




eNTER THe FUTURe OF INTeRACTIVE ENTERTAINMENT 

m espite its notoriollsly harsh work ethics, 

t Japan likes to be entertained. letting off 

steam Is a national pastime. Blit entertainment 

+s not withollt order. Heaglle football matches 

between the likes of Shimizu's S'Pulse and 

Yokohama's F Marinos 00 not incite beer-sodden 

battles on the terraces, fOf example. NO, orde-r on a 

general scale remains the envy of JUSt about every 

western nation. Which is why the InterventIOn of 

TQl(yo's police force in Akihabara on March 4, 

PlayStatlon2'S launch day. is especially remarkable 

Consumer demand had risen to such outrageous 

proportiOns that, even having resorted 10 issuing 

supermarket delicatessen-style service tickets 10 

clamouring punters. shop proprietors in TOkyO'S 

neon·spitting consumer electronics districtS were 

left with little option than to call for help. Hardcore 

gamers are one thing; masses of unruly youths 

who'd happily trample each other underfoot If I1 

meant getting an inch closer to getting their hands 

on Sony'S hot new silicon are Quite another. 

Some Japanese gameheads camped out In 

freezing cold conditions for days prior to MarCh 4. 

Sony'S Japanese web site collapsed under the 

weight of hundreds of thousands of hits per 

minute when it was announced that online 

reservations would be taken for PS2 units. TWO 

days after going on sale. 980.000 blue boxes had 

been shifted. In videogammg's short history, there 

nas never been a console launch like this. 

But then there nas never been a machine 

whose specs and aesthetics and software 

support and market positioning and future 

promise and outlal"Kl'fsh hype mix to form such 

a formidable brew that every other gaming 

hardware manufacture must look on and, 

if only fleetingly, consider packing it all In. 

But the fear remains that PlayStation2 Is 

a matter of all gong and no dinner. Certainty. 

coming to the table right now sees scant few 

software titles worth snaffling up. The real work 

for Sony and its army 01 partners starts here. 
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CMtttiQ& EdgEtutt. _.- g~lr Ede 
The latest news from the world of interactive entertainment ~ g 

Cuttin~~gEl 

JAPAN GORGES ON PS2 FOLLOWING SLICK SONY SHOW 
Having sampled its delights at end-of-February event, the east's most fanatical garners Gafl't buy PS2 SOOfl enough 

A lorry pllCked full of (empty) PSI boxes wu iI dewer touch ilt the Festinl, offerinl iI kind of 
'rudy ilnd w. itin( mlSH,' to Inyont doubtln, SCEI's commitment to deliHr on M;lfch 4 

"- ,, 

Inle,lSt in th, festiv.1 WIS fllrly h .. lth.,. but IlVt no 
rut Indlulion of the reLlil PSI ml nil thlt would follow 

r:I ia'f.itatl0n2 Laonched to a rapturOuS Japanese 

III receptJ)'1 on MarCh 4, WitIl <le!'n<!od for the C01SOIe 

sorring C01SmIef merest to IeWIs of frenzy not WitneSSed 

SU'ICe 1990, when NintencIo nlieaseO its ~ f~ 

A fewweeks earlier had seen TOtyo's Mak\tIari MeSSe 

COr'IYerttIO'1 Centre play hosl to the PlilyStalIon Festrval 

20:)), an event auned allettl!1g the press arld putll~ get 

hanOs-on e~ Of foohcoming PS2 software. 
The han featured 50CI PS2~ tIerro pods linked 

to 28fl:t1 SonyWega 'MCIesaeen dISPlaYS v.tIict1 were 
grruped into 22 stabOOS. shoWcasir1g V lilies. Ricjge R4C8I V, 

SF 00, Tekken Tag ToI.\'rJatnent and G1XO:l gathered the 

biggest crowds, while (essen and Square's Gekikotan 

baseball game were also ~I received. Of the retT'Ialnder, 



Tholla:h $tEE claimed that attendance fia:ufu for the three-day event rnched SO,OOO over the two public days - around 
22,500 on Saturday, with 24,500 the followina: day - there were times when the M.kuharl Messe hll seemed barren 

As expected, ~ wasn't difficult to find disappointing software, with 
many titles simply graphically enhanced interpretations of current 

PS mles. Four different mah jong titles offered nothing remar1<able 

DrMng Emotion T;pe-S probaoly came Olll ill front, despite 

sportirlga (IeIicate handling system mat had moov wes:em 
atterdees wrsJrlg the OWl Shoc~ 2 jOypads. 

Flat updates 
AS expected, ~ wasn't difficutt to find dlsappoinllng software. 

with many titleS SUTlP/Y graphically enhanced lflIerpretatlOrlS 

of current Playstation t~~s. NOne of the four mall jOrlg htles 

00 display offered anythmg remarl::able, ...mi~ Enix's TIle 0 

srCX}' appeared tOdraw inspiration from Pauline Reage's 

srCX}' Of 0 erotiC novel, but With even less SIgIlmcant ~ 

CClIlYTleflt - and clearly executed from a male perspeclfYe. 

Meamo,tl ile, EA's Snow/XJElrding SuperGrass suffered 

horr~ic framerate fluctuallOfl, both of the pool games failed 

to engage (though at leastA5l;'s version used the Dual $.hOd( 

2's analogue OutlOOS !Of shot stiength - then made it 

redunclant t>y also offeflng analogue Slid contro/),Ameilcan 

Arcade was a good demonstration of hem not to do pinball 

games,lQ RemiX.looI::ed as IJland as its predecessors, 

and DfUmMania and Stepping 5e/ectioo's rhythm action 

gameplay amused VlsitOfS with ptastic dftlm ~its and 

Pfes5Ure-sensiIlYe matS respectively. 

Sports games were fairly well represented, although 

T&E SOft's GOlf paradise far from revollllion ised tile genre 

and Kooami'sJikkyou world soccer 2(OJwas a severe 

disappointment, At leaSt the seYe!l1h Instalment of tile 

company's CUte, colourful POwer PrO BaSeball series 

contrasted fallO'Jrably with square's more sombre approach. 

Elsewhere, Artdlllf;'s A6 ~eot frustrated train conductors 

and architects IITlrnersed, Evergrace Offered dreary 

Jaleco's Stepping Seledion offered '80s 'classics' sllch as 'Footloose' played over MPEG2 backa:round video 
(left). Although few of the titles impre ssed, . t the time of writin, J,Pln Is seriously .ffected by PSl fever 

NEWS 

Inside PS2 boxes users will 
find I 011.1 Shock 1 joyp.d, 
composite video c.ble, an 
8Mb memory clld, plus a 
utility disc which carries 
DVD-handlinl data 

PS2 In detail 

11, Edge went to P'''''' the ps, 

L1unch ""d only lUst h~ppcnN;l 
oot the ""'!:-'Ltne's )ap,me"Se 

correspondent tl.:ts ,e'I,mted back 

w,tIt do>tn,," of M,O","," "'00 .... 

thnt 500y Mtl 1I'~.,""SIy den,ed 

.. ""Id be ,ndude<! The finIShed 

umt nllo ... PSt &anws to be 

run on jl ,n on en'o.1nced mode 

lusmK t ,ltenng to ",Iten ~'!:Xwsl 

onO 10.10,"<1 up to arOlJnd Sll pt', 

cenl fa"er ~og. ",,11 be I .... tong 

the machHt" Ht ful l """ month 
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The start-up sequence Is "th., 
".y, uudin,a kind 01 dHp­
sp .. ce look. while the set-up 
m.nu allows $Ome options 
lo ... nd on OVD pl .. ~rs. such IS 
scrun , .. 110 site but .Iso vlsu.1 
outpul Ind l.nlulge selection 

Perhaps II wu becluse thty 
_re n.w, but Edp felt the 
.. n .. loe .... sticks on DUll Shock 
1 jorp .. ds _re f .. r stiff" Ih .. n 
norm .. 1 PS jorpads (above). The 
PSI con 501. will happily stlnd 
by itself, b ... , many unrs will 
purchu. the dedluted 'fuY 
unit ( .. ttach.d, richt) which is 
ay .. Ulble to b ... y sep .. ,.tely 

R?G acuon IKM'rIture. \\tlile Etem8I FtJng managed to ma~e 

PS2 rurn In a great Dreamcast Impression. At least scers 
FanravtSlOf! and Be ()J Edge were more radICal cooceptual 

departl.leS from the norm me fooner surpriseO many wah 

ItS addJctMl m..c of firev.<rt 0SpIay and ~ MISSIle 

Command-ll~e garneplay, wtllle !/le I,mer offere<! oepth not 

usually aSSOCIate<! wttn tile usual 0Iend of rhythm acuon 

Gfitch hitches 
MOSt titles at the Festival lool:e<! some Wi1i off compietKl!l, 

e:oMlItlflg unstable cooe. CNeI !/le three days, Edle noticed 

several games IockKlg up Cl' aastung, reQlIHlI a gentle press 

01 the PS2"s reset botton to reoeem matters (a hOle 111 the 

pods' casing had even been made for this purpose~. While 

some ~tles aopeared free 01 DUgS. 0lhefS were suffering 

temDly. KOnamI's soccer otk!. 111 partiaMr, retusea to play the 

second haW 01 matCheS WIth regular freQuency And rrost 
games bore shamefully 'cog loading tiMeS - DrMng EtrotJaI 

r)ope-S ~ belf1g the biggest o;lpnt 

CNeI the event'S tm!e days. the main stage played host 

to a se.e<.1O'l 01 JaI)i\nI:?Se developers. PS2~te<l dtSCussIon 

Mluimo, . n evol ... tion of (;110 ... 1$ 'n' Ghosts, WIS 
Capcom's most interestin, n_ .nnouncement 

~s, and demos of the rnacI\W1e'S out-of-the-bQ)( 0jltiQns. 

After seruJg the tlITle and date, as v.rth all [M) ~ you're 

~ the ctIOIc:e 01 16:9 'NKIescreen aspect. or the more 

trad ltk:m14:3 raoo. YOu also select OUtPUt type (eg RGB}aoo 

I\M the OPtion to diSplay the set..,p menu in English. 

To demonstrate PS2's badcwatCs C011patollt'l\ on 

the Frday fp'eSSO<Iy)a ~I gamev.as nseneo 

Most titles at the Festival looked some way off completion, exhibiting 
unstable code. over the three days. Edge noticed several games locking 

up or crashing. requiring a gentle press of the reset button to proceed 

In the dnve and crashed soon after the appearance 01 the 

PSI title screen, On subseQUent days the presenterS 

doo', bother progressII1g past the tJtle screen stage. 

IIlsteaCI rT'OIrVlli: swtftly on 10 the f1e)Ol presentauon. 

The hottest softs 
me most SlgnlfICarlt appearances on the mall1 stage were 
Sfl(J,yreels of ~ amwoceo ¥Id latest sequences from 

forthcoming SOftware. MaXJm) (W()r'(tng litle~ , a GhooIS 'n' 

GhOsts foI~ bE!refitlflg f'OfTl SUSUmu Matsustuta's 

suoerb character desqp1. was In! 0/ a IIanCftJ or capa:m 

COO'II'TlIKliQUes made at lhe srv:m (a PS2 verSl(lll 01 BIO/IaZatd 

also stood out) only characters displayed againSt bWIk 

bactgrouocls were shoWn, though their ana1\atOO offered a 

~ II"OcaDon of the game's eYentuaI qua~ GIA'I Gnffi:ln 

81aze atso i00i:00 \'Isually pleasing. though IlOOlIllg tI\8I 

current PeS wouldn't tie able 10 act11eYe, ...mile SJlpneea 

COrl\1nued the senes' lOve of gcwgeous preren::IefeCI actiort 

PredIcIa~ TeCmO showCaSe<! a PS2 ver5ICIIl of DeiJC 

()" Alive 2 whICh kX:*e<l Cleaner and more detalled tI'\an the 

Dreamcast InterpretatlOf'l. SCErs Internat stOOIO. oee-p Space, 

IJflYeIIed ExtemIInaoon. an ~ !»'lie action game 

wI'ICh IS stlI ear1v 111 de\IeIoJ:ITI8I' ~ more exotemelt 

Iotk:rNe<IlMth ArmCred 0Ye 2. 'IotIde L"NC~ appeare<l 

as little more than DYO-tealUfe-explOl1ing promo material 

for the POIlOlar .tapanese roosIc group of the same 

name DIJtt Cloud was ea5lIy the most ~ 

1~1e seen dlll'ing the 4O-mi1"U'.e ~ oIfenng 

Insanely detailed visual depth. 



Tec:mo un'lf!l lt d PS] footlre of ~d Of Alil'e 1 (5ft 
" Iph"') to • suspiciously exciWd crowd of joufnl lisll 

The show must go on 
In temlS of anendaoce, f'layStatlon FeStNal2OO) was 8 

suangely soDertng expenence - DUsy IIfCUOCI U'lchUme ~ 

sawrdav, but >Mttt CfON(!s disSlPiltJl1! soon alter. Stmay's 

al.ldie!lCe never go! ~ near S/lOUkIer.brusIung ~ 

In fact, by 2pm the ShOw f\c()f was Wing embarfaS$jngty 

vacant ~ may tlave I:leen a reflectlon of a currem Iac~ 01 

apathy i'WTIOI'Ig J81)an'S VlIeOgame COITlITIJllrty, though Edgt 

tlelteYeS PS2'S arrival should kiCtstan: tne market. walkong 

aroondlblcyC)'S AklhaOara StoreS llM!aleO Strong SUllOOn 

for the COIlSOIe: ~r PS2 software footage was 

shown a mesmerised crOWll soon assemtlled 

With March 4 attracD'tg hysteriCal c:ctISUmer merest. tt 

bec¥ne dear tnat SOOy's biggest step ... realiSIng lIS ~ 

128b1t dream was a success: PS21'1aS I'll! I'IaItI and big. 'L CS 

PS2 merchl ndise proved por,ull r - /lIICktll so ld out 
on both diY', SqUill I nd D sney Jo n h.nds (Iboye) 

TIle 0 Story (lop) tlkes yideollminr into In 
unusu.l r .. lm. Gun Griffon B file (.bove) doun't 

PS2 OVO on test 
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Disney goes PS2 
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SONY PREPARES PS2 FOR RICH, HARDCORE EURO GAMERS 
8roadband networks take a back seat as sony computer Entertainment Europe begins making plans for PAL p~yStati0ll2 

Gomg to market 

Playstatlon lives 

___ ~1" _on tM....-.:Ior .... 

COUI)IIf fII(n ....... "'TIIer9 .. SIll 

IIOOd ~ (OITq QUI orG uw.'. 
dOSeIOSSll\~--...,inll1e 

IJI(." SI)'I MCGI.IA "lhII's I gooo:J 

~ 10 0IYeI0p /of" 

I\S/ofPSh~ 

~, ~s . mu:h.~ 

pcMnI for tM /hI PliyStallOn as fer 

INMCOnCI~~ 

_'-for~"yY$ 

'NeIsINn. .~ 110 QUI orG blt,t. PS2, 

whe1t'4< I_M lIlY <JI ",.,. '*' 
pme$1s. moo! POI"I" 

.. 10 £OQt!" 

SOny '.mously instilled PlilySbltion dtmo pods.1 club ilnd fHliYill venuts Ihrouchoul Ih, UK in iI bid to win tilt 
ilttention of 'new' Iilme!'$. It worked - but the Euro PSI st,.legy will Ht $Ony blrgetlnl ill' IrouPS. Mt lifestyles 

n. Iter all the hype, sony UI( will put digital 

IAI ~ and COMeCtMty 10 one side and setl 

PlayStatlOO2 as a games madune for hardcore garners 

WIlen II l8urdles thiS autumn, UI( MD Ray McGulre 

says tne message will promote PS2 as lhe "best games 

machine ever" with the ability 10 evo~ Into the centre 

of home computer entertainment, 

sony hasn't abandoned il$ aml)ltiO!'l to use PS2 to 

Orrve Its viSlOl'l of fOCUSing on olg~al netwOrks. It says the 

prDtliem s that the Droaoband infraStruCtUre aoesn't eXISt 

yet. "We would only OlS<lppotnt people If we toIa them 

those people to put In the bro8dband infmstruCtUre," There 

is unlikety to be any push on tlroadband for at least a year 

Countdown conundrum 
With as little as SIX ITlOIlths 10 launch Oay, sony Europe Is 

careful ly mol1ltorlng the Japanese Oebut. Information on 

the masses wno bOught their console through Japan's 

PlayStatiOn,com S<te fs being adDed to its own ongoing 

research to plovide a snapshot of early adopters. 

MOnitoring oemand Will allow sony to pre<llClhoYlr 

many uruts it can SI'II1't at IaI.ll1Ch 111 Europe. although 

'The",'s no question that you'll have to be either 
dedicated or rich to get into Play Station2 in the 

first place. YOU'", paying a premium to be there first' 

they wele going to be plaYing GT 2000 head to head In rea l 

time because they can't do that ~t: admits McGulre, 

And In a veiled attack on 5eg8's IncOllSlstent 

promises, he pointS out: on's IIllerestll18 that some people 

are tryong to SZ'/ that IllS here we're prOOUCIng tile best 

you can get. DO consumers look at lhat ana sa-,: 'Yeah, I 

Ul'l<lerstand that they've got a pro/)Iem with tlroadband 

Infrastructures' or do they jU5I say '1l'lat prOOuct'S Cl1lp'1 

'r'O\.I have to ma~e SIlre 1'0'1 have Integrity In dellvenng 

what you're going to oeliver. 

"We're In the hands of Cable & Wireless, NTl and 

production issues could restrict the numbers available 

"We don'! know hoW many we're going to get: 

reveafs McGuire, "But If we look al the laurdl of 

PiayStallOn1 where we 010 JUSt CM!r 20,000 units, ana 
look at the sales 01 other competitIVe prOducts in tnlS 

area, I tnlnk we can do SUbstanti(J!Iy more. 'd like 10 say 

at least ten lII11es more: 

With PAL prOduction not ~t up to full speed, what 

PS2 will COSt Is at the centre of speculatlOl1, Currency 

HuctuatiOflS Will also affect the final decision, E3 seems 

the logical tune to make the pr ice announcement, but 



Playstation 2 VS X-Sox 

~1_IIIS1Un, bUl ca.lIIII ............ 

DeIIh SW? Sony l-: II*'Q PS2 1I.1II'OI'tI'r ~ \0 

~ In!o l*1li 'IIIIIh !he K.fIo>; ............. plI_ &IIlPOI1 ftI 

• fMty iOOd d\IIrIoe of bI!Ong IIw ruTIDIf ON fom\II. -
....... weIstNn. "Mbosoft's busineSS 1& Id 10 per C*II 

IIUIIIaI \0 bu$InIIss. Microsoft is I diIIenIftI "*"'I ftI 11 

maltetlngdlrectOf Alan welsman beIieYes the final date 

is unUTIportarlt. "We'll be Strong enougIl to ma~e the 

news: !'le says. SOny will put the machine out thiS autumn 

wtJatever the cost or the initial stOCk quantities. -I'd ratllef 

gl:!! out on tile mar~etplace and get the machine Into as 

mall)' people's hands as I C<!n : he iKIds. 

"There's no questlOllthat you'll have to be eltller 

oedicaled or rich to get (fltO it in tile first pI.ace. YOu're 

paytng a premium to be there first." 

unwrapping the black box 
Whatewr the price, selling some 200,1:00 consoleS at 

launch will be less ambitious with great software. MCGulre 

hasn't oeckJe(l yet wtJat tit~s wi ll be there at launch, 

He'o like to matCh tile psI's onglnal six and says ten 

woukl be ·fantastic." 

"me average consumer wants to buy lour games at 

launcn, so I'd lOve 10 see lour really good games - a good 

beat 'em up, a good racing game. a good RPG - and 

we've go! an these." ne believes. What PS2 wlU certau"lly 

do Is play 0VDs. "People are aware n's a DVD macnme." 
Welsman agrees. "But how high or low it figures Is suU 

to be oedded: 

He poonts out that with only aroui"(! 35(l,COO DVD 

players In the UK, PS2 has a chance of Qulcl::ly outStripping 

hardWare players. But he C<!lItions that people OUyIng intO 

the true potential of OVD are also IIJotjng at PUrd'laSjng au 

the audiO equipment that goes with it 

"tt'S a Digger conversallon than Just plugging 10 a 
games. macnine: he notes, as DVD Is 8 straightforward 

tecnno!ogy compared to some of PS2"s more speaaItsed 

commumcatlOll C<!pabllities such as USB. IEEE and 

PCMCIA. But SOny is not planmng to emphasise these 

featu res to early a<Iopters. 

But wtJl le broadband and COllrleCtMty lie tOO far In 

the future f()( the early marketing pUSl'I, 'emotional' games 

are perh<lps just a generatlOll of software~. "~'s 

going to I'\appe11 but you C<!Il't QUite see where it's CDffill"lg 

from: says welsman. "Initial games. ~l.e me 8ooflCl!f 

won't be a sea change but they will a~er peopIe's 

pefceptions a little bit" he con\!l1ues. "EmOtIOn Is abOut 

IlarratlYt &rid plot, not abOut people's faces changing, 

The cnaracle(S faces being able to acknowledge 

emotion will be the first Staging post." 

And f()( those woo chaSt ise SOny f()( bree<ling mass, 

ma r~1:!! complacency, he says: "We're all in it together,lt'S 
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~.lcIIInnt ..... liW~ n.tnrocI --.-.:Itor._ .. ".Il; 
~..-.n,,* (lNs' ~ .... ""p""'" 

~ ftI ill d subIfCI \0 1 protIoI by !he us _ 
~ --._IhIt.}IOU'- tnaw. itcoUd 

could COIPI dooIn \0 PC _1Iw COIIIOIe ~_ n. PC 

otiIMIIntY hIS ..... "* 1/1OtJbiSII_ <:OIIIOIII!I in l1li 
p!I$l. ft mo&hl _ Mk:rooof'rs C<lnSOIe is !he w.y tu 110: 

come_\O .. ~ ___ perspI!CtM!ar it 

BUt $Ony .... apenc! _ it .... tu. "MoW .-been 

IfrIid cl lI-*f: I'IeI>iIy In!o !he PllrSta!Io!1 praject." 

- .."... 

PSl will hit Europe thislutumn wMtewl the «1St 01' stodl qUlntltiH, "MIttS SOny's Alln Wel$lllan 
(left), UI( MO RI\' McGuirl (richt) p~K1s th.Il, It llunch. PSl will sell ten timts mort th.In PSI did 

not SOny's lotal responSibility to create new genres. 

we're offering a macntne that'S pOWerful enough to 

enable Qeveiopers to go out and do that. but after 

that It'S doWn to them," 

~I want my PS2" 
welsman anticipates PS2's UK launch will be backed up 

by the same mar~l:!!lng spend as for Playstatlonl - around 

f 2Om. Hype this summer Is Inevltable, but beyond that 

the C<!mpaign Is unoecK1ed welsman isn't corr.inced 

that even ps2's grao/1lCal stunners are ready to take the 

lmelight In adveftS in the ~ Slars In IIlOIIie traIlerS do. 

WI\at marteung types caN 'belOw IfII:! line' actMty 

also rem8lf1S lII'IdeClOeCI 

Edge's SiStI!!' pubhcatlOll 0ffidaI PIayS/a//Ot'I 

Mag<mne has won anotl'ler year for liS pslliceoce, 

atttlough welsman says that SOny might decide IlOI to 

make an official PS2 magazine happen, Elsewhere, he's 

in tall:s about creating a PS2 youtt1 TV programme, 

one r'lCM!l problem f()( SOny is controlling media 

speculation, While 'nobody' wanted to talk to SOny about 

the first PlayStatlOll, evt'fYOrJe from The Daily MaN to 

men's hfesr,1e rnagazmes. are runmng often spurious 

arucles on ItS successor. 

"At some point you have to put your stake in the 

ground and SlY'! no. thiS Is what we're gomg to cIo.lf SOSSIP 

continues after that, then so be it: says welsman, Full 

launch plans, Incllldlllg ])flee, date and Inittal titles 

are ellpeCted In May. 

Stili cool for clubs? 
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MILIA HEARS WAP MOBILES RING THE CHANGES 
sega takes centre stage in cannes while handheld comms devices provide intangible industry buzz 

Ellne! nen ECTS Ire belrpits compared with the pAlm 1Fee$ Ind dlllly hotel pools 01 Qnllfl" where Milia 
del",," II'OfI\ IICrot.S technolOlies mix lmonll more slYrinl Hmosphere thin .. other industry nents 

r.:II tJ'OIl: on hypefOOIe. short on prOOUCtS, that was 
E:.I MIlIa 2(IIJ - and it was all tile better for It 'Mth 

~ from stxwng and DrOiIOCaStJng 10 gMIeS ~ 

wrapped together by the deveklprnent 01 ~speed 

ne:tWCiIts. Milia'S decade-<*! 'WM!rgence' mantra IS 

finally becorlllng real ity. After years of hype, !tie 7,1))).pjUs 

oeIegates from &eross these inOustries at laSt have 

sanetI'w'@: 10 ~ 10 each othef in the bars 01 C8mes at ~ 

But what was !here for garners? ThIs was tne Frerdl 

festlv8I's most concerted attempt yet In court ~I& 

OUt tne reSl.fts were I.IIICCII"IWIOO sega's ShoIdWo Irmatllt 

ilia 
..-. r""\ A r\ 

O'1lninrs of Milia 1000, which took pllce It Ihe PIIlls des Festivlls, claimed thlt mOrt thin 
1,500 complnles ltiended this '(ur's FebrUlry show In Qn"u. Next '(UI It willlrow further 

and erazn star footballer Ron<tkIo maoe a splash, OUt the 

rrt--and-fiIe and the tMg ¥nJl.rICeIT"eIl stayed away. 

MlaJir1 maoe a keynote speech outIinlflg (again) sega's 
plans Ior a broecIband network; rts l.I'tra-fast propnetary Ne'I 

SOUIlCIs fantastIC but won't arme until20ll 

sega a1so demonstratea;rs more immediate per;pr.eral, 

tile Ore~ ThIs digital camera coo be lJSed Ior vi(leO 

confereocing VI8 !'M;l Dreamca51S and also as a portable 

digital snBWer- ~ wI~ come burdIed with photo--editlng 

software Il'1O snouIcI be available i'I the E~ by Chnstmi!oS. 

{pnce TRAJ sega also KK* oe ight i'I s/'o.wIg Tcmb RiJKJeI 

and contillT'lllg tnat Black & ~ IS headlllg to Dreamc:ast 

Not all sega 
A~ from !tie I:lIoe SWIrl, games news was scarce. ReHc 

Entertamment revealed a HOmeWOrId el(pansioll pad. 10 

come ffom Bar'dng DOg StucflOS. HomeworId: C<!tac/}s'rl 

win ntroduCe a r'IeW non·human foe and offer entirety 

new fleets of Sf'I(lS and researdl. 

nfI:varneS S/'IOWed off ~ V-FooWaII WIth a IrYe 

appearance by the /TlIWl twnseIf (the PaIaIs des FeStIYats 

usuallV has 10 wart. for H!JIIo,-WOOa 10 arrfYe 1'1 sunmer 10 

enpfsud1~_ ~IOEdge wasa~ 

Y!!fSIOI'l of Halo on the Take l\PoQ Stand. The game remiIIIlS a 

mystery, but as a tec/lnologf demo it stiH seems Bungie is 

v.orIong !'M;l years ahead of e'o'eI)«IE! else. JOOiCative of 

th is is ItS physics. ejectea shelI-caSII"igS fly OUt cornpjetely 



Around 600 developers registered II the show, 
induding40 companies .1 Ihe developer villlge 

d,fferenlt!' if \'OIl fire a weapotl underwater or on ~nd 

Most of the shoW floor was given \Ner to ted1no1ogy 

OO'Tlpan ies. Net Quartz cemonStfated clierttlserver style 

piracy protec!oo for stand aionegames. It takes a small 

but critical secuon of code and stores ~ remotet!', so it 

must be 00WnI0aded at run bme. ~nlster? Perhaps. bJt 

also the stuff of the future. Peach Ne\"M")I'KS goes one Step 

further. taking old CD-ROM program and cooverting them 

for use in orHlemand digital cable TV. 

