e o

I'm from the

Alekshrotoski

g that we do know

a lot about games, that we are

passionate about it and that it is our

industry and we just happen to

the faces.” Trimde ad
people say, 'It's so much better
‘GamesMaster' — that was hornd'

A man'’s game?

Given the sceplicism — even
~ that Edge's visit to the ‘Bits’ set
aroused, one subject has to be
broached. Just how does it feel to
be a woman In an industry where

m

the most wvisible female is Lara Croft?

“It really fucks me off actually.” is
Newton Dunn's response
"Emily has a personal vendetta
against Lara,” explains Krotoski. |
hate her,” expands Newton-Dunn,
“All those fucking ads with, ‘Do you
vant me to wear this?,
e Lara costume ar
ticaily

in the bed, pra

It's just divisive,” adds Krotaski
irls. You're not allowed in

our tits out”

blind eye to it,”

g to be. It's

Favourite gam

SEXISMm

Over tme, I've leamed to tum a
ys Krotoski. “That's
J0INg h;.

and F} _’:",-'.'

and there's very little that we can do
about it. Lara Croft is a pin-up. She's
a blow-up doll. There's not a lot of

detail there apart from th

JASICS

You can fill in the blanks however
you want. | actually prefer Lula

Virtual Babe because at least she's
straightforward. There's no bullshit

t's like, Th

15 not u
pst thing
about videogames?

s a one-handed

us, |

d we're

ity




Newton Dunn. “| think there'll be
more and more women who want
to program and do stuff like that. It's
just a matter of time — our generation
is haltiway there. And the way
women are represented will
hopefully change. Perhaps we'll
even get some male pin-ups.”
fimde’s verdict on the whole
Lara question 1s a little different to
the others, a little more, well,
European: “| really don't care”

Back in a bit?

Gossip in the ‘Bits’ office that
moming has been straight out of
‘Alan Partridge’ with, ‘Are we going to
get a second series? There's no firm

g.s'é'T fypes &re justbonkers

Where are you from?

news from Channel 4 yet, although
Palumbo reports they are “delighted”
with the show. The main interview
and photoshoot over, Newton Dunn
heads to Glasgow airport — she
commutes from London each week
for the shoot — while Edge heads
off for lunch with Krotoski and
Tnmde. Trimde hopes that, if C4
recommissions the show, they'll start
again in September so they can cover
all the releases up to Christmas.
Krotoski hopes they'll start again in
September so she doesn't have to
look for another job. How do they
see the show developing?

“| can see us bringing more
news in, as that's an advantage we

1 | really want to do is retrogaming.

What's the best thing
about videogames?

What's the worst thing
about videogames?

Internet gammg, and mdependent deuelopers

heir own

have over magazines, and also a

lot of people don't have access to
the Internet,” says Trimde, "And |
think we should concentrate even
more on the gameplay. We've had a
lot of FMV in there because it just
looks gorgeous, and game
companies don't always like to

send you the gameplay on video.

It adds quality to the programme,
but in the end, the gamers are going
to be disappointed.” “One thing |
really want to do is retrogaming,”
enthuses Krotoski. "And a serious
look at Internet gaming, and
independent developers — people
who program their own stuff,
one-man game industries”

_one-man game industries”

Of course, it's ventured, they
realise that TV presenters like
Denise van Outen and Gail Porter
have now replaced supermodels as
the pin-ups of choice. What about
the prospect of a men's mag getting
on the phone and asking for a rather
less compromising photoshoot than
today’'s for Edge? “No way.
Absolutely not," states Krotoski.

“| wouldn't mind,” says Trimde.
“I'd do nude modelling!'

Interested picture editors
should note that Ideal World
Productions’ number can be
found in the Clasgow phone
directory. The first series of
'Bits’ ends this month. S
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The definitive monthly assessment of the world's atest videogames

The beauty of beige
ith the ominous shadow of PlayStation 2 urking
on the horizon, S5ega hasn’t stood around
languishing, In Japan, the recent Dreamcast price cut
has seen weekly Playstation sales eclipsed by another
platform for the first time in countless months. Sega's
home market appears to be Ily waking up.

Which is also what a substantial number of western
developers did after witnessing Sega’s impressive
showing In May. Talk of the nexi-generation PlayStation
may have dominated the air time of those f
to LA, but an the r 1 journey just as many were
talking about Dreamcast. Most importantly, hundreds
were talking about de |

And this 1s where Sega’s latest console could
catch Sony by surprise. Unlike the next-generation
PlayStation, Sega’s machine is a PC in plug-and-play
disguise. It has all of the advantages of a beige tower
(Internet access, modem, Keyboard) but none of the
defects {installation procedures, Inevitable crashes and
incompatability problems). Its architecture means that
developers can port across PC projects in.a short
space of time. The benefits are significant:
development costs remain appealingly low for what
essentially classifies as another farmat, and any
publisher wishing to recoup the inevitable difficulties
associated with releasing a game for the PC - a format

oping far It

s0 plagued by piracy, continuous hardware upgrades
and lack of recognisable or established brand value
that even outstanding titles fail to reach the lavel of
sales generated by a fair PlayStation release - could
initially view Dreamcast as a way of generating more
income from the same product. it's killing two
bandicoots with one rocket-launcher strike, It you like.

There is another critical aspect 1o the PC angie
though. Edge has long been in contact with coun
gamers who, though keen to experience PC titles, are
simply not prepared to spend £1,500 for the privilegs
of spending hours trying to gat the bastard things to
work. With the increasing number of PC developments
being announced for Dreamcast, these same
individuals will immediately be abie to piay the games
with a reasonably modest £200 investment.

This could be key. Foras long as Dreamcast keeps
alongside ever-evolving PC technology, developers
will be keen to port their products across to Sega's
platform without encountering barriers.

The strength of Sega’s own software propertie
and its machine’s online capabillities are selling
in themselves, but the potential afforded by the
existence of the massive PC development community
could yet become one of the company's biggest
weapons against the Sony juggernaut,

Rage has proved the simplicity of PC-to-DC ports with titles like Expendable (left). Stronger
examples are on the horizon in the form of Alone in the Dark 4 (centre) and Rogue Spear (right)
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Videogames on the Edge

This month’'s red-eye inducers

silent Scope
(Coln-op) Konami
As Edge recently found

Ferrari F355 Challenge
(Coin-op) Sega
fith access 1o the cabinet

was difficult to resist the
charms of Yu Suzuki's
35 wark. A

most amoitl

SUPreme incing title.

Bionic Commandos
(Coin-op) Capcom

Metal Gear Solid
(PS) Konami
forced

another play through
Konami's thi
stealth masterpiece. And
It still makes Syphon Filter
look rather third rate

500 aund

office. This platformer
would be ¢

welcome resurrection
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DIND CRISIS

While the characters’ dialogue is in
En{lsh. the Japanese text can often
make puzzles frustratingly difficult

1 B TR
ST R IR 3L
SRR B

Mental dexterity is as
important as speed
with the ]orpad in this
game, as plenty of
codes and puzzles
must be solved in order
to progress through to
Dr Kirk's laboratory

76 EDGE

Instead of simply blasting at the dinosaurs, scripted plot elements provide opportunities to kill them in more
novel ways. Tempting this dino into a gas chamber (above right) is one of the easier ways to dispose of it

populated predeces 3
task of expanding the series he
originated, producer Shinji Mikami has
crafted a more thoughtful experience
this time. Where Resident Evil was a
heady mix of phantasmagorical gore,
cal tension rather

al horror.

I515 15 tactl

if it moves, shoat It. And

enough firepower to
encountered
oinc

single blast

G a Zomie,

oSt beasts for a
short period of time, opening up
ategic gameplay alements, For
example, if a dinosaur is in a main
corridor, It's worth killing it as that
location will need to be revisited
Otherwise, it's Detter to stun it,
explore the area and then exit quickly

tranquilise

St

5 will be ab
= Wil e abie

Irs, switchi on wnen

in the other side of the beams

safely

With prac

N pOSSiDie 10
ing them safely
trapped Iin already explored areas. The

lure dinosaurs, leay

break the
portals before gaining access

But if Dino Crisis' creatures are
improved, the plot is better, too, it
revolves around a special ops team
sent to capture a renegade scientist

irom an Isiand

insertion. it b

sting of gruft a
Gall, systems hacker Rick and the
character Regina -
splits up to explore. Many ingame
cut-scenes maintain plot coherence,

single playsa
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(Above) One of the keys to playing
Dino Crisis is judicious use of beam
forcefields to contain the dinosaurs

t0 new situations

glerting playe
as they arise. Interestingly, there’s
tension within the team, Loo. This
comes to a head at various points
when you are given the choice of
following either Gail or Rick. Although
these parallel strands quickly rejoin
the main narrative, Mikami-san

presumably wanted to highlight the

at is otherwise a

game. There
e endings and bonus-only
s wel

i ameplay elements revolve
around the traditional Res Evil pursuits
oration and puzzle solving. The
latter, in particular, looks certain to tax
younger fans, as well as increasing
the sales of the game's strategy guide
Not only do you have to collect two
disks to open each major door, but

e the keypad is activated, various
nd number codes need to be
points in the game

broken, Other ke

‘Interdoor’ loading screens
feature an animation of Regina

The animations are amazing, especially the tearing jaw action and the
swinging tails. The dinosaurs can even knock weapons from your hands

Format: PlayStation

Publisher: Capcom

Developer: In-house

Price: ¥5,800 (£30)

Release: Out now (Japan)

Unlike previous games, it's clear that the dinosaurs are the

stars of the show. The most prominent character is the fearsome
T-Rex, which raises the difficulty and adrenaline levels substantiaIILJ

tric puzzles. Bizarrely,
style 'QuickTime’ events

n appearance. At different
stages of the game, a cut-sequence is
triggered and danger flashes at the
bottom of the screen. The player must
then frantically bash the icon buttons

to avoid certain death.

However, unlike previous games,
! inosaurs, not the

humans, are the stars of the show.
The most prominent character is the
fearsome T-Rex. Taking the rale of Mr X
from Resident evil 2, this monster
reappears regularly throughout the
game, raising the difficulty and
adrenaling levels substantially.

The smaller dinosaurs move
effortlessly, even if their basic speed

is somewhat slower than expected.
But the animations are truly fantastic
Some species jump claws first, while
others simply lumber straight at you.
They can even use their tails to knock
weapons out of your hands, or drag
you along the floor by the leg or arm.
n fact, it's worth getting mauled a few
times just to watch the biting moves,
which are modelled on the jaw action
of crocodiles. And while the T-Rex and
others may not inspire the dread
expected from the Nemesis, it and
Dino Crisis are certain to keep the

customers satisfied until the:  [——

resurrection of Resident Evil

Edge rating:

Fight out of ten

Capcom’s item screen
has been tidied up to
make it simpler to equip
Regina. Unsurprisingly,
the grenade launcher
proves a vital weapon

EDGE 7/



While it's hard to convey
just how G-Police 2's
draw distance limits the
entire game experience,
you can see for yourself
that the explosions

are well realised

With its poor draw distance, G-Police 2 does not lend itself readily to
Lstmnshm There are some instances, however, where it almost lool

catching
the part

Having experienced tr
fodder of 8- ; 5

hargcore are

more Inclined to

time, but it worked. Fo
With G-Px PSygnosis's Stroud
tempted to address the

20, IS text

actual form peeling into view. Trug to its

D show GP2 at its best, but are limited by the fact that craft disappear at
the same stage as buildings do. The Elite-style radar is constantly in use

remit, this new feature does reduce the

These shots are taken from
a neat series of 16 bonus
missions - it's a Rhino racetrack

number of sudden, unavoidable

5. In almost every

graw

unreality
1 e 2 appears
to have a closer effective visual

harizon than Its predecessor. As its

conservative estimate, v uld De
around 200 yards. At full speed, such
distance can be measured in seconds.

sit
warping, writhing mess. Still, at least

the explosions look good,
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This is one of G-Police 2's more involved missions: chal}ed to defend a mobile
airbase through dome-linking tunnels, the lights are su

denly extinguished

Two years ago, G-Folice’s
shortcomings were a blemish
slightl lied the whole. And now?
It just feels tired. As, indeed, does its

. Joining new landscapes,

ts and mission objectives,
the addition of new vehicle classes is
welcome, though hardly surprising
ining the (apparently antiguated)
Havoc, are the Venom and Corsair,
ssing their own slight spin
on the Havoc flight model

As a further touch, two ground
vehicles are also int ad
relevant missions. The R
tank, of sorts
not Jus

a

both possi

during

noisa

3 ingly armed
with offensive armaments,
with a handbrake. The
eminiscent of Rob
ED-209, doubles G-Police 2's
ement of ground-based