Milia 's organisers said that 600 developers registered 

on e!l!eflng the shoW. 01 these. 4(J compames were found at 

the developer llilrage including Edge compeution winner 

Nalin Sharma and hiS addictive puzzler, CUbic Rlggler. While 

Sharma and others expressed sa~sfaction at attendance, 

there was a display of creative apathy at the ooe-day-Iong 

Devek:lper Day cooference. Here, a string of big names 

inc lud ing ian Livingstone, DemIS Hassabis and Martin 

Kenwrigtlt imparted their wisdom to just a oozen or so 

foreign media jOurnalists and a handful of cle'IIelopers. 

They'd eXpe\:ted triple figures. The Th iflk Tank conference. 

which took place before the shoW. was better attendea, with 

seminars on €'I/!J'fYth ing from e-«lrTVTlefce to broadband, 

one key tectmology to emerge and was WAP mobile 

phones. With graphical diSPlays set to impr\Ne dramaucalty 

and the benefits Of coonectMty offsetting t)'pICalty weak 

CPUS. SOrl1€ developers suggest that coonected gaming 

could yet belong to NOkJa. not Nintendo. The str€flgth of 

Milia ,s generating such a buZZ. In teChnology, M,IIa 

could yet find its voice. 

Infogr.mes chief Bruno Bonneli could nol 
resist showing off his stll signing. Ronlldo 

Milia: Ceclllion defends delays 

_ ... OCIIICIIIIIII-.. ......... .... 
WP1Md ................ __ 
1*!IIIIIfII-1N~ ____ "'" 

ID ..... .,,,... . ............... IC!I'ICII 

1D1tIk)o;>1O_"'iOU_~"~ 

bIM .QcIIDII ........,IhII_tuCII .... 

~.-"We '-Il1.0 -'" worIIinI """, __ on 
~aro;I tI*ws II<e "-_ .... .,.,. 
TlIenI .... be III(q deYi<;t!s l<> talk 10.,.,.. _In b 

_ few monI!"I5." SlIp'. ~ snoIchiro I!tmIjIrt 

'*' _ ,.,.,.,.."., th111tle CCIII'IjIIIt(s nialHPled 

CfDbIII bfOldblnO .-J:; woulM'\ be 'Nod'! k>f ~ 

'1\ tIII<eS , Ioni _10 get ~ right. " CeciIIioo 

~. "' glle$S tile money InwIYe<I, !he par1IIerS 

1n-oo:>Ived. !he tedInoIogy invoM!dlWld !he smnegy. 
~ IIM l<> be -."od - all tIIIt came at me 
same time as !he IaoocII 01 Orl!OO'lC4St" 

The Sep b= rMCte(J sI\arpIy l<> me suggestion 

lllat Sep is <!fagging its heelS In proW:IIng onIine 
gaming. FM'! rnom!ls after loonch k is sill not possible 

1(l play 8 single game agajnst ..... thPr UK Or""""'""t 
owner, Ie1 alone !he six billion potential 0\lP0III!IlU 

all\IOed 1(l in !he .,famous ~ campa!lr1, 
SUt Cocilioo iroIS!e<l; "I certalnry <"II!Yer told them 

they'd MY<! onIine games 00 day one. ' alwaY$ $aod tIIat 

ooIine games were sometnIng tIII\ """"Id happen in 

lime. Oreamcast is an evohn;orwy madII ..... E..:>IutiDrIary 

meMS we don', pUt all our eggs In !he IIrsI basl::et We 

want 10 keep consumers IlltereSted I'm ""'Y ~ 
..-Itl lllat "'" 01 altitude which <XlnSiSU 01 'several 

h,...." ed thousand peopje are hllflP'!/1Io'iIt1!he 

posItioI'Iing. one Of two guys are not MJl!l'I'. ca/! 

\'011 expand for \IIew one Of two guyo' " 

CedIioo ~ 001 lllat Orl!arll(;3S1 now IIM. 

globally 1ns~1ed _ 01 • . Sm consoles. He hOped some 

_ notably EA - would see !he consoIe'S continuing 

wccess as reaSOll to ,<HMI/uate me platform, "E""'Y 
cloy I So1'\' to myseIt why 000'\ we ~ EA?" he <>dmitted 

"F,a1k/y, I OOO'! !<now "","I , can <10 more IMn ""MIll 

more DreaInCaSt$. ,'m 001 asking Itlem 10 pon 20 games. 

,'m just $3ying to have • presence k>f DC, ewn for EA. 
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can'td!! onylllrm,· M .... _~~ 

to WI slf<>rCfy In IN us. ... _ .. In" 
ThM"S $lIOI'I"CMIId _ID .... \IIIot QIl 

O!te-s DIIme AA!. stOCk IhonIea Iut c.:.on 
dislTissed such t:Iamour*'& ...... CIIII ""'. launCh 

£t9'J'was~~ . . ...... prb. .. 

said me 8fthilII of SOIrfs m.d"IirIe -..tt!., IfIKI me 
pr\ooIXMm and said he had his .-. _ in mind for ony 

Iut1lre price reWctiDn. " hIIs 10 be pan 01 more ItIon 

jusl one ~ atIOuI !lie prIcIng." cedIIIon 

,tresSe<I. "It's . mMtI!f of more matI<('Ijng _tmml ­

lile cloy \'00 pot me price o:I<:Jw<l. the poradolC is .,.,.. MY<! 

to spend more IT'IOI'IeY to bring peopk! 10 tile storeS." 
The Upo:;;o<Mlg _ 01 Microsofl ., tile glllming 

liteM does-r!'l concern Cedtion """lIIy either, "0/ 

CO<,.IISe X-8O>: is a COIIl!l'!IJtor." he said. "But today our 
compeIitors are<rt only SOI1)' Of "",tendo Of the 

fOOIlCOmirrg K·BOlC. on tile Internet we've go! alot 01 

COfflj)eWn _ . lot af pottIIis lite competing with uS for 

entertannent. f'Ie a>rnpI!tlbOn goes 1. oeyond the 

hardware manufO<:tUren oow." 
He ,tresoed met while other peopje we<e stil 

IMkirrg runben. ile hod a solid rnadIIne OIJ( in tile 

shops. "...,1Ot\iI as lOO cion', see. machine. !he 

speCifICS of now ~ worI:$, the ~ and tile 

IaU!lcn ~ everything is still "" ., tile air," he 8d<!ecl, 

"What's ...,..;s.ng is thal """" in IapII\I. two weeIo:s 

bef<>re tile IaunaI. reuilefS OOO'I !<now now SOI1)' 

'MIlaun<h ~conso4e," 
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INFOGRAMES CHIEF CALLS FOR GAMES SHRINKAGE 
·On average our games are too long. too bi& too fat.H Bruno Ronnel! tells Emerging Technology conference 

Microsoft was co-sponsor of the 
Emefll na Ted!nololY Conference 
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_IhItyeor:S111111 
__ DI people --.. tar 
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_1n~UOO 

_DltcJO.l'JIlieS.,\lhcntlle 

CCII1III'(s pones «e dlstritMed ., 

~ DI P1I'fStMII;In S«Ut 10 tit 

~ by InIogrIlTlH In 2000 J2 

~ of coumr.es In WhicI\ 
l'IIogrames Ms offices; 21 

\.II'WIIIP venions of ort.w 1...n1d1 

wiI be ........ : eiIII1 
_ S«Ut 10 be IaI'lCtIecI by 

........ In 2OOO: tIuw 

r:I ames should be cheaper an:l smaller. That'S one rJ 

1.:.1 the ~ey messages nfograrnes' CEO Bruno Bonnett 

warned to Instill In developers at the companys IWIXIay 

Emerging Technology conference. tleId last month at tile un 

centre for Popular MUSIC in Sheffield 

"The PC games martet IS P18 to be below S20 [per lMIItJ 

'M1hIn the next: twO years and we should think about t 

because If we are ncx able to n:rease the voII.mes that we 
are ~llng we are goong to face prob4ems If1 the!!evelopmeflt 

COSts: he told tile gathering of ~50 8ame Cie~gners 

"We used to mal;e games for a puOhc whtch expects 

15 to 50 hoI.rs of gamepl<ly," he contJOlJed. "()1e of till! 

refIecbons we should I1;r.<e ttx1ay IS now bng as an average 
IS our target auchenc:e gomg to pIay1lS tt stil lS to SO? 

Mf guess IS that tt's probably ClOSer to five to ten.' 

EIO!'IreIl bases his _ 011 ao Inf08rame5 survey which 

indicated that SS per cent of people ....no have bought titles 

tr,r the p!bbsher have never finished one (rt should be 

rememtlered that Infogrames ~ CIurcast! N<1N he 

wantS 0I!YeI0pers to look at ways of ~ shoner, ctJeaoer· 

to-OeYeIOP games that the mass market can dIgeSt 

'One of the Wi¥ to decrease the blXIget IS to seriously 

conSIdefthe target auchence: he said "People today - and 

I mean mass market - may rlOt have l:) Of 50 hoor.; to spend 

011 one game.1hey're interesteo Irl a lo-ro-l5-hoor 

eJCI)eneI'ICe for S20, and tJJvini ano!I'Ier 10 to 15 for S20 

rather ItIM IIB\Iing 30 hours to spend for S40: 

Cle5pIte the massmartet onentahCI'I, BOmeIl speDed 0Jt 

dear wwson future ted'llOlOgieS to the 17 development 

teams at the conference. on top of 1I'Ifogr3mes' continuing 

~terest In consoles, future consoles and PCs, BonneIIIS 

focusing on It1e poIerruaI of paImt~ ~ ~ and 

their CI'OSSOYeI' II"Ito the toys mar1(et. 

'We W' tIM! more and more boys ana gm ~ WIIt1 

these IO)'S. YMh screens. buttons and 1TIICfOI)rOCeSS' he 

salO "I tronk that's a very 1Il100nant segmeot and Infogrames 

will be one of the IeadIl1& publ ishers 011 these platforms..-

GATES TO SHOW THE WAY IN SAN JOSE 
Microsoft chairman expected to show X-Box at annual Game Developers COnference 

He's smil in8 50 bro.d ly bee. use 
he hn. speei."itt'e leeret 

.. u £OQ€' 

~ s thIS ~ went to press, some 01 the iJIggcst roames ... 

IAI the UI< 'o'IOeogame inCustry ~ set to anend the Game 

~ conference ... san JOSe. 0!1 the guesI &si were Peter 
MOtyni!ult Je2 SIn, Dern<s HassabIS. &nO 161 creatCJr1 TatIy Ga«I 

anCI ~ DOuglaS. PfOT1I5Q to gr.oe tab on , VInI!Iy 01 ~ 

~ Iran AI ~ la" nUtlpUyer pNS"" the bereIiIs 

of 1T'IICfOi)f~ grap"IICS ard'WteCturl to fou'ong a 

start'U!larcl 'N()"\I:l'lgwith ~ 

MOre IhatI m classes and MOrIals were III plaCe. Du! the 

It's (e rte inly not up there with C;DC (5" be low), 
but this y.,( 1 event wu the hiahest-profile yet 

AI1OII'Ier key area on BOnneII's I1'II'ld IS II'l!er.II;:tNe TV 

With SO many chameI$ ~ he bebeves a games 

netwOrk IS ~ ak)1g 'Mtn the ao.llty 10 downbad games 

that can be played on set-top boxes. ThiS only spells fresll 

opportunities fOf pubjishers. 

El5eY.tlere at ne. 'MIId1 weIcomeO deveIopefs 'rom 

AUStralia (MeIloome HOuSe), tile US (Gl and tnfogrames), 

~rarce ana the UK. MICroSOft was on hand to demonstrate 

some of tile new 30 and soond capaDllines Jl Ou'ectX, 

A.ll. SJ, o'Mdia and VideoLogic tall::ed atlout theU' upcoollng 

30 technologies, while game artists were treated to 

seminars on 3D SI!idiOMAX, M.1YB 2.5. the motOO-

caorure ana ar'lllMlOO software Ka)oI1ara, ana 

"paIfII Md "effect tIy ~ 

'"~~''''''''' "'n ,f) 

onnell returns 
,-cIiIIII_ ....... ....,. ..... . 
....-e ........ MIIdt ... IOt'WIIII .... III1ImI6 

010 _.-s 'IQ, III '**""11 " '-' ...-1WOon by 
......... It-. _ _ ~, 

Since IhI!n. his tompIiI?y" tIeen an ., __ 
maramon et lIS awn, --.. 141 ocean. PhIIipo __ 

G'T I'IItIIIC!IW! 1nl! ~ 
UIC IU*herlInll 0I'I0IIDptn _ '-beeI1 _ In 

tile lWoc:t$$ '- '*' ~ I3UI "*'I' at the ETC seemea 
toIIYIn<:ed t7i 1I<lrnII'. ~ 0PMl .tyIe. 

ntgNognt 01 me ~ v.fICn IS CG-SPOIlS(lfeo:l by Microsoft. 

was set 10 00 the opermg aCIOI'i!'SS tI1 c/IaIrmarl 6,1 Gates. 

There has been JU(7)Ying speoJ~ that Ga':es \\Ol*I cnoose 

GOt to ao pucilC on tilt ioOustr(S ~.Qpt secret X-1IC»t A Iul 

rtQOrt on whiII 'MIS and wasn' rtYNIeCI wiI iIRX'Bf nexllTICI!'III'I. 

Sonv 1nl NIn\eI'D) are tIWI t:III* Dtg GOt pUyers. Wth the 

COlIerence taking pIKt ,IS. I ffN; d.IyS afte..- the launch 01 

P\3ySlilt00n2 in 1apiIn, fI"Ore 0etaIIS on Nontenoo's 

DOIphi<1 were expected, 



PRESCREEN 
EDGE PREMIERES INTERACTIVE ENTERTAINMENT'S FRESH EST FACES 

"Because it 's there" 
or game del/elopers: the most fickle breed 

.... oes it really feel like six years since the 
a!I original PlayStat ion launched in Japan? To 
the more crusty members of the Edge team, It 
seems like ooly yesterday that the fi rst Sany 
machine turned up in the office under the arm 
of a trusty fedEx employee 

The videogame Industry is rare in that so 
much water can pass under so many bridges in 
such a relatively small amoont of time Show 
today's average PlayStation owner Nameo's 
original Ridge Racer conversion today and you'd 
protlably be greeted 'Mlh snorts of disinterest. 
Exterlded seSSIOllS w ith the likes of Kooami's 
Metal Gear solid and Polyphony's Gran Turismo 
does th is to a man. unwittingly, he has become 
conditioned to expect hiS console 10 sing. 

What's heartening is that, with PlayStatlon2 
already on sale in Japan aoo X-BOX and Dolphin 
wailing in the wings, some of the world's most 
innovative coders rema in committed to squeezing 
the last droplets of juice OUt of sony's first entry 
into the conso le hardware marte!. 

This mooth Edge previews vanishing Point 
(page 28), a driving game from Cloc~rI:: Studios 
which does things once thought ImpossIble on the 
PlayStat ion, Meanwhile, with World Tounng cars 

(page 30) Codemasters is refintng the racing genre 
with an ongOing process of tweating and testing, 

And then there are recent start-ups, such as 
lost TOYS, the GuilOford-based codeshop whose 
fi rst re lease, through Take;wo Interactive, is set 
to be an 'arcade/action' title in gklriOUs 32bit 
PlayStation-Q·Vision 

PunstS Claim that Visuals do not matter, that 
the game play experience stands above all else. 
This Is, of course, utter tripe. what would you 
rather play - a game that enterta ined you but 
loo~ed mediocre, or a game that played exactly the 
same but looked absolutely breathtaking? Exactly. 

But the rush towards embracing a new wave 
of technology Is happening before eXisting 
formats have had the opportunity to be wholly 
explored (as vanishing Point attests) Having 
played a great number of first-wave Playstation2 
titles of late, Edge certa inly cannot help but feel 
that some developers have made th€ leap to 
12gblt for the same reason Sir Edmund Hlllary 
felt compel led to tacrle Mount Everest 

In the worst instances, extra processing 
power and memory encourage laziness. And 
they're hardly things the videogame 
industry needs more of right now, 

n,e likes of Gron Tllrismo (left) Nw made PlaySUtion users demGnd special software. Fortul\iltlely, 
the fonnars maturity means that vanishing Point (centn!) and World Touring CQIS can iMppily obfige 

(PS2 ) capcom (PS) SCEE 

Acdai" has.tepped in Ta<mg_is~ When fdi" visited Elsewhere thIS isSl.'e Edge 
ana pic. ed up the UI( me ncroe-st 01 all genteS. car>COll1'HlS .... f«:l -~~ 
publishirrg rigtn. to SCEE appears to De &round tlv'1"l ~ ago, ocnp!lng 01 so ""'"'I 
Tecmo's '"oc.~. cra/tinK wt\at PIajoStatOOl1 a JO Gl>:>sr.;'n'GOO/O'Is Illlt' games: here', a l2t>t 

and a recoot build .rows 0I'IIIIer1; I\;M! SO far Deen waslnthe'M;ll"ksfoltr>e C<.lIIOOie titlt' t!Ia! tries to 
what a wise n-.- Iha! is. derued - !heir crwn Ze/IJil N64, TlII$ is t!lat ntle ro::M( oounter socii gn.wnt>I!>s. 
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PRE SCREEN 

PRESCREEN ALPHAS 
PS2 DOA2 BEATS DC IN A GRAPHICAL BOUT WHILE SEGA USES THE FORCE TO CONSOLIDATE ITS COIN-OP PRESENCE 

DEAD OR ALIVE 2 

Festtval 2(OJ exhitlibon wasn 't StJrprismg - Edge has tleerl tracldng the t itle for a wtule. But that 

it ShOuld come OUI Milrdl30, OOfore the Dreamcast interpretation, was IJOOl<jJeCted news. (In 

the west the reverse is troo: DC DOA2 is out on May 26 with the PS2 version wi ll ~Iow late 
septernl)er at beSt.) compare these images to the DC shots in last month's Alphas and you'lt 

notICe clear differl!nCes. Better ligtmng. rapKIly t>ecom ing a trooemarl: of PS2 tItleS. arlCl more 

~wa l oetaif are the most obvious impmvemems. though expect 00 gameplay a~erations. 

FORMAT: PU/ De DEVELOPER: n eMO 



STAR WARS RACER 

PRE SCREEN 

FORMAT: CDI N-OP DEVElOPER: SEGA RIDU 

finest seqL>e!lCe from 'EPlsode 1', It'o::lugh ~ shoold be noted 
that not an tile game's effects are currentlY IIIlplernented. 

nence tile slight blandne~ of these shots. Gameplay Is 
perfect adrenaline-rush material, with a selection of tracl::s 

harking oack 10 tile N64 ve<00n. and dual Sbck controls 
mimiddngtho5e of 'real' pod racef5. RlIfmingoo the ~i­

enhanced Hil:ilri arcade board, the li kelihood ol a Oreamcast 

IS not CtlI\I teCfmic<!11Y imprOC<lble tlut in'lp:)sslbIe giV!l!lth.Jt 
LUcaSAft5'locert<:e to >ega covers onlY the ron-op mar1(et. 

£DGE I 9 ... 



PRE SCREEN 

IN COLD BLOOD 

... 20 £OQ.£ 

From the le~m responsJtlIt for the e~cel~t BrO/ref1 $IO(I((l 

pojnl-and<lod:: a<lve!1\1l1'e series, In CCId BJoocJ retains 

~sot:ware'sgdtfof~~narrawes 

capa!)Ie of lhorougnJy engrossing players. YOU begin the 

g(lJlle as);)'ln COrd, a Br~ISIl secret serw:e agefIt. 'MlD 

regaifl$ c0nsd005ne$$ 10 fond rumself under heavy 

wrterfogtltlOr\- With little recollection of the pas!. other INf1 

the OIIoeII'Ie'S been be!rl','fd ill :;crnt 00rnt. ~ ut) 10 you 10 

In'aveI the mystery I1t' soMng Jld(IIes an;l making II.IIIIM of 

the rI\.WlloerOl.lS gadgetS 81 y(:IO.K d isposal Clue'" 5ePtemoer . 

fORMAl , PS/ PC OEVELOPER: REVOLUTION SOFTWARI 



DOGS OF WAR 

www. 

PRE SCREEN 

FOR MAT- PC/ DC OEVHOPfR: SILICON DREAMS 

, . . 
.~ 

progressJng weH, .... iltll.gllting effects POl ished ev€fl fllrthe< than when 
it made an appe~rar.ce here last My. The first AT (actioo tactICS) g3me 

IQ be released fCll' \tie PC {With OC wrsmn IQ follow}, DOgs of war oHefs 

Itlree dOSl>llCt warnflg factions, 25 lellels, advar.ced AI routJnes, 35 

OCtailed unit types {With dorea control ('M.!r any of them), mutt,pIe 

pen;pectM'S (anytlllng from satenr.e to a SIl iper's rifle Slgl'ttl and Hne--of­

Slgt\Hlcpe-ndem gamcplay moong arcade unmed oacy"';\I1 the strategic 

O'\Ief1CtleS usualty associated Wlth RTS Utles. A PC (verSion shownl release 

is due very soon while oc owners wiI have IQ waIt ....,\il lalef on the year 

.co.uk 

Serving collectors of video games 
for over five years 

5000 Items for sale· The Magazine· 
The Shop· Beware of Imitations 



PRESCREEN 

EXCITEBIKE 64 
HIVIng dlsaooeaffld from $ChI !of 

I few rnomns ~ Left ffek!'S 

rnooenvsanon 01 the I\endI5t1tt' 
8COlCt1ve NES game IIaS rrtl.med, 

iookJng ratoor !lener 8fter rts 
COO$pIC00I.J5 abSer'lte, Bike aoo rider 

oeta<l lIas been boo5teo, ~Ie rider 

trICkS life now 1It\OIemIOted. GIYerI 

the no;h !E!XIUfe$, exoect final cOOe to 

rewire (or at the very least ~ 

the N64'S EXpaf1Si(I1 Pale. One 01 

fdg, 's favourite 64b1t sames at laSt 

year's o. ~ ~ reta~ the pjayabil ity 

0I1t58tl1\~ -~ 

ll'liouroIayer rnooe - tI'IIS ctItJCI De 

somethrlg worth blowing the OUSI 

011 ycu N6410r - a/tI'ICIuSh it etllJd 

vet face toogh competition from tile 

IITWl'inem us release of Jeemt 
MCIJIath SI/pero'o$S 2«YJ 

New devel ... m.nee 
...... O-.... L/loO .. I_done 
•• p.rlenoed t"ented te ..... 
Prototypln_ 
Oraphloal alteration. 
D .... n 

FORMAT: NI4 OEVElOPU: UH FIELD 



SAMBA DE AMIGO 

PRE SCREEN 

fORMAT: DC OEVElOPER: SEGA 

powered architecture jaoo judging try these magesJ, the CO!l'\fefsion WI~ be another tla'Mess 

ende3\IWI tor tile company's Knemal teams. ~ Japan, where many arcade-goers tlave 
embraced ttle com.op, Ilteral~ getting frI«llhe SWIng of things try shaking theu' hops along 

WIth tile samba tempo whi le rTla\CI1lng tIleonscreen prQmPlS WIth their maracas, thiS 

corM'fSIOO is destined for greatness. In the UK. whidlllas on~ just s.ee!lthe offiCIal release 

of Kooarni's BeMani serIeS, success is not assured. A CI.I~om controller wil help its cnances 



RIDGE RACER 64 f ORMAT: NU DEVELOPER: NAMCO 

OUt W1 tile US ~ me time yoo read tll is. Edge figures any N64 owner 

trurlking o! pyrchasJng NamcO's 6400 version 01 rts racing frardllse 

m,gh! want to mow how the U!Ie fares when out against its PlayStllOon 

equivalent. The answef IS: lather ~I . Textures are dean. detail is fine 

(Including tile t>rakellght blur effects seen W1 R4). aO(l everylhmg rT'ICI'JeS 

at an imPfessNe rate. Contr~ Is analog...e or digital (the latter proving 

prefefable. 00d1yl. and tile mu~i player option offers significant longevity. 

PRE SCRE EN 

lNTL lRPO( & RB..D 20XI 

Sl'lOWI'll1ere in N64 form (thooJgh 

€XjlOCIOO H1 the s.ummer for 

seemtng1y e\lery /ofma!, Incf\JdU1g 

f>S21, KonaIT\I'S bunon-tlashmg 
experience \!oill no doob! ride the 

If'teVltatlli! hype ~ surrounding 

this year'S()lympjCS. In total, 14 

competitions mixJng events from tne 

series' previOt.Js two f>layStaHon 

incarnatIOns as well as three rleW 

ones such as noriromal bar Ilavt' 

made the cart IthooJgh triple JUITlP. 
t>reaststrcte, trap shooting ard vault 
r>ee<I unlocking). A fOl.lrplayer mooe 

is ot:MousIy SlJpported, as is the 

format's ExpanSlOll pal:.. allc)y"ng the 

Oeveloper to IrlCIude &Vlle detai~ 

"';suals (moIioo DIur is used Ior 

replays, for instance). Here's tx>p<ng 

tile oflgiflal gameplay remains intact 



PRE SCREEN 

BUCHIGIRE KONGOU FORMAT: PSI DEVelOPER: ARTOINK 

Presumatlly haVlrg come to the concluSIOI1 ttlat there are r)() OOjects 

left for pOlygonal fighters to thfOW al each otllef., beat 'em uPS. 

ArulinK has decided to ITl(M! up a Step atld has the protagDnlsts In 

'IS next f'S2 title loons: off againSt eact1 O!l1er 111 \)ulldoZlng machinery. 

A. vanety 01 equipment is ava"able. complete """rh individual 'special 

1'I"I(lYeS' and - naturally - battles take place In oola.ng sn+lS. A 

bac<groond story does accompany the game, though most wes:ern 

oL¥lrs are oollKetylO worry too mJC/1 ~00ut I\. Due" Japan on May. 

GRADIUS III & IV 

JUst as i(onami supporte<l the oogJf\al PiaySlatoo's taunch ""th a 

convers>Orl of parodlus. so ~ comes to pass tha! the developer grves 
the 128bi1 successor 3 slice 0120 shoo! 'em up "'lIOn, Parts three and 

four of the legendary series aflno be inc/Uded 00 one CO-ROM, the 

fORM AT: PS2 DEI/ElOPER: KONAM I 

former being the more I'iIdeI'I' <ncWll lat least ,n the weSt) of the two 

BOth eptSOdeS SIlCmCaSe gorgt'OOS t>ttmapped imagery. aoo a~hougt! 

Sony's rleW Unit wasn 't engineered with mass-scale spme sh,fIlng tn 

mind, the acbOO here s/1(l(Jid be as SlIIcy smooth ascan be imagined 



PRE $CREEN 

VANISHING POINT 
A rabid dissatisfaction with current driving titles has seen an eight-man development team 

emerge with one of the most technically impressive interpretations of PlayStation racing to date 

n.ere is no wnther in Vrlflishing Point, thourh nlrht rues do occur. The 
dtveloper s.lys it Is unHthfltd with Ihe PlayStltiOIl's .. (tU lion of dima. 

r.iI Iockwork Games, whose portfolIO 
Ii:I Includes 1997'S PSygl'lOSis-published 
Speedster, has spent me laSI18 months in 
<leepest develOPment COUntry It is f'QN 

resurlacing. armed WIth a prOject near 
compIetlOn_ TO compete wrtIt the Gran 

1lIIismos and RI(/ge RolC6f$ of tillS world 
requires something rather speaal CJockwork 

Clockwork contracted a team from one of the country's leading vehicle 
physics research centres to provide realistic data for the ca r dynamics 

PubliSher ... cclalm 

Developer- Clockwork 

G.mn 

Relnse: May 

Origin Ul[ 

28 CDO£· 

tnows mat to adloeve thiS Stan(!al'lj calls for 
a heroer dose of work man the average 
publlStung deal llmescaIe allows. Until recently 
(p(eslJmal:ily unlll Acdalm stepped in), the 

venture has been a self· funded e~e'cise. 
casual observers WOUI<ll'iew thi s as 

something of a gamble, Clockwort surely 
I'IIM!r saw it that way InStead, it contracted a 
tIlree·man team from one Of the COUntry'S 
leachng vehiCle p/lySICS research centres to 
come up WJItlthe data for the ingame car 
dynamICS. The feWlt IS 8 selection of the most 
accurately modelled four-wheeled machines to 

have made it to polygonal staws. Cars behave 
impreSSIVely lIke the rea l thing 

URllke other games, everyt)tlrtg is calCUlated 

In 30. so should you get YOU' trajl'C\Ory 
senously wrong. don't tie surpnsed to see your 
car scraping along the track on its roof_ Getting 
e~pens in 10 deal 'Mth trle handl ing freed the 
crew to focus on wtlat It unde rstood beSt, 
Ilamely AI and lechr.ology. While a love of S!!ga 

COIn-op racers (Sega Rally on the sallJrn 
rema,flS the leam's favourite) is certanly 
responSible for V<!tIIShN18 POln(s roIwrtul, 

arcaae-I ke YISl.IaI Qual'~ the oetermlllatlOfl to 

at least match the compet11lO1'1ln Ii:!mlS of 
technical aplltlJde has resulted In varuslling 
Pomt being one of the moSI swnmng racing 
Iltles ava ilable on PlayStatlOrl. Look as hard as 

As you u n probably tell 
tha n hicles art licensed, 
50 tJptd Ihtm to incur 
inttrnal damagt only 



PRE SCREEN 

Vanishing Paint is.n excitinl m.rn'le af .rcade-inspired viulills .nd 
.uthentic h.ndlinl dyn.miu. Everythinl.ppurs impressively considered 

As 80 Cilrs are continuously loinl •• ound the circuits in the same 
direction, .ollinl surts d la Daytona hne h.d to be implemented 

you might and you wIl l S€(! no evi(!ence 
of pop·up. TIle game exudes a feBl of 
enlllronrnental solidity wh ich is rarely attribute(! 
to 32bit titles. Clocl:wor~ prides itse lf on being 
able to draw and maintain scenery as far as the 
eye can S€(! - hence the game·s mle. Obviously 

trads are designed so that infinlle distances 
never occur, but you·d be surprrsed at just how 
fa r some of the st raights stretch. 

And al l the wh ile a conswnt);)lps IS 
malntalne(t even in twoplayer mode Eight 
cars are always simultaneously onscreen 
promoting close racing And on any one of 
the eight varred cirCUits a total of 80 cars are 

constantly moving around. Half of these 
comprise civilian traffic, while the ottler 40 (of 
which your car is one) race each other And 
the adaptive AI on each of these sports 
(whereby a car conllnuously monitors liS 
surroondings and s~uallon. mabng deciSions 
accordingly). grves the ImpressiOO of a human· 
contrOlled vehicle 

TIlen there are all the other modes, plus the 
main oneplayer championship. FOr instance, 
the stunt optIOn in\foouces you to the way 
the cars handle by puttrng you through a serKls 
of Increasrngly difficult acrobatIC tasks. A 5ega 
Ralty·sty1e mode removes the civilian tratfic as 
you mal::e your way up the leaderlXlimj over a 
series of races, while twoplayer games have 
their own speCifically designed ClrCUl1S which 
ensure there is light compe1l1ion Of coorse. 
there 's also a tuning shop. There·s a 101 more 10 
vanishing Point than is initia lly apparent. in tact. 
The developer has thooght long and hard about 
what It hopes to achieve and the result cou ld 
prove to be wonh that hard work Edge 
looks forward to finding out 

Havinl already finished a lot of the hard work (15 filr IS dynamics are concerned), 
Clockwork is udted at the possibilities offered by nexl-Ie ne"tion hardware such as PS} 

Orilinally developed 
for PS ilnd PC, the 
latter format hIS now 
been d.opped, though 
other current formats 
h.ve • thlnce. VP's the 
start of biue r thinp 

£DG£029 



PRE SCRE;EN 

WORLD TOURING CARS 
Having made the distinctive sector its own, Codemasters is preparing to 

drive saloon-car racing into remodelled, retuned and re upholstered territory 

Tlke too mlny hlrd knocks Ind you u n wnt.-aH your rICe. Thi~ dOH, of 
(ourn , I llow KOpe for pll~rs 10 Ilundl "rles 01 dirty tricks ampllens 

n':n ith Oreamcast estaDllShlng Itself as a 

W sound deWlopmem pjatform and the 

release of PlayStallon2 In Japan, desplte 

innovfitlOrlS With the l iKes of vanishing POOlf 

(see P26l, the grey PSI dll10saur may also 

PfOve a feeding Bfound Iof tweak programmlflg, 

Emer WTC WIlfId TOCJrms cars. the third 
IIlStalment of COdemasters' 2.Sm-seUing TOlIfItI8 

cars senes. Early COde IndlCa\t~S that thIS htie 

Win be 8 slICk and poIlSI'IeIl prOdUCt. showing all 

the fne hallmarks 01 Its aeator. 
Perhaps In response to crrucism that 

TOCA 2 appeared at a first glance too similar 

One of the most impressive touch" is provided by neinl you. bonnet 
.oin. Hilin. overhead, whid! .nds to hlppen when you lelst expect it 

Car performance is altered to your detriment after serious damage. This 
should favour skilled, bullish driving over bulldozing and random racing 

Format. P" r SI.llon 

Publl$l>tr· Cod , mu t ers 

DeveloOltr . ln·ho,," 

~elease Summer 

Origin: UK 

JO ..... c' 

10 Its forebear, an oY(lrTIaullS In place WTC 

stndemly boasts a momentum predlCtlOl'l 
engme, authentIC 6et.a1~ng of 23 tracks 

from across the globe. CO real cars,lI1divldual 
dflYel' personahtleS, dynamIC polygon 

delofmallOrl tecllfllQlUeS. &Od all-new career 
game and tournament modes. Bill amid the 

fanfare. WTC 51111 fundamentally looks and 

feels very much liKe Its twO previous 

iterations. series fans Wil l no doubt lap up the 

extra filatures. while those cOIllIng to the 

"layStauonlate could do WOf5e than purchasing 

a COdemasters drMng game. 
In WTC's defence, the polygon deformation 

dafTIage system is Ioobng impfessr,Ie, With 

crompIlIl8lX1d',work occumng gradually as 
the race k.nOcks mount up rather than all al 

once W1lh a Single blow It contains the 
e)(lleCled QlJOIa of tlonnets being tOln Off 

alld DUmpers hanging loose, although Edge 
hopes thal spa fU will eventually fly from trailing 

metalworK to add a touch of panache to 



PRE SCREEN 

If eve. a game has promoted the virtues of tlking Pllrt (Ind Irashing other 
vehicles), 'IIther than simply vying to come first World Touri"g Cars is it 

_ \!ill" ... ~ , ...... 

(
/';"/' . 
, ' , , . 

, b, 

~ J 

The now-obligatory 
option ureens are 
produced with the 
usual professionalism 
of Codemuters' titles 

proceedings. The physjcs engine has been 

updated to take account 01 these crumple 
zones: if a car hits YOU. Side on, at 25 
degrees, a 2S-degree impact mark w,11 
be left on your car. 

It IS also gratifying to see Codemasters 
welcoming careful drM!rs, by Sign ificantly 
altering car performance to your aetriment 
after serious damage IS Sustained Th is wil l 
ensure that bulldozing techniQues and 
random driving is not encouraged, which 
should make way for skilled yet bull ish 
drilling to win the ilay. Of course, the 
satisfaction of taking out one of your rivals 
while uSing him to hold your own speed around 
a tight corner remains a thrill to be savoured 

The game structure has been given 
attention and now prOVides eother a longterm 
challenge or a quick Hx. Though not avatlatlle 
in the code Edge has VIeWed, players should 
be atl le 10 take a given driver through 
an entire career, slJrtlng Wllh national 
championships and going through to 
internallonal level, then tinally challenging 
for top dog statu~ on the world stage. 

A spec ial Tournament mode is also 
promised, which wi ll al low players 10 custom 

There are numerous moments 01 visual brilliance, yet the absence of 
sparks emanating from tlliling bumpers seems to be an odd ovenilht 

bUild their own mini championsh ip by selecting 
preferred traCkS and ca rs to race against Just 
how much thiS adds to genuine gameplay and 
longevity remains to be seen. 

CodemaSlers has also attended to some 
of the previOUS instalments' ~up problems, 
resulti ng In a much smoother-loot:ing nde, 
and al l the tracks sport more roa-clSlde 
scenery than before - most of which can be 
sat isfyingly destroyed with a bnef detour 

from the grey stuff. The cars are panicularly 
wel l modelled and with 40 to choose from, 
includ,ng the Audi TI, Toyota celica and 
Bentfey Hunaudieres, there IS much to 

stimulate in visual terms. 
AS GT2 has recently proved, more optfonS, 

more cars and more tracks are enough to shift 
units Oy the lorry/oad, and MC seems 
certain to to llow in Its bum marks. 

Draw distance is impressive and the Idion whips along smoothly. Admire the scenery too 
much, though, and you may find elements of it ending up scattered across your bonnet 



PR ESCREEN 

(ARMAGEDDON TOR 2000 
More and more developers are looking to the movies for inspi ration, and Sci's 

latest blatantly tips its hat to some of cinema 's most celebrated ce lluloid actioners 

Th. n l.ction of we hidu on off. r Is . r.tifyi nl ly VUI, and incl udes such 
d. lilhts IS Off-fo.d.rs (.bove) and.n oddly styled, Ihree-wheeled Jet bike 

FOfmat; PC 

Publisher: SCI 

Release: TB A 

Orig in: Austral .. 

32 £DO£' 

A lnee Edge laSt viewed SCI 'S most 
a ambitious drMng tltie 10 date lsee E82), 
things haVe Sl8I1,flCanUy moved on 

Torus,me AUstralian co6eshop betllnd the 
game (having replaced origmal senes co6eshop 
Stamless). has tweaked CiItmage<1dcn TOR 2C01s 
p/tySICS engme conSIderably, resulting In an 
el\PeroencE! which, while oehveMg some deartv 
tOl'lllllE!' n-cheek gameplay values, offe~ up the 

kInO 01 cons.oeranons you ITIIght not e~ from 
SIXtI an owageouslv corocerved tltIe_ 

me entire expenence has more tha!1 a tunt 
of JOtvI carpenter'S 'Escape From New '1tK1I;' 

about It v.hether It'S the grim, GtlaplClated 

dOwntown areas of e(ltly secbOI'1S or the broken 

budge level mat proves SIXtI a consequential 
element In the game's Storyl..e as It reaches its 

conctuSO'l. TOR blatartly Cflbs from me 
d'rI!Cror's age'ng viSlOll of a blea~ future_ 

5en1l1g5 aside, thiS IS. II~e Its predecessors, 

very much a go all'YWhere, do anything game 
"The onglnal C8rmageddon was designed to be a 
complete plss·take from day one," says Davld 
Ratcllffe, SCi'S deYelooment director -,t was 
everyth ing that alllile fancy-p<!In!-iob-on-tracK.'; 

Missions in the I.m. th row up . number of chillle nlU_ In the 
'Hollowood' slll" ont IIsk invo ln s brinlinl -Ki nl Ko nk' 10 life 

raoog gaMeS dIan'l ao. BUt III the light 01 an the 
contICNefSY the othef uruQue fealures of the 
game - the open, 'reallSllc' 30 landscapes al"(j 
the pI'IySoCS system - JUSt get forgotten: 

TnJS tlr'I'II! aroul"(j, enwonments have been 

puShe(l to a new level S\)ra'Mong in scope thanks 
to Torus' nugely capaOle CUStom 30 engme, 
each senlng offers a bewlkjenng number of 
il"(jMdual elements, from a Tt1UnOerdome-styje 
COI'lstructlOl'1ln a blatantly 'Mad Max 1II'-lnSPIre<! 
desert level, 10 the afOfementioned bridge 
se<:11OI'1< whICh ooes an extraordinary 100 in 



Torus' physics enc ine is 
put to wo rk on the stunt 
section of I ficti tious LA 
suburb (I bowe). It's easy 
to spe nd hours simply 
toylnc with the mlny 
Clrs I nd envi ronme nts 

building an elaborate structure littered with 
bumed-out IIl'hICIes and a raft ol otI1ef hazardS 
that rrIlIf>t be negobated WltI"I the klnd of preose 
care rarely called /01" In a (lrMng game. 

Comparisons WIth A(:\MSIOf"I's IflIl!fSlare'82 

can easily be made, but SUs game is the more 

has alWays tleen about ta~lng the mJu and 

flying In the face ol accepted WISCIllm, but witI"I 
garners dearly turned on to the reatlShc gnme 

of Of M!( and M1dttM'n M.!Idness. It WOUld be 

IntereSting to see wnat TOf1.IS could achIeVe WltI"I 

a more grItty. hard,bltten Visua l approach 

Rarely has a dri ving game cast its net so wide, to deliver believable 
physics, enthralling environments and a disregard fo r moral convention 

complex and PO\entJaUy gratIfying of the twO. ~ 

TOR Staas'w!left compared to its neareSt nval,lt's 

In ItS general tone the game's plot and themes 
may be dark.. but the daygIo naMe ol some 
";sual e~ conspire to erode an otherwise 

cOIlVIncing fantasy of a corrupted ClVlllsatlOO. 
AS Ratchff suggests. the (;armageddon bl"and 

T1le build Edge recently pIaye(I featured 

e~rated d'ynamICS and a framer-ne that StIU 

requ ""eS OPUfI'\ISBIIOI1, but 1DR PfOI'I\ISeS to be a 
fasclnahrlg utJe. Rarelv has a drMllg game cast 

IS net so WIde. attfll"ll:lung to deIIYer believable 

physics, enthrallIng envirOOl1'lenlS, and a ~ 
refreshing dIsregard tor moral COI1\Ierlllorl 'l...:::J 

PRE SCREEN 

The mlp (Ibove) will 
only indicate the a reu 
you 've alrUdl e. ploltd. 
A house call ( eft) 



PAE SCREEN 

DEUS EX 
A new engine brings a hugely ambitious 'reality RPG' loaded with complex 

and unpredictable world simu lations, from the stud io where 'design is law' 

Knives and projectile weapons .re u popular IS suns in the s.me. YoII 

e.n even throw everyd.y objecll such u pl.nt poll.t your opponenll 

F(lf mat: PC 

~ublisher: ( Idos 

oe-veloper- Ion Storm 

Orlrin: US 

O IwIk 0( the most ambitIOUS RP(; 'tOO\>e 
ever played FactOr III 8fIOther dlmenSlClf1 

'Mt/1 the Unreal ToortJilt1?efll eng.ne. Add. In ~1I8 1 

partS. Ha/Mite. Tfliefancl concentrated LlICaSArts. 

men subtract <Inytl"utlg tI\at looks lik-e a FInal 

FINIIBS)' 5latIStlC Of an ell you're left With the 

supercharged oeus Ex. "We wanted ro put 
power back. tiro the playe(s hancls: says 

PfodllCer Warren SpeClor, of 100 Storm. "In 

Half-life, you have to ~m I!l'erythlng you see. In 
TnJef, when j'OU're not snea~ 'tOO're not 

playing the game. t1f oes.gn. OUr ir:Iea is that If 

'tOO want to play oeus Ex as a straightforwartl 

ShOOter, 'tOO can. If 'tOO want ro play It 
tOougtttfully Of in both ways, you can, too: 

overshadowed by stablemate Daikal1Jna, 

- I didn'l w.nllo m.ke .nother I.me where I w.lked into I dunleGn 10 
5ave. princess or time from spice to s.ve • pl.net, - Slys lon-5 Spector 

Deus Ex. ccmes.s a pleasant surJl(tSe.lhere's 

little ro ~ h with, except perhaps the 

~ Shod: series ffom SOecIOf's fOImer 
colleagues at OngIn. Vet it's not really the bold 

Pferelease Pfoml$ol!S of Dl!(Js Ex. that are new -
it's seelll8 them t/1 is close to fu lfilment. The 
story, With tts 150,1XXl1tnes of IIP-synche<I 
dlillogue. is set III Eanh's near future. The nch 
are richer, the POCIf are poorer ana swcl:en by a 
rampaot wus called the grey death. ~'s a world 

of nanotecttoology, cyOOrgs, terfOflsm and 

conspiracy theories. Thin\: of an 'X·FIIes' 
epIS(X1e WTitten by William G,tlSOn. 

"The story prow:les context," says spector. 

"We want players thulklng about vIrri they're 

004ng things." FitS!, 'tOO must deckle wtlat kind of 
p/ayi!r you warn to be. YOU can distribute your 
51::1115 to create a ngtner, a computer hacKer, a 
stealthy covert operative Of some Qull«l!ic mIX. 
Experience pomtS let 'tOO upgraoe yolK skills 
thrOUg!1 feu drstVlClleYels (t.nUatned, tratnecl. 
slulled and maStefl Anyone can 00 anything with 

I:tIe rigtlt tools - be ~ ammunltlOr1,lock PICks ()( 

ice--brea~ i ng software Where a one-finger-typing 



Siu! IInd unpredichbility lire sheer, Snipe with 11 silencH pistol from the top 
of 11 build in, II nd you risk di Ko¥e" by , uII,ds, IIlertH by the 1II11In, shells 

mercenary wouICl take an age to gain entry to a 
computer system and m.ght only have a second 

Of twO 1nsK.1e. a haCl:er COUIO be inSIde III 
1T'I()I'IlenIS, peru5II1g arOllld Nottnng IS left 10 
luck. ~ make Intormed chooces. 

"We'" never!P'o'e you enougtl still pcwIlS 10 

master eveJY\t1II'1g.' warns $peCtOf. 'We're tlymg 
to dnve player differentiation. All g;Jfl1C protllems 
can be solved In more than one way. If you say 
you want to deVelop weapw skilts. you are likely 

10 get througt1 the pne lugging arOllld lots of 
weapons arx,t trea!lng carnage. If you W8I1IIO 
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Deus Ex relies heilvily on the Unreol Tournament en,lne. mllkln, it IIn 
IIIt.uti¥e IlIme; customiwtion hill IQ(UMd more on AI .nd phrslu 

enemy IS headed. oeus Ex has unpredictable 
'real world' AI and tile g;Jfl1C IS absolutely 

huge. SDeCtOf rates tile story's impo(taoce 

aheCld of the tedvIoIogy. The eng.oe is IinIshed 
and Ion StOm'I still has a COl.IJ)Ie of months to 
tweak the gameplay. 

You decide what kind of player you want to be, You can create a fighter, 
a computer hacker, stealthy covert operative or some Quixotic mix 

deVelop your ~er sIoIIs, you are p1g 10 

look !of computers and AlMS and prob<lbly 

avoid combat.' Even me player's txxty IS 
Mlomh;able. MOre Il"I"lpOftaml',: powoer·uos 

scattered thrOJghout the game enable 
I'llICI'OSCOPIC biQmectIarIIcaI upgrades 'MlICh 

enable you to see III the aart. breathe 
underwater or run faster. lake one partICUlar 
nana-path and others close up. 

Al l tl1is variatllJll mal:.es 1011 Storm's task a 
rugtltmare. DesIgrWIg oecent HaIf·1s1e or T1tIef· 
sty1e levels IS hattI . .-nagrne tryw1g to dese1 
genenc challeflges that COI*I wOO. in txxh 

games. The soIutrOfl Mn...es III comple. real 
world simulauons WIth robots, guards, 

computerised security systems and Innocenl 
people, set III rnotlOl1 wth decenlAl. NOt an 
easy proposltlOf1 10 read, let alone code. SDeCtOf 
ShOwed Edge eYerytI\Ing. from guartl systemS 
that COUld be reprogr3l'll!'l1(!ll1ly haders 10 ShOOt 

!helr 0\Yn SIde, 10 sWInging meal in a HOng Kong 

Dutd1er5 indicating whk:h direclion a fleeing 

Deus EJlIS the sort 01 game that Edge calls 

for. A muillpiayer Dws Ex is, surely, the cleslrabIe 

next thing; a Icamptay verSion seems a sure·fire 
hit. 001 mere are no firm plans. 'DOn't even Start 
me on mulllplayer,' SDeCtOf gasps. And oMlen )QJ 

rememDer the protracted DInh 01 Ion ROmerO's 
DaikatanB OYer the corridor, you realise 

he's orobaDly wise not 10. 

Unlike some of Specto(s work in the 
Ultimo games, dialogue i$ to the point 

II bll brother isn't 
• • tcftin, you, the AI 
certlinly is (.oo¥e). 
You urn "en twellk 
your ch.r.ctt(s 
futures to match 
your own (top) 

£DQ£"3S 
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PROJECT IGI 
Half-Life has reig ned supreme for too long. Develope r Innerloop has its sights 

set on pushing the tension factor of the FPS genre beyond anything that has gone before 

lones is 11 hllrd-bittu SAS yete'lIn .omnl fo, the British loYe.nmenl His 
destinltions indude Atnu, 11Ie lockies IInd the icy w;lSles of MUmlllnsk 

At key moments the 
plllfer will tllke 
(ontrol of 11 helicopte, 
lunshlp. Oolfi lhts 
with other helltopters 
hue bun promised 

publlsn ... · ( IdOl Inte' lIct lve 

Aeleue. Summ .. 

Origin. Norway 
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..., Sll).OOsed develoPer ~ seet:s 

.!. to take tne FPS mi litary geore to fleW' 

levels With Its tonncormng mte. Producer and 
game designer Andrew wensley has even 
taken tne drastic measure 01 taking his 

coding team OUt to test va r~s weapons 

wtlicn Will De used in tne game. -We went to 
a place on FlflIand just I/o miles iNlaY from the 

RUSSIan OOroer, With some ex-SAS ml ItalY 
advisers: he reveal$. -I !eel it's Imponam thal 

we have a real sense of hoW Ihese guns feel 

and react In the human hand." 

Pro!eCt IGI prides Itself on the concept of 

playat>le realism. A balance must be maintained, 
maintains wenSiey, between just how much tne 

player can interact and be affecte<:l tJy his 

surrOUnd ngs.1OO mUCh realism and the 

game DeCOl'flC5 over com plicated and fussy; 
too liltle and true Immersoon is lost. 

The game IS now 14 months intO ItS 

development and With ontv a relatiVely small 

ream of 13 staM IS a1l'l'~ beginmng to look 

impres.sNe PlayIng In lII1area of 10,(1)),(1)) 
square kilometres, Pr(}JeCf IGI boosts 

scenery wtllCll can De travefSed in real time. 
There Will 00 15 complex miSSions, taking 
place In varIOUs locations. some demand 
thal the hero, ex·SAS veteran JOnes, covertly 

negotiates hiS way across vast exteriors, wMe 

Innerloap hn tested various wupons II nd the effKts they h .... e on 
different kinds of mit~rial. Hidinl behind boles is no 10n,~r an option 

others take place In elaborate, someumes 
claustrophoDic Intenors. 

"Ten5IQO tS everything,- says wenSJey -we 
want the player 10 be realty fngl1tene<l wtlen all 
nell brea~s loose." part of thiS tensIOn wol l De 
bu ilt up from the accuracy of the sound effects 

- glass Shatters, while bu llets crack ana 
ncochet (IntrigUingly, the game trackS dIVerted 

Dullets, wtllCh earl slIlI cause <!amage) 
AS In HIdden & Da/lgerOOs, the player 

WIll not De able to tolerate much ITIJury, 50 
subterfuge ITIlelhgence aoo Vigilance are vital 
Indeed, IMerIoop Slates that PrOfeCt IGIIS 

more of a -firsrperson (funker shooter- than 

an all-out blaster ootectoves can either be 
completed the hard wi1'/ or the easy W&! - It's 

up to tne player 10 choose hiS laVOUred style 

of play. AS for the meaning of the 1ll1e1 
Innerloop Isn't yet te lling, 

With its rulistic bent, 
Project /G/ demands 
• stulllly app'Ollth 

j 
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ledghng developer KeEl East's 

RPG Reise/!ed is shaPIng up to go 
against the bkes of f inal Famasy 

IX this summer. But proj€<;t director 

Atsushlttor1gaml remains upbeat about 

tile charx;es of mixlng It wrth SqlJ1lre 's all · 
cooquering RPG behemoth. W,!h tv.\) games 

to his crC!.1i\, inellld ing the dlsaPrXlinling 

Di.Inc€ Diln«! DiJn(;8 wh ch performed 

poofiy even in hiS native temtory. HOrigami· 

san IS eager to make his mark by explorung 
the capabllllieSof P$2. 

'Mlen ReiS€11€d began life on SOny's 
original machine, speculalloo was rife about 

!tie company's rteXl console arid the 128bit 

hardware being engineered by $ega. I(CEJ 

East hedged its bels an(! continued 'N!JrI; on 

tile game stn.lc!Ure arid narrative elements 
of tile tilk! until <leYelopmem kits for each 

next-generation machine became ava ilable. 

opwlg to COO!ll1LJe along the sony fOUle. 

Edge: Wtlat d0e5 the title mean? 

HOf1gaml: TIle word is German ~ has no 

special meaning. We selected this word to 

give the game a partk:u larly European 

flavou r. In Japan, we have few preconceived 

(leas about European tastes. We exploited 

certain aspects to appeal both to a 
Japanese and a curopean aLJdiffice. 

Edge: HOW does tile story"ne work? 
HorIgaml: The hero of the game is an artist 

asked by the king of a peaceful tslarJd to 

compose a song for hiS (laugtller's wedding. 

When he meets the princess he realises she 

is lmhaW\' Very qUICkly he beglrlS to sense 

that SQIOOth ingsimster 15 afOOt. HiS only 

t:ho!J:ght IS to fimsh the song and 1e3Ye the 
island, E~ts later on will e\o'eOtwlly push 

him to discO\lel v.tIat ~ goingoo. 