Incidentally, while pondering
he middle and far distance
n equally dark while
the aforementioned two, it’
to weave between the many street
lights that adorn each road

And the missions? ‘Reminiscent’
is the-word that first springs to mind.
Fans of the ariginal will recall the
numerous instances where they were

WOR'S

called upon to 'scan’ collections

many o

status as retteration, not revision

Fwo years ago, G-Police's visual shortcomings were

Format: PlayStation

Publisher: SCEE

Developer: Psygnosis

Price: £35

Release: September

G-Police 2's targeting system automatically locks on to any given craft.
A ‘toggle’ option would have been preferable during dogfights, though

a blemish that slightly sullied the whole. And now?
It just feels tired. As, indeed, does its gameplay J

would be hard (indeed, unfair) to
accuse a ven ingame task of being
boring. With missions climaxing with a
dogfight of some description, most
levels are comfortably brainless, and
completing them can be satisfying

It's sorry to note, though, that the

game's ‘events’ — the first appearance
of a large attack craft, for example, or
the occasional option to order a
wingman to begin an assault — are

of little visual or play-based
consequence. Their lack of ambition
Is underwhelming, to say the least.
olice 2 is the right idea, but
on the wrong format. Darting betweaen

buildings in a fully featured, but above
&, City could be an exhilarating
experience. Alas, the PlayStation - for
all its relative, and many remaining,
strengths — is ill-equipped to provide
such a spectacle. Worse, GP2's
catharsis of intriguing new ideas

makes it a distinctly average and
familiar tale of old gameplay revisited.
Bereft of the visual aplomb usually
harnessed to conceal such mediocrity,
G-Police 2 is anytning but an it

arresting experience. =

all, visit

Edge rating:
Five out of ten

Complementing the
bonus missions as
rewards for dedicated
Pla rs, Psygnosis has
included ‘secret’ artwork
and music, opened via
the main campaign mode
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KINGPIN

Level design is generally good, with episodes taking in docklands and ‘Blade Runner'-esque cityscapes. Each of the
characters’ skin is extraordinarily detailed, too, particularly when riddled with bullet holes after a confrontation

Kingpin features the
best ever rendition of a
flame thrower. Searing
flames lick across the
screen turning enemies
into human torches

n n an overpopulated genre draws gamers Into amblguous ethica denouements, when the scene is set
dedicated to the depiction of tory previously unexplored by and ‘ve gat no choice but to blast
onents with tentacles or faces your way out

like a fractal | The expleti

-laden dialogue and

notched well-above a

out bellige

n way. Levels tend

human cor 5 = where you're encours

one by one with a sh , until e and tap local ¢

Tragically, loading times between
levels are almost intolerably bad

nothing but a mutilated torso is ymation = Into bloody
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The range of only eight weapons -

from lead ti‘ping to a tommy gun
and bazooka - is disappointing

sonably well, theatrically pointing
the player In the right direction. Some
demand maney for information or

10 three thugs may join your group,
2 useful diversions — while they
jve, Should they somehow survive

ardship, they can be healed,

be almost sorrowful to hear

guards you d
that they're listening to a big sports
game on the radio. Waiting around the

cormer, you can fisten for the moment

Format: PC

Publisher: Virgin

Developer: Xatrix

Price: £40

Release: Out now

The dying don’t display GoldenEye
-style death throes, tending
instead to keel over gracelessly

‘_The expletive-laden dialogue and shape-pulling characters are
utterly in keeping with the seedy, underworld setting and make
shooting your mouth off almost as entertaining as pulling the triggeu

when the crowd roars with
excitemeant, and then sprint past

Considering the grisly emphasis,
It's a relief to find that Xatrix's game
Is more than the sum of its notarious

them as they crowd around the set

Such moments elevate Kingpin

last down the p

S5COPe, Kingpin Is sti
of exploration and has tf
graphical realism

Edge rating:

Eight out of Len
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[OTAL ANNTHILATION: KINGDOMS

The perennial RTS pathfinding bug is
practically eradicated in Kingdoms

The radar is a strange anachronism in a medieval-style fantasy game, but a necessary one when it comes to
gameplay. It works automatically without recourse to more historically apt equivalents such as lookout towers

ds by making minor cor
0 their rormuia 1s v aily ¢

joms along the way — its dogg!

adhe spective and
isometric graphics means the TA

[ erance to a flxed pe
innovation In the field of PC games
sSuch |s the case with the deeply
disappointing TA: Kingdoms - a
Tolkien-a e of the two-year-

series itself has been overtaken by
the likes of Warzone 2100 and the
rest of 3D revolution. Without the

The number of units

is vast, with over 130
individual types spread
over four races. More
can be downloaded
from Cavedog's Website
at www.cavedog.com

m's competently crafted and benefits from
one of the best interfaces in the genre, but
there's nothing here that hasn’t been done before J

looks attractive and benefits from one
of the best interfaces in the genre,
but there is nothing here that hasn't
been done before. And better, too,
Red Alert Is better balanced, while

the large-scale, rotatable 3D terrain
2of Warzone creates an immersive

b

=]

mission is undermined by the witless
efforts of the CPU, with its binary
belligerence limited to Somme-style
suicide rushes and futile gestures. In
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Each of the countless units is intricalzely detailed with characterful animations.
Dragon necks flex when they breathe fire and galley blades cut through water

‘Skirmish’ and ‘Campaign’ modes the
Al will continually expend troops by
attacking the same position,
regardless of success or losses. And
every mission can be won by
stockpiling troops and trusting to the
usual weight of numbers plan. The
problem could have been partly
alleviated In the set missions if
Cavedog had scripted in surprise
attacks and unusual events. But,
despite the use of multiple objectives,
actual in-mission twists are rare,
Modern football and racing games
can now justify their annual upgrades,
which largely address technological
issues rather than the gameplay itself
because, at last, they can manage a
passable simulation of their specialist
subjects. However, singleplayer RTS
currently feels more like a mechanical
exercise than a meaningful conflict.

Isometric 3D still persists, but it
seems restrictive after Warzone

And until its Al routines are improved,
s0 it can at least imitate a worthy
opponent, the value of RTS will be
increasingly confined to the
multiplayer arena. Which, of course,
|s where Kingdoms excels

Deathmatch success is largely
attributable to Kingdoms® ethnic
diversity. Four races have been finely
characterised, with each unit boasting
individual graphics, animations, and,
to a limited extent, abilities. Most of
the units have direct equivalents in all
four armies, but minor differences in
design philosophy can have a major
impact on playing style in a
multiplayer battle, For example, the
feral forces of Zhon are touted as a
guerrilla outfit. Sure enough, their
units are fast-moving but lack
stamina. And, in action, against a
similarly skilled opponent, they suffer
badly in attritional combat, while
thriving when the maps allow for
Tit-and-run warfare. The distinctions
between the forces provide plenty of
scope for tactical experimentation,
although Starcraft remains the
epitome of racial harmony on the PC;
Kingdoms' armies lacking the web of
interdependent relationships which
underpinned Blizzard's delicate
balance of power.

Ultimately, Kingdoms has pushed

Format. PC

Publisher. GT Interactive

Developer: Cavedog

Price: £40

Release: Out now

Ambient sound effects are sadly underplayed. Units respond when
activated but, unless battle is joined, Kingdoms can be eerily silent

old-school RTS to its limits. The
graphical detail would shame the
3Dfx blandness of many accelerated
games, and hardcore genre fans will
welcome the innumerable tweaks and
refinements to the interface — which
remains among the most versatile,
But rather than force the pace of level
design innovation, Cavedog can be
justly accused of resting on its laurels
by settling for comfortable dotage in
the fantasy niche.

The T4 legacy ensures that
Kingdoms is still well above average,
but the experience of playing the
sequel falls considerably short =]
of that of sampling the original. =

Edge rating:
Seven oul of ten
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DRIVER

t
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Format: PlayStation

Publisher: GT Interactive

Developer: Reflections

Price: £45

Release: Out now

The extra games (top),
are a nice addition.
The dynamics when
cars are airborne are
rather suspect (above)

The Al of pursuing police cars
is not as convincing as that
displayed by the vehicles you
occasionally get to chase

The way Driver manages to capture all of the fundamental elements of the car
chase is remarkable - just don't expect too much variety from the gameplay

ith GT physically unable to

provide Edge with a review

copy of Driver, a trip to the shops to
purchase the game was necessary in
order to deliver this test.

The lord abave anly knows what
GT was scared of, because Driveris a
very accomplished title, If not the
astounding experience it originally
promised to be. It's unfortunate to
discover that the opportunity to
assume the role of a criminal, as
promised when Edge first showcased
Driver in E62, has vanished, leaving

you impersonating an undercover cop.

It makes little difference to the game,
but it remains a sad indication of the
threat of sanitisation that looms large
over game developers’ heads.
Beginning in Miami, successful
completion of your missions sees you
challenge the local traffic law
enforcement in San Francisco, Los

Angeles and, finally, New York. The
locales may differ but, regrettably, the
essence of your tasks doesn't, it's
usually a case of driving from A to B -
to pick up criminals, drop off illegal
goods or deliver stolen vehicles -
while avoiding the police and chasing
and ramming rivals, then heading
from B to A — usually fleeing from the
authorities as you attempt to reach a
safe-house located on the other side
of tawn. Such limitations are annoying
when faced with such a rich premise.

Occasionally diversity does rear its
head, such as the mission requiring
you to take the role of a cab driver and
scare an informant into submission
through your reckless driving, but this
is preciously rare. While the police
cannot physically arrest you, as in GTA
for example, they'll do a good job of
transfarming your car into a mashed-
up wreck if you let them catch up with
you. Endure too much damage and it's
back to the main menu.

There is a lot of entertainment
to be had with Briver. Executing a
perfectly timed powerslide around a
90-degree bend, horn blasting,
weaving in and out of the cities' rush-
hour traffic, narrowly missing civilian
vehicles only to witness the pursuing
police car fail to do the same - it can

be an immensely gratifying experience.
Similarly, seeing your American-made
V8, complete with US-styled
suspension, lean lazily into corners
and bounce around San Francisco’s
street topography is a sight to be
savoured. Authentic car dynamics

are unguestionably Driver’s forte.

Simply put, no other game offers
you the possibility of so faithfully
recreating the adrenaline-triggering
car chases favoured by countless
'70s movies - to the accompaniment
of a funk-laden soundtrack.

To its credit, Reflections has
included a number of additional
modes to keep interest levels high.
While these fail to match the appeal
of the main game, their appearance at
all, given the game’s notoriously
messy production schedule, is worthy
of note. A twoplayer mode? Forget it.

It's not difficult to fathom Driver’s
performance at retail, where it has
flown off the shelves, It presses all of
the right buttons, marrying real-world
and movie components to often
thrilling effect. Bar its propensity to
crash, and some repetitious =
gameplay, this is great siuff. b=

Edgo rating: - T
Seven ool of ten
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METAL GEAR SOLID: INTEGRAL

Format: PlayStation

Publisher: Konami

Developer; In-house

Price: ¥5,800 (£30)

Release: Out now (Japan),
September (UK)

Don't buy Integral expecting more
Metal Gear Solid-type missions. The
disc is strictly for hardcore Solid fans

etal Gear Sofid: Integral could

mark the beginning of a
worrying new trend. After releasing
a successful and popular game,
developers the world over (or in Japan,
at least) may only wait a few months
before bringing out a remixed or
souped-up version of the same game.

Trug, this has been seen many

times in the arcades, particularly in

the beat 'em up arena, and mainly
courtesy of Capcom, but in the home

issued a Director's Cut version of
t Resident Evil game,
Singular occurrence.

ts seminal firs

but that was a
The arrival of Integral could now
encourage others to follow

So what do you get? Well, in

Integral ensures you'll master
each of the game’s firearms

Some of the levels require more
strategic thought than others

addition to the full game (English
speech with lapanese subtitles and
maore difficulty lev third disc is
included in the double jewel case.
Labelled "VR', this supplement is the
heart of Integral's existence
Essentially, this Is a test disc
with levels from the training section
of the original game mi
impressive number of new

The
proceedings are divided into distinct
modes: 'Sneaking’ has you ne

otiating
a series of levels, looking for the exit

without being de
patrolling enemy; ‘Weapon' mode
reguires youl tc of
weapon-specific levels for each of the
ten firearms offered; ‘Advanced’ mode
has you do the same, only the tasks
are supposed to be tric
Finally, there’s the 'Sp
Easily the most attractive, it col
of a series of one-off missions, time
battles or puzzle levels whi

a quintet

y as the Ninja so predominant in
Metal Gear Solid

through and complete the Sneaking

and Weapon modes before unlocking

d

| ot the more interesting and
allenging al material. This
bad were you not

fice

time-trial e

Ultimately, it's all a bit labarious,
y Jlapa he emph 15

focused on improving your tim

els -
tern

to previously accomplished
mething that eas
appear to relish.

represent
for Sony's army. of gar
on the basis of an add-c

Edge rating:

SI): aiit af

25 by repeatedly going back

|'|1|‘_rl|

The more interesting
stuff, such as taking
control of the Ninja for
a few missions (top),
only occurs after some
time is spent beating
previous training levels

EDGE 25
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~

BUGEY HEAT

Format: Dreamcast

Publisher: Sega

Developer: CRi

Price: ¥5,800 (£30)

Release: Out now (Japan)

POSITION

Witness this curious angle, which,
as if you are a passenger, shows the
drivers limbs at work on the controls

Buggy Heat's
presentation is solid,
with a reasonable array
of options, including a
time attack and a
(limited) training
mode. The twoplayer
mode proves most fun

f the original generation of
Dreamcast software, CRi's

lesser known, but quietly anticipated,
Buggy Heat has finally struggled free
of the development process. While
racing dune buggies is [ittle to write
home about, it's welcome after the
many me-too rally games that have
recently poured on to the shelves.

Certain games, even if they lack
the essential ingredients to catapult
them to fame, still possess an intrinsic
appeal, and Buggy Heat is one of
them. Both racing titles, comparisons
with Nintendo's sublime Wave Race 64
are approprizte, with neither title
offering the kind of flash, often false,
attractions of big name releases. And
It's the attention to detall that makes
Wave Race so satisfying where CRi's
creation is lacking, Buggy Heat was
thought to have been set to benefit
from an extended development period,
but Instead it's been pushed out.

That's not to say that the game is

Bouncing along amid the yack of racers is a great sensation, but there's
no real feeling of competition that something like Gran Turismo offers

without merit. The buggies are
animated with a sound physics
engine and are graphically detailed,
while the eight tracks are thoughtfully
constructed. And while nondescript
characters are cast as the drivers, the
colourful vehicle designs go some

way towards making up for the deficit.

The actual driving experience is
fine, although the controls don't offer
the arcade-style handling suggested
by the cartoen visuals. Instead, you
have to fight the buggies through long
powerdrifts and across alternating
surfaces. The tracks, particularly the
later Peruvian one, with its steep
inclines and tight bends, show that
the designers understood how to
entertain the player. Sadly, a grand
total of eight rather short courses

is a bit on the mean side nowadays.
Other Dreamcast niceties, such
as the ability to support a decent
twoplayer mode and a facility to
upload your best times to CRI's
Website, are put to good use. A stable,
swift framerate is maintained
throughout, while the music is rockin’
awful. Nothing unexpected, then
While several furlongs ahead
of stablemate Aero Dancing in the
quality stakes, Buggy Heat does
nothing to remove the guestion mark
hanging over CRi's ability to produce
top-notch software. Heat Is fun while
it lasts, but sadly that's not
very |ong at all

Edge rating: - _
Six out of ten




SHUTOKOU BATTLE

m
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TESTSCREEN

At least the sensation of speed is good,
and everything runs at a smooth 60fps

E elonious high-speed rivairy at
mignight along Tokyo's internal

Shutoko

motorway network was

taken a wrong tu

Based on the atorementioned

road system, Shutokou Battle offe

expect the dreary experience to

There's only one track, although Jou can drive it in either direction. Don’t

rastically improve as a result, however

but nothing like the
Tarmac today's gamers have come to
expect from a racing game.

individually, and the cbjective is to
if them until their

spirit-point bar runs ¢

the start, and altho ficially

unlicensed, their representation is remain ah

fast this

elements of the Battle mode, but

throws in 8 couple of twists. AsS you

differant gangs. She
k as though he requires a driving

: essor, you simply flash your lights
manage better crash dynamics ' ! ;

Even shoddy PS racing games ‘

appalling collision
dynamics, it's not likely that you'd be

playing this for more than ten minutes,

having by then exhausted most of

S nEt

o

Edge rating

[hree oul of ten

Format: Dreamcast

Publisher: Genki

Developer: In-house

Price: ¥5,800 (£30)

Release: Out now (Japan)

The twoplayer version
doesn’t even feature
civilian traffic (top). At
times, battling with the
CPU-steered opponents
can be reasonable

fun, but it's shortlived
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LUAK

Format: Nintendo 64

Publisher: Activision

Developer
Raster Productions

Price: £40

Release: Out now

The N64 iteration of
Quake Il focuses on
pinpoint analogue
control and speed of
response - making
for a particularly fine
multiplayer game

28 EDGE

brilliantly designed and executed

‘ While no GoldenEye, Quake Il is

£S5 3 CONVersion, more a game
rebullt almost entirely from
scratch, the N64 Quake Il comes as
a most pleasant surprise. Undoubtedly
aware that the dismal port of the
original Quake was not only poor in
execution, but hard to recommend in
the light of GoldenEye (tt
switch-pulling remit looking
increasingly creatively bankrupt),
Raster Productions has taken the
admirably painstaking and time-
cansuming step of recreating
the PC best-seller with a set of

entirely new lavels,

e simple

The result is-a fresh perspective
on one of the gaming industry’s best-
lo titles. Although still ba
comparison to Rare’s Bond simulator
- and the upcoming Perfect Dark -
efforts have been made to offer a
more objective-based experience.

Hence missions that require explosive
charges to be found, data discs to be
stolen, and information to be
downioaded - welcome supplements
o the age-old formuta of blasting
enemies and opening doors. It's a far
mare intriguing proposition than a
direct port of the original’s overrated
singleplayer game, even if it is
disappointingly shor

lived

The weapons in the game remain exactly the same as in the PC original,
with the Railgun proving to be the most devastating - in the right hands

But it is In multiplayer that Quake
i really impresses, and Raster's true
triumph Is in realising a fourplayer
game that Is as hectic and whip-fast
as the original networked article
Indeed, control is remarkably swift
and efficient, and it's completely
customisable, right down to the speed
of turming on the X and ¥ axes. The PC
veteran, coming to the N&d, can
expect to find a game that offers the
kind of responsiveness and agility that
they are well accustomed to, while
players ignorant of the game's origins
will find something far guicker and
mare brutal than Goldengye. It is a
quite remarkable and wholly
enjoyable achievement

Technically, too, the game shines;
the graphics are clean, and, strangely
for Quake, colourful. Raster has
implemented the 4Mb Ram Pak in a
unigue fashion — rather than supplying
a framerate-destroying hi-res
the extra memory |s used to keep the

game running smoothly and at speed,
somewhere in the region of 30 frames
per second. Even so, there have been
sacrifices, most noticeably some
missing frames of animation - enemies
move in clockwork fashion, and firing
off a gun is disappointingly jerky. The
enemy Al is as basic as ever, and
definitely found wanting in
comparison to, say, Turok 2°s
remarkably cunning adversaries
There's no hiding behind rocks here —
simply the occasional duck.

But Quake Il was never about
subtlety. What can be found here,
ultimately, Is an impressive straight-
down-the-line blaster that contains
some of the finest multiplayer gaming
eVer seen on a console. And that
alone is reason enough to
recommend Quake ! as a =
successful N64 release, =

Edge rating
Seven out of ten
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PlayStation development: roll your own
ith the Yaroze, Sony set out to make a basic PlayStation development systerm

m available to anyone. While this bold move succeeded in generating a lot of
interest, not everyone was happy. It was expensive (espedally if you already owned a
PlayStation), and there was no way to run Yaroze games without a PC to download
the data from. So people looked for ways to develop games on a standard PlayStation.

This should be a simple propasition, The GCC compiler used for the MIPS processor
in the PlayStation is freely available, and mast chipped PlayStations can run code from
CDR discs. So it is possible to write a CDR containing homemade code and run i, but
there's one major drawback — every change to the program must be bumt onto a
new CD. So while CDRs can be used to distibute and demonstrate fully debugged

programs without needing a PC, for actual development they are virtually useless.

A homemade PlayStation gralahir.s demo (above left). Some of the features
provided by the ‘Caetla’ tool for developers from the Japanese group K-Comms

WorkStation

videogame creation under the microscope

The commeon solution to this problem is to employ a PlayStation ‘cheat cartridge’ —
maost frequently an Xplorer or Action Replay model. Both feature a port which allows a
PC to be linked to them, and code can be downloaded over this into the PlayStation's
memory for execution, Some cartridges already have this functionality built in, while
others must have their normal ROMs replaced with an altemative program — the most
popular is the Japanese group K-Comms' ‘Caetla; which not only provides code
uploading, but also a range of other functions useful to developers.

An even simpler method is to use the PlayStation's own serial port for uploading.
With a cable ta link it to a PC sefial port, and some code bumt on to a COR, any

layStation can be used in this manner. This is, in effect, what the Yaroze s — a
PlayStation with a special senal lead and boot CD. Some people have used modified
copies of the Yaroze development tools with a normal PlayStation in this configuration.

With methods available for uploading code for execution on a PlayStation, and the
GCC compiler and assemblers freely available, only one problem remains for would-
be PlayStation coders — libraries. This has been the biggest stumbling block for
legitimate home PlayStation development without a Yaroze, The PlayStation is quite
a complex machine; and, without Sony's extensive code libraries (which are supplied
in cut-down form with the Yaroze), programming it is extremely difficult. Some less
scrupulous users simply use pirate copies of Sony's official libraries. Others use the
Yaroze libraries, which can be found on virtually any PlayStation CD containing Yaroze
programs, and for which header files have been produced and are available on the
Net. More pioneering developers are working on documenting the interals of the
machine and devising their own libraries for it

These efforts show that the spint of bedroom developers is very much alive, even
in a market now dominated by superpowers. The question still remains, though, as to
whether the people involved will stick with the PlayStation long enough to produce
anything that affects the mainstream market, or simply drift off to investigate the next
interesting machine that comes along — Dreamcast or PlayStation 2, maybe. The only
certainty is that as soon as each nexi-generation machine armves, someone will
be poking around inside to see what makes them tick. E

m ne of many devcos working out of Guildford (an area that is fast becoming Britain's own Silicon Valley), Mucky Foot is currently beavering away on Urban Chaos (see p27).
Looking at these shots of its offices, however, it's hard to see how much work gets done at all. Developers with even odder setups should send the evidence immediately.

Mummified frog This lives o
"A\!"il'er.l"a‘.i ]11" i
desk, He kisses it dally inthe hope
that it will one d.a.'. ham info g
landsgme prince”

probably says more about the
Foot guys' laid-back approach
than anything else 'Healll and
<afatyd What's that, then?’|
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The ever-alert Ripper “This is
actially the e betw

= What 'a b

In-house swimming poal ‘[Fom
hett] Shiaw, Mark Acdami and Mike




The trials of a start-up developer: part 13

From the hip

“There’s a huge debate in the media

at the moment about violence and

computer games, It reminds me a bit

of the time when parents debated the effect of ‘Grange Hill'
on young minds. The BBC even had a lve debate featuning
patents in cords. Don't laugh — it actually happened

Dunng May this year, a large number of videogame
companies, indluding id, Sony and Eidos, were cited in a
£130 million lawsuit by the families of three victims killed
in last year's school shooting in West Paducah, Kentucky.
Another massacre, this time in Littleton, Colorado, further
fuelled media hystera. Computer games create killers -

or 50 they say, at least

“We need to come up with more creative and imaginative ways of engaging people. If our industry is
serious about becoming massmarket then we have to start taking more responsibility for what we create”

For the record, I'd like to say that | think it's totally unfair
to blame this kind of violence on games. | would suggest
that it's the laws that allow people to walk around with more
guns than a small army that might be the problem, That this
doesn't happen elsewhera in the world with anything like
the same fraquency would seem to support this. In Europe
and Japan we play the same games, watch the same
movies and listen to the same music, so why doesn’t
this sort of thing happen here? The reason s guns

Having said that, though, if the games industry is actually
senous about becoming massmarket then we have to start
taking maore respansibility for what we create. We need to
come up with more creative and imaginative ways of
engaging people in the increasingly complex environments
we create. Killing everything that moves seems like a pretty
basic premise for a game, even it you are doing it in
gloriously realised graphical worlds. Up to now that's been

at — afer all, we all love gur Quake. But for how much

ges can we justity chuming out the same stuff? Don't
get me wrong, I'm not saying that certain types of game
will dhe out — there will always be a place for deathmatching
But | think that we will start to see a new breed of games
that hitherto we could have only dreamed of

After making Theme Fark, | spent a lot of time thinking
abowt the reasons why the game was so successhul, | stil
find it hatd to believe that it's sold over four milllon units. It's
still in the top 20, five years after its release. One of the

man reasons for its success, | think, 15 that there's no

violence in it at 2ll. Many women and children bought and

played Th:

me Park for this reason. I've been looking at
game sales over the last couple of years and there an= a
number of games that have been extraordinanily successful
without so much as a gun in sight. Sim City 3000 has already

sold over two million copies; Microsoft's Flight Sim '98 has

After co-founding Lionhead Studios with Peter Molyneux, Demis Hassabis set up his own development house, Elixir Studios.
In this exclusive diary, he considers the merits of developing a game for a new breed of gamer, where violence doesn't pay

sold a staggenng tour million copies; Mattel's Barbie Fashion
Designer game gol 1o number one in the charts in the US...
At the very least these games prove that you don't need
large amounts of bipod 1o make & hit game.