Edge: So what Is the main concept 

behind the game? 

Horigami: I can't reveal the main game 

system yet. The player Will have to dlscbYer 

much by hrnself through expioratlOr1 and 

Reiselied was once believed to be a Dreamcnt project. As is evident from these 
screenshots, a conversion to Sega's unit would not be an unfeasible undertaking 

IIlItlative A/thougtll can reveal that It will be 

Qur.e a SUrprJse. only ume wi ll !e~ if the 
system IS lKIdefstOCld and fLJIIy appreda:ed. 

Edge: HOw does the game compare to 
other RPGS In terms of what It's doing? 

HOr'Igami: YOu wi ll be able to I1'IO'I'e ffeely 

around the map' as in Final Fantasy x and 

lelda, I have kept the istand doYm to a 

manageable S-le and I feel the scale is 

perfect /of ttus game - 100 big and the 

pIayer'Mfl be lost nme passes in real time 

With a scale of one day 111 the game for one 
hour spern playing. The ~ather for a v.tJoIe 

day is surulated and the monsters wi ll vary 

dependlngon the time of day Different 
major and rnlllOr eventS happen at several 

bcations in the Re!selied 'M)fld at the same 

time, In th is sense, no pl.ayer wi ll encoumer 

the same events and he will be able to build 

his r:mn story according to decisions. only 

the Slan and endmg are the same. 

Edge: HOW does Reiselied's combat 

system operate? 

Hoogami: The hero WIll face big moosters 

like a teo-metre·tall dragon, and ~ry sma I 
creatures like mice, Battle formations will be 

flexible. Either the party wil ' S<.IrrOllnd the 
enemy Of the enemy will S<.lrround the 

party That will make a great difference. If 

\IOU are in tte middle 01 the battlefield there 

wi ll be few c:wmunit!Cs 10 escape aflCl the 

moosters will attack from every di rection. 

HOwever, if your party is placed around the 
enemy rt has a bener chance of 5lJC{es5 Of 

wi ll escape easily: 

Will Reiselied be able to tap into players' emotions? Much will depend upon 
the power of its narrative rather than high polygon counts or glitly effects 

A third rombinauon is also possible the 
classic face-<>/f, According to the SItUatIOIl, 

the player can use a specll c kind of magic 

power, one which aims at a whole area or a 

precise location. These ~nauoos are 
detemuned mostly randorrly The game 
takes into consideration a few parameters 

such as the nature of the location and the 
character's ~. AS in ZeIda. ~ is not 
possible to i0oi: around, SII'llply because 

Reiselied is not an acuon RPG. We fell there 

was no need for such an option. The item 

and magic system incluoes standard 

fe~ures you could flOCl in many RPGS. There 
are elementa l forces - fire, water, earth, 

PRE SCREEN FOCUS 

Reiselied uses the 
analogue capability 
of PS1's Dual Shock 1 
controller, yet it makes 
no use of the joypad's 
button sensitivity. Just 
how popular will this 
function prove to be? 
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Horilami·un wa nb 
plar-rs to access his 
world for a second or 
third lime, Evenb 
encounlered will differ 
lubsulntiaUy in uch 
lame because of 
Reiselietfs use of time 

At lust ten commandable charaden 
are promised, ofterinla mix of abilities 

bgnI. IQ!, and magIC pcl'M!fS are based on 
one oi them. The monsters haVe ttus tOO. so 
08pe00ng on the corrbnatIOn of elements 
a magIC power may be very desmJcti\.1! or 
next to I1J use at eH. we kept rt very SImPle 
so that "......oe range of ~ may erlIO'!' the 
gMle QUIddv -the kx:*: 01 the battle system 

may be fao:rtll&r It features a menu sJmIIar 10 

tile Start menu ~ MS WiIJ!bI.s 

Edge: HOW many characters will 
make up lhe party? Can you talk 

about some of them? 

Horlgaml: The partY Wi~ nouoe a 

rrw»rrom oi three people Induding the 

mtW'I herO. It WII be posstIie to build from 

lhS. sroce arCUld tell rl'I:)"e character.; 
"";U JOIn Iat&r The hero is a IT'USICIOO and 

he has a speaa( ~ I'otIich IS awe. It 
wilt IPJICie or a!MSe twn dufiIl!: the game. 
rIOOenIaII): I/eI.seIIed is ~ with 
the Gurrar Freaks CO'Itrolefl 

Aro tI8e 'NIl be a few rTIUSIC puzzles 

10 sdoIe. For example, at a certain rromem. 
the k;r'Ql 01 the ISland \WI ask. \tie hero to 

create a song for hm and the player WII 

haVe to perform. The king v.1U then judge 

ac:cotOOg to his playing. A feW exua nn. 
games v.1H also be m.ided ana Beatmania 
or Gurtar Freaks fans wiB enp,t them -

out of all the PlayStation users in Japan, 
at least ten to 20 per cent will buy an RPG 

even if it is an average one - by that I mean 
not a Final Fantasy or Dtagon Quest 
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ThoUlh balll es ale to be made more complicated with the introduction of 
party formatio ns, the Incl usio n of elementa l mllic is hardly inspirational 

espeoal/y alter recerv.ng hIcIdef1ltem$. 

Edge: Why dId ~ou decide to sWItch 
the protect from Dreamcast to PS2? 

Horipml: 111 fact lhS iSI'I't really true. sroce 
we air:! not ar'I!'ICUlCe me gcme on 
0reamCaSt 11 was a r'I1IsuIke reoorted in a 
maganne. AI that early III'l'l8 ~ I\a(I not ~ 

decicIed ~ a platform The peooIe in 

chaIge oi ltial magazme Ihought R was a 
Drea'ncasI product after seerJg rvuaI 

screenshots. By the time I cauea the persoo 

CO'ICeIIIeCI it was toO I8te. NOW everyIXICtf 
!tunks ~ SWltCheO from 0reamCaSt to 
P\ayStaoon2 at tne last tTllrute. 

Edge: 00 you think It's risky reoIe.$Ing 

an RPG on • completely new format? 

some might be concemed about the 

Ja.ck of an alldlence. 
I1Of1gaml: AS you kr'oclY( JapaneSe garners 

like RPGs. OUt of all the Pla'f'itatlor1 ~ in 

Japan, at teaSt tef1 ro 20 pet' cent wtD buy !Ill 

RPG even If n Is an ~ one - by thal l 
mean not a Final Fantasy ()( rxagon QUeSr. 

so there is a market. On new hardware, 

n could be )'J per cent because of the 

latah. Of course. the percentage II\<J')' 

drop after The core lISeI'S v.;n buy; so ~ ---Edle: Is the game compatlble wtth 
the POCketStation Llnit? 

HOrigaml: NO. I have Ill) plallS tQr the 

I'Ode!StatIOI'l_ I see Ill) use for this 

exteI\SIOIl 'NItIl RerSebed_ Maybe we'. use 
n for another later producr.ltY.JuItl­
Edge: HOW about the new Dual 

Shock 2 controller? 

HOrIgaml: I'm afraid not In fact. I do not 

see how a game CiI'1 exploit these analogic 
buttons. H!J,y can a player control t.s 
pressu-eon such a smaD 00tt0n? I don'l 

see how SO 111 the case of Reise/Jed. \IIey 

v.1" be used as dasSIC digital buttorls as 
on Pla<f;tation1 . ~ could have been fun, 
though, with a different 00tt0n shape. 
Edle: 15 the game specific to PS2? And 

what does It do that might make 



those investing in PS2 think they've 

made the right ct!oi«!? 
HOrigaml: YOu may th ink it strange, bul me 

game remains in me cIasstc mould of 

tradillonal RPGS. Reiselied is not displaying 

anything you may have seen in SCE!'s or 

Sqoore'sOOmos. Now, WIth P$2, many 

companies are focused on real ism in their 

environments or characters. DeSl:gll€fS may 

have a formidable power tq rea lise their 

most ambitious dreams 'II"!. But I'm not sure 

that users. would enJOY this for tOO Klng, 

Graphics can be made 10 look 

spectacular, but I'oTlat about gamepJay? I 

mean, is rt uselti l lO design €'-IefY aspect of 

a human lace? In Reiseliedwe jllSl use a 

texture applied on a polygon face where 

on~the nose appears. clearly, People often 

lell me that ReiseiJed features fIgUrines 11 
motKlll.1 think !Ius is cool. I don't want my 

game 10 look too realistIC. 
Edge: Why PS2? Are there any features 

Impossible on otller systems? 

Horigaml: The main point is cenaln~ the 

number of polygons You can see in 

RerseIIed that we are able 10 display many 

houses am characters. on the same screen 
Everythtng IS moving in real time, lklbl now, 
~ was unthinkable to put ten ~I 

characters on me same screen, 
SCEI has displayed some beautrtul 

demos, but I thinK that me main issue 

remains the polygon number tor the 
moment Each characler includes 2.(X)'J to 

3,(X)'J polygons No other system is capable 

ofttus perloonance. Well, DreillflCilst could 

approach this level but PS2 deflmtety has 

the edge, TO grve you an e.-..ample, imagine 

tilKtng the figllters from Tekken 3 aI1d 

USIng them as characters In an RPG. 

Edge: Do you plan to use the DTS or 

AC·3 capabilities of the PS2? 

Horigami: Since we are USIng streamtng 

music, n is II1lposSlble, ~ is qu~e dangerous 
in sud1 a game because problems can 

occur With sud1 techmques ~ IS a dJotce 

we made for the reqUirements of the game. 
~ was the only way to keep good sound 

Edge: Have you encountered any 

ditflcultles developing on PS2? 

Horigaml: SO rnany11lle most diffICUlt 

point is tIlat people are th,ni;lng rI(NI that 
the level of quality seen III PS2 !.lemos - like 

TIle 8oI.Jocer IS rI(NI standall.1 Game 

makers. are rot :hlfllJng this way Very few 

OO"Jl)anteS are capable of such techrucal 

deIoonstrations Few can irldude these 

explorts in a playable wirf. But in the near 
future we may have no choice other than 

trying to approach thIS level . rt you cooslder 

TIle 8oI.Jocer, k k;oI::s VfJfY ambitIOUS, but 

Square hasn't yet shown a playable 1'CrsM:ln 

Edge: Whkh aspects of development 

did SOny's new console make easier? 

The Keel East team is toncentr.ting on m.king Reiselied look distinctive rather 
than flashy, Thus, its ch.racters' facn are made up of rel.tively few polygons 
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In • unique twist. Reiselied requires you to pl.y music at key points in 
the game. Using the Guilt" Freaks controller enh.ncu the uperience 

Hortgaml: Before PS2 we had 10 fogtlt with 

the Imits of the hardware and sacrifICe 

many features. ~ it is so easy, sJnce we 
can expect to do many things WIIholJt 

thinKing aoout limits \-kJWe'IIcr, With no 

Ilmrts, loW may need toc~ate some of our 

aMI, In order 10 cootrol the game 
de'l'ek::l\:'(nent lime, We would always be 

tempted 10 add new features, new 
effects, more ~ 
Edge: Whkh aspect of tile game are 

you h.applest with? 

Horigaml: I think I have cleYe40ped a game 

system which could last qurte a Klng time 
There is always a new element 10 discoVer. 

As in PoMm;:.1, you can contmlJe 10 collect 

moosters even ~ the qlJeSl IS fimshed 
Edge: Many PS2 developers are opting 

for CO-ROM Instead 01 DVO·ROM, What 

are you planning to use? 

Horigaml: DVD-ROM, Music tracks are a brg 

consroeration we would need at least three 

CD-ROMs 10 store everything, s.u Nen rt we 
do rot use me futt capacity of the DV[), me 

pIaye1'''''; lI have no need to change the CD 

during his play. That way the cost is lower 
Edge: What kind of games 00 you play 

yourself? And Is there a particular 

game you'd like to have made? 

Horigaml: I have a bIac~ Play$tatKlll and 

I enjoy toreign ~tles IIc'Ive T(}'nb Raider /V, 

t also play a lot of Bandai's Silent I30mber 

Maybe because I'm wxl::ingon an RPG riglll 

now I need to play action games ' 
otI1erwise, I have a special admrration for 

Ak:>'!e In TIle lJaIj(, When Bio HaZard was 
released in .klpan, I was SlrllCK IJy the 

numerous SIfll iliJritleS. 5tnce Japanese 

people do rot \moW Ak:>'!e In TI!e Dart, they 

can't imagine that 8io HaZard is a copy of a 

much okler foreign trtle. I always wishcij I 

helped to !leveIop SyndICate Wirs on the 

PC. It was such a great game With a uniQue 

atmosphere, 'M1en II was released I !;;;:r 
felt I had mrssed a great opportUn ity L::::::, 

Horigami-san remains 
secretive about specifit 
gameplay det.ils, 
although ih likely that 
Reise/ied will tontain 
many elements familiar 
to fans of Konami's 
m.ny previous RPGs 
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bit higher now. But anybody 
demo and the ability to go and 

can do just what all of us did" 

I 
(s ~ cool Friday afternoon "' 
M~rsUlfe in downtown ~n 

Fr~nosco. ~fdllllbles along. a 

herd cl about 15 Sega game testers slowly 
rrses from lunch to walk bad: 10 the offICe 

a ~ock INlay. Just up the 51r~t. Etdos 

execulM's are IockI:d away, studyil18 

bIuepnnts of urll Croft merdlandtse. With 

SI.Idl an industry buzz rlearby, n ~ the 

perfect place to SI! down with Ale. C.rden, 

ao of Relic, the OU~1 behir.d RTS utie, 
Homewotid; AI." P.-tmore, presodent of 

SunealSottware, creator of Dmkan; fed 

Prke, president of lmomruac GB~ !he 

team responsoble fOf the Spyro t~ Dragon 

franchise; and Erik Yeo, who destgr.ed 
Commcmd 8. COt'IqUe" for We5twooc1, 

lInd is now design dueaor for the 

rec:endy fOOTled Seven Stud>05. 

Getting Started 
Edle: Startinl your own "me 
devt!lopme nt comp.ny is something 

you 111 have in (ommon. But each 

01 you did it differently. 

Yto: I a~ hid a ~ to sucteed or 
ftiI on my own mems.. We wanted to do 

5(l(netlung new. n was pretty oIMous 
that as long as we were at Westwood !he 

only tIwlg we were g<lIIlg to be dooo1g 

was Ccmmond & Conquer, which was a 
fine game, but I was ready for sornettung 
else. SO that was the blg motIVating factor. 

C.rden: I always knew th<It !his was 
wNt I wanted to do, «Id I was ~ 
some reao.,. good acMce from somebody 

lIoCI....,., ...... _ 

I respect In the H1dustry. who I won't name. 

BaSically. they $aid: "MIen the opponunity 

10 do your own thing comes acrtl$$ your 

desk. just tilke It. Don't 5I'<:ond guess 
yourseH. Don~ worI'Y about v.f1ether or 
not you c.Jn find the money. Just ~ke the 
opporturuty." SO vtIen It did, I was alreody 

psyched '-" to do rt. and I ju5t went 

P"molt; fm constantly amazed that 
SiJrrea l IS stil in M lrleSS [laughs). I gal OUt 

of college in '93 or '94 and I didn't realry 

have a job. I was IlW1g at NICk's [Surreal's 

cI'IIef operabt1g officer) parenl1 house and 

playing Doom for eJght 10 ten hours a day. 
Then I started buildinS maps. I hid atway5 

wanted to be i1 the same IndUStrv. so I 

asked a fnend. StaIt McKee. -MIo IS the 

CFO at E\ectronoc Arts, how you get IIlIO 
the Industry. He said you have 10 start out 

tesbns and make your w~ up. You krlow, 
you have to be lealistic. 

~Idtn ; Classic EA. 

Patmort: Yeah. And I teally didn't want to 

do that. So I got a 'teal' job ~t Ne):lel, After 

S/;I( months it hit me - I teally didn't want 

to do 1hos for the rest 01 my life. I could not 

work., the corporate environment I was 
5I'<:retly playins games during ~ you 

krlow. probably ~ hours a day. So one day 

I was getting ThaI food with a fnend. and 
we were an talons about whal we wanted 

to do, I said: , ;US! want 10 S\.lrt a game 

company· He was go;ng. like. 'Well , do tt," 

So I said, "C*I. okay." And then he goes; 
"Yeah, cal tt Surreal Software" That was it 
And the rest is hIStory. 



Price: I was in the medical industry 

and Ikld bee" d~ng house Cillls, as a 
tedm.a.m W1th physICians. But my real 

motrviltJon was to get enoogh money to 

buy a Sil icon Graphics workstatlon. I k>ved 
30 modelli ng. and I figured games woold 

be a good excuse to do some. And, thank 

God, I met A1ex Hdstings, who had just 
gradu.ated from PnlKe10n and was 

kx>\:.i ng for a iOO. rd just bil rely staned 
Insomnoc. He c.Jme oot and we p<Jt 

togethe r the demo for Disrupwr. because 

we were both Doom fans and we wanted 
to do a firstperson shooter, The day our 

money fa n out he was sleeping on the 

couch of my house and everything was 

about to come cra~ing dowTl. That was 
the d3y we sogned a deal WIth Univer<;.a l 

Intef<JCtive StudkJ5. That was our first 

deal ~ for Disruptor. 

After tha~ we hired Alex's brother, 

Brian. The three of us worked in :.an Diego 
for a year and a Ikl~ before moving up to 

LA So we got very lucky, I th ink. Wnen I 

ta lk 10 veterans I'm pretty amaled that 

th ree of us who had never done games 

before could actwlly get this far, But we've 

bee!1 fortt.mate to meet the right people 

and hook up with the light pubjishers, 

Patmore: Yeah, we h.J.d a big stroke of 

Iud. irlter we h3d sort of started Surreal. 

Stuart Oenman, w\;o'5 our lead 

tedlnology guy. hild a web pilge ill the 

Un~ty of Wa~ingtan. Ran Gilbert 

[Iou~r of Cavedog Entertainment] was 

perus;ng the Web pages looking to hire 

programmers. ~ saw Sw's Web page, 

c.J11e<J him up, asKing to hire him. Ran said 

he was thinKing about starting an outside 

dMsion and looking for developers. And so 
it was really Reo who gave us our first sta rt 

It was just IOwl blind luck. 

Yeo: We were ionun.ate enough to get in 

AM ERICA' S MOST WANTED 

when .... -e dkj ~ the only prerequisite was 

to know somebOOy on the inside. 

Edge: So is it too late now for two 

guys in a garage to start something? 
Price: h's never too late. rt you're asking 

whether or not two guys could go and do 

Dfeamcast 01 PlaySwtion2 deve1opmen~ 

you r barrier to entry woold be that dev 

station, which is going to cost you a lot 

more than a 300 dell stauon costs. But 

ifs still not astronomical. 

Guden: But look at N64 emulators for 
the PC. You c.Jn develop for the N64 on 

your PC now, for free. 

Price: The barriers to entry are higher 

now, but anybody W1th a good business 

plan, with a good demo, and the abil ity to 

go and sell a pitch to a publisher c.Jn do 
just what all of us dkj , 

Patmo~: The ~ey, I think ~ and what a 

lot of small teams are missing ~ is the 

pitch to the publisher. 

Edge: The core of the success of your 

game is how good a game you can 

make. But how important is it that 

your company has I good relationship 
with the publi5her? 

Pat more: Thafs what I think WIll make or 

break companies, You Ciln ha~e all the 

ta lent and make the best gameo; ~ but if 

you c.Jn't dea l with publishers you'll 

eventu.J lty go out of business. R'S only a 

m~tter of time. 

Garden: Unfortunately, ~'s easy to 

misinterpret that as keeping you r publisher 

hilppy, which isn't the c.Jse at all. Dealing 

with publishers is understanding the 

develope r/publisher relatton~IP and being 
able to make ,t work in yoor fal'OUf. At 

the end of the day, your publisher r.; in a 
business, just li ke yoo, and its mandate is 
to fTla'(imise profits 

rt a publ<sher needs to do that at the 
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- Peter Molyneux, Shigeru Miyamoto and 
pioneers. We're the children or the 

we are than a vision of what we want" 

~ of your corTJPdny. rt wiH. Thai 
doesn't make publishers ~ It JU51 meaM 

they' re be<ng good business people. 

But <IS a developer. no one wants 'fO'.' 

to k.row that 
Thos 15 _ ~Ined to you and 

you're 001 enrout'aged 10 purwe that train 

of thought. Sometimes you nsk prsSll'lg ott 
your publisher by doing It. The key 15 

unOefstanchng how the pI.lblisher is a 

resource....tlich aln nelp you~, rt's 

no! just a ase of keeping them happy. 
HopefuIy those I'Ml !hangs are ham'lOl'llOUS. 

v": The only ~ ~ we've tned to do 

IS"* sure we h.we ~ as that 

butfef :rone ~ the CfNtr\Ie team and 

the pubIishef. The fihl'l is 1n'lpOrtant. so the 

team doesn't set an 'us and them' altitude. 

Price: Y~h. The moment you start 

~ "" ~ relatJono;hp With 
'fOOI~. its ill CNP:f. You Mve to 

look it ~ as a so,mbioIx: reImJonsI'up. 

Going Forward 
Edlll! : Insomniac and Stllen Studios 

have illrudy announced support for 
PlilySholionl. And we'rll! hurinl 

publishers predict iI decline in the PC 

m.rlIet in 2000. WMt do you tt.ink7 

htmole: PC wiI never die 

GlIde": PC 15 changing. 

PalmOTe: tl's just eYOMng. 

Cud"n: rm not a hardware l!'<<108f1lst I 

don't believe in any ooe ~ t:Nef 

another. 0.. choice to develop fo( 

platforms is purely a buwles deosot 

'M>en we started WTth the PC we rmde 
!he deCIsion root \0 sell the highest 

number of uruts but to minimtse our 

development nsk. We wanted 10 be able 

to make the best game that we could 'Mth 
the least amount 01 risk 10 ~ our 
brand name and a hnchise. The PC was 
the Iogocal chooce, ~ was the che~ 

development system with the bes1 
development tools and the largest support 

community. I SliII consider the PC as a 

viable bUSUless interest 

Edle: And why ;lIen't ilIny of you 

supportinl DteillllKllst? 

Price: We ~ a reIM>onship with Sony, 

in the firs! pIKe. And ..tom you see....nm 

Sony's people h"ve <:ir:lne with ~tatlOl11 
and they lell you that they' re going to do 
it ag~in with P\ayStatlOl12, it's hard not 10 ....,.-
Yea: And when Me'~ only go! one ch"nce 
at SIJCCeSS, Me need to ~ n on the 
ground floor 01 some!hi1g that Me Uln be 
competitIVe WItIt ~ on Dreamcast 

have had a year, owtbe two, looking at it. 
before we've ~ got started 

Garden: You'd be going in with your 

first~a\lor1 Dre&mcast title agalflSt 
other potentially tI'lIrd-gen titles. Thece's no 

~ you C¥1 CIJfTlleIe on the tecMology 
side. It's wnpossjbIe. 

Yea: One of the bog reasons Wf'. have 
chosen ~latIOO2, ,n addition 10 

har""'are, is Sony. ~'s ~ pretty good bet 
Pltmore: I thmk a lot of people mISsed 
the boat with Oreamcast 



Gilrden: None of us believed. And we 

were .. Wfoog. 

Pdmore: I really h"ye 10 SlJ'f thIS - I 

Ihou&trt for about a ye.1r thM Dreamcast 

was Pl8 10 be a good system. But OU" 

conuadS precluded us worbng 'Mth Sega, 

Price: SO rI was btTWlg for ~ 
Patmore: I would '- k:M!d 10 h"ye 

parted a-okan 10 Dreamcast. but couldn't 

Eell e : So wh" do 'l'ou think is loinl 
to hap~n to Dteamust? 

Patmore: 1(1 sbCk around until 

Pl.!ySI4IKlO2 really m,)kes !t$ m,)1t. I mR 
rt1 be the I'lteom system. H's pretty hoc 

nght now. A lot cl ~I gamtfS don'! 

ot<:e5Si1nly want 10 set ~ PC 0< they don'! 

h"ye a PC. They th,nk tht\r ~toon's 

dated. They ste NFt 2K and go: 'Wowl 

That looks gre~ll'm goons to buy th;nr 

The pnce poont's there, so they set ,t n 

s.oId well back Bt Chrrstmas. 

Garden: I th,nk ,\ depends 00 how 

comrrutted Sega is, you kr"1I'Jyj? Rlgtlt now 
Sega has JUSt ~ a standard console 
busoness model And it's seIIong. eweryooe's 

happy, and ~s good. But I think 
lIS .etaoI support is oap and lIS poont cl 
sale IS oap. n jus! kIows whateoJel' 

model it's IoIowong. I don't thI"Ik Sega 

~ what • ~nt5 10 do. But d 1\ decides 
10 set senous. , ttwIk 1\ could gIVe 

~2 a strons run for ots money. 

But Sega would need to wI\Kk the pnce 
down now, Ulkt a huge toss. shop a ton 

rJ uMS. and really establish Dreamcast 
'NIIhin the mass m,)rkeI MId create a 

m,)rkelfor !he long Iem\. 

Edle: 'Nbat .bout SOn'l'? Do you rully 
think P1lySlIItionlls • luarlnteed hit? 

Price: Anybody can rnosstep when bnng'ns 
out a new system. We'lIe sten that tWe. 

and ~ aga,n. But Sony has proved It's 

going to sbCk to what 1\ says. ~ you look 

AMERI CA' S MOST WANTED 

at the momentum that ~ has buift, the 

numbe< of ~ ~ has been 
recnntrng for Pl.!yStauon2 and at !he typeS 

cl ttle5 tml are going 10 come out wrth 

the launch, it's hard 10 ~ tM woo', 
be a huge success.. 
Edit: St&iI is loinl to have online 

lilmes for DrumGilst later this yen 
Sony is lIIlItinl ilbout broadband 

communities, too. But if SOny ilnd 

St&. build it. wi11lilmers come? 

Yeo: n.ey~ tried tM before, and it's so 

hard to h"ye a commr.rity "Mthout a realy 

good ,nterlace, like a keyboard. 

wrden: Amen. And a 'I'X"re in the Iivong 

room, v.flere do you put the keyboard? 

That's the biggest problem. '>"'It1ere do 'I'X' 

put it? 11 doesn't sit on your coffee table. 

Price: And then you've got !he bandwrdth 

problems I mean, God, if I"/erybody had 

broadbarx! access. that woukj be great 

P",tmore: I think it's a start of something 

that'5 gcong to be big 

Price: Yeah. in a couple year;.. 
p",lmote: Actu.-!IIy, I think it's goIflg to be 

a real riche thing. 

Yeo: Yeah.' think you've still got a 101 rJ 

years belore console games h"ye to ~ a 

muItrpIayer wmponen110 be successM. 
Even PC games sti don't have to have it. 

Price: Actu.-!IIy, I ttirV. it wiI be sooner than 

....e thri. because broadband has been 

makrng sud1 inroads,. quretIy, '" America. 

PlayStation2 Issues 
Edle: Those of you who hilve PS} 

development kits could only have lot 

hold of them fairly recently. And 

ce rtainly not with 18 months Ind 

time on the western relnse. How 

much of • problem has that been? 

Price: 'Nith our development cycko, it 

wouldn't Mile mattered. We wer~ tryi ng 



products available for PlayStatio~2 
just too depressing to consider. It ~ 
impossible for anyone to beat sony' ---=-

to finish Spyro 2. and if we ~ got a 
Plaptat>On2 development system <!1 

J.lnuary or February last ~a r. we po'obably 
wouldn't have finished Spyro 21 we didn't 

need that dIStraction. 

Ye(! : If we ~ ...... nled to release a 

PlaySta\IOf12 \J1Ie in 2000, we wWdo~ 
have been able to do it Bec.ause we have 
kind 0/ staned from !.Q'alch. we wouIdn', 

have been able 10 put out the type of 
game that we would have wanted, WIth the 

kind of quality that oonsumers are P'8 to 
~ In 2000. R wooId have taken it lot 

more lead trne than just this year. 

(d,e: 00 you think thala:ive$ 

Oreamcul an edge, when 

PlaySlitlion2 is launched? If top-tier 

western deve lopers are not loing 

10 hue limes Ivaililble1 

Price: No. I don'l think so. OrN~ wiI 

have a falrty 1"T'Ipf~ ~brafY at !hat p<WIt 

My guess ISIM Sony's IT"kIrkeung carTl"Irgn 

IS 80'"8 to adckess mat ISwe and show 
ronsume!S that there's mi'; avalanche of 
lIlies colmng fOf the Pli!ySUlllon2. 

w rden: With b.-tcho,'ards (ompa~bd,ty. 

~ ate already, like, 6J.lOQ products 

~ for the Pl.Jy5tallOl12 the d"f ~ 
5h1ps. None 01 U!o ~ talk <lbout R 

because it's jusl 100 deprewng 10 consoder 

If 'f'D'J put that <!1to the ITKl, i(s almost 

I!T1pOSSjble IOf anyooe to beat Sony 

Prke: But ifs importlnt IQ( Sega and 

Nlntendo 10 S!J!VM'. Tht>re have 10 be 
~trve player; in this Ildustry because 
tt ~ 10 pWl the <ifferent systems 

10 the next level. 

Garden: The Pl.tySta!lOll3 would be a 

poece of oap otherwTse 

Edg.: w. haven' t tal ked about 

Dolphin or X-Bo~ , 

p.tmo,,: IGnming] Yeah, we QIIl'\ 

G4Trd.n: 'M\at are they? 
p. tmo,, : 'M\a\ are you talbng about? 

Edg.: Nintendo 64 is r. pidly slowin( 

down, Dolphin development du.sn" 

seem like it's rilmpin( up 'I'" fast. 

15 there any wily thilt Nintendo is 

finished in the (on50le busln.n1 

Price: Nol 

p.!more: ~ count Nintendo out. 

Yt(l : No, Not when you haYe that mudl 

money lIT !he bank. 

Garden: 'Mlen you have Shlgeru 

Miyamoto arld a library of intellectual 

propen~ to rival any film studio, theft's 

r.ot!wlg you ((In't do. NlIl1encio 15 no! iI 

5UCCtSslul gdme developer - Nlntenc!o IS & 

sl!CCeSslul phenomellOll aeatOl, ThiJt's 

whet'e It mak.es JtS money, If you k::>of; at 

what Nintendo has done and what It really 

understands. you see tIlal what makes rt 

powerfuIl5lhat rt doesn't create games 
~ tranchrses. h creates phenomeN. It's 

someth.nglhat goes bey<Jnd the Iranctvse, 

No one else Cd n do that 

Edge: Given wh.t's publidy known 

ilbout Dolphin - that it'sloin( to 

have a 400Mhr proc:essor. ttr.t Art X 

is desilnln( the ( hip, that it's a DVO­

driven machine but probably won' t 

play movies in the west in ord.r to 

keep the price point down - do you 

think that it will be viable? 

Pa!nlore: I'm sure ~ win be a good system, 

Garden: NltIteodo would be WiISIlng 

money otherwose and ~.ng ItS name 

Its name 15 rnportant alxNe .11 else. So 

yeah, Tt1 be 'MbIe. I won't releg/lte ~ to 

Amiga status but rt may become the 

Mddntosh of gamIng. rm not trying 10 be 

rude. [Laughs.11 actually have more respect 

for Nintendo M a conte<11 CIJITlI'I"Y than I 

~ do for ¥'r1 other COfTl>iIIlY on !he 

industry, jOSI because rt W<J5 such an 
influence on me when I W<J5 gTOWIng up 
But I don't Ihonk rt is III business 10 be 

mmbef one, Honestly. I think rt is in 

business 10 deploy its phenomena, 

Thafs my impressoon. 

The Next Generation 
Edle: You all represent the .sec:ond 

ceneration of lame developer$. You 

(rew up with lames. You have been 

playin( them your entire lives. You 've 

had the benefit of seeing everythln( 

t!m:'s gone on in the liIst IS yurs. 

How does that affect the kind of 

lames that you make? 

Yt(l: Wd. you know, in some W3"(S I\'s a 

tremendou!i benef.l YOll get the benefit of 
5eeillg what's gone on, but at the ~me 
ti me a lot of Ihlngs have already been 
done. SO I\'s a boon and a bane. YOll want 

to try to do sometl'ung new, so \'OU k::>of; a 

IinIe harder for 50mellllng new and 

somethong old. You borrow from'" that's 
successful, but you try to break out In 

certaIn other areas, Good prodlX:tS are a 

mIX 01 old and new. 
Patmore: Ytdn, I thInk the benefit of 



h.Mns grtW.f1 up M1I'I games 15 that rt 

81Ye5 you a ~al big pool of ide.Js. The 
games thal I g~ up with had iI 

tremendous IInpac1: on my life and my 

IlTlIIgll'l!lllo!'t And that has definn~ gone 
11110 my desjgn, 'Mleo I see v.n.n I li ked 

",hen I was young there's almost a 

nostillglC I~, I want to create the wonde< 

of those worlds with the new technology 

that we have. because games h"o.oe 
radicaly changed 11'1 the I.!st several years 

\\'I\h the advent at 3D, 

Pric, : rm a httle bit unwrnfortabIe with 

that questJon. espeoaDy beci!use rm not 

the lead deslgner at 1nsomf'0:- In Iact, we 

don't have lead desjgne<5. Everybody 

part",pates, Evel)'body at the company has 
p.-etty much grown up W1th games. We 

take games fOf granted, and we also tai<e 

~ IOf granted that we try to oeate new 
expeneoces, no matter what the platiofm 

is, no matter how many sucr:esses or 
f.-wes we've had. 

Ever,tody at II'ISOITII'IIa( builds on M 

p&St expeneoces, playing Pt:;ng or Al<Iri 

2600 or I'.tiatevef, and wants to Id a 
better stOlY and create better gameplay 

eve!)I t ime, \!men you're kind 01 relernng to 

lIS as vtsionaroes or whatevl'f, I know thill 

Irom Insomnocs perspective ~'s r.ever 
realy been that wl1'(. It's really been about 

a group of people. though that Il"'Y 

sound kII'ld of romr· 
G;lIIden: No, It's true. 

Price: N; business Iei!ders our job is 10 

make sure that our people have everything 
they need 10 do their jobs. 11 we're good at 

damg that we are going 10 oeate great 

games beci!use rt takes the pressure off 
evel)'body else - not worrying about 
whether they're going to g<!t paid 

Garden: The bottom 1Wle, I think, is this. 

The po'e't'IOUS geoerabon, rf you want 10 

call rt that - Peter MoIyneux. ShigenJ 

Miy<JlTlOtO, and Sid Mtoer - a~ted the 
industry. They were the ~ Our 
genefiltlOll was born IflIO the industry. 

Andl~kmat(smor .. apartol~ 

we are than rt IS a visio<l 01 what we wanl 
because we're cMdren 01 the indllSt'Y. We 

all m at OUrseNes as creative people 

devoted 10 the creative process, making 

the best games in the world and the IT1O$t: 

corMnong experiences, h.Mng as much 

fun as we can doing It. 
But in the same breath we' re also 

businessmen. And we CMo appreoate the 
mportance at ~ profit.lble ilnd f\IfVWlg 

an equMbIe business and being a vidble 
COfPOfdlKln SO I gue"!;s the difference IS 

that the iooustry isn't what we've made 

Il but really, cukurally, games are d 
part 01 who we are, 



TELUNO TA LES 

~: ;AU04.. "'-'I'$ ... T ~,DcL 
~,H",", : c..ok ......., .,,.s..u;,s ~, 

~*" MHo! , >Isle.,:,"", ~ ..... 1<t'S 

~, CAloC. ,~""""I~ 

...... "" ..... Qo"IS T~ .. ePr ~ ~~ 
~",..""", c...tt.f t..o« r_ "L\.I~ I<f 40..0tR ~.s. 

~: 1"f"~~/~..s '"'-"~ U--_..-) 
Df;UR',.,. ...... : 4k'~, .... w....,,,",, 401N , 

eu.u ~~ Iorl'.~ 

~ ; CdljI,/:loe. I\JIkoon ; .... "0-- Iff 0.10 d- ~,oat-
a~rr,,",, : c..tolAr ....... "'1'30 ~ ......:.... #'IS _ .... ., 

~ ~....eteoL ~, <'U'f'S0CII" 

~, st ..... Goof1: / ... _.s-r "'''''0 GVoIU 
()6<.<l,~ : """ ..... ...ut""'! ~ ~ _ . ...-: ~~ac-

~(..,"""., "".*'" ,_"" ... c.....t/L w..,o ....... ~~ o\Y"'~ 

~: ~"..-. /s-.r (S &!f\.d • .tI! ~,<;~ 
OO,APr,.,J : &t...rT 51'R1..,.s ""'ft.:,s,~ ~ 



So0<C : _ Iuotuo-r/ .. ,-.. ft'f _ .. ..u.on.... 
(lQeJI,P"I-.I : . , ~ ~s ;,~,c....\"r Co....:!. fbM 
_ ".. ~..w; a.....m . ",_ ~ 11lSr......wn I(,.....-t> 

sct>t'"' <;;f-.O;Jf{I/f<x<lS <2>l o..JoM 
(I~',,,,,,,,, : ESI'Y,ou, €l:A.<oQ .... ~.,...... ""~ 

~ Iit'la ~"fl'\.O, c ..... Q(" _ ,p tWtO<; 

s.:.o.c: : 7(iWIOIIH/ -...'.,..l 
0IiS"-P"r",,", : GuIok"J; """'4IIlI5~ ~U 1Wl....n 
~ fco1"" ~ ~ t:J{.. """$f4N 

TelLING TALES 

$~ : ~ ~'--'T/,...,~tDL ... ....., ~ ~eL ,:,..",; 
tIOd',I>f ..... ' ~ ~ &<.AU's /JbIZ.!I:'-..TC 

ft&IT.-I '''' ~,c"'N"" .... 1'14 ...... Cjo/IOC'- ...... ~~ 

~ ... : -s:r~/w.c.S .... o..,I.,1.C (,'"""" -"otl) 
QCdlPT","" CUI,,.,. f>IJ>r t; .... -0, II1r.IL ~ '* 
)-.0 IOJ tuhL N'<" I ~'''''lo ~ tIoYCC ToO ~ 

~: Sl'"J!toI~/I>P'~ It-... 
~".,. ...... : ItS ~S $d"f\.O , .,. IS ~ 
"t....r ~c ""~ ~ .... , _ .,~~ 

The art of storytelling may be a firmly established element of cinema and 
.. -,,-~ ..... .:, ........ . 

'- ~ ., I ' .. .. .I". I ..... ~ 1- I. • ~ .... .,.' ""' . 

discovers why, and talks to three creatives intent on exploring solutions 

£DO£' 51 • 



TElLING TALES 

V 
deogames are sdi in the 

onfancy of storytelling. Despite 

a haodful of I'lClbIe ex<:ep!IOr1!>. 

more than 20 years of progress has 

offered narratJve events comparable on", 

wrth the most banal Hollylo.Qod offerings. 

Blame the scnptwnters, berate the 

tedv1ologv, ~I the lad oIlunding -

but rt IS dear !hat stOt'(!elling in the 

VIdeogame I'ldustIy IS ~ by 
onteractrvrfy and money. The stones vary 

III llarnro,.-ance from a one-W1e 
command on a manu.ll -~ the Eanh 

from the Space InYar:Iersr - to IilrTKtyIe 

foot3ge, More recent puu~ galT'M"S ter.::l 

to shun the mlnlmalisl approach. 

Developers are ~nal ", waking up and 

realising JUS! how much story cont!'fi~ no 
matter how elementary, er1h.Jnces pl.Jy. 

Many cinemallC ~uer"lCes display 

a tenuous link 'MIh the game's utIe, but 

someIlmes !herr credibility i5 a audal 

means 01 ~bIishing conumJlty 

between levels or iIleas. Take a look at 

Westwood's Command & Conquer. 

The unfokhng battlf: between NOD and 

GOt not on", acts !IS wrndaN dre5s.ng to 

lIS 1eveI-based structure, it r!'presents an 

award iof a player's k1boors. The same 

can be said 01 10mb RaIder: These 

prerendered asrdes also allow 

lNhen ,n Ktion sequence invo/voes , unique 5ituation - ~ke the liIo¥e 
scene fn:lm Half-Life - it cln lIfte subtle yel si,nifiunt nl",tive quality 

Shellmue's Quick TIme Ennu work. 
but Ihly Mrdl, represent Ihe fulure 
of Inle,.rtlwity. Dl!Yelopel'S •• uely have 
the cnh 10 choreo,"ph such luxuries 

~ 10 pre!>I!fll"::eoes that 

QJrreot polygon erlH'1leS or budgets 

prevent. An I!XIlmple is L.l ra's danng 

ascenl to the t09 of the Nati.J 

TedvloIog~ build'ng.lronicaly, the 

oealOlS 01 "The Matm' seem to 

have borrowed the scene 
OccaSlOl"laIIy, an i!CtIon game",; 1I use 

reaklme stQl'y elements. A5 the much 

celebfated Holf-Llfe illustrates, a 

compellIng ydm and the odd ~I-hmed 

S01pted event can elevate the great to 

the Sl.tlIwne. Sadly, the use of 
COfTlleIing stay updates IS an awkward, 

rrrpeose aflaw. If a player can ~. 

shoot and use oo,eos. he can effectNeIy 

'break' a ~e. 
So desrgners face a star. choice. 

Either place Nmers that prevent player 
interference or cater for many poss;ble 

outcomes. A5 the latter is time 

=mrng ~nd expensiw'. ~'s no 

wondef thiJt the few ~ bf.JYe 

enougt1 to ~ 111Is technique are forred 

to, on efled. cheat. v...hen HaIf.ufe 

pre5eIIl5 11 scene ~ a 5OI'Il1ISt or 
secumy gwrd die$. ~ c.JreIuIy placl'5 

events betww:l a buIIet.proot Nmer, 

rreatly avoidtng awkward '>ituaborn. Bu! 

should an NPC essentkll 10 progre5SlOl'l 
die, It IS forced 10 ask the pl.Jyer to 

reload and try agaIn. Opm>ons differ on 

whether ValYe had any a~ema\l\le. 

Nallallve and interactMty are not 

mutual", exclusive, but reconci ling the 

!wO can prove enormously dlffirult 

SmaH wonder, theo, that many deslgners 
foWOUf llnedr ~ and de.Jrly defined 

bouodanes between 5tory and 

gamepiay. As much as any garner would 

like to partJOpate fuIv on tantalosang. 

preordained OJI-scenes, to allow them to 

onduIge III these ....:dd be a Iogisticdl 

rughtmare It's possible 10 allow a basic 
form olrnteractron, as wrth the Quid 

Time events of Shenmue. or the 

occasoonal pte<:e of I'l'lI1lfs FMV, but 

~ musI have the time and cash 
to choreograph v.twt is. in many wlt'(S. a 

lw:ury. Not many codeshops CM\ bo.!st 
an abundanc:e 01 erthef. 

The YM! majomy of videogames 
_!eM sophtsbcated than I'\Iefl the 
_age corruc strip when It (Ofl'II'S to 

commlJlllCallng emotioo. Outside of the 
lavish excesses of lis FMV s.tqLJeOCe!i, 

FFV/lfs Squa ll and h,s companm are 

less expressrve than Snoopy. SquareSOIt 



uses simple vislJ(ll signpos~ng to 

undcMine rnard(!er response to t~ 

plo! - Iell trembles to represent anger, 

Selptue: jumps 10 SIgOIfy ~ glee. 
~nd Rinoa has a ~ bashful pose 

that is repe.lted ad 00I/St'0r1l as her 

re/.J1JOnShip with 5Qu<III develops. 

The$t' anlmll!OOS are repeated 

endlessly, but 11 would be wrong to 

~mmef FfV1/{s deslgners or!r1r.it5. 

The PlayStauon'slimrts prevent 
~nything of greater rompIexrty. WittI 

better Iwro....are, more kfe.like IICtJng 

15 bKoming a reality. ~ IS SImply 

the begim"ing. A silver Iirwlg IS becormng 

visjbif" oot it's stili weI and truly behind 

lIS ilIrge grey doud To elCpeCI arMIS to 

be weI \IefSed In the nuaflCeS of the 

performing am> 15 na!'le. 

Moron capture 15 one possible 
answer - even rf ~ IS meret,- used itS 

a gutdeillll' for o~-welding staff 
to wOO from. Sut it's stil a tome- and 

cash<onsuming process, Oea\lng 

COOWlang virtual actors is a multi­

disCIpline ski. Besides. rt could be 

Mgued that the ndusby IS tJyIr1g to run 

before rt can even walk. 

Sea50ned pIayef's k.no.:Jw that the 
stand.lrd of voice actlng in videogames 

is freq~ poor. Mindful of budgets 

and often IgI'lOfMll of how television 

and movie compiIfIIeS approach the 

casting proc.edun!, m.Jny deYeIoper5 

afe disturbingly WIk>g to m.Jke do 
with 'amateuo' -sounding theatncs. 

CertaIn perlormances beggar belief, 

espeoally when ifs ewlent that the 

actor or d(!ress in question does not 

have a doe about the wbJect maner. 

If the ong~ SOVt 15 poor, rt 

""""""" .. """"'"' At the II'lIIlaI design stage. the 

creators of an ~ '- a dear 
chooce, They can op! for a text-Qllty 

system, as de\.oeIopers of Japanese 

RPGs unashamedly do, or go for 

~t IS perceived itS being the cmwd 
pIeaser: a U VOICe trn 8oI:h 
systems '- ments and <i'awb.rls. 
Btn the latter IS enormously restnr:I7Ye. 
and poIenbalty rosily. That's why, 

dunng the waIt for speed! S)'IlIhesI5 

softw~re or even hardware to catch 
up Wlm the lmagonatKlnS 01 Uldostry 
oeatNe typeS. leX! is seen <15 the 
preferable ~ by many. 

In "*'Y ~ a wntef 5IfI"4lIy 
prescI'Ibe$ SrI cia~. ~Ity, 

codeshops Nt are feeling a bd flush will 

flIrt With language generanon or mutuple 

responses. Unfortunatet,-, such elements 

are beyond the resources and abUobes 01 

most deYeIopment houses. They fnd rt 
ditfIruI enough to _ one decent n 

01 dialogue. So how about a handfuP. 

And the relevant r~ to S(m each? 

More than ever, the w:Ieogame 

Industry needs to unearth new talent 

in a variety of areas - and hold OIl 

to it The top 01 any ~Ioper's 

shopping list m.Jkes daunting 

reading: artISts WIth an appredauon 

of body language, speech generanon 

techmoons for v.tJen the tecl1nology 

leaves ~s infancy, scriptwriters with 

an appreciatlOll of contrasting film and 

game techniques on go the 

demands. It IS no wonder that 

development costs ~re Iore<:dst to 

double OYer the neJCt few yea..,;. 

How long do garners have to wart 

before they get theor own 'Pulp FICtI()fl', 

The Usual SuspectS', or 'Brazil? Is the 
leap from CoIosso/ C(MO to 'Ca5rno' one 

that wiO be m;tde womin the ~ 

decade? And..wl you need to press 

p.JUSe bef<R pte:blg up the popcorn? 

Perhaps numerous harxb-clf moment5 

IWI present themselves. Money and 

time, but mostly money, win tell. 

5cr~twriters t.lk of conflicts and 
th t .. rtsolutions; the obst~clts 
which prevent. prot'lonist from 
prOlrtssinl. Wt (.11 it lime play 

TELLING TALE S 

...... rtIumt:~ "*"" bll-bW8et ICtJOn 

""'" ,. _In lINt. A SPtciaI .... _""'" WTtIrIs(S Dent on ~ 
• \IrftIIe 1rMPOII­_ID..., worD: It 
prCMCles context for tne 
'steelth' theme. but also 
runs In pera ~ 'Mttt MGS's 
~ilSaialOgue 
sutI&rs from a Deerth 01 
~ bUt tile W1I"I in 
whiCh III 511 0IICe5 reIIN 
to IIIICt1011Is oftIIn ~ 
IIftIteItot Sr'rIkI't1l/tlll 
~ with MerjI WCItk$ 
Vo1!tI_ The menne1ln >M'IiCtI ~ 
blends In with the foIlcMins 
action sequence stllnos out 
Why HoIywood ha ,-t 
to call: The trallSlatiOrt 
process a;lD8IIfS to have 
been urndnd to MGS 
C8na0n ISPICIS 01 itS plot 
.. WIll( aro ItS use of 
Ef9I$tt can be woeful~ 
cIlms',: It's sdl a lM more 
c&rebr&l than lIlY SteYen 
segal action movie you 
care to mernioll. ttJOu&h 

\Wwe.......,.: A p!'l" 
aeIInins flrstpersort 
shoot 'em IJP. 
n. plot In IIrIIt. GOrdon 
FrHmII't is IlCIarltist atl top 
secret ICWmmem reseerth 
facJltr)t ()1edlyltlircslO 
half bIy wrorc Ind III hell -
~ ~ - bfeeq lOOSe . 
..., .. ..,warb: 1t's 
subtle- lhe Pfell11$8 I$IUNI. 
but It's tt".e wwy ttI8t - WIth 
no tangible brMkS In ~ 
actiOn - Half-Llftl maneg!s 
to spin an engrosslns yam 
There's a real feeling 01 
PfOireSSion that so mef1)' 
otPef O\tIer FPS titles licit 
And 'IS ~rrts occur in 
real tirre. B ant 
WIly HOI'jwoocllhould 
CIIIt ,,-'s an excellent Idee 
/of en ectlon flICk.Imag!f11 
the potential 01 Russell Crom 
In the role 01 Freemen. 
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Thl mo~t tommon use of slorytlllin, in vidlOlilmu 
is ill illlilnsiliOf1.ilI devke. Oldinilry 1IVlls illl pilS~ 

G 
illJ Plnn IS creatr.oe managel 
at Dur.dee's glOUndblea!ung 
[)MA DesigI'1. But he was al<;£) 

a JOUITI4Iist III the ~ of ~ng 
IfIdeoBame magunes. So the Penn 

koows a thng cc two about wn1lng. 

"TheII ~Il! a lot of diHerlfll rypes of 

wntJ/l8 required," he offers. "EoKtl r.eed5 

the author to have some !und of gaming 
experience. That's es5e!1bal. They must 

remember tIm what the player reads. 
w.w:hes cc listens 10 is never as much 
fun as what IhIy all! doing. It's a 

differerlt ~ 01 Mt" 

Edle: Until rlCently, ilnd Mlmetimes 

even now, iI pme's I .. d desl l ner 
_ites its KripL 

GilIJ Plnn: lhiIts probably because, 

hGtonc.aIy, the prDBfanvner has done 

everydq. 1t'5 ~ left CM!'! 

from the foon.nive year$. You had 

progfMllrTlel'; doing an. BTapI\ic:s. 

sound, game design and the $01pl 

Edle: Should exlemill writinllillent 

be iI mu~t fOI modem Iilmes which 

f .. turll'Ven minol nillfiltive1 

!"Inn: 11 depend5 v.tIiII: you want from 

'fOlK S01pl DIalogue is one type 0/ 

wnIlng. If you Wilnt a 5eIIeS 0/ set pieCeS 

!hat lit III v.itt1 some sort 01 narratr.oe 

thread, that's anothe< type of wrIlIng 
enbrely.1f you want mission boefings, 

thats different to dill!ogue. JSl1't rt? 

Edle: Th. ten ildventUII Will 

superseded by ltIe ,rilphic 

ildventure. Now tkiIt too hill, in 
IniIny H nses, died. 

PIfIn: I wouldn't say ~ has oecessariIy 

died. 11 has ~ into someIIwlg else. 
ZeIdo, ,1'1 m,my respectS, coold be done 

as a text adventure, cc as a graphIC 

ad'.oentull!. Obviously. rt WOOJldn't be 

~ the same - 50 physical I thllk the 

<istn:bon WIth ZeJdo is !hat yWll! 

dealing WIth a tMg!Vy visbIe lCrf set W 

yWre OeaiWlg v.itt1 a text cc graphIC 

a<lventure. the toy set is more ren"ICIIIe<J 

from iIe-N. Yoo C<1n access things you 

",n't physica lly see. 

You deal direaIy WIIh more ethereal 

spolCe with a teld adventure. In a 

gr",*", adYelture and a more physICal 

arcade g&ne yWre dealing WIth wt101 

space. It's a lot easief to 'IiwoIlise and 

man 'P<Jlate 'Nhafs going on. Tw 

a<lventures with BTaphic:s evolved into 

animated graphic advenrures a long rime 

ago. In thatlorm they've died out 
But we·ve ~ the IogIC<lI 

progrl!SSlOl'l and focused on worlds tMt 
Me more physaIy and ..w.dIy realised -
like ZeIdo. You tIwe more direo control 
CM!'! the cMIact11. You are !i!iI pI.If$I.lIJ'lg 

the same old trodden path, coIIe<;ung 

objects aod uSIng them at certa,n points, 
but ,(s ~ that brt more physical. ~ uses 
storyte!WIg to gr.oe a sense 01 P<J!p05I. 

Pril-nari,l, IT's more d a narritWe tIwead 

tI\¥I a story in the traditional sense. 
Edle: In Iilmes. intelilCtiOfl IInd plot 

development lire often mutuil lly 

exclusive. You lel one or the othel, 

Penn: W you th ink about stones III a 

more traciltionill mediulf\ ~ke a book 01 

magazine, the story is not necessari,l 
Pl8 tIvough a lot of physical issues. 

It's usuatt dealing with emotive cc 
desI:npwe issues in the sense d 
environmerll or fedings. ....t.efeas 

games "'" be a lot more physic.al 'MIen 
you have to deal WIIh a cha r~er and 

talk about ....t.ars going on, il ",n only 

be lnIeresMg fOl 50 long. If you don't 

get 10 'nfl~ .mything on a physical 
level it's not 50 IIIteresting. 