There are two reasons why games have histoncally

relied heavly on

ence. First, gameplayers wers

or at least the first generation was).
Second, the technology limited gaming environments,
making more complex interaction imprachcal.

Befere the PlayStation revolution, & very large number
of gamers were men aged 16 to 25, Violence obviously
appeals as a theme, a fact reflected by the success of
titles like Doom. However, in the space of a few years these

very same people have become largely atypcal of the

gaming demographic as a whole. The adoption of games
into the mainstream has created a new generation of

gamers who aren't 16 to 25 years old and very probably

aren't even blokes. The onginal generation of gamers are
now in their late 20s. As the gameplaying demographic
broadens, so must the games themsehves.

it's not like we can blame the technology any more. In
terms of their ability to interact with players socially, early
computers were distinctly Cro-Magnon. Killing is a very basic
interaction, and one that's comparatively simple to program
Anything more than that is considerably harder, It was
inevitable that most games would involve interaction in the
form of killing and being killed. Now it's all changed. The

advent of powerful computers and sophisticated artificial

intelligence techniques allows for ever more complicated
forms of interaction. These open up a waorld of gameplay
opportunities. Computer worlds will be populated by
intelligent agents with a range of cognitive skills and
emations (like jealousy, hatred and fear). It's no acoident
that Sony's next-generation PlayStation chip is called

the Emotion Engine.

Advances in two areas of programming in particular have
made this possible. Computer game programmers are now
right at the cutting edge of artificial intefligence (or Al) and
in some cases, are actually leading it. Games ke the Sims
(by Maxis) utilise simulation and Al technology to create
virual worlds that live, breathe and exist independently of
player participation. The incredible advances in 30 graphics
are allowing us to create worlds that are increasingly
photorealistic. Improved graphics help to sustain the illusion
of reality, making game worlds more believable and more
immersive. What all of this does is allow game designers 1o
create more ambitious game designs., O, it should

As game designers. we should be pushing the medium
forward by looking at more sophisticated topics. The industry
as a whole can be narrow minded and seff-referential. The
approach of the next-generation PlayStation should
encourage us to compete with more traditional forms of
entertainment, like film, and that means tackling subjects
other than death and destruction. I'm not suggesting making
a game based on coal miners in 15th-century Sheffield,
rather that we should try something more than just a
computensabon of loy solders or cowboys and indians. I'm

talkng about creating more complex worlds where players

enter alternate realities so convincing and so invoiving that
they experience the whole gamut of emations. | can't wait

for the day when games come along that will

spearhead this revolution and light up the way
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The trials of a rock'n’roll games publisher: part three

Brian Baglow, public relations manager at Rockstar Games, recounts the tricks and traumas
involved ih producing GTA2, the sequel to one of the most successful games in recent years..

E n f was e for its many innovative
. {Eatures, but the music and sound effects also

se. Bucking the industry tradition, DMA

deaded not to lock someone’s mate m a bedroom for a
week with his guitar and a distortion pedal. Instead, we

to the game itself

Ag & rehes on audio — sound eff

- as much as it does graphics. It's dead easy to grab a

sar a patticular noise from a library disk and bung it

into some code, but the chances are it won't fit or work
properly. The idea with GTA was 1o use layers of sounds to

completely believable city emvronment

for the vehides,

Hundreds of different samples were ¢
pedestnans, explosions and vanous nasty deaths.
g even further Colin Anderson, [

head of audio, explains: "For GTA2 we wanted to oreate &

2 takes thi

completely realistic and accurate 3D sound environment. To

Like the 3D

graphics engines everyane has heard of (Quake i Unreal

allows you to create and play

etc) a 3D audio engin

Winds exaclly as they

appear in the real world

The most important tnck is Dynamic Sample Layenng.

This is a new technigue where, instead of a single sample,

we use a number of samples to build up a single sound
Raymand (Usher — senior audio programmer) and Allan
(Walke: — sound designer) created it for Wild Metal Country

in all our titkes from now on

A styles. When you stole 3 car you would hear o

these stations on the car radio. If you left the car and stole
anothes, chances are you would get another station playing
n your new vehidle, it was cool, it was new and it worked
GTA2 still uses the radio stations format, but now there
will be 11 all-new stations which themselves feature in the
city’. Some of the radio stations on the map will be locat

ones and the sound quality from them will be affected by

ance you are from the transmitter. In the original
game you oould retune the radio station or, if you really
disiiked a track that was playing, you could simply blow up
your cat. in GTAZ, #f there's a particular song which offends
you, you can aways blow up the radio station instead.

“We wanted to create something totally new for GTA,"

says Craig Conner, the musican responsible |
the GTA music. "A lot of people were doing soundtrads
which sounded identical all the way through. We wanted to

do something for everyone. The country-and-westam music

was & bit of a surprise, though - there was so much interest

in it, we ended up having to create & whole new staton”
“We've also totally revised the technology we're using to

play audio tracks.” says Raymond Usher, CTAZ's semior

audio programmer. “In the first game, when the player

changed cars we had to change the CD track a5 each

track was a different 'station’. Unfortunately, with some

CD players, this created an unavoidable seek time. In

GTAZ we are using a completely new system of streaming

“In the original game you could retune the radio station or, if you

really disliked a track that was playing, simply blow up your car.

In GTA2, you can always blow up the radio station instead”

“For instance, the cars in GTA used a single sample which

vaned

it got closer to you. In CTAZ we're using a number
of samples to create the noise of an oncoming car. After
careful expenmentation (on the motorway at Dundee) we

2Nt NOSES you hear as a car

figured out the basic

moves past you. The first sound is that of the tyres on the

road, then you hear the engine, and then you hear the wand

over the car. Next, as the whole car is moving past you,

you've got to take the Doppler shifting into account, too”

ngle car. When you can have up to

20 of them in a built-up area, with two dozen pedestrians

screaming and yelling curses, someone firing a machine

gun and two police cars and an ambu approaching
things get complex. And loud

The way that the music has been implemented inside

Often, w

1 ga is still pretty unorig; start,

nnues unti

the music is played straight from the CD and ca

the end of the track, or the end of the CD, or you get killed

CTA brokedthe mould wath its innovative use of ‘radio

stations’ — each car in the city was tuned to one of seven

different radio stations which played an edectic vanety of

wav files. This almost eliminates any pause when
changing tracks. Rt also lets us do some dever things o
create mare realistic radio stations.”

Paul Scargill, GTA2's other audio programme,
elaborates: “By using streaming wav files we can mix things
dynamically. Now the radio jingles, DJ news stones, and so
on, can be mixed in anywhere, rather than appearning in the
same place every time, and the radio stations continue
play even when you're out of the car, unlike the last time. It
means that we're going even further to create a more
random — and hopetully more believable — soundtrack”

The whole of the soundtrack for the onginal was written
and created by DMA. Since GTA was released, however,
more and more game companies have stared to license
tracks from well-known artists. While there can be benefits,
there can also be some major drawbacdks if you're not
caretul. “No matter how good a track is on its own, it has
1o work within the context of the game,” reckons Stuart
Ross, DMA's composer, responsible for the music in both
Body Harvest and Siicon Valley”

Rockstar Games has a strong background in the music

Moving Shadow label boss Rob Playford (top) and dance

act Flytronix join DMA (above) to create music for GTA2

industry. When GTA2 was being planned, one of the things

that both DMA :

nd Rockstar were keen on was to exploit
these links and find some music that not only fited the

game, but would lead the soundtrack in new directions.

A partner in was found in the shape of Moving

Shadow, one of the most cutting-edge and ridiculously
cool dance labels in the world today. Founded and run

by Rob Playtord, the man responsible for produchon on
Goldie's Timeless’ album, Moving Shadow is home to acts
such as Omni Trio, Flytronix and EZ-Rollers, probably best

known for the ‘Walk on the ‘Lock, Stock

and Two Smoking Barrels” soundurack

Rather than simply plundenng the Moving Shadow

vaults, Rockstar's Terry Donovan (ex-A&R bloke and dance
music guru) and Rob Playford agreed that creating new
tracks for the game would be the way forward. So it was that

th

sghty Flytronix took a trip to D

dee to play the game,
sit down with us and create something entirely new.
GTA set a new standard for audio in games. GTAZ is

mplete, realistic

o push things even further, with 2
30 world, featuring music designed especially for the game

by one of the most amazing drum'n'bass acts in the word.

iy i’ the game - E

No

only that, the music s actual

and you can affect it”
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ince 1986, Codemnasters has developed and published games for all
the major formats. And in that time, co-founder Richard Darling
(whose official job title is game design director) has been overseeing

his company's outstandingly consistent high-quality output. His passion for games

5 remained U y robust — n industry full

ded and pretentious

aracters, Darfing emerges as a refreshingly honest, surpnsingly modest and

nstanty likeable individual. But above all, he remains a gamer. After a spin

- on the company's highly promising Colin McRoe Rally sequel (see p44), Edge
comered Darling to chat about the past, present and future of one of the world's
finest videogame makers

Edge: What have been the most memorable moments since
Codemasters’ inception?
Richard Darling: The most memarable moment was deading to set up

which

Codemas!

< quite a big decision because we had
done quite well as freelance programmers and built up some money, We had to
invest all of that and take out bank loans in order to set up the company, so it
seemed to be quite a high-risk venture,

The last three to four years have been the most enjoyable, though, because we
concentrate on fewer games and have more people work on

re enjoyable to work on games on which you feel you have really
the best development job. In previous years the sales were lower and
wrefore the amount of money we could spend on developing games was limited
Edge: How 'hands on’ is your current involvement within the company?
RD: Each game is a big team effort But my personal involvement is in the early
design stages and towards the end of the fine-tuning process.

Edge: Obviously, you've grown substantially over the years, but there
must have been a point when you thought, this is getting big.

Vere was, it sort o

i happened in probably three phases. And it goes with

the hardware. When we stanted we were doing games for the 8bit

nes - Spectrum, Ams etc - the whole b

iness then was m

er, it was pretty much a niche market. We started prabably with five people,
.nc:'ud.rl;_', myself, my brather and dad, and for quite a while we were between ten
and 15 people in size. So at that time the company was quite small because we
wiere partly developing games ourselves — | was programming on the Commodore
64 when | was 16 — but most of the games we published were being coded by

outside contractors which tended to be individuals working from home, so we'd

= on the game we wanit

nge a deal with them, to develop and the

T and once it was QA checks — nothing like we

now — and then publish them. So the number of people needed for that kind

of thing was quite small. it sort of took a step up in seriousness — in size, | suppose
- when the Nintendo systern [NES] was launched in America.

Edge: What happened to Codemasters then?

RD: The [NES) software sales, at that ime, were outstripping the sales of computer
games, and if you looked at a graph of the increase it seemed pretty dlear that it was
hadow computer games quite rapidly. And we really felt we needed

produce software for this machine. So that was the big change
really. The problem we faced was that we made an approach to Nintendo to try to
find out how we could develop for their machine, and we didn't get very far. They
had a system for licensing developers to develop for their machine which — we may
have been a bit naive, | don't know — but we felt like we were outsiders and weren't
ng to get into that cirde of developers. So if we wanted to publish games for it

o do it independs
SNCE, SOM

we'd have

which we then set about doing, And that was

when, | guess sort of by ¢

g happened. in order to develop for a

consale without any information from the manufacturer

oSy

it, take it to bits and find out from the

rse-gngineer the hardware — analy

electronics exactly what's gomg on in the system. 5o we got some people in who
were specialists in that kind of area in order for us to write aur own development
libraries and create our own development system so that we could program it from a
PC. And then we started writing games for it. One of the first games we started
writing was Treasure lskind Dizzy, | think. It had been a successful 8bit and Amiga
game, and for the consale we redesigned it to increase the size

ave lots of

1 as basacally the latest Dizy game that we sizrted developing
Edge: This was around the same time as the Game Genie. How did that
concept come about?