Edle: So how importilnt do you feel 

Kriptwritinl in Iilmu is blCominl1 

Penn: Increas.ngIy import.lnt Espedat,o 

iI5 we move away from ~ old 
abstracbO!1S. A 101 of games ",n be 
abstracted to a simplistic level. You 

can IMJCe them 10 a tex! cc ASCJI 

cNrilder based 5y5I.em. But that's not 

qurte so IIlIKlng. 
I was _ a big fan of stonI5 WI1Iwl 

g~mes, ~ seemed kind of pointless. But 

you realist that IT's the way you play Wllh 

the toys that makes the difference. If 

you're pIayng with 5OfTleIhIog like a 
rernote<ontroII (af you don't need a 

story to make rt fun. But if you're dealing 
WIIh Barboe or Acbon M¥l, they usually 

come v.itt1 the suggestJOn of a story cc 
theme and you tend to make the rest 

up as you go along. So, in that instance, 



story does become mportant beuU5e 

rt gIVeS a sense of direction. Many oIde< 

games were lTlOIe k1f<entnc - you 

were playUl8 wrth remote-controlled 

toys WIthout need for a stOl'y'. 
Edal: Could it H s.id that many 

storas arl simply Ihe~ 10 kkkstart 

a playe(s ima aination? 

Penn: ~ one minute LIra Croft 15 111 one 
enwonment ~ one ~ and 
then she suddenly JUITIPS to <JnOIher 

Iocauon, rt woUod be awkward. ~ used to 

be KteptabIe to do that 50ft of thII1g. 
but as things become more vivid i(s less 

acceptable to see that Jarring jump - If 

you don't have some cement between 

contrasMSIevets. 
Edal : Without the (ut-scenes, some 

( orru pondents found it hard to 

mUstel the enthusia sm 10 (omplete 

the extra 1 .... ls that Core ~Ieased 

with the blMlatl le-issues of Tomb 

Raider' and 2 . 

Penn: I can understand that The cut· 

~enes create a sense 01 direction. they 

make you feel that you are ae!ualfy 

influenong something. 

Edge: Some lames appear to 

follow a narrative model similar 

10 literalu~, while others f .... our 

cinema. While borrowin, ideas from 

bolh is .cctptlble, do _ need to 

formulale new wa~ in which to tell 

stories for limes? 

Penn: 'Mth Iext. you c.an use a couple 
of pages to set a scene.. &it you can 

probably de5aibe rt MI in se<:tlI1ds 'Mth 

the cooect Iigtmng. coIour5 and camera. 
So wt.,., use a b1Id of verbo5e text 10 

rtlte<.Jte what you can al~ see? 
You want to get on WIth play. A ceftam 

degree of I'Idnatrve cement 15 importanl 

but the last thing you want is to read 

these lovely eloquent descnpnons about 

l'tIat's I'tIal onfy to have 'fOUr ~Iusions 
shanffed by what you are physicatfy 

allowed 10 do In the world. 

So how do we do IiWlgs as a film 

nught. ...... crea\lIlg someIhrlg that you 

play? H~ p/1ysIcaI demanr:Is (M1 get If! 

the ~ of a story, or a story can get If! 

the ~ of lf1teIacbOn. llis is wt.,., we 
have 10 absvaa the whole ~ in 

order 10 understand It II's Similar 10 

IooIuns al a game and ropyIIl8 11 wrthoot 

understandins how ~ works and why it's 

doing what rt's doing. That's why a 101 of 

clones Me 50 appdDing. They're ver5IOn$ 

of what's seen on the surfiKe. 

~ don't under5tand how ft 

wOOs beneath the surf<Ke veneer. i'M1 

stones, the same thmg applie!i. we have 
to Ioof;; at a higher leve! : why are film 

creators doong that? Onfy when we 
understarld that can we p<esent matenal 

111 an Ir1tefac1lve way. But how they're 
doing illS less mportanf, because (s a 
different medium en\Irety. A lot of 

0fleI'T\a1lC deInces or deas just ~'t 

wofi; If! w:Ieogames beuU5e lOO're noI 
a passr.oe obserw!r. 

As a partlOpant in. say. an aa.enrure 

game, you r.eed 10 be aroused by plo! 

and purpose. But you also r.eed pOOr.ets 
of ffeedom where you influence ~IS. 

Othetwise you end ~ wrth a picture 
book where you just rum the pages. ... 

many W¥. we have to redeme how 
we teI ~ There's 20 ye..: worth 
of leamong to be done. 

Ed,e: Combine interactivity with a 

sloryline and things often tend to 

ael (ompliated. 

Penn: E~ feature wrthin a scene 
increases the development complalty 

of a game. You have to cater for eYef'y' 

featul'e to 5UppOI1lr1teraclMty. If you 

have !wO obteds that can be used 

.. -;;~~ 
(' ~rf _ _ . ",.-- , .. 

- - : , 

H ma~ mort' sense 10 create the 
illlJ§lOt1 of freedom. 

Ede': would 'fou aa'H Ihat. when 

compared to movies and books, the 

dillogue in game s is often banal? 

Penn: How much dia~ IS colour, 

and how mudl IS artical? 'Nith a lot of 
films, for e-o;ample.lI's usually colour 

11'5 used 10 flesh out a cNrae!er, but 

II's noI uwaIIy cnIICaI to the ~ ItSelf. 

Besdes, ((s po55ibIe to enJOY a bad 

slOIy!ha(s be4~ done. Take 
'Gotmerlghd - I found rt very 
watchable and equally shit at the 

~~-
'Mth a game, if you ~ the 

characters, moIivation and ob,ective, rt's 

the environment that ~ps you tolerate 
cnnge-v.orthy dialog..>e. The ~ 15 

greater than the smai parts. AaIon 

rT"OCMe ~ tends to be awful. but 
you tend to 0YetI00k tt bec.aU5e II's a 

5ffidI poroon of wt.,., lOO are w.mtwJg 
It. The sam!' appIie!i 'Mth g¥TIeS. 

Besdes, d you've go: a good story 

10 Iell tt (M1 be stupid 10 COYeI" rt up 

with IIowe!y language and metaphors 

th.n are beyond the ken of most peQpk:. 

Until w:Ieogames attrae! a larger, rT1(lI"e 

diverse audience, 11: rou\d be argued that 
you've w.J'Sted your own time, bec.1use 

Dots final fantasy VIII offer over 80 hours of almeplay from start to finish 1 l1'$ 
debatlble. L''1e tracts of thl aame " . passifllftnls with limited participllion 

together, there aren't g<JIf1g to be a great 

deal of possible outcomes that the 

pIayef might e.:q>ect or attempt. &it if 

you have four, five, or mo<e obje<ts that 

could concervably interact. the possbIe 
perrnuta\lOnS Qn be massM!. You Qn 

reduce the ~ by ensumg 
ob,ects or character X does noI come 

nto con\.)(!. WIth 1. but doirlg so 

Ifl\rOduce$ issues, too. 

The lTlOIe freedom you 8IYl' a pi.Jyef 
If! any one area, the bigger the rod for 
your back. In CTA, for e-o;ample, rt was 
dllficuft to test alternative outcomes, so 
we had to make rt very VghtIy control~. 

ooty a small proporIIon of people are 

gOing to understand the story. And if 

you are intent 00 creatins a oomplelc 

pial wrth loads of deve!ly crafted 

dialogue, !here's another p<ObIem­

how frequently and for how long 15 a 
player wining 10 sit and play that game? 
If t:hey stop pIayII1g for a couple of nlShts 
or more. ((5 p-.g 10 interfere \Mth the 

~ they Qn apprtllate the storyIioe 
II's noIlike 'EastEnders', whidI is deYetty 

cr.med 10 fit into an easily digested half· 

hour story. 'Mth a game, you un Slop 

where lOO li ke. That can screw up a 

story 50Iflething ronen. 
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TELLING TA LES 

D
o Charles Ce(il, MD of 

RoouOOn Softw~re, ~ g~me's 

story IS what ffi/lkes or breaks 

play. He ~ rgues that there is no reason 

why ~ g~me cannot sustain intens<! 

rlilrrative - ifs just that ~k.lpers are 

too heav;ly preoct:upied with tedlnoiogy 

to think about SO'ipl'Miting_ 

Edge: Are (ertain adventure games 

too long to (ommand attention, 

even with a tightly plotted, 

engrossing s(ripi7 

Charles Cedl: I preler to play a game 

where you can finish ~ in ten to 12 

hours. t nee<1 to be driven by a good 
stooy I doo't think you can rn.lintain a 
good story for 30 to 40 hours_ You can 

maintain an exabng elMrooment -

ZekkJ and Final Fantosy do. 

Edge: If you only play for half an 

hour or so I"'r night. it's going to be 

hard to enjoy the atmosphere. 

Cedl: This IS a problem. 'Mlen I'll' I'IIlte 

narratrve games, ri someone goes away 

for a week artd comes back, how do 

they pick up wtlere they lelt off? It 

depends on whethe r you wa nt to base 

your games on a ' terirture-styie model 

broken into ckil pters, 0< ~ yo<J r 
~udience to experience ~ continuously_ 

Writing one strand of compelling dialogue is hard enough. Skilled 
wordsmiths are becoming increasingly important to the games industry 

.. 62 £DO£ 

Edge: Do you think plot-driven 

games should be more episodicl 
Ceei!: o;ff-.cu~ questlon_ You couk! 

defirfe an episode ~s where yo<J move 

from one point to another, or you couk! 

define an episode ~5leUlng the tensoon 
off before bu ilding it up ~g~In. There's 

such a wide variety of ~pproaches. 

I prefer to keep the pressure up_ 

With someth ing like Monkey IsJond, 
wtlidl is very tokey, ~'s easier to go 
down the episode route. You can afford 

to delr.er the punchline at the end of 
each episode_ EiICh one needs to be 

~-contalned WIth a pay-off, d sub plot 

and a main plot In a lightheaned 

environment that's eas.ier to do. I~s 

much harder \0 take a drarn.ltic 

approach where you want to keep 

pressure up. 

'Mth Monkey IskJnd, at the end of 

the first episode you can tum the 

computer off, go to bed ~nd say: 'That 

was great ~nd rm looking forward to 
playing episode MQ." BUI with Silent Hill, 

for example, when you get 11110 hos.pital 

you wiU nol go 10 bed ill that poin~ 
because you'd really want to know what 

happens nert. I prefer the latter_ Keep 

the tension up 50 the pI.lye< re~l fy w~ nts 

10 \:.now what happens nert. 
Edge : CkClTinQ of Time seems like 

one good g~me that offers ~n 

a pproa(ha ble, episode e~perien(e 

Ce(il: Something like ZeIda is more 

about envrronment than narrative . I think 

you need to be completely engrossed 

by that environmen~ and driven by it. 

because in a game that masSM:' the 

narrative has to take second pI.lce_ If I 

stop playing when I'm rea lfy excited by a 

game envi rornnen~ and retum the next 

day, I' m not nearly as enthusiastic, 

because the spell kils been b,oken. 

With a narratl\o'l', that st~ys in your mind 

and you rea lfy wa nt to \:.now what 

happens next In an environment-based 

game, I don't think you CIr rI' as much 

what happens next 

Edge: It would be an idea to use 

some kind of device which gives 

players a brief re(ap of events 

when they resume play. A kind 
of 'story so faf te(hnique. 

Ceeil; We keep ta lkrng about this SOft of 

thing bul very ra rely do It I' m not qurte 

sure why. n sounds like a great idea. But 

perhaps we should be looking at this 

another way. 'M1en people get stuck, 
and they can't get past obstildes, we 

rea lfy ought to have a system where the 

game recognises your plighl and gi\0e5 

you more heip, accordingly. 

This kind of idea is gr~at;n theory 

and qUite rightly should be done, but we 
never do it Maybe it's because by the 

time you come to the end of the 

development period, there's 50 much 
pressure thal this gets C/lJf!rIc:d<.ed_ 

Edge: Isn't there a danger that overt 

assistance can fracture the reality of 

a narrative, or the atmospherel 

Ceeil: Yes. And rt should be thatlhe 
player ffl for that help_ n WOIJId be 

iflCred ibly frustrating if you were really 

interested by ~ particular lXoblem, but 

couldn'l solve n Just ye~ and the g~me 

came In and told you how 10 do It 
Edge: If a player gets stuck on 

pUllle and the progression-based 
narrative grinds to a halt. there's a 

real dange r that he (ould lose 

interest - and be put off buying 

a sequel. Does it not make gruter 

se nse to cater for the lowest 

common denominator when 

writing pUllle and plot s<ripul 

Ceeil: Should you hold the player's 

kilnd and guide them on ~ step? In 

my opinion, in a narrative g~me - and 

we're doing this in our Cu rrent game ­

we should adhere to lhe rule that ~ 

pklyer shouk! alw<tys\:.now what they're 

me~nt to be doin& OOt nol how. We 

design our games to O'~ate an 

envi ronment that will exote the pklye,_ 

We initial fy give them a small area to 

explore 50 th.-It they can lea rn what they 

are doing. OI1ly then do we allow them 

10 proc:eed to klrger obstOOes_ 

~'s essential. though, th.-It at e-ery 
point they I:.now what their ob;e<:tive is_ 

That can be ~chieved by ensuring plot 

structure and narrative are ued together. 

I befieve th.-It means puzzles musl be 

directly relaled 10 the pbl. But few 

compa nies seem capable of darng this. 
LucasArts is a masler of the (omK genre. 

'Mlen other companies try to create 
games li'le M(l(I(ey Island they mess II 

up with obscure p<Jllies thal aren't fun. 

It's ~ lot eas;", to come up WIth jokey 

puzzles that are related to the plot 



I think that il you want to retlin your 

suspensioo 01 disbelief, then you need 

to ensure that puules drive the ~ot 

forward. likev.ise, the plot should reveal 

the p<Jmes ~'s the same with many 

films. ~ you th ink of the first 'Star Wars' 

wnen Luke SkyNafker returns to the 

ranch to firnl it burning. the audience 

kna.vs that by the end he wi ll have 

hunted down the people responsible 

and he' ll kill them. So it I'.OO ld be a big 

mistlke to th ink that the player or fi lm 

viewt'r doesn't know what's gOing to 

happen. Every time you watch a good 

fi lm, you know what's gOing to happen 

at the ernl - you don't know how. tt's 

the same with games. 

Edge: It seems that variable 

outcomes and a high degree of 

interadivily Ulu~ enormous 

headaches for those who write 

game scripu. The slightest thing 

can erode the feel of reality in 

a virtual environmenL Take 

Nodume. In one scene you can 

plunge a room into a murky gloom 

and yet the people in there still 

relate Iheir scripu as normal. 

CKil: Our current game is going 

through the same thing. We're looking 

to add ress that kind of problem. for 

al$O 

many years to come, we win have to 

record the dialogue of aoOf'S because 

speech SynthesIS wnm delivers 

emotion is a long way 011. We do need 

to script and then record every line 'Mth 

iKlOI'S. Yoo get an explosion of 

combjnatlOnS, wnm is why you need 

to control the environment. 

Either you determine what people 

';<Iy algorithmicdlty - in wnm Cdse you 

dO<1't record wnat they say, arnl you have 

an enormous amount of combjnallons ­

or you control the environment Cdreful~'. 

I think nothing is K>st by controlling the 

environmen~ prowled that you give a 

rea>anilble degree of freedom. I think 

people w~nt to f~ they Me following a 

n~rr~~. There is a dilleren<:e between 

something like Ultlm{], in wnm you can 

do anyth ing to ~ nybody, arnl a narratJVe 

game where you follow a plot 

Edge: Would you agre-e that the 

standard of scripts in videogames 

is almost consistently poor? 

Ceell: In (old Wood is written with high­

qlldlity ""ters who h.Jve experience of 

games and Wlmng dl<lklgue In other 

mediums. In general. wntlng IS 

dppil llingly handled where games are 

concerned. I also th ink that different 

cultures have different ""tlng styles -

it's a big mistake when Japanese epics 

are not rewritten. t foond the dialogu<! 

for Metal Gear Solid tedious. I have no 

doubt that to a Jap.lnese audience it 

was s.pot 0<1. k's a ~g mistake not to 

conSIder different cu~u ral audiences 

and adlpt accord ingly 

Edge: Given that so many pillar 

releases are of Japanese origin, it 

seems strange that so many 

companies are happy to settle for 

pidgin English and awkward 

Americanisms. 

Ceell : In Europe. we are especia lty 

awa re of the processes involved for a 

game to be translated into other 

language'>. The French and GelTTlilns 

de-rnand high-quality translatiO<1 artd 

aaing. A5 a European developer, we tlke 

that extremely seriousty, so our whole 

development cycle focuses on the fact 

that we need to deliver high quality in 

the main klnglldges. The Americ.Jns artd 

Japanese don't realty th ink that way. 

Edge: Obviously, there's a need to 

make game!; approachable on a 

physitallevel. But that doesn't 

mean that every adve nture game 

mu~t have derivative, by-the­

numbers plot and dialogue. 

(<<il: Our current game, In Cold Bkxxi, 
is not an adventure gdme - rt's a 

narratrve-dnven actlOfl game. With m<!ny 

narrat"'eS. you have ~n exciting incident 

thilt th rQVIJS the character's work! into 

tu rmoil and sets him on his way. Being a 

great fan of 'The Usua l SL.JSpeaS' arnl 

'Pulp Fic!>on', it struck me that there was 

no redSOf1 for U5 to be ~nea r in time. We 

start the game with the player having 

various .....ei rd memories. and then 

having his head pulled out 01 d trough of 

bkxxly water. He's being interrogated so 

harshty that he's lorgotten his past 

As the interrogator asks qlJes1lOnS, 

his memor~ retu rn . The player lea rns 

the infomldbon at the same ume. We 

stan the game tw:> thirds of the way 

through. His open ing 'MJrds are: i was 

betrayed. How could It hilve gone so 

wrong?' We set up this ant>op.mon We 

have some good wnter5 war'<ing on story 

arxl diaklgue. You spend the first two 

ttmds of the game war'<lng tOY<anls a 

poont where you know how you ended 

up in thilt scenano. 

Yoo then spend the ~t third of the 

game wor'<ing towards the resoIut>on. 

This kind of na rrative S!fuOure has been 

popular O\Ier the ~t de<:ade, because 

~'s such an ".citing arnl dynamic way 01 

telling a story. Because In (old Bloods 
theme is betrayal we have tried to play 

with relationships between the player 

and the other chil rilClers. We lay fa lse 

trails and pldy with emotions, the way 

you perceive the people you interact 

with. There are so many techniques 

you can use 

Edge: Can game scripts engross 

players in the same way as a film 

or book might? 

Broken Swonfs environments are 
beguiling. Did its contemporary 
setting influence its many buyers? 

Cedl: Hollywood h;,s, Idught us certa in 

ru les wnm war'< well. I think v.'e need to 

be awafe 01 what those rlJ les ~ re arnl 

respect them. We do need to wrrte ou r 

own rules at1lmes, because we're not 

wntlllg fillT15 or books. oot I'm sure thilt 

storytelling is a techmque that we can 

and must Ieilm from other rned iulT15. so 

that we Cdn write our own. Anyone who 

dismisses other rned iulT15 is likely to fa il 

in the attempt to write a good narrative. 

Edge: MiKing interadivity with 

tomplex scripting and 

accomplished dialogue is time 

and labour intensive. 

(eeil: Too many people are fixated Mth 

the technology, wnen we need to focus 

0<1 storytelling. Of course technology is 

an issue. But how do we improve the 

qual ity of game acting. for example? Take 

Shenmue. The acting in that is of high 

qual ity, but it cost $4Om dollars to 

prodliCe. So how do we, In the real 

world, with a fraction of those resources, 

ensure we h.Jve gre~t aarng] 

TELLING TALES 
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apcom~; Romero­
and Alone In r11e DIft­
inspir8d SlKvIvII horror &em. 
""pkIt" brtIf:: " .... -­~SPOOkYman:sion, 
and pIS tom to pieces by 
ttte undeacL 
WIly ItlItor)' worIrI: 
Resident EVIl is. >Mthout 
QUeSIiOn, one of the most 
mptMItif'l, atmospher1c 
pme$ ever c:eated. 
Genuinely fr~ (or; at 
least. IIIMnir18l In places, 
the manrJI!t" in wtlich It 
~ backpIot to the 
~ is exceIIenI. It's 8 
shame, then, that ItS 
dialogue and intro sequences 
are truly appalli~. 
Why' HoItj _ood IhoUId 
C8II; Zombie fliCkS h8\Ie been 
off the me-nu for a while. " 
revisit is long werdue. 



TELLING TALE S 

T
he t>;ggest cha llenge faang 

game saiptwnters in the 

futu re will be in moving 

aw;ry from provid ing a whole linear 

storyline and backbone, predicts 

Demis H~s"bis. The founder of 

Elixir Studios expects the biggest 

breakthrough to arrive when writers 

can script certain elements for events 

to react to what a player might do. 

"We're wailIng for natural klnguage 

processing. the art of anifici.!11y 

generating speech and klnguage to 

get benef: he ~ains. "We are years, 

probably decades away from achieving 

that With an online game you have 

the jXlSSibility of adding to an ongoing 

....00.:1. maybe add ing aaording to the 

direction the player community is 

going. Or perhaps participating by 

...mting ema ils tMck to people 
pretending to be a charactef." 

Hassabis set out his (MIll \llsion for 

the future of game sarpt Willing ~ 

a 'Mlting for Interad!\le Med;a 

wnference. held at BAfTA:s 

Piccad il ly building. The follOWing 
is a traflSUlpbon of that ~n 

In the beginning .. 
"Storytelling games started before 

computer games. really. WIth games 

such as Dungeons & Dragons - the 

RPGs. where you've basically got a 

gamesmaster, another player who's 

in charge of the way the story heitds, 

and players who actively neate the 

story. This directly inspired games 

like the text-bdsed MUDs. These 

were really the first games to use 

storyi ines. The first ones were done 

about 20 years ago on big 

University malnframes. 

Following these were early games 

like Space Invaders. Of course. these 

were around the same time as MUDs, 
but they didn't have any storyiir.e. 53V(> 

lor a sort of thrCMtawiIY one-finer to 

wntextualise the actron. With Spoce 
Invaders. some Milrtlans were landing. 

and you h3d to shoot them all - that 

was the sloryiine! 

In a lot of ways we haven'!1'T"<)\fed 

on a lot. Games li ke Quake and Doom 

are incredibly hi-tedl and fa nt.lsti<: to 

play, but they $Iill ~ the same 

storyi ir.e as Space Invaders. You've 

got aliens mming down, or sort of 

mutants. and you've got to shoal them 

and save the world. 
Then you've got the point-ilnd~id< 

adventures, like My5t It's like reading 

an Interactive book. Most of the time 

they ofIef beautifully rendered 

envrronments - pi!lntlngs that you can 

Intefact WIth - and you b"srcally solve 

puules. Another ~mple of this is 
The 7th Guest. Because of the vrsual 

appea l and ease of play, they became 

ma=r.::et prodrxts. They didn't have 

any sort of barriers to entry 

Then things rTICIYed on to what witS 

ca lled the interactrve movie. whid1 is 
now notorio<.rs. You don't want to be 

labelled an interactive 1l'"ICl\Iit!. One of 

the first to coin this phrase was the 

Wing Commander senes. Interspersed 

with the actoo elements of the game 

was a rather crass story. k was like a 

poor man's movie and the game 

suffered because of it A lot of the 

budget was spent on the interaaive 

movie pilrts and they dkJn't St.lnd up to 

the quality of, say, HoIIyNood films 

because obviously they were made on 

one tenth of the budget 

I think we may see the renaissance 

of this type of game with the advent of 

Like a bowl of 5pIIghettL 8oldur's 
GDt1! comprises numelOtrs interwoven 
strands. It's notable for its complexity 

CND, simply because we've got so 

much space to fi lL HoYv much 

af\WCrl; can we generate ourselves' 

I don't ne<:essarily think this is a good 
thing. but <:Ommercially they'll 

probably be sU<ce5sful. 

NoN: to the current st.lte of the 

art. whidl is Final Fantasy VIII and. 

just recently. Shffimue. The Final 

Fantasy games are probably the 

most successful series. You are a 
centra l character and you take pi!r\ In 

this huge adventure. If we are gomg to 

do interactive movies, we *-ould do 

them like that Get away from filming 

actors and so 00, but h<lve ~ all in 

game. Shenmue takes thIS even further 

by setting things in the rea l ....oo.:l. 

r~he< tha n a fantasy calloon....:lM 

So that's where we've come from 

- and it isr1't rea lly a long wif-{. to be 

honest This is <urrently ...mat stories 

are used fo< in games. FIrstly, they've 

been used as the 0\.Il of the game so 

fa r. These are the adventure games 0< 

the detectFve games where you've got 

to....oo something out and the 

storylir.e is the whole game. 

The second twe of thing is to 

prcMde the semng and the bac~round 

- when games come with little 

novel las 0< manlJdis whidJ give 

bac~round information about the 

characters involved. This is a static pall 

of the game that the player is 
supposed to look when he wants to 

find out more. So it's more a way to 

add depth to an othel'Mse fairly hollow 
experience. Games like flrle do this. It's 

a sparse universe With all the stories 
randomly generated, but WIth a really 

wo! novella which descnbes the whole 
un~ and...mat you are dcMng there 

~ sets the tone. 

Recently, the $Iory has been used 

as a reward. The Uf1ravelling of the 

story is a reward mechanism used 

when someone completes a level. This 

is used III current realbme strategy 

games where. when you complete a 

level. you get the next beaubfully 
rendered brt of the story. To find out 

what happens next you'"", got to reach 

the next 1eveI- like in soap Gpefas. 
Finally, stories are being used as a 

gameplay mechanic. The $Iory is often 

used to drive the gameplay. Gues are 

given as to where to go next 0< h<::m to 

solve puules, such as in HaH-Life and 

Metal Gear Solid. whe!e there are 

scenes used WIth in the game to 

explain what is going to happen to you. 

So whafs holding us tMck? I'vtl.n 

challenges do games pose to effeclJve 

story telling? I think that because we 

are ooly in the embr'jooic stages of this 
kind of medium, we don't really kncm 

how- to do a lot of things that are t.lken 

lor granted in other mediums. How do 

we engage the player's emotions1 Very 
few games do that Shrgeru MFyamoto 

is probably the best designer in the 

world. He. in my opm>on. is the person 

....no understands best how- a child 

thinks and how- to engage a child and 

SlJrpflse him at the right moments. Bul 

this is very much a black art at the 
moment We don'! really understand 

how- to do rt and how- to reprodoce it 

From a design point of view it's 

very frustrating. We have huge 

ambitious \llsions but we have to wait 

fo< technology 10 catch up. It's rKJ! that 
we're any Ies5 aeatrve than, say, 

authors 0< film directors, but the 
medium we have to war.:: with is a k'Jt 

more wnstralnlng. Sometimes, I'm 

quite envious of novel writers. In some 

senses they can see farthest Into the 

future, because their med iu m IS 
people's mrnds. There are no lim it!; to 

what they can coojufe up. Film IS 

pretty much constrained by what can 

be shown and games even more so. 

We can't even portr~ 'today' with any 

real semblarn:e of reality. 

Game designers have 10 cope with 
hundreds of different actions that a 

pIaye< can make. We could constrain it 

so that you'd have a linear storyiine. 

but in my op;noo that's not the way 

we should take games. You can get 

tha~ and benef. in other mediums. The 

nice thing aboot games is that they 

allow players to make choices. But to 

make every choice interesting would 

be lik h<lving to write 100 different 

scripts 10< one fi lm. And the problem 

WIth norrlinea rity is the amou nt 01 

artwork involved. W you use film 
footage, you can't manipulate n fully. 

rt you want to add In a couple more 

after you finish production, you can't 

because you M\Ien'! got the footage. 

W they were virtual characters you 

could. but the problem is !hen 
producing the artwor'< Involved. 

I refer to a multimedia Web site. 

Virtual Carolir.e, whe!e visrtors watch 

videos of and male choices 10< the 



trtular stlr. Producing the house or 

kitchen that Caroiine ~ in 'M)U1d tilke 

two art~ts one years worI:.. Even tiny 

detlils I<lke time - the things you I<lke 

for gramed.like the dust on the desktop, 

the little rtuts and bolts and things whcll 
make the world come 10 life, If they 

weren't there, people 'M)U1d m~s it 

Final FGntasy VIII, whcll is a linea r 

game, cost about $7Om to make, with 

an army 01400 art~ts v.orking for two 

years, In the wes~ we s;m~ can 't 

compete with those proouction values 

and resources. 

Then we MI'e artificial imeHigence: 

creating belie\iabk charilders and 

environments. Th~ is incre(j ib.'y hard. 
We' re rlO'Where nea r doing th~. Even in 

Final Fantasy VIII, you go and lil lk to a 

character and they' ll MI'e three stock 

responses. The thing I find frustrating is 
that when I go bad to that character 

ha~ an hour later, he wi ll Sif'( exactly the 

same thing to me. Blll to make ~ ~ 

something different and intelligen~ 

depending on what I.did in the last Mlf 

hour, is incredibly diffkult. 

One WilY around thiS is to go online 

and hal'e maS51ve multiplayer worlds 
like umma Online, Asheron's Call and 

Everquest. These are the new RPGs, 

are no Imlts 

They're basically like the MUDs, but with 

a nke graphica l front-end . Have people 

playing all the characters - that wilY they 

are all intelligent. There are a a.xrple 01 

prooems with Ihrs. People atways want 

to play games on their (MIn. 5e<ond1y 

you can't tell people what 10 do atld 

how to behave. If one person chooses 

not to participate corredly. and just 

decides to just go around being an idiot, 

rt can ruin the whole experience for 

everybody In a virtlJal world it's easy to 

get <!WilY with it - there is 00 shame of 

being spotte(j by everyone else 

IMth Ulriroo Online, a lot of 
problems happened...men people, 

imtead of playing the game, 'M)U1d run 

around the a.xrntryside in th~ huge sort 
of fa nl<lsy world and kin all the new 

players who didn't mow how to fight 

back. I had a lot of friends I'vflo didn't 

mow the game, wenl on li ne, didn't 

mow the controls or whatever, but 
thought it 'M)U1d be fascillilting. But then 

a big knight comes up and say.; 'IMlo 

are you'" and they reply "m a new 

playe<'" Md get h ~ over the head. End 

of game. They'1'e Wed at ways of 

stopping this, like a police force, but I'vflo 

wa nts to be the policeman online? 

We'l'e got to impro'lle AI 10 rrKl\Ie 

forward in storytelli ng. Then YOU'1'e got 

graphics and portraying a plausible 

reality. No one's go< ng to get 

emotionally engaged;n ~t you are 

try;ng to do if it's just a blob on the 

screen. People in the industry reminisce 

about how gre~ games of the '80s 

were. Yes, they were great from the 

p!Jrist's point 01 view. E\l.lt you can't get 

emotionally il"PllOll'ed with a bkld< that's 

supposed to be a person un less they 

look rea list'" engaging and worth 
caring about. This problem is the closest 

to ha";ng a solution. I rdon we're five 

to ten years away from photorealism. 

Fillillly,lefs consider the di!f1OJ1ty in 

communicating with stories in games as 

opposed to other forms of media. There 

are several problems with games and 

any type of i mera~ media that you 

don't MI'e to deal with in books and 

films. You have to dea l with controlling 

suands and people not being l'ery good 

at interilding with these environments. 

let's use an example: you have 
a sophisticated 4().ieveI game with a 

Shakespeare.m twist in the storyline. 

Sut ~ someone ;')(1't capable of getting 

to Ievej 40, they'U never see it They 
are more likely to get to level 20, gel 

fed up 01 the game and quit ~ you 

make a game too eilSY, then you're 
not caleri ng for ~ hardcore player, 

You have to cope with a huge ra nge 
of abilities. ~ you are wnllng films and 

books you don't have to worry about 

that You r audience may not 

understand all ~ nuances - but they 

wi ll be there with you at the end. You 

drag tnem aklng wrth you even If they 

hal'en't understood the concept as a 

whole. We have to dumb down 50ffie 

of our creativity to guarantee 

commercial SlJ(cess. 

Games cost a klt of money to make 

- in the west l'\QWadays at least f2m. 

No one will give you that kind of money 

unless they can guarantee 50ffie kind 01 

commercial success. That means selling 

to the mass market and having to dumb 

down your content AA aMtogy might be 
wrrtrng a IThl'Sterpiece book and then 

go;ng th rough and cutting out all the 

'MlIds that are more than eight letters 

klng $0 a ten-yea r-Q\d can read it It 

completely destroys you r ~rt In fact. in 

games. it's not the len·yea r-<>lds but the 

5O-year-okls that are your problem, 

The designer rs blamed if the player 

can't use the interi~ property. 
You a.xrld Sif'( "Mly rs he ta lking 

about all thrs tedlnology7 If you have a 

greal storyline that's all you should 

need. You should be able to make it OIl 

a flOK budget." Unfortunately, things 

like arthouse films don't exist in ~ 
games industry. They don't wcrl. 

because, in arthouse fi lms, what works 

;.; the ideilS and the interaction of the 

intelligent characters atld their 

performance. In a game, 10 gel a good 

performance, you hal'e to have great 
AI, gre~t art - and that's what costs 

c,.ftinc .tmospheric moments with 
.n in-I,me enline - 1ike the .bon 
scene rom MC;S - t.kes. lot of time 

all the money. You can't just get a 

good actor who'. do rt as a fill/OUr for 

you. You try to keep as much in as 

possible wrthout Ios,ng ~ malflStream. 

So what is the rofe of the wnter in 

games at the moment? Currently it's 

traditiona l. They script the story whkh 

drives the game or prCMde5 the 

setting. Blll there are altemallves, like 

the emerging $Iory1ine - whcll l'm 

doing wrth my game. Instead of 

creating a story per se, we create an 

environment that the pklyer ;.; plll 

into. He wi ll do things and the 

elMronment will react in an intel~gent 

and imeresting manner. ~alty. if it's 
truly freelorm, \he;e's no way the 

designer can mow I'Alere the piaye<' rs 

go<ng. He can only be sure 01 the 

boundaries. 0/ course. we have to 

constrain him and make sure decisions 

are obvious, but I like to hide the fact 

that the player is making a decision at 
all. It's kind of a perception thing. 

This rs a huge challenge to 

desig~ and writer5,· 

TELLING TALES 
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.. 1IItift ...... 
AnOther epiSODe in SQun'S 
b1i rumirc senes, and _ .. ---"" has I:!YeI" tleen mBde. 
TINt pIG!: In bIW: Squa~, 
8 VOUI"riI man traInI~ to be 
8 ~ Is Ior'I;vd to 
~ !'is feelings towards 
his compIIIions and 

"""-"'­leNt for one in particular, 
dt.ri-c'!1J8SI: 10 d8fe1t., 
NI sorceress .. 
..., .. *'Y worD; In 8 
'M)I'd. ~ 'MIlt IIIIlIY 
'-0:; in terms of fInIsse, FFVIII 
mo!9 than Wf'4)II'I5It8S !or 
wIItI reams of lJaIf.Cut IIvIsh 
CG sequences and • few -"' ..... HI'.'irW the II.OO.IY of aMr'1: 
ItSelf hours 10 introduce and 
lend IIesh 10 d'IIrlK:teri,1t 
posttt..<eIy 1lI~ pIayefs 
IntD carina whit happens to 
itS~ 
Why ...,wood CIIIeIt. In 
a 1'«lI'd: rnooIah. AIlything 
Final Fant1itSy sells. 
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Crisis lone 
n (ad tionally. wa ~ing around TOl<:yo's 
.. Ak,hatxlra d'strict around the time of a 
major release - say, Biohalard Code' Veronica -

yo.,(re likely to I,no It hard 10 traCk aoWl1 a copy 
01 the game wM:;e hype IS on everybody's lips. 

If It happens to be a massively popular tll e, 
even Its nost console can prow scarce 

So it was rattler a'armlng to wander tl1rough 
AAlhabara's 5treet~ recertly and fond that every ShQP. 

lrom the maJO< chains to the smallest l)a(k-street 
wndors, rad httle trouble in supplying customers Wlh 

the ~ ideogame of their choice, t>e it Sega Gr, 

HOmologation Special, Gran rurlsmo 2 or vagrant 

sw", Everytnlng was avall~ble In ~mple qu~ntlW 
Except, tnat IS, Game Boy Color harOware. N,ntendo's 
ponaOle 8bitteo:hnology was nowhere 10 be seen. 
AS new shipments arnve<! from the Kyoto game giant, 
SIOCI:s were cleanng OUt in a matter 01 days. 

The trutll is that times are tougM for tMe JaP<'llese 
games ,MuStry A glance at recent week ly :;ales 
figures le sail : 4,500 Ne<l Geo pockets, 5,000 
wonder swans, 8,000 PlaVStations, 19,000 DreamcaSts 
(boosted by Capcom's latest survIVal hQrror epic), aM 
a massive 70,000 Game Boy Calors (stil l ridl~g the 
PokemOll GoIdlS,Jver\ldal wove). From a European 

perspeCl \le, the figures may look healthy - t>ut tMe 
Japanese market IS useo to far stronger :;ales, AM 
it'S been a Sl nlltar story w,th software, Onty a m,nute 
number of t'tles W1th a hrgn enougn profile nave been 
sell ,ng anything near tile VOlume associaled W1th the 
many successes of the last few years. Everytlllng else, 
regardless of qualiw, simply clogs up tne shelves. 

All t~ S InactiVity has had some grave 
conr.equences - er.calil t,ng development costs 
combined With poor sales na"mg MO the" effoct 
Several of A~ihabara's stores havmg closed down 
and otllers are downsiz,ng their operations. Japanese 
software developers have also been fee ng the 
pressure. Human, Gaga Interactive and Data East have 
keeled ove', while Other, h.gher-proflle puOllshers are 
not performing as well as in tM" g10(10US heydays. 

ACC€pte<l wisaom suggests that Japan's 
gameplay,ng publiC has t>een watchmg ,IS pockets, 
awattlng the relear.e of PlayStat,on2 in March 
(desp,je dlsopoomttng attendance at the PlaVStat'on 
Festival 2000), and tllat the appearance Of (he new 
console w 11 recMarge the Japaoose industly's 
economy Edge t>eheves th,s W111 happen. After all. 
the IndUstry can 't r.enously be heading towards 
another jutklermg crasll, can it? 

from leh: Gmn Turlsmo 2, Vagmnt St~I)' and Biohazard Code: Veron/ta - three tilies which 
just a year alo would have had trouble satisfyinl demand from hit-seekinl Japanese lamen 

Videogames on Ihe Edge 

This month's cutting-edge line-up, courtesy of a handful of PS2 demo discs .. 

" " · .....;;;,.....SfJ - ~ . 

~. " 

.> " . ) " 

I" I t __ " 

GT2000 ~~ntav;sion Ridge Racer v Street Fighter EX3 
(PS2) SCEI (PS2) SCE! (PS2) Namco (PS2) C~pcom 
Ca,,;ray sWl not get Splendid fireworl;ong So acceSSltlle, so Ridge, MOre tnstantty enK'Yab!e 
damageo:l (apparently lIS awaits "' \'OU carelully ,;et Namco', "".t-genl'rat<ln than rn: the playable 
manufacture,s 00<1'1 mHlO up Stonnon2 pyrotect1noc racer"s i<:oo<S may d'lll<le demo Edge ha, in the 
while Eu ",pean~dol, trut seQuence~ and Watr:l1 O>ltf\kvls, b<I1 \'OU can't office keeps lutlng me 
thIS iswping up to be a \'OUr score soar ever dt>nY it oUe,.,; some crew away f,om the~ 
lablllOus, beautll .. racer IUgher up the table explow.. racing action desks fOf a boot or fM> 

TESTSCREEN 
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Biohazard Code: 
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TESTSCREEN 

BIOHAZARD CODL VfRONICA 

With 'I.me such u this, 
suspense is eve'YIhlna:. which 
is why IOU won't fi nd too mlny 
uplicit y revell tory screenshots 
on these p'ln 10 spoil surprises 

D t may ComE! as a surpnse 
to learn that C«le VerOflICa 

outsOld Sflenmue Wlth,n one weeIo: of 
,tS release. That'S Olille a remarkal)ie 
ach~ment, but Japan's urntymg love 
of capeom's survIVal nonor franchise 
snoWd not be underestimated 

For those wno Sllll care aboot 

narratIVe, \lerOfllca takes place after 
Bronazard 2. HaVing escaped the 
expiOSNe outcome In Racoon City, 
Clalte Redfieid conllnues Ilef searen 

tor !>fother cnns, only to be 
apprehended by umbrella's mlnlOflS 
and placed undef arrest on a 

remote ISland ll'Ie lOcal R&O 

IThe pace is frenetic, Game sections combine with cut scenes 
to deliver a real sense of urgency" This is the closest the 

series has got to emulating a Hollywood action featu~ 

The lime isn"t overloaded with innovltive touches. blJt In I nelt twist the 
VM unit acts IS I h.,hh meler while you're w.ndering lround lombiel.nd 

department soon lOses contrOl of 
lIS e~penments IUmbrella really 
SllOUld conSider n. ri ng better SCient ific 
Staff) and before you know it the 
comple~ IS httereo wotn the I.Il'ldead 

From tIlen on, ~'S DuSlroeSS as usual 
BiOhazard's great achievement 

IS that every new InStal-nent proves 
as engagmg as tile last W'tnoot 
even Offering anytn,ng subStantially 
different. It helps lIlat the Quality 

Of the senes Is first rate. It may be 

said that it's poSSib le to have too 
mucn of a good thmg. but having 
just released IIle umpteenth SIIe€1 

FIShIer title on f>S2, C3pcom c""arty 
Isn 't heeding that ad'Iice. ArId that's 
good news, oecause VeronICa is 
eaSily one of the best 111 the seroes. 

Like LaSt Escape (8/0 3), It'S 
not the scariest - there's a distinct 
lack of the shod value seen In the 
first !WO games, but the pace IS 

more freroellc - tile game's sectlOflS 
combiroe with t~e cut-scenes to 
deliver a real sense of urgency. 
trus is the closest the senes has 

got to emulating a HOI/yM)O(I 
action 'eature and the result Is 
both refreshing and bold. 

AIoog W'th Gun S1JfViv{X (see p75), 
thIS a~ mal~s the firs! t,me the 810 

games have featured backgrounds 
rendered on tile fly Mer wflile the 

geroeral graphiCal Dlandness of the 
opening sections may leave you 
questioning Gapcom's deCision, later 



As with every previous Biohozard, 
Veronica Intraduces a couple of 
new faces. Expect more a ction, lOO 

loca les m<Jre than justify it and 
make lull use 01 Oreamcast's 
graphical capabi lities to generate 
some deepty atm<Jsphenc settings. 

The mO'/e to a realtime 
environment also allows dynami< 
camera Il"KWement. as in Dino 
CrisIs and Silent Hili belore il. 
wt1 ich creates distinct gameplay 
consequences. Even the most 
linety choreographed set piece 
cannot compete with the level of 
tenSion generated by a camera 
panning along a corndor as 11 

means 01 followmg your character 
into a new room. It'S a genuinely 
alarming eXpellenCe, and tt's a Clime 
that this concept is so under used 

The most apparent addlllOn here 
is your charane(s dual trac~mg 
abi lity, allOWing you to target twO flesh 
eaters at once II you 're holding two 

guns The Quic~·turn action first seen 
In Dino cnsls IS imptemented, while 
the need for the action button 
whenever steps or crates are 10 be 
negotiated makes an ood return 
(PS owners will recal l th is needless 
feature was absent in Last EScape). 

If you wish, you can play the game 
uSing analogue control, although in 

Initially it appears as though Code: Vtnmica offers a more limlled weapon 
selection than previous Biohazt,lrds. Things pick up by disc two, howe'ler 

play Edge conllnuaHy .evened to 
digital input, finding the former a IlUle 
wool ly and. occasionalty, Irustratmgty 

ambiguous in its execuuon 01 

directional insllucttons. It's hardly 
the sort 01 thing you need when you 
have fi\t1:! zombHlS on your tall 

Packaged as a twO·CD tllle, Code. 
veronica IS perhaps capcom's biggest 
horror survival episode to date, 

ma~mg legillnlate use of its two diSCS 
rather than offering a disappointingly 
similar experience With a different 
character on the second CO 

Refra n from se lecllng the lowest 
difficulty level and capcom's latest 
should provide severa l evenings of 
entertamment, whi le a fair bundle 
of bonuses encourages subsequent 
play. surpnsing, menacing and 
conSistently enthrall ing. thiS cements 
the series' reputatton as the 
undisputed genre leader 

fight OUllt len 

TEST SCREEN 

Format· Dr~am C1lSt 

publisher: clpcom 

Devetoper: tn·house 

Release Out now (Japan): 
lune (UK) 

i 

l\ 1",,· 

Most cut-sanes use 
the in-Xlme t nl;ne 
(lop). wtlich is capable of 
beautifully atmospheric 
sctnery (centre). The 
new dual targeting 
fealure In Klion (alxwe) 



TESTSCREEN 

SfGA GT HOMOlOGATION SPHIAl 

Eftrything in $ega crs world is rather angular and f1al p.articularfy track backgroond details. The game does its be-st to ape Cran rurismo, yet its structure proves 
more restrictive, its circuits are 01 . poorer design, its tuning options offer less depth, and its dynamics are misconceiftd. Polyphony will not bi! losing any sleep 

Car models are rather 
elementary in detail. 
The selection (Oaihatsu. 
Mazda, Honda, Subaru, 
Nissan, Suzuki, Toyota, 
Mitsubishi) is timited by 
today's standards, too 

1'3 ega may wish to disagree atlhis 
a stage. but this is essentlalt-, the 
company's answer to SOny's Gran 
Turismo . The premise IS Idenllcal and 
the structure IS shamefully fam il iar 
tt offers the same options, comes WIth 
a hefty driVing manual, and mixes GT 

racers (the game holds the licence to 
Japan 's 1999 GT series) with 
product ion models that can be tuned, 
The game even has a wheet shop and 
the drag racmg option which !ailea to 
make it imo GT2 

There's nothing wrong with aiming 
high. of course, provided you del iver 

the goods. Yet here the clomng is 
done With a distinct lack of finesse. 

The qu ic~est way to get on the 

trac~ tS by going down the single race 
menu route A series of races are sptit, 
according to difficulty. into three cups. 
It clearly demonstrates Sega GTs lack 
of balance. For instance. for each of 
the races you're free 10 ChOOse a 
vehicle from a predetermlnecl list 
comprising some surplIsrngly valled 

machines. Who, then, wi I resist 
pick ing a GT-SpeC or super sportscar, 
both vastly superior to t!le showroom 
types you'l l be racing aga inst. 10 then 
turbo in!O the dLstance and spend 
two very lonet-, laps" 

Ifs a Haw that extinguishes 
the chal lenge and ruins what could 
otherw,se have been a tight and 
compel'ingly quick race option, 

IThe most interesting option is the 18 event championships, offering 
anything from the Pioneer max speed trial and the Bridgestone 
endurance meeting to the McDonald's cup and drag racing strip ~ 

70 EDG£" 

Maybe that explains why the 
developer saw fit to reward anyone 
who completes the single race mode 
WIth noth,ng more than an arcade·l ke 
congratu latory screen. 

But here's always the 
championship etement of the game, 
After acqui llng your dnvmg Itcences. 
select a second hand vehicle wilh in 
your budget and emer a progreSSIVe 
ser ies of championsh ps. Finish ing 
posl\lOns determine the amount of 
C<lSh earned. wh ich is in turn spent on 
upgradi1g your existing race machine 
or purchasing a new contender, YOU 
should know the score by now, 

Of the numerous rac ing options. 
the most interest ing rema in the 18 
event champ,onships, oftellng 

anythmg from the Pioneer max speed 
tllal and the Br idgestone endurance 
meeting to the McDonald 's cup and 
the aforementioned drag racing strip. 



"'e first si,n Ihalthinp Ire nollll they should be; ..,my IlIow pllyers to sel.ct 
stupidly overpowered machines. robbln, the quid! rl(e m~ of Iny challen,e1 

In an Interesllng move i1'N<1'Ilrom 
the Gtan TUflstnO lormula, WlRrung 
varIOUS of these compet \lons rewards 

\IOU a Wltl" set 01 sponsors who 
embelliSh SUbsequent race Wlnnlngs­
a rather satisfying outcome 

welcome. tOO, is the CarrDzzeria 
mooe wn'Ch letS \IOU build a car from 
seratcn, It Isn't massjvely intricate but 
It does aHow \IOU to pld from a 
selection of engines, jX)Wer-boostlllg 
deVICes. body type as well as makHlg 
deClSIOMS on engIne placement and 
drIVe train optlonStt"S an expenslVt! 
proceoure, but prOVlded you've got a 
formula tnat SUitS your drivlRg style ~ 
soon pays off You're free to enter 
races wlm your customised creation­
Ihough class restr ictions still apply, 

so where does It all go wrong. 
you as;:1 well. Ifs s,mply dun, There's 
nothIng here that successfully 
transmitS the thnll of pushing a race 
machllle on me I,mlt. Cars not only 
appear to float above circuits, but 

they rOlate on a single aXIs and refuse 
to turn convinc,ngly into corners, 
dlsolaying some of the most extreme 
unoersteenng characteristics seen 
among recent racers 

FlttHlg rac.ng Silcks and 
SUSPerlSK)(l tweaklllg may Improve 
matters, Dut you'd be surpnsed hoW 
SUDlIe the resulung effect Is The 
Drakes are more than a little on 
tile feeble SIde, wnile opponent 
Ails such that you're never under 
the IIIuSfOn of raCing against anything 

In addition to I series of predictlble race mHtinl1, the mu speed (left) and 
dra, IlCin, options It least represent I mOVfllWlY from the uSiIIl offerinas 

TEST SCREEN 

Format: Ore.meln 

Developer' In ·hou" 

Release' out now (J.p. n) 

Autumn (UK) 

Ttn reversible backs plus two drll JtrIps Ire offered. The twoplayer mode, 
meanwhile, flils to inject Iny molt e_<itemenl into the proceedinp (top) 

but a panlcularly unlAtel Igent CPU 
A()d frustrat ng e~ SIOI1 (!ynam,es, 
unengaglng SOUnd effects and 
un,nSj)lred \fac~ deSIgn ~nd you 
SUd!lenry f,na yourself a long way 

from Gran T/JIlSffIO country 
The IW'ldalTlel1tal Pl'obiem With 

5eg1J GT IS the game's IMablllty 10 
oecide whether to Slay close to sega's 
arcade roots or venture down the 
Simulat'on route, choos,ng Instea~ to 
nover uncomfortably somewhere In 

bety,wn It certa'nty has tile 
quarlltallve equatIOn correctly 

WOfI:ed out. but I 'ai ls to matcn tt 
WIth the necessary quality result'ns In 

the kind 01 game lhat wig unooubtedly 
hnd an ardent, il limlte<l, user base 
It certainly won't appease those 
wno've played ana aoored the 
Gran TUrlstnO series 

five DuI Dj ren 

Build yotIf own CoIl from 
I limited list of options 
in the CaffOlItria mod., 
It's I nke addition Ind 
lotS some wly towllds 
overcominl the overall 
diSlppointmnt of SCT 

£DG.·71 



TEST SCREE"N 

SYPHON fllHR 2 

Th~ sClnery is uped.n, wel1rend~red ,ncl dr.m.tic. Sm.n details like snow 
moving tow.rds the Ch.llcltl .ncl conllol1.ble p".chute I.ndings ilr~ I.udlbl ~ 

From Iq I.nclsupu 10 1I.1n <arn.gu (top left), hero Log.n is lllel, 
left with much lim~ to philosophise .bout his mln" v.ried .dions 

O he 0118
'
11(11 Syphon FJlrer 

suffered maSSIVely t~rougt1 
compauson to the likes of Tomb 
Raider and Metal Gear Solid. Poor 
contrOlS and bIocky graphICS did 

nothing to help ItS cause. Vlhefe Metal 

Gear Solid exuded QualitY from every 
pore, Syphon Filter crucially let Itself 
dOwn in Key departments. Being 
el iminated by a Wl:!1I·placed head shot 

is one thing, dylng DeCause the 

PfotagOOlst cou~n't negotiate a twO· 

loot·h,gh hummock IS Qu'te another 
Syphon Filler 2 offers an 

eJq)ff!eflCe relat ..... 1y free 01 such 
ghtches. ArKIlt DOaStS !Tarry Quaht,es. 
EidetIC has craftea I warfare game 
..... 'th a 8feat deal 0/ vallety - there 
are 20 rnlSSlOOS for the player to 
complete, and e.Kt! d flers In IocatKlll 
and OOteCtlveS. AS III ItS preoecessor, 
tl'leSe oo,ectoves alter as the mlSSlOll 
progresses. malntain'ng player 
V1giJance and avooOlng pred'ctabll,tY. 

FOIa Simple examPle. ta~e the 
first mISSKlll. ExploSIves must be 
collected to unblock a runnel wh,ch 

had PffVlOUs/y led to freedom At 

I Eidetic has crafted a warfare game with a great deal of variety. 
Each of the 20 missions differs in location and objectives. These 
alter as the mission progresses - maintaining player vigilance ~ 

72 U)Q." 

cerlain ~nls ..... ,thln the game the 
player changes character (a growing 
trend among recent games) Alllloogtl 

thiS ooesn't partlCUlarty alter the 
mechanICS of the game, It allows tor 

a more diverse range 01 missKlllS to 
be put IoIward 

The environmems whICh must De 
negollated are parucularty well drawn 
and atmClSj)/'l!rlC. Hero Gabe logan 

runs,/U'TlP5 and chmbs W1th a fluld,tY 
which thiS ~me equals If not beners 
that of L.ara Croft. And unlike the 
Tomb RaK1er games, the scenery is 
OOt so nollceably 'Ilk:lcky' - Ollferem 
leVels and heights of Climbable 
scenery make for a more immersrve 

and believable world. EQually 
Impressive are the comments and 
shouts heard reSOOfI(JIOg around 
your VIrtua l world Enemies and allies 
al ike communicate to further the 
suspension 01 diSbelief. 



Aiminc skilb If. cfucill. All wu!'ons cln tl fcet the head if minute twuks 
If. mid • • thoulh this (tudlUy C,yts the enemy time to return file 

weapons range from the sublime 
to the ridiculous. although all hal'f! 
the, r uses depending upon the g'l'f!n 
Circumstance Indeed. a large part of 
the d\alienge In thIS title IS derrve<l 
Irom selecting the most apprOPnate 
tool for the jOb Enem,es weanng ftak 

jac~e!s cannot be el,minmed WIth the 
usually ~ersatlle MI6. so a well -placed 
hand grE!flade or head shot from a 
stliper weapoo must be used 

The autO-aimIng hlflctron IS sliCk 
and the fact t!lat the enenues a!so 

pause to relOaO theIr weapoos IS a 
thoughtful detal! At times. weaoons 
are chosen for you aUlomatlcalty ­
ta(ing out a few tlOdy·armoured 
adversanes Wlth a "re-spurn,ng fuel 
Pipe seNeS as a hrgtlly sallS,.,.,ng 
sub-game In Its own rigtll 

Stealth alSO returns. but Wllh 
differing degrees of success - Mhns 
behind rocks before \clI:Ibing grenades 
at unsuspecting guards IS pUre good 

fun. yet at other bmes 110 amount of 
ducbng or nlOlng Will prevent the 

Due 10 fllk jlCkels Ind your I.ck of h.rdcore wuponry these enemlts 
hive to be dlspltched with I flre'$pewing fu.1 pipe. Whit else1 

enemy from nobCing your ~tlOO , 

Th,s leal'f!S the player In some doubt 
as to whether to ta~e a stealthy or 
guns-blaz,ng approach 

TOO often ttus depends uPOn what 

the progranvner wants you to dO 

lather than what you Wls.l1 to 00. 