RD: Through understanding the hardware in detail, probably more so than most
developers who were just given a sort of development manual, myself, my brother
and a guy called Ted Caron, who used to program on the Atari ST, came up with the
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idea for what tumed out to become the Game Genie, We sat one day, trying to
think of a type of game that would be attractive to 2 wade audience.

One of the common things we thought, cemainly at that tme with Nintendo,
was that in a lot of ways the games were more simplistic than they are nowadays,
The challenge/reward mechanisms were maore simplistic = you know, something like
Super Mario Bras, which is a very, very good game, but it's really linear and there are
things put in your way to stop you progressing when all you waril to do when you
play it is progress. And so the overwhelming thought for gameplayers is to want to
get nd of those barmriers and we thought that that's a faily constant desire; it doesn't
miatter which genre it is — if s 3 racing game it's being able to dnve fastest . | don't
thmk it's 50 applicable these days, though, as games ane a lot more sophesticated

So the idea of producing a piece of hardware that would allow users 1o actually
modify their games — remove bamers, gve them extra lives, make them jump higher
- we thought that would appeal to a large section of people, and, as it tumed out, it
did. That was effectively a side issue for us, the company is primarily a games
developer and publisher, but because it was such a good idea we followed 1t through
and, 1o cut a very long story shart, it did very well. Up until then we were a company
that had been doing well and we were growing each year and making profit, but for
a private company, in any industry, it's very hard to break out of the cycle of
spending your profits, investing them for the next year to grow, and the growth rate
15 normally guite limited by the fact that you're kind of financing yourself from the
previous years. But the Game Genie gave us a sudden injection of capital into the
company and then we could sort of sit back and say, 'Right, what can we do now?
Al of a sudden our options were much more open
Edge: What was your reaction when Nintendo sued?

RD: Nintendo sued our distnbutor Galoob when they announced the launch of the
Game Genie in Amenca, Our reaction was 2 vigorous and intense effort to defend
the action that they brought We believed that we were right and there was nothing
llegal about the Game Genie, but because it was an area of law without any
precedent it was a difficult case to prove,

Edge: And when you won?

RD: The paint where we ultimately won the court case was when Nintendo had
exhausted all the avenues of appeal which, in fact, culminated in the US Supreme
Court tuming down its application for appeal on the grounds that it had already been
decided by the coun of North California. This was many years after the initial case
was brought but we were obviously pleased that the issue had been finally settled.
Edge: Didn't Codemasters and Sega nearly end up in a court room, too?
RD: In 1993 we had an episode with Sega where we tried 1o do a similar thing we'd
done to the Nintendo system. We'd spoken to Sega again about being a licensed
developer; we hadn't been happy that we'd be able to operate effectvely without
being disadvantaged. | mean, if you're going to develop games and publish them

for & systemn and go through all the expense of daing the development and
publishing, then you don't want to have anything unfair about the way you're trying
to trade on the marketplace that puts you at a disadvantage compared to everybody
else. | don't want to get into spedifics, as I'm not sure that it would be legal for me to
talk about it [laughs|, but there were definite reasons for making a firstparty
advantageous over a thirdparty

So we looked - again, we'd alieady done this with Nintendo — at the legal
framework we had in this country, and around the world, certainly in Amenca as
well. There is nothing inherently wrong in developing 4 game and publishing it for
somebody else’s system. There's no law that says, ‘Nintendo have made a console
and therefore they have the nght to monopolise the software that's published for it
But that's what they try to do with the licensee agreements. At the time there was
an investigation going on by the Monopolies and Mergers Commission about this,

50 we decided again to reverse-engineer the system and develop our own games
for . There was a court case settlement which resulted in us being able to publish
Sega games, which we were manufactuning ourselves, locally, Manufacturing our
own games gave us a lot more control — we could manufacture whatever quantities
we wanted, when we wanted — if there was an emergency where 2 certain gan%e
was more successful than we expected we could manufacture more very quickly.
Edge: Which takes you to the next phase. ..

RD: Codemasters was a much larger company — there were about 35 people at that
time, | think - with much larger resources, and in design and development we would
work very dosely with the developers — who were all still freelance contractors. And
we realised that as the team sizes became greates, it was becoming more and more
difficult to keep a team together over the course of however long it took to develop
4 game - probably about a year. So we decided to set up an in-house development
studio - and that coincided with the emergence of PlayStation, All the PlayStation




and some first-class titles. Do you see this as
a direct result of the fundamental change in
Codemasters’ development structure?

the 1 we do, the relat
srs and the

back in 1994 ¢

Edge: You're one of th
able to maintain remarkably high-quality
output. To what would you attribute this?

ake sure

3ll should




not quite finished. It's

it's sort of part way through the QA process.
Edge: Of all the Codemasters games, which
are you most proud of?

RD: | feel that the progress that we and the whole

ang has been very rapid
| am most proud of are the
ly, TOCA 2 and Brian
m proud of them because we have been
o put a huge effort into the development.of each
of themn and | feel we have managed to create games
promise. We spend whatever it

asitcanbe This s

few years and therefore the
is available to spend on the

games. We are ble to use outside resources
without restriction. For example, in the current Rally

= are able to send groups of artists to the

jorld Rally locations for photography, etc
Edge: Most people would stick to Formula
One, NASCAR’s Mario Andretti, wrestling and
motorbiking, but you have touring cars, rallying
with the ever-popular Colin McRae, Prince
Naseem and mountain biking sewn up. You
seem to be particularly good at targetting the
right licences and activities.
J know, it doesn't matt

fous statement, but you get pe

ng to do 2 gam

“1'm really excited about
the idea of modems and

consoles, I really think that's

cars we really felt that th

- it's got the advantage of being exciting

going to change things. |

know we've got modems

ous things

i's gone

on PCs to play games, but
PlayStation games are
outselling PC games at

a ratio of ten to one”

ant a degree of fame and recognition, b
romplerment that the game itself has to be r
Edge: Music was radically new. What was
the thinking behind publishing it?




interested in the idea. Then when Jester came along with a threequanters-developed

dd actually see it working and thought it was brilliant. The reason we

go ahead with it is because Codemasters is trying to publish software that

ng o be successful and be exciting and atractive to gameplayers, and

we thought it

id have very big appeal.

It's & bt fik

back to the Game Genie thing. With the Game Genie we felt

we created something that has got some kind of appeal to almost anyone, and |

- think that was true of Music. Aimost anybody who plays games has got some kind of
interest in music and they have different tastes and different styles, but Music covers
quite 3 range of styles. And 50, on the one hand we thought, well, it's not a game
and it's a bit odd and people may not understand it, but if we could get the message
across we thought it could, potentially, be one of the most successful games of the
year, Gran Tursmo was the most successful game of the year, | guess, but no matter
how good it is, it only appeals to racing game fans, whereas Music is getting through
to pretty much everybody,
Edge: What's your opinion of the current state of the videogame market?
Isn't it ever demoralising to see clones and und rished sequels app
from other publishers when you're striving so hard for quality here?

RD: | suppose it's different for you, because you have ta look at them all, and |

only have to look at the ones | like laughs]. I'm still very excited about it. | mean,
very recently, Onver is really a very good game, in lots of ways — it's very refreshing
and quite different, Without going into the specifics, like the mechanics and the
lighting effects, the general game is very, very good

Edge: How do you see the market developing?

RD: In terms of what's exciting about the way people might be playing games, I'm
really excited about the idea of modems and consoles, | really think that's going to
change things. | know we've got modems on PCs to play games, but PlayStation
games are outselling PC games at 3 ratio of something ke ten to one, and | think
that's because PCs are just 5o hard to s&t up and install and keep up 1o date with the
30 cards, and so on. Anybody c2n play console games — you could be a professional
welder or, for example, a professional touning car dnver; | know that some of them

in between races, go and play Touning Cars on the PlayStation. You could be
interested in soccer and play socoer games on the PlayStation, but you couldn't on
the PC If you're not a technical person you almeost centainly won't be able to get a
soccer game working on the PC. For that reason, although multiplayer games are
available and doing quite well, it's going to be a different thing when multiplayer
capability becomes console-based. So, yes, wa're putting quite a lot of effort into
trying to think of all the different things we can do in the future with PlayStation 2.
Edge: The prospect of working on the new consoles must be exciting.

RD: Yes. Well, I'm very excited about PlayStation 2 [laughs]. | don't know, it would

be hypocritical for me 10 say that we're very excited about Dreamcast because we're
not actually developing for it. 1 mean, it's exciting when a new console comes out,
and we may well start developing for it

Edge: How do you see Nintendo, Sega and Sony's futures?

RD: | don't think | can predict that any better than anybody else, it's anybody's guess.
| think one thing's for certain: | can't see Sony being squeezed out of the picture. |
think Sony are going to remain.... then Sega and Nintendo. Then there are others —
and | don't know who, | don't have anybody in mind — but once you get game
consoles that are connecting 10 the Intemet via a phone fine, cable and things, then
that brings other players into the egquation, some very powerful companies who
could well get involved as games console manufacturers and as games publishers.
Edge: And where do you see Codemasters in five years' time?

RD: We real:

50 it doesn't quit

5 on producing game software. | know Mus

12 game,

t, but it's a product amed at gameplayers for 2 games

machine so our definity games st

retches to that. But, basically, we'll focus on

games. We want to i
are plenty of opportunities for that because we foreses that the games we're
prod
resources - the amount of people working on them and the effort it takes to develop

g in the next few years will be even more hungry in terms of development
has escalated in the last couple of years. As far as | remember, the final budget for
Colin McRae Rally was either £840,000 or £940,000, which is obviously quite a lot
of money, and that's going up. People’s expectation of PlayStation 2, the ability to
recreate the real world, is phenomenal, and we're going to have to put more aspects
in games, therefore we want to 1o focus on trying to do the best games that we can
Edge: After 15 years, what would you say is the best thing about

being in the videogames industry?

RD: Constant change. .. and exciting people. It all makes it quite an

interesting place 1o be E
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FERRARI F355 CHALLENGE

SUZUKI-SAN'S AMBITIOUS RACER SCREAMS OUT OF THE PITS AND INTO THE HISTORY BOOKS

Sega RED#2
Out now Uapan)
Japan
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It's not been confirmed exactly how many Naomi boards are used to
one dedicated to each screen, plus a general ‘grunt’ unit. The

F355 Challenge, but accepted wisdom is four -
of the visual resuits are totally without question

ollowing last issue’s exclusive
‘ exposé, Edge has had the
opportunity to spend some quality
time behind the wheel of Ferran 355
Challenge. As expected, reasons to fault
Yu Suzuki’s latest creation are far fewer
than those to applaud.

Perhaps the most senous accusation
that can be levelled at Challenge is that it
is too realistic, too fine a simulation. Edge
wonders quite how anyone other than the
maost hardcore racing fan (or a professional
driver) will cope with the subtle demands
of keeping the car on course. But then

again, that's what the options are for.

Once seated deep inside Challenge's
foreboding three-screened cabinet, the
array of controls proves initially alarming,
Degrees of proficency are
accommodated for by both semi-

automatic gear paddles behind the wheel,

and a si-spead manual ‘box down to the
right. Right behind that are the dnving
assist buttons, offering continuously
variable traction contral, steenng
assistance and the like. For maximum
enjoyment, it's best to leave them off, as
they numb the electrifying sense of
invalvernent that Challenge generates
Disappointingly, the manual gearbox

and clutch combination lack the kind
of detailed feedback that make them
properly useable. However, Challenge
more than lives up to its name even
when using the semi-auto paddles

Slam en the brakes and the car
shudders, dips and shdes dangerously out
of control. Lift off the accelerator after piling
too fast into a comer and the car’s tail
swings loose. Fighting the wheel through
tight bends, surrounded by matching
Ferrans, one thought dominates the mind:
virtual reality is no longer a pipedream
Challenge is, without a doubt, the [——

=0

ultimate driving sim to date. L —1



STRIDER HIRYU 7

THE LEGENDARY NINJA IS BACK IN A SEQUEL TO HIS CLASSIC COIN-OP DEBUT, COURTESY OF CAPCOM

Capcom l s been a weird decade for Strider Hiryu.
TBA After a flummy of activity in the late '80s
Japan and early '90s ~ which saw the release of his

first arcade game, followed by a totally different
NES adventure and a mass of home coin-op
canversions (the ST, Amiga, C64, PC Engine
and Mega Drive were all recipients) — his career
bombed. Capcom did start wark on a second
Strider arcade fitle using proprietary M2-based
technology, but then M2 fell through, and now

the game has arrved on a somewhat unusual
PlayStation-based board. Hiryu's recent cameo
in Marvel Vs Capcom has perhaps prompted
this comeback.