In fact. the enemIes throughout 
Syphon ~llter 2 are an inconSIstent 
bunch Some will hunt you OUI w<th 
the slnglemtnded detenrunalloo Of a 
TerrrunatOl'. others happily let you take 
pot 5hots at \he,r heads. get angry for 
a COUPle of SoeCOfl(ls. and then go 
back to C!\awng about program roops 

There are a few other 
dlsaPIXlIntments. MenU screens 
could have been produced on a 
IX Spectrum, whIle the IWOI)Iayer 

de~thmatCh mode never real,ses itS 
potential. vet the tenSion. subtlety and 
sheer vanety throughout go a gOod 
way towarC5 I1lOV1ng lillS game OUt 

from UI'lOer the shadow cast tly ~ 
H,deo ~Oj,ma's maSterplIlCe, ~ 

SeveR Dut 01 ten 

TEST SCREEN 

forma' : PS 

publ15hfl' 919 511111101 

Price US 

lIele85e: April 7 

Th. hind T.ser (Ibove) 
is quiet Ind e"tdive 

COO€ 73 



TESTSCREEN 

MICRO MANIACS 

Format PllySt l l lon 

PubliS~tr' COd.mll t ... 

Developer In·hollu 

Price U5 

Re l ea~e OUI now 

Of tht few vehicles 
Y'" jet 10 Iry Ollt, 
only .tskiin, works 
5.IIIIS Ictorily (.bovt ). 
," Iwn the ,'me's .ctlon· 
picked n.lure, the 
others prove loo dull 

As wilh .11 Micro titl.s, the dtlliled 
environments lire dewrly constl1lcted 

m Pdatlng the M,ero Machines 

franchise must have been 

one Of the more headache 'lnduclng 
exercises CodemaStNS has recently 
undena ken. The cars have gone, 
replaced by a selection 01 mimature 

Olpedal contenders (with the 
exception of Maw Maw. who st,11 

hasn'l learned 10 Sland on hiS 

own rwofeeo 
YOur tasks invotve undergo ing a 

series of endurance tests 10 JOin a 
mad SCientist's vIsion of an army 
which Will cultIVate the work!'s land 

before lhe reSt of the populatKlfl, 

shrun~ to a Il360th 01 the,r orLglnal 
SIZe, JOIns them. Thai'S what the plOI 

says, but In all frankness the narrative 
IS of no concern to the overall game. 

AS one Of these elglu dlfTUnutlVe 
IndIVIduals, you race around varIOUS 
urDan ef1wonmems. If you're pla}"Mg 

As with 111 Cod.m.stert titles, p,ol,ession is rew.rded with bonuses. 
Chintes 1111 you'll still l pend mOlt of Ih. lime in multiplayel, thoulh 
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Ellhtpl.y.r r. ces (.bow_) on fOUl joypds m. k. fOI. cosy .t1.ir. You 
h.ve two .It.ck mons, which you clln power up vii the on'pIIlY" IlIm. 

on YOU' own, the Chalieflge mooe 
haS you ma/!;J!1g your way up a grid 
01 IncreaSingly dlffoCult courses­
e!gllt rows 0I1ou1 tlOCks male I.IP the 
envuooment ProvoOe(l you finish In 
the top two. you're free to select a 
new course from the ne~1 available 

r(IoN Fad 10 dO so three tunes and 11'5 
Dac~ to lhe main menu, where you 
find more Optoons. 

AmO!1g Olners, the Wrsus ~ 
can be played againSt tne CPU, though 
It'S far more IntereSting to persuooe a 
few fnends 10 join In the fun. UP to 
eight can play using a mUltltap ana 
SP ill joypaa COntrOls. VS ·eams Simply 

acidS a segregallVf! element to 
the proceedings. 

As Wllh previous MICrO games, 
wlilie the oneplayer op\lOIlS soon 

weakens, the mulllplayer aspKI IS 
excellel1\. though If the panlopants 
are not propertv Dalanced all of the 
stopping and starting as players 
disappear off the screen becomes 
high,.,. annoying so choose your 
opponents With care You're 

guaranleed an obscene 
amount of Simplistic fun. 

Suen cuI ol len 



BIOHAZARO· GUN SURVIVOR 

Tyrlnt m.kes , n ,ppurlnce.1 uver.l points durinl Ihe I.me, but ht clu'ly 
I.clts the men.ce he projected In Rtsldent f~ill, m.ny '.ns' favourite I.me 

D f ever a game were ffiOfe S(JI(ed 

10 a rental $hell IIIBlockBUSler 

than tne fl., I·prlce software sectlOll of 
EleCtrOI'llCS BoutIQue I1 woukl be 810 
Hazard.- Gun SUfVJVOf The lack of 
depth and K>ngevltY of many titles has 

been lamented wllhon these pages­

rlOW capcool'S ReSident Evif offshoot 

surely ta~es Ihings tOO fa r by allowing 

players to complete the game on their 

firSt attemm mere are ooly twO levels 

of OoffiCUI\'( easy and I1O(mal (the 

lanQf being defaUlU, although why 

easy IS InCluded IS anybOOy"s guess 
(the optrOO would be betrer termed 

'extremely casual gamers onty') 
The ease with wtlll;h BIO H8Zatd 

Gun SurviYOl" can be fimshed is a 

crymg StIame, for there IS much to 

(!!'Commend it The 3D enVllonments 

are well reOOered . Apart from 
containing many of the now-clich~ 

Moylng.nd shooting using just 
the lightlun (In prove Irustr. tin l 

Ioc.atlO!'lS of other ReS:denl Evil games 

(sewers, uoderground car parkS, 

offices, alteyways, etCl. they do much 

to (lraw ttle player in_ InoOenta' 

tOUC/'leS are also Included, sua. as 
telePllOnes tIlat trill OUt to break tile 
eelle sileoce, and the occaslooal 

decOfatl\le object that can be Droken 

when shot. The plot. tOO, IS engaging. 

and the developer than~f u l ly decided 

to Drea~ the ~stong monotony tly 

retaining an adventure element­

even thOugh it ooesn't go much 

beyOn(I taking ODJeCI A 10 1oc.a11Oll B 

Capcom has Clearly atlempted to 

answer fans' calls to rum ReSidenI 

fYlilflto a fustperson shooter At 

no palm shoukj the player complain 

that any of the locations suffer t1V 
comparison to itS forebears But 

there'S the rub_ In seeing these places 

through your 'own· eyes, much Of the 

tenSion previously generated tly those 
Ilrama~c camera angles Illsappears. 

TIle creatures which proved so 

men.acmg. such as the Hum~ and 
the t..icI::ers, make a return, DUI tney 

ClO not 1IISt111 anywhere near the same 
amount of fear, and they're relatNe'Y 

easy to klH - twO shotgUn blasts for 
ttle forner and three for the laner 
AOO tile tediOUS loading times In 

between opening ana closmg doors 

reduces any chance of your heart rate 

TESTSCREEN 

FormaL PI~ rSll llon 

Publi$her C~p.com 

Developer: rn·house 

Price: VS.800 (U S} 

The Hunle" take onlr' couple of shollun blasts before u piry .eductJ 
the ttnsion Ind fu r .ctor usodated with the Bio Ht1It1,d brlnd 

raiSing arry hlght/ than When taking a 
rTlOffIng conStllUllOlla1 

weapons react adequately but 

tnought IS needed when selecting tile 

beSt gun for the creature at hand, and 

f'lapnazard blasung IS encouraged tly 

unlimited handgun ammo_ Using the 

oval Shock control ler benefits the 
player III many ways over the use 

of a gun penpheral , as rurnlng QI,. ckly 

and running are clumsy Wlth the 

latter, whiCh rather makes a mockery 

of tile game's subtllle 

Though well recerved in Japan, 

western garners maywelllose 

patience Wltll capcom for OHef,ng 

al'lOttler game that seems more ~ 
01 a caStl-in than a knockout '1..5" 

five DU! Dl len 

Thoulh the liclters look 
impressive, Jt 'ky 
.nlm.tion spoils the 
overall effect Ru nnlnl 
aWIY is not an oplion ­
they are simply too 
quick. You must st.nd 
your ground and blnt 

£DO~' 75 



TESTSCREEN 

HAR ffHCT 

Publisher Eldol 

Developer: Kronol 

pr ice n o 

Release Out now 

. . 
,.~ '" 

JI 

Filurillg out the 
solution to <l tricky 
proble m is elltin" 
pultinl you duper 
Into the l<lm • . Keep 
looki"1 for hidden etues 
in the bllCqlound 

A[though the end-of-Ievel boss 
encounte.s suffer from poor 
balance, Feur EHect boasts a 
suspense-loaded plot which 
allows its m<lng<l -style chi •• ete.s 
to tour <l diverse range of scenes. 
No other g<lme looks like it 

... s the PlaystatlOn's mees really 
IiI beg'n to crea~. it's heartening \0 
see new releases as bold as this. an 
actron adventure whIch loo~s l i~e no 
other 32bi l vldeogame to date 

coming from a baclground rn 
movie special effects. LA developer 
Kronos has focused on ilS artwort 
skills and wilh Fear Effea has 
fashroned a game Ihat. visually, IS 
incredibly diStinctive from the outset. 
It's bU111 ent irely using prerel'Klered 
backgrounds, wtlich I€qUlle shIpping 
on fou r diSCS. alld the oackdrop 

Hithir. ti ne miltic, the effects, CIImerlwork and <lction sequences are 
exc.1 "nt ana l ive more thin I nod to the IICtion movies ollohn Woo 

animal Ions help generate the sense 
of suspense that an advenlllre game 
needs. OVerlay these elemems with 
manga-style characters, rendered 
in 16 colours to al low the characters 
you play 10 be the same as those 
populating the cut scenes. and 
the effect Isn't unl i ~e ta~lng part 
in an an ime movie. 

Beginning In a futur istiC Hong 
Kong, a tllO of mercenaries are hired 
10 locate the miSSing daughter of a 
tr iad leader, pred,ctably, all is not what 
it seems. The lead characters soon 
find themselves inVOlved In a mystery 
that ta~es them through a Hong 
Kong sl:yscraper. a zombie v, llage. 
and a Chinese brothel. before 
reaching a Climax In the pits of hel l. 
It may sound over the toD. but 
thanl;s 10 a tight script and carefully 
managed plot line the resu lt is a 
fully Immersive exper ience, 

Of equal importance is the way 
the puzz les are integrated into the 
plo\. Rather than opting lor an item 
combmat ion system, which can be 
obscure to the POint of becoming 
ridiculous, the so lut ions are worked 
into the gorgeous badcrops. SO if, 
for eKample, you need to fi nd a 

sequence of buttons for a so lut ion . 
you might find it pamted on a wal l 
somewttere. or In a neon display 
flickenng outSide, or maybe ellen 
playing on a teleVISion set in the 
background, This means thal you 
aVOid the need to fe rret through your 
Inventory wttere you might find 
yourself mixing the ginger cat With 

the rustY cog and the tnfle. or some 
such liJd icrous combination wttich 
you wouldn't naturally conSider. 

Although Fear E/ffJCt IooI::s 
great, there are serious gameplay 
fau lts that undermine the experience. 
Fundamentally, the balance between 
puzzle solving and beat ing the end· 
Of-level bosses is extremely Hawed 
And the game's clumsy control 
system ma~es the boss encounters 
absurdty difficult - you actually come 
10 dread the arrival of the next big 
bad guy, which hampers the 

effect iveness of the storyl ine 
In such a beaut iful ly cinematic 

game, featur ing Clever plotting and 
scr ipt ing. such defiCiencies are 
even more offensive, 

Six oul al Ien 



The tnals of a start-up developer: part 21 

Afte r co-founding lionhtad Studios with Peter Molyneux, Demis Husilbis set up his own d~elopment house, Elilil Studios. 
He has squeezed in one mal! instalment of his exdttSive dia'Y but now Clunch time on Republic: T~ Revolution beckons 

The •• I~' 2000 

The start of this yell! has been 

fraught evert by our standards. 

I thri; I Md CII'le day off wll;lIe 

weeks. And thM one WolS rnuch to everyone's 

horror. The recent progress is IIflry pleasing and I 

feel that we're reaDy gerung 111\0 the groove. The 

Wing city 15 now worblg ~ and it's populated 

by people walking around doing their daily rotJMeS. 

rm delighted 'Mth the pathfinding; people change 

di rection mroothly to <t\IOid each othef when they 

IT"OI'et in the street; wrthout that ug'y ~nical 

demo. Nothrng. I toed the second PC. Nothing. 

I spent ha!! an Ilour trying 10 gel both womng. 
EYeryone sat tappmg theu lingers. Needless to <AY, 

you don't keep people like this wafting. JUS! olS 

bands famously throw TV5 out of hotel windows. I 

briefly considered insbtutlng the games rndUSlry 

~alent by sending my demo rrw:11 ine 10 visit 

Wimbledon High St~ VIa five storeys ar'Id a large 

window. Everyone rerTI<1IIM'<I very patJer1t. AI the 

same. I was hugely reliever:! that Herve had a<:tuatt 
been there to 5ee it worki ng before. Eventually 

W:tory wolS.Khreved. This wasn't eMCtty ideal 

only does everyone In the team feel in\lQlve(j in the 

design but they'Ye also come up 'Mth great ideas. 

Thts week, _'ve been worblg on llformallOfl 

gathenng actions. ~ personal fao.oonte was 

~r.r:Iy's SU~tlOf1!of an acbo<1 called COl 

ProsI~ute, ....ttich we thought 5CJUr\ded like 

something you'd order in it dc:xigy !estaulant 

00 Bangkok's Pat Poog Road. 

PIonescope 10rment has UIU5I'd much 

l'l<Citement in the RPG faction in the offic;e. who 

seem to be growing In number at an alarrTunB late. 

The rlUmbef of feo.'l'fed AD&D discussions ~ 

'I'm delighted with the pathfinding; people change direction smoothly to avoid each other when they meet 
in the streets without that ugly mechanical turning-through-90-degrees stuff you see in many games' 

ruminB-mrough-9O-degrees stuff you 5ee in 

many B¥neS. Thq- <!duIIDy look like they're 

oM:lIding people MMan.,.. Mobon c.aptunng 

everything has really helped .....m this. 

No maner how meticulous yotJ r prep.l ralion, 

always elI:pI'Ct a hlrrdware failure at the most 

inopportune moment f'redicWlly, 00 the day of our 

latest rT"OIestone, our demo machrne ~ it 

didn'l ~ke DrrectX very moch so _ had 10 tale \WO 

Pes down 10 Eidos. We went up 10 the boardroom 

and sel everything up wrth Herve, our producer, 

and then gave hun a quid. demo. He seemed 

happy, so we turned it off ar'Id waited !of the ochers 

to pn US. EYe!yone else came 11'1 and I started the 

preparatlOl'l. Fortunately we had made a huge 

amount ci pn:rg~.....m the game. we'\If! erllered 

a very eJI(]tII1S penod ci deYeIopmem that IfMWes 

deOOing 00 the /ICIIOIlS !hill will go into the game. 

Wf!:'re working on a set of aCtIonS that will pn:Mde 

!he backbone to the g.lme and this wi ll be finalised 

by O. We can then cram as many /ICIIOIlS in as 

possible, safe in the ~ that 0\If! already 

Il.M! the COl! game in p0ce. 

I try hard 10 make designtng at ElIXIr a 

coI~bO<ative process and we're having lundltime 

bralllStOn'nlr"ltl 5eSSIOO5 to ....ttdl everyone is 1IMted. 

'Mth a ream fuI ci g.tmers _'d be !Md IlOI: 10 

harness thIS talent and it'5 worted brilliantly. Not 

risen dramatically and some of my best 

programmers have spent days exercised by 

pressmg quesllOllS. Please, can someone put !hem 

out of their rTII5I'I'Y Iroo ratlOn5 or standIIrd rallOn5 

- which are best? I've discovered tNrl Cdrn. our 

~ of art. is in fact a lSth lM MIIglC user, a f>ki ll 

earned during Ns Irve roIepL!ying days down 

ChI5tIehurst caves. I shal be borro¥,;nB 1115 Anorak 

01 ProIedion 10 reslore order 10 the office. 

A couple ~ people have pned us. ~ndy 

SIlmm~lco is OIJr new IeYd designer. A faMllea1 

Angband player, he also en;cr,.s ta~ 10 his ~ 

bal, 10 MIidl he IS devoted. Thq- share a room in 

Northampton ¥Id are Ic::ookrng to rna.oe 10 a sem~ 

dmd1er:l $Ofl"II'Ilmi! soon. No children as yet. 

Dur.can Jones joins us to work as cameraman, a 

role we'\If! create<! speafic.ally for RepublIc: TI"It­

Re.dutJon. To my knowledge, this is a new role in 

the 1I'Idu5try and CII'le that I hope ...... become more 
prev-alent He recently left film school and makes 

music videos. HIS apemse will, I hope, allow us 10 

grve the game a cinernatrc. amb!eno:;e. He's taken 10 

we.tnng a Soviet Naval uendl coat and matchlns 
bere. whid1 r\lf! dlosen 10 interprec as a SI80 of his 

dedlCll!lon 10 the Bame, rather then a duboous 

St.1terneflt of in!ent. 

For us. a! ~~ the year 2QOO is dro!wrr1g 10 a 

dose - wrth E3 00 the horiron and a prl)teCted 

reIe.sse date ci Olnstmas. CI\.IIId1 tme IS upon us. 

rm having to CUI bd. on all ~1Ia1 actMtIeS 

such as friends, free lime, sleep and dianes. Sadly, 

this means tha! thIS wiI be the last dOllY !of the 

I"II'lCt few rnotl1tls. I hope 10 be able 10 contrnue it 

after 0 , but until thec\ aI there 15 10 yY is !hank 

yotJ !of reading the diary and I hope you'Ye £ 
enjOyed rl as much olS rve enjOyed writing it. 

aMI£' 107 .. 



CHOICE CUTS FROM THE VIDEOGAMING VAULT 

OUT OF THIS WORLD 
';s Eeor Effect (s_ee_p':76) bringi.Lnew graRhical style to the PlayStation. Edge looks back on a title that did the same to 
the 16bit scene. Rarely has the combination of head-scratching and screen-Qunching been as comQulsive as it was here 

Bt.stincw" " fr.ntK .tt,i, .t times.. Keepin, the finlt. down on the fire button for" short time would (~Me" shield to off ••• limited .mount of protKtion, 
but tM more inttlliCtnt enemies cOtJnle,ed this .pproach by cruting their own shields , nd pokinllheil CUR throuth youn - " Hriously p.niclly p~ic.menl 

m ~~11~~~::::::"~= 
its ~ dIaLIeng""8 p<OOIems ~ put the modem 1Mt-pvlog antn 

01 ""'~ CroIttl shame. Ves.1hs 1t"Tl"-~ on ~ 1Ime...hen 
progress ~ ITWII!nrtIon and a IP..p 01 faoth. l.(eolllv. It ~ ~ 

The "¥\II(. ~!mm a bw.I dam ~ ctI 007Ws ~ ft.w. ;so; 

did !he dew!r eIrnr.aIJ;)n d an I!JleTJy on !he Ie.eI below by ~ dc:w'l 

• mNI Bklbe...t.dl Vlowo!d Ilrs ~ Eq.IaIf WdabIe was the lM 01 a 

~ whd1 ofIeed ~ M, Weld and superdIarge modes. 

Not SO Iofd,o le. iO!I F~ffi _!he I'orIdred$ 01 dMh scenes ~ 

had 10 loUfIer on order to progr6S. s.uch was lIS ~ on tact. 1hat 'IOI'rle 

~ oIlhe same 5eI!Il'led to ~ the gamep!ay eqo..w.!ient 01 ~ a 

n'II!IaI ho::lo!:> ~ a p.lrtICuIorly cootorted, ~ (harged poece ~ 
of'MI1!. FrustrallOn5 that.....:Od rot be toIerdted todiy, of OOUIW. 'L.5 

The vlrlety of prtdicamenls 1IIIIIIero COnrld found IIlm"lf In wert one of Out of This 
Worlds delights - tile need to see wlllt lay around tht ne~t cOflIer kept/layerS coming 
bKk for mOrt!. etutiful realtime-rendered cut-Kenes broke new groun (above righl) 

Traverslnl the glm,'s environments tested Ihe patience of even tile most toleranl - making tIItst pi~el-perfed jumps WIS tricky first attempL (f\lshinl by tilt S3rd 

Publisher : various Release: various Developer: Amazing Studio Fo r mat" Various 
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EDGEVIEW 
The videogart'l.es w orld never stands still. riding the breaking wave of advancing technology. In this regular column_ 
EdIt: Quts the industry~rogress in eerSRective with a look at y~ear'5 headlines : five years ago this month 

D he ~ IIlW5Iry 15 packed 
to buBtng wch I~ 1«15, 

but consoder 1hIs one: ",hen Ed,. mec up 
WIll! AI'r\a.Dn8 Studio to ~ Heat Of 
~ on April 1995, the company had 
already been woOOng on the tl1Ie !or thrt<! 
~Il: ~ took another foor yealllO mIJ~ ~ 
10 rn.Jorl<et. Qurte a led! ro. a beIow-pfr 
platformef decofated wdh FMV IIlITnWl8S-

SuI IMt ~ JlS the ~ srory cA 
l W , k!side. rTICn' speoJ.mon _ 

gMhenns ~ Tf1) Hawbn$' 300 
succe5SOI', M2, whod1 was !epor1ed to be 
cap,lbie of geoeraung a ~ 
700,000 polygons pe<~. (~ 
seemed IOf a whi .. that the IlM could 
mostell'! many I'UITICIU"'S pe' issue, too.) 

Meanwhile, in aOOli>ef ~ story. 

Alari's ~ CO ..:Id-on ~ to 
bmfIlhe delights cA lad: NrlJtM' C).be' 
Col MId Reao¥oft's Drogoo's !.OIr 10 
~ d the Ionnat. whod1 no doobt 
ensured they slept _ at rught 

PiaySt.lbon 8"~ aeabOO and the 

difficum fiKnlglhe European dev scene 
KCOUnted fa £20'5 fe.ltuoes. while a 
~ four lItIe5 ~ in!of.­
But ~ INst NoIan 'No! AttuaIy The 
Fadler 01 ~ 8u5hneI ~ 
go! a look 111 ~e. 'l..5 

1-
I Ultra 64: a chink in 
--.:,. Nintendo's armour 

..... ~- I , ---

CJodo:wise from top left: Nintendo's NrIy IlIO-meCabit lame limit aut" 
a stir on the 'UItf. 64' de'f scene; the trusty Edtt' ~ Jt'b .notMr 
airinc; PC HetNf Of DattrIess; 'UItf. 64' ~ coin-op Kill61nstinct 

Did t hey r eally say th at? 

Nolan Bushnell. 'The 'she's' represent a Vf!:fY iIltefe5~ng 

owmunotv for al of us. ~ II,Im5. out that I1t1ln~ rYl! KMti 
fit..ired rt out" FernIJIe g¥IlM a~ stiI wallmS. NoIan 

Old Ed l e r eally say that? 

'Those irrvol\ted ..... 111 the IHeart Of D.Jrkness] p<qea do Sftm lIffiuioe+( 

en~ 10 I deg~ unusual e.e> in the e:otabIe games community. 

IVvIlg seen 11, Ed .. CMl under5!and vhf. Oh, sudI IoCIIadIng ~ 

Testsc r ee n s (and r a t l n8s) 

A:1nzer Dragoon (Satllm; 6/10), l.osf 

Eden (PC; 5/ 10), ~ (PC: 8/10), 

Kikr InsMct (COI'I-QP: 8/10) 

PIXELPERFECT 
Eve[y_gam~s occasional moments of !iRarkling excitement, be it the first time Sl2eedbol/ booted Up-. or comRI ting_ 
Sabrewufl. I:lere, Gary liddon, managing director of Climax Fareham, recalls Taito's deceQtively...d«P- game of sp..h.e.r 

IT.!"I ~, was 'f'OUI'I8. ...tIe"I I was INm stupIder than , am now; ., 

L:U amanr'I£I ~ 01 ~ sat me down, booIed !he C64 and 

stanl!d me playing BubtJe Ik:JbIW I didn~ get up ~ fof foor momhs.. 

Photorealisbr; 20 MS !he Hot,- Cr. bu1 BubtJe Bobble tool< the 

audaaoos step oI looO:ong rubbish. Unlike Its ~in& milior>­

~, 102~ilrey peers. &JbbJe BobbJe played ~I:.e a dre.lm. 

Controlllg Blb Of Bob, I\W 5IN1~ mocous~ 

donosaurs, Ir~ 100 screens of eo:eIIendy paced ~ was !he 

@lid goal. Eadl ~ was a mastm.J concoctron of a few pIMforTr6 and 

~ ~ To",,", SII1lI*1 encase yoo..-Ioes ., a bubble and 1hen pop 
lhat t...bb(e to kJ 'em. Easy peasy? No( rei!Iy,~. ~ II.IIes for 

bubble-to-bubbIe .,teractron, powe!'-up5 ~nd ~ bo..IbbIHffectIng 

a,rf\ows romboned to lnilke an incredibly 5UbtJe and fun game 

~ amazed me how a few sompIe elements of almost reneciaI 

~ could .u.eroJCf to produa sud1 nch and o:mple>: ~ 

I ~ and IIJnked e.rie- toraG about AI ~nd WON agaon .., I r-.ew 

I9rt 0ItlI!f games I \oo.oed sudllI5 BouIderriosJ'J and Super Mono BIos. 
Despte this 1niIS" me. ~r>g mud'! more th"n enough. the twopIayer 

g.!me sh ined bngluesl Fdty millllteS 01 I/1tense coocemr<Uion and 

OJO!)eI.won goc J'OU tIYoogt1 to !he @lid ~ After bo.hbIi-18 up to the bog 

~ brvte" broIhertv v.e ~ i1to "" ~fUeIed 
__ 10 see ...no could pop !he m.I bubble !of ONE MI\.1lON POINTS 

(10 be chorIIed .., a Or Evil fT'IoJMe'). I '-" , enough wtIfds 10 ~ you 

m.rt the ~ of ~ swee!S, B¥on 'bl BIubt>!I, Of 2O--IeYeI 
slop parasols bu1 l<!ke my w::wd lOt ~; BWbIe BcbbIe alnilze<! 

then ¥Id ~~ I I does today, and I know 'cos I ptayed it yesterday. 

'r ' 
' ., 

- l' 

Cary Liddon . nd his 
bubble-blowInl f_ 
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one in the eye for sega 
Iap