Interestingly, Capcorn has taken the cautious
route updating this title. Strider was a 2D

side-scrolling platform actioner in a mould all

' AL L e
Capcom's striking level of its own; Strider 2 uses 3D backgrounds but
of presentation is in full
effect. A wireframe map
sketches out routes
Erim to levels starting,
ut it’'s a largely
superfluous touch

combines 2D and 3D approaches to character
design and retains the onginal's scrolling
gameplay. The new game, however, allows the
player to move in any direction (rather than

follow a strict left-to-right route), giving a greater
depth of interaction with the environments.
Other than that, it's business as usual. Hiryu
must do battle with an evil collective known as
the Light Sword Cyphers, through a series of

Hiryu's innovative ‘electric
cutlass’ weapon returns,
and is as devastatingly
effective as ever

atmospherically dark manga-style environments.
These locations combine gothic castles with
futuristic spaceships and underground bases

to create a punk-esque collision of visual styles.
The new 3D characters and bosses also work
well, but this is essentially a faithful reproduction
of old-school arcade action, replete with simple

interface and snappy gameplay. It should =
be all the better for it. =

The original was remarkably unsubtle, and instalment two follows suit, with brash boss encounters and extravagant set pieces intertwined with the slash-
happy, henchmen-hacking core gameplay. Though Hiryu himself remains 2D, the backdrops often use 3D perspective to show-stopping effect (above right)
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CHOICE CUTS FROM THE VIDEOGAMING VAULT

he side-scrolling beat 'em up may represent

videogaming at its most mindless, any concept
of real strategy being passed over in favour of button-
hammering speed, yet the genre enjoyed a spell as
the comerstone of arcade owners’ money-spinning
operations when the likes of Double Dragon rubbed
shoulders with Golden Axe and Ninja Warriors.

its simplicity, and therefore accessibility, was the
chief reason behind its success. Unable to offer
gamers the depth of something like Street Fighter /i,
with its then-daunting six-button controls and multiple-
Instruction’ special moves, the titles instead sold on
style. And there were few more stylish than the
examples that regularly rolled out of Capcom's
Osaka-based development facility .

Final Fight set the agenda, depicting a bunch of
brawlers, each rendered with the super-distinctive style
that Capcom’s Japanese artists had been painstakingly

honing during the mid-'80s, against scummy city and

industrial backdrops. Hands and feet were the chief

instruments of dealing pain, but collectable weapons -

Bonus sections included smashing
up a car (famously resurrected in among them knives and pipes — could be collected

Street Fighter Il) and panes of glass along the way, while snack-like health power-ups lay

concealed within all manner of background ephemera.

Final Fight's template was one that was endlessly
copied, It sold on the strength of set pieces in the form
of imaginative bosses (the ulimate foe was, oddly, a
supenvillain in a supercharged wheelchair) and stage
designs whose originality surpassed that of every
example that preceded it by some margin.

Urilike one-on-one beat 'em ups, Fingl Fight could
not be completed on a single cradit, assuring its

popularity with arcade operators. While it was as driven
by commerciality as it was creativity, howewver, it A ﬁghtiug ring (al:lwe) was one of many set-piece locations

stands firm as a landmark in gaming history. that Final Fight mustered up. Weapons were crucial (top)

Strictly speaking, it did not break any
gameplay rules, but Final Fight's
graphics set the trail for the likes of
Street Fighter II: the stage of Balrog
(aka M Bison in the Japanese version)
stole themes from this scene (above).
The game gave Capcom's artists the
opportunity to flex their creativity,
leaving a legacy that still lives today

Manufacturer: Capcom 1986 | vae.npor In-house | Coin-op
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EDGEVIEW

The.videogame world never stands still, riding the breaking wave of advancing technology. In this regular column

Edge puts the industry's progress in perspective with a look at _yes_telgear';_headlines: five years ago this month

m s the world looked to apprase the
power of the N64 via Rare's Kifler =
Instinct, demonstrated at 1994 's summer

CES in Chicago via a coin-op interpretation |
of Nintendo's technology, Edge was !
merely able to bring home a pair of CCl ‘
renders for its readers to pore over. Butl |

Bulldog: 3D0 Mk2 ‘
= on tight leash

this was at a time when Nintendo was
keen to exploit the remaining sales

potential of its 16bit SNES hardware with |
Donkey Kong Country, whose ACM |
(that's — ahemn — Advanced Computer
Modelling) graphics lulled some of the
maore exciteable CES 3

believing they were witnessing something
akin to the coming of the Messiah
Elsewhere, Edge's reporter had a dabble
with Cruis’n USA, finding it ‘reassunngly
playable’ (Must've been too much coffee,)
As Panasonic prepared to launch its
300 format in the UK, news leaked to
Edge regarding a successor to the format,

EA's Shock Wave attempted
to maintain some momentum
for the 3D0. And, well, failed

i Did they really say that?
i "We're creating @ CD-ROM game on the 5CI, It's a fun game
about being a rock star” — an optimistic Jon Hare from
Sensible Software, talking about Sex, Drugs & Rock & Roll

PIXELPERFECT

Every gamer has occasional moments of sp:

codenamed Bullfrog, which famously
became M2 and then Dead Duck.

Prescreen lowlights included Mortal
Kombaot Il (this must have been a
month), while 3D0 Shock W
for review, setting a mediocre-quality
trend that would eventually =
consign the format to the bin,

Clockwise from top left: an accident waiting to happen; the sum total
of Killer Instinct visuals available at CES; 3D0 Off-World Interceptor
from Crystal Dynamics; Goldstar’s interpretation of the 3D0 dream

Did Edge

‘Shigeru Miyamoto was also there, and Edge managed to
ask [his opinion of Donkey Kong Country]. *Ah, nice graphics,”
laughed the shy and likeable programmer! Programmer?

really say that?

Testscreens (and ratings)
Outpost (PC; 8/10), Top Hunter (Mea-Geo; 5/10), S5FI
(MD; B/10), Wolfenstein 3D (lag; 7/10), TIE Fighter (PC;
7/10), Shock Wave (3DO; 5/10), Kikikaikai 2 (SFC; 7/10)

rkling excitement, be it the first time Speedball booted up, or completing

Sabrewulf. Here, Colin McRae Rally producer Guy Wilday peels back the years in reverence of Wizardry on the Apple ][

hey say that those early formative years

ﬂ will shape your whole life. The experiences
that you gain when you are young will influence
your future, And, for me, a major infiuence came

in the form of an Apple ][ computer. | think it was
purchased for my dad to do his accounts on and

to this day I'm not sure that he got chance to do
them. | remember spending a lot of time with the
Brickout game that was included, with its paddle
controlier, But it was later that the really cool games
amived, | was completely engrossed in such classics
as Choplifter, Hadron, SkyFox and Star Maze. But of

all the many early games | played, Wizardry was the

first to really grab my imagination. | remember
spending many evenings navigating the dungeon
using the primitive vector display, tentatively
pressing the keys for fear of what would be
encounterad in the next footstep, and even my
pulse rate increasing during the simple text combat
sections. For the first ime, | had lost myselfto a
computer game. [t's difficult 1o understand now
what was so engrossing when you look at the
technology involved, but | think | leamt that a game
is 50 much more than the machine that it's running
on. And | also leamed to tread carefully

when walking through dark comdors. . ." =4

Survival horror on the Apple

1[? Codemasters’ Wilda
believes Wizardry had
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Sony Cyber-Shot DSC-F55 2.1
Megapixel Digital Still Camera

B *£650 M Contact 0990 111999

The latest company to jump upon the two-million-pixel bandwagon,
Sony has produced yet another shnky digital camera. The snappily
tiled DSC-F55 produces high-quality pictures, thanks to its 1.92-
million-pixel CCD, and features all the usual spedal effects, induding
solarising, negatives, monochrome and sepia. As an added bonus,
the Cyber-Shot can also shoot short MPEC miovies and sounds,
perfect for pasting up on your homepage.

An ideal litle snapper, then? Well, almost. The DSCF55 5
wonderfully compact, but sadly this means that anyone with large
hands will find it quite fiddly to use. The rear-mounted LCD, which
soon picks up any grime from your dirty mitts, is also incredibly
difficult to make out on a sunny day, a problem compounded by
Sony's infinite wisdom to not indude a separate wewfinder, Finally,
the use of Sony's exclusive Memory Stick as a means of saving
your photos means that the data isn't always easy to transfer.

W “£160 M Contact 0171 374 0101

The MP3 revolution continues with record companies getting their contracts in a twist as pirating
becomes easier than ever before. For those not in the know, the controversial MP3 allows you to
compress complete CD tracks into manageable data files, gving you near CD-guality sound. And, being
simply a PC file, the data can be listened to on some of the sexiest fittle players known to man.

The Schnesder MPMan F20 is smaller and lighter than a packet of 20 Benson and Hedges and
delivers surpnsingly good sound, if a litte tnny at trmes. Downloading tracks is a doddle: simply install
the MPManager software, connect via your parallel port, and drag and drop files into the F20's window.
With 32Mb of internal mermory gving you about 30 minutes of music, plus additional slots for
SmartMedia to bump up its capacity, the F20 s guaranteed to draw lustful glances all round. Oh, and
its solid-state nature means you could go rampaolining and the tracks won't jump.

L
.
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Zappy Electric Scooter

W *£5508 Contact 01764 655331

It may not be a Harley classic, but the Zappy Electric Scoater will certainly have
the ladies painting and gawping in your general direction as you nip by,
Although, unfortunately, the fairer sex will no doubt also be laughing like drains
Hardly the fastest thing on two wheels, this eleciric version of the throatier,
two-stroke powered GoPed reaches ten miles an hour on a good day (with
no headwind), and needs a recharge after a mere five-mile jaunt
Mevertheless, it's incredibly good fun. Skittenng down a hill before tackling a
comer, despite the Zappy's size and relative light weight, calls for all the skill you
can muster. And while you can collapse it down to resemble a skateboard with
a camer handle, i's not intended for long joumeys. At its best buzzing around
town, the Zappy will raise a few smiles, and has to be one of the summer's

best, if rather expensive, electric toys,

C-+Pen Text Scanner

W *£294 W Contact wwaw.cpen.com

In the old days, students who wanted to plagiarise great masters had to spend
many a long hour down at the library, laboriously copying out great chunks of
textbooks for their thesis. Now, the advent of the cheap scanner and opfical
character recognition technology, via which your PC can scan in printed matter
and translate it into a text file, means that npping someone off has never been
easier. The only trouble is, scanners hardly lend themselves to portability.
Unless, of course, you get your hands on the new C-Pen text scanner from
C Technologies. Looking fike a particularly chunky highlighter, the pen enables
you to scan a line at a time by pointing its tip at the beginning of a sentence,
hitting the ‘read’ button and dragging it across the page. Supporting nine
European languages and letting you edit the text before downloading, the
biggest drawbacks are that the only way to transfer data is via an IR port and the

scanner struggles to keep up with you unless you're moving at a snail's pace.

»
Edge has attempted 1o state prices whersver possible, but for up-to-the-minute informiation, check adverts in the national press o contact your o sUmer slecironics dealer. EDGE 129 b



Pikachu gets his wings

; ERLLLL L
f e e ey

44

—

Japan/US: When it was just a Japanese phenomenan, it was okay to intemational with a five days-a-week service between Tokyo and San

laugh at the three planes All Nippon Ainways had painted with Pokémon Francisco. Passengers can even purchase duty-free Pokémaon goods,

characters. But now it's really senous. ANA has taken the senice although at ¥1,000 (£5) for a plate, you're befter off sticking to scotch

FAQ: 'Wild' Bill Stealey

Who is this Wild Bill character?
JW Stealey on his business card, and 'Wild' Bill everywhere else, founded Microprose with Sid

Brand values

UK: It v something of & surpnse (o

discover thes Peugeot advert (below) n
the mainstream peess. Not because the
advert was for the rather sweet, road-
hugging 106 GTI, but rather that it
used PlayStation imagery with the line

Meier back in the good old days when you could grow a PC games company into a multimillion
dollar business inside a decade. He's now CEO of iEN, a developer of online game content

A pretty hardcore gamer, then?

No, he was an accountant and an airforce piot. He meet Meser working for General Instruments.

S0, he was just lucky to bump into a strategy game genius before he got famous?
Apparenitly not. Meser may be brillant, but acconding to Stealey if he hadn't had someone to deal with
the business side, he'd still be working at Gl

So what happened then?

Stealey left Microprose in "93, played golf for a b,
got bored, then decided 1o get back info games
But what's the deal with this online stuff?
IEN develops online content, such as combat sim
Whirbirds, and supports its online communities.
Flight sims? Oh dear.

Well, Warbirds has over 10,000 regular users and
if they can stop the Russians cheating, they might
make some maney.

What do the Russians have to do with it?
They love the game so much that a gang of them
use dodgy credit cards to play. It tskes about three
days to track themn down, then they get new cards.
What's Wild Bill really like?

Stealey: I'm & dass-8 athlete. I'm a bit better than

‘Do not underestimate the power’ That

a car manufacturer would even consider
bomowing wideogame marketing Bdics s
further evidence of Sony's omnipresence

‘Wild" Bill Stealey: Before Sid Meier
met this man he'd made a massive
£800 selling computer games.

average but not as good as the really good guys
But | do try awful damn hard”
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DataStream

Number of trnes the Aac-Man
coirrop has been played: 10bn
First week sales of Dinc Cres

n Japan: 400,000
Number of Dreamcasts sold

in Japan in the two weeks before
s pce wass slashed, according 1o
Farmitsu magezine: 479
Nutmber of Dreamcasts sold

ry Japan in the week following
the price cut: 25,249

Cost of computer vingses to
wordwide business so far in
1999 §7.6bn
Estimated auction pice of the
first Apple computer: $40,000
Percentage of PC-owning
Amenicans who used thew
machines at home in 1995: 90%
Percentaga of PC-awning
Amencans who used their
machines at home in 1999; 53%
Percentage of Gamespat's online
readers whao felt it was imponant
that action games aliowed players
tosave middevel 90%
Bonws Bidos pad to Core
Desgn's MD, Jesermy Smith, for
Tomb Roder- £3.7m
Estmated wealth of eBay’s CEO
the day after it ficsed: $112m
Price of Ask Jeeves shares when
the company floated on the New
York Stock Bxchange: $14 each
Pnce of Ask Jeeves shares by noon
an the day the company floated
an the NY Stock Exchange: 72
Numnber of digital set-top boxes
in worldwide use in 1997: 6m
Nurmber of digial set-op bores
predicted to ba in worddwde

use by 2005: 52m

et Iosses susained by GT
Interactive n FY"98: $52m
Number of copies of the full

PC version of PlayStation
emulator bieern! sold via

its Website: 20,000
Percentage of search engine hits
thiat tum out to be dead links: 5%



Sega joins nations to meet Dreamcast demand DC goes to Sea

Japan: To mark the launch of its oddHin-
the-head fish-bloke game, Seaman, in
style, Sega has manufactured a limited
run of translucent Dreamcast consoles
and accessones. On July 29, Japanese
gamers were be able to hand over
¥34,800 (approx. £180) for a special
pack induding the game, console,
joypad, dedicated YMS un,

microphone system, and music

CD featuning collaborations with
Transglobal Underground

There were only 500 made,
however, so if you're somehow able to
get your hands on one, you'll be the
owner of something guaranteed to

escalate in value and become a true

collector's item in coming years.

Sega's recent Japanese marketing tactic, which saw the Dreamcast retail price slashed from ¥29,800 (E150) to ¥19,900 (E100) was allied
to a typically comical TV ad depicting workers of myriad nationality hard at work at the company’s Taiwainese production facility. The wags.

Discovered: fattest Pac-IVian ever

US: Proving there are no lengths o which
pecple won't go to when obsession strikes,
Billy Mitchell, a Fort Lauderdale hot sauce
manufacturer, has finally achieved the first

L LU T T

perfect score on a Foc-Man coin-op. After
six hours of play, he had accumulate
3,333,360 points — the maximum possible.
" just about fell apart at the 1.9 million
mark" he explained, *| suddenly realised
that | had 100 boards to go!

Players from all over the world have

been attempting to be the first to the prize
with the rivalry between American and
Canadian players being particularly intense.
In May, a Canadian called Rick Fothergill
fell 30 paints short of the perfect score.
After completing his mission, Mitchell,

who also holds the werld record on Donkey

Kong, commented, I never have to play
the dam game again” No, it's not the second coming, simply Silly Mitchell running up the perfect score on Pac-Man

°
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Plumber honoured in street ceremony
aSweden: For some strange reason, the Swedes have a place close to their hearts for Nintendo. Not
only was Bergsala AB the first company in the world to get distribution righis from Kyoto, but Sweden
Konami horror gets graphic also boasted the highest pescentage sellthrough of Legend of Zelda. And now, the small town of
UK: It may be too scary’ to Kungsbacka is the proud owner of Marios Gata, or Mario Street to the rest of the NCL speaking world

covermount on kiddies mags like

OPM, but Silent Hill remains prime
matenal for the goths and ghouls
that lap up the output of the
graphic novel industry. With this in
mind, Konami has commissioned
an offical ie-in book to whet the
appetites of its senously disturbed
fans. Edge wonders whether

the extensive fog will feature

for technical or atmosphenc

reasons this ime around

A rather odd-shaped Mario was on hand to help cut the ribbon, but he didn't seem to live up to

the expectation of his fans. Could you really imagine that defeating Bowser and saving Peach?
Reward offered for cleansing sim shitty cities
UK: According to New York mayor
Rudolph Guiliani, amyone who can run a
Sim City is capable of orgamising the real
thing and AOL UK has dedided to take
up the challenge. From August 1, one
sick "Sim 3000 city per month will be
downloadable for potential candidates
to restore to urban bliss, These ‘Malurbs,
as ADL seems 1o like calling them, will
suffer from symptoms such as pollution,
traffic congestion and homelessness
The overall winner will have his or her
expenses paid o either run for mayor
of London or as an MP in the next
election. But the competition will be
stiff. Ken Livingstone has already signed
up. Can Jeffrey Archer be far behind?

It's Tony Blair's worst nightmare: Ken Livingstone proving he's the best mayor for London by solving the problems of Sim City's Malurbs

-
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TRICKY

Juxtapose

(Island)

1 fiving in Bristol gave Tricky the
charactenstic saund that burst out of
‘Maxinguaye, his years in the US
have finally bom fruit on Juxtapose’
This is the closest he's come to
making an urban hip hop record, as
proved by his collaborations with D)
Muggs of Cypress Hill and Ruff
Ryders' Grease. Fast rapping and
slow beats abound, with the likes of
‘Hot Like Sauna’ which showcases
his latest fernale vocalist, Kioka,
demonstrating the aggressive nature
of the album. He's always been in
your face, but this tme, Tricky's
there for all the right reasons.

THE WEBB BROTHERS
Beyond The Blosphere
(WEA)

Were they just anather US band
touting & brand of psychedelic-
tinged rock, it's unlikely The Webb
Brothers would miake much of an
impact. Thankfully, though, as the
sons of legendary tunesmith immy
Webb they know a thing or two
about songwnting. A spaced-out
mi of powerchords and twin-part
vocals, this record is a beautifully
poised piece of work Delicate
ballads are intertwined around
blustering wig-outs. Conceptual pop
has seldem sounded so good.

VARIOUS ARTISTS
Osmosis

(Leaf)

One of countless small labels, South
London's Leaf is one of the less
praminent havens of weird
eledtronica, but this 14-rack sampler
of upooming releases demanstrates
that the unknown can be intriguing.
The ethos of the label is best
summed up by the name of ane
featured group, A Small Good Thing,
even if the strongest songs are from
relatively higher profile artists such
as The Sons of Silence and Four Tet,
a sole offshoot of tberlads Fndge.

Game Design + Game Culture

TEIE

Publisher: Little, Brown and Company

Author: lain Banks
ISBN: 0 316 64844 2

Author: Robert J Sawyer
Publisher: Vioyager
ISEN: 0 00 648320 8

INTERNET

Site: Re:play

URL: www.eyebeam.org/replay/

Although its online forum is already half+way complete,
REPLAY's massively muliplayer dialogue, majonng on

the more intellectual aspects of gaming, is a welcome

departure from the usual level of debate these events

can encourage, The first module; ‘Games as Structure’

has covered such topics as ‘Algonthmic and Instantial

THE BUSINESS

It's a measure of the changing nature of the world that an
author with the leftfield status of lain Banks has dedded to
grapple the hyper-environment that is the modem hitech
company. Where national govemments once controlled
the flow of commerce, many of the fundamental
decisions of the 215t century will be dictated by the
new-wave corporations, Banks' metaphor for these
organisations is The Business, With roots stretching back
further than the Roman Empire and the stated goal of
buying a small country to gain a seat at the UN, its
shadowy dealings will encourage the whacked-out
theories of every conspiracy freak.

But strangely for Banks, this morality tale of bad men
in fine suits has such a gentle, and even obvious,
conclusion that you wonder why he bothered. Little of his
usual dark atmaosphere is evident. Instead a pragmatic
romance blossoms between the book's hardbitch heroine
Kate Telman and & man she doesn't love. Another strange
move is the dedision to place the book in current history,
with recent events such as Humcane Mitch peppenng; the
timeline. More nagging is the namedropping of lame
bands, though: where Brett Easton Eliis goes for the Aphex
Twin, Banks replies with the: likes of Shenyl Crow.

This is not Banks at his best. The Busingss reads as
if publication was tushed before the events mentioned
faded from mermary, which could well be its fate too.

FRAMESHIFT
If the microchip heralded the start of the information age,
the next big jump forward will be kickstarted by the use of
genetic information. With the public just waking up to the
possible implications of GM food, Robert Sawyer has taken
this one stage further, looking at the repercussions on our
indwidual genetic make-up. Perhaps the most sensitive
subject will be the impact of genetic knowledge in the
medical profession. At the moment everyone is treated
equally, as if diseases are random events. However, many
conditions are controlled to some extent by our genetic
make-up. Frameshift is an ambitious attemnpt to mix these
possibiliies with the resuling change in personal
responsibility, the science of the Human Genome Project
and the evil of the Holocaust into one slim sa-fi valume.
Piere Tardivel is a genaticist, with a personal interest
in his work — he knows he has a 50 per cent chance of
developing a fatal hereditary disorder. After taking out
medical insurance, however, an attemnpt is made on his
Iife. Further investigation uncovers a mystenous nec-nazi
prganisation targeting people with genetic conditions. From
then on in things become increasingly unrealistic, with the
emergence of a nazi war crimingl, the invitro fertilisation of
a woman with a Neanderthal foetus, and the discovery of
a mind-reading gene. But, to his credit, Sawyer manages to
hold the plot together with a certain amount of audacity.
And while it is throwaway, Frameshift will at least take up
some enjoyable hours of beach reading this summer

Garmes' and Anticipating the Play of the Game'. Panelists
like: Marc LeBlanc, involved with Thief: The Dark Project,
set the tone of debate, and members of the great
unwashed are encouraged to add their thoughts, which
are modulated and posted 24 hours later, The last two
sessions, entitied ‘Games as Nanative' and ‘Games

as Exchange| should be worth getting to grips with,
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VIEWPOINT

EXPRESS YOURSELF IN EDGE — WRITE TO: LETTERS, EDGE, 30 MONMOUTH STREET, BATH, BA1 2BW (email: edge@futurenet.co.uk)

rl‘ ust a small email regarding
‘ s | your ‘Playing the Game’
supplement [E73] — which, overall
was great. However, there was just
one little thing wrong with its
contents, in the game artist and
college section,
| study animation in Wales at the
Glamorgan Centre for Art and
Design Tech, or GCADT. This course
is structured around timing,
traditional animation values and life
drawing, The industry, on the whole,
prefers a candidate to have timing
skills rather than computer skills.
Evidence of this is our large
percentage of graduate employment
with Rare and Acclaim. | specialise
in 3D Max but a proportion of my
folio is traditional 2D. Many
graduates study 2D, and everyone
who applied to Rare was accepted.
Your information seemed biased
towards ‘If you can use a 3D
package, then great — sod your
timing and design skills' | just
thought that you overlooked some
key elements in animation.
Damon Tasker,
via email
Fair point. But a flair with 2D

imagery was considered a given

-]:“ feel | must write to you
l about the fascination with

multiplayer games, not just within
your magazine but with the games
industry as a whole. What is all this
hype about? Have any of you ever
tried getting a game via a dedicated
Internet server? | am knocking on
the door to my 30s now and as
such | am not new to the world of
computers or videogames, having
started off with a ZX81 and on and
on! However, | am new to the world
of Internet multiplayer gaming, and
all it has done is alienate me from
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continuing along this path for the
time being.

My gripe being, having played a
lot of games to death in singleplayer
mode and subsequently bored of
them, it was time to unleash some
new life into my investment. It was

‘All | ask of game de

a gang, everyone has made up
childish names, and the new kid
on the block is left out.

After ages of begging | finally get
a game of one-on-one and it's
fantastic - a damn sight better than
a crap Al routine. But the hassle and

pers is to make multiplayer
dCCeSS €aSy so that people like me can just drop in

and play, and then learmn and get possessed oy

s T

(
(
[v4]

time | tackled some real opposition
in the form of intelligent (or at least
self-aware) competition. So off we
go: install a game server connection
- Mplayer in my case — wade
through all the upgrades, file

downloads, and patches, etc, just
so the game is now compatible,
and log on to the player zone for
Mechcommander, and this is where
it all stops: What clan are you in?
What rank are you? Do you Mod?
Have you the maps?

What the hell? Try getting a
game. Not on your life — everybody
knows everyone, everyone is part of

world in which a lot of today”

youth reside in’

wait to find a sympathetic player is
just not worth it. | want to click and
play my games, not end up trying to
be part of a clique.
Mechcommander was not the
only game | tried in multiplayer -

cessibility of multiplayer Qu

after some hesitation | tried the
Quake Il server (and yes, | did know
Quakers take it very seriously!) but
as you all probably know, it was
worse ~ a lot worse.

Time to give up and go to bed!
After three hours on the Net fiddling
and farting around, two games of
ten minutes each was just not
worth it. And yes, | did lose —to a

15-year-old kid, just to add insult
to injury!

All | ask of game developers is
to make multiplayer access easy so
that people like me can just drop in
and play, and then learn and get
possessed by the artificial world in
which a lot of today's youth reside
in. It is scary out there on the Net.
Make it easy, guys, and we will play,
but until then...

Paul Davidson,

oncerning Sega's ‘rebirth’, my
friend has experienced
premature wear of the shoulder
buttons on his Dreamcast pad. After
opening the pad | was horrified to
find the shoulder button unit
actually broke from the hinges it
was supported on. This again
occurred on his other pad. As both
of us of had a good experience of
still-operational controllers from
various consoles past and present,
this seems to be a step backwards
for Sega. From gamer to funseeker
we are as hamfisted as any other
person, and it will be a flaw if this
is repeated once the Dreamcast
touches westemn shores. It will be a
pity for such a strong console to
hampered by weak controls.
Sam,
via email

Some of Edge's Dreamcast
controllers have suffered a similar
fate. Sega has made slight
redesigns to western controllers
(see News), although it’s still too
early to tell whether or not the
new units are more durable,

hought you might like to
know that, thanks to Edge,
| am now £140 poorer, but much
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happier. In the 18 months or so that
I've been reading your magazine,
you've never let up on your quest to
have the whole of the world playing
on Nintendo machines and | finally
succumbed. | didn't think Mario
would be that special, nor Banjo-
Kazooie. | didn't believe GoldenEye
would cut it in a post-Half-Life
world. | didn't believe my cutting-
edge-PC-owning self could stand
looking at low-res, cartoony visuals,
How wrong | was. I'm utterly
captivated by Mario and Banjo and
loving GoldenEye as much as Half-
Life. It's not as if I'm going to stop
buying PC games, especially with
the likes of Outcast, Kingpin and
Anachronox on their way, but the
thought of being able to play the
legendary Zelda and then the
potential joys of Jet Force Gemini,
Donkey Kong 64 and Perfect Dark
later in the year make me feel like
I've bought more than a piece of
hardware, more a box of magic. |
now treat Edge even more
religiously than previously, and

take your word as gospel.

The downside to this is that | am
severely worried about my inability
to resist buying a Dreamcast this
September, mainly for the chance
to play Power Stone and Sonic
Adventure, and maybe even
Shenmue. I've got the console bug
now. It's only E50 more than | just
paid for a new TNT2 graphics card,
but if Sega are successful at launch,
there'll be lots of games next year to
buy. More money. Then there’s
Dolphin for more Nintendo/Rare
goodness, and PSX2 for SquareSoft,
Namco and Capcom games...

It's endless and expensive, and
it's scary at times when you add it
up, but, as Leo Coulson pointed out
“in your last issue, think how much

people spend on smoking, eating,
clothes, drinking, records, etc. If only
we didn't have to spend eight hours
a day doing things we hate to pay
for these digital toys we love...

Colin Harrison,

West Midlands
PS. Great Qlil:Arena article. John
Carmack should be cloned, along
with Miyamoto and Molyneux, and
then perhaps we wouldn't have to
endure lazy Tomb Raider sequels
and pointless Wipeout updates.

ecent months have seen me

waiting in great anticipation
for my copy of Edge to arrive, in
order that | might continue to follow
‘the great debate’ which takes place
within the pages of my favourite
magazine. Each issue the comments
concerning review scores become
more and more amusing, with
readers ranting on and on about the
definitions of 'average’ and the best
way to review games. Thankfully, in
E72, Nick Ferguson put forward the
intelligent idea of a word-only

on file, telling them who likes which
games, and what each person
thinks of each game. That way the
reviews can be rewritten for every
reader, so that they comply with the
readers’ opinions, and no one is
challenged or offended. When each
person receives their copy, they
know they can read it in the
knowledge that their opinion will
be praised throughout the issue.
After all, that's what people buy
magazines for, isn't it? So that they
can assure themselves that their
knowledge of gaming is infallible,
and that their opinion is final.
Or have | misunderstood the
situation completely?
Matthew Sital-Singh,
via email
Thanks, Matthew. Your suggestion is
being put into place at this moment.

don't know what it is about

Dreamcast but | have this
really strange feeling Sega are going
to win the next-next-generation
wars. | recently downloaded Sega's

' am severely worried about my inability to

resist buying a Dreamcast this september
I've got the console bug now. It’s only £50

MOre than | just paid for a new TNT2 graphics card’

review — a concept which is
theoretically sound, but in practice
could cause even more confusion,
as the ‘sub-GCSE journos, as Nick
puts it, get confused without the
explicit system of numbers.

After months of research and
studying, | believe | have come up
with the answer to all of this.
Instead of having only one version
of Edge, the magazine could be
tailored to the readers needs. Edge
would have all of its readers’ details

teaser ads in the US from their SOA
site and this just confirmed my
weird suspicion. The combination of
very clever advertising (such as the
ads | just mentioned) and high-
quality ‘massmarket’ games (Sonic
Adventure, Soul Calibur, et al)
games will make DC a huge success
in the US and Europe. Clearly, this is
going to be a repeat performance
of the Mega Drive; whereby the
console fails (that is, relatively, in
comparison to the US and Europe)

in its home territory and ends up
being a massive success in the
depthless-games-demanding
western countries.

And, on top of this, with news
that Square are developing Final
Fantasy IX on PlayStation (as
opposed to PS2), and that they are
looking to get back with Nintendo
for Project Dolphin, proves they are
just as suspicious about PS2 as
many of the ‘technical analysts' who
claim Sony can't manufacture the
Emotion Engine at a half-decent
price. Could Sega really go back to
the glory days of the Mega Drive?
With Square developing Epic Story-
Driven RPG VIll on Project Dolphin?
Deja vu, perhaps? Must be a glitch
in ‘The Matrix'...

Sukolu,
via email

‘ve just finished reading Edge

73, and maybe it's because |
live in Holland, but I've just finished
playing Outcast whereas you didn't
even mention it yet in your issue.
Since the game was produced in
Belgium, maybe | got it before you
had a chance to review it. This is
all no problem as this gives me
an excellent opportunity to warn
you: you will feel ashamed about
everything you've ever said about
every other game once you've
played it.

You will realise that the whole
gaming industry was essentially
asleep up till now. You understand
what | am getting at: this is the first
true game ever produced. All the
others are nothing more than
continuing old ones with minor
adjustments (even the so-beloved
Quake Iil), This game s finally a
leap forward - you can see that the
creators really enjoyed working on
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this game and made a game they
themselves would love to play, not
a game they would be sure would
sell well because it was a sequel
to an existing one.

Although Outcast does demand
a high-spec machine to run with
smooth graphics (although the
water effect is the best yet seen,
even on the lowest possible
machine). The graphics are not the
most important highlight of the
game (although it does show how
tedious 3D-accelerated games have
become, with just prettier textures
on a dull flat surface). The Al is
simply groundbreaking - | felt
ashamed ever having wanted to
play a game like Unreal, Quake or...
well, they're all the same. All the

previous claims of having Al in their

games at all were ludicrous. It is
ridiculous that even in E73 Quake Iil
is praised, where actually we're all
still playing Wolfenstein 3D. The
worst of all is that we all still put up
with it by buying the games.

Praise Appeal for their
(successful) effort to truly immerse
the player in a game. The wamning
from this game is: you will never
want to play any other game in
existence today; you will only want
ones as equally brilliant as this one.

| can only hope that this game
‘will sell millions and will encourage
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others to make similar truly
innovative games (and not just
Outcast 2).
Michiel,
via email
Hold on, Michiel .. You work for
Infogrames, don't you?

eading the news in E74, | saw

that Nintendo is working really
hard with IBM to minimise piracy.
This move, if successful, could make
less people buy the new machine in
countries where piracy is rife!
Sounds crazy? Not completely. If
Nintendo doesn't sell so many
Dolphins, developers won't make
games for it; if games are thin on
the ground - especially big next-
generation sequels — what right-

If the installed user base is really
high, everybody will want to make
games for it, telling game
programmers to try and prevent
piracy at the software level, then
take their chances. | mean, despite
piracy, has Sony’s machine failed?
This obscure fact could kill all
chances of Nintendo winning. For
there to be winners, there have to
be losers. And in this case one
particular loser could be wearing
a red hat and blue dungarees. ..
Andrew Mitchell,
via email
Gah.

B y spending a couple of years
working for Electronics
Boutique, it has come to my mind

‘It has come to my mind that there’s ONE@ thiNg that
sony has brought INtO the videogaming
community which makes games not special
any more —and that's the casual gamer’

minded videogamer will buy it?

Why do you think that Sony
won the first round?

This is, as you know, a world
market; publishers and distributors
are huge now and want a slice of
that market. They must know that
the reason that the PlayStation is
big is down to piracy. Look at ten
years ago: would the Amiga and ST
have been so popular if you didn't
‘know’ someone? Of course not!
They would have simply bridged a
gap in the market until the
technology of PCs and Macs
improved to the same level.

If Nintendo leave piracy
problems up to greedy developers,
it would be successful. Why? I'l tell
you why: if it's easy to get games for
cheap, people will buy the machine.

that there's one thing that Sony

has brought into the videogaming
community which makes games not
special any more — and that's the
casual gamer. These are the type of
idiots who buy every copy of FIFA,
Tomb Raider, Crash Bandicoot and
other crap games like Syphon Filter
and Grand Theft Auto.

At the time when Sega and
Nintendo were in power, people
who liked videogames would
buy software, and if they were
rich enough they would go for
a Neo-Geo. But now Sony has
brainwashed everyone, including
teenagers and young adults,
into buying stupid, hyped-up
games like Driver.

If you were to go and ask a
schoolboy what console he owns,

nine out of ten would say that
they own a PlayStation.

| know that 95 per cent of
PlayStation owners in the UK have
probably never even heard of a
Neo-Geo, and that's because they're
not hardcore gamers, they're all
casual gamers. Most young
PlayStation owners are so badly
brainwashed that they think Star
Wars Trilogy and House of the Dead
2 are coming on the PlayStation.

Core Design can carry on making
Tomb Raiders - they don't have to
worry if they run out of ideas
because they know that these idiot
PlayStation owners will buy them
and Sony will be laughing all the
way to the bank.

The same goes for EA — they can
carry on releasing ten FIFA titles a
year and they'll all be bought by
soccer fans. People who play real
soccer games are the people who
play IS5, not FIFA.

Sony doesn’t care how crap
games are for the PlayStation. They
seem to be concentrating on
quantity than quality, and that's
why we get very few great games
like Gran Turismo, Tekken 3 and
Metal Gear Solid.

Let's hope that Sega will
change this when they release
the Dreamcast here. Otherwise,
they'll have to make the most out
of it by getting EA and Core Design
to make pathetic games exclusively
for their machine. Then those
casual gamers will have no choice
but to buy a Dreamcast. i

Trung On,
via email
But without the casual gamer, the
funding wouldn't be there to make
more classics like the examples
you mention. Give the poor,
deluded fellows a break.
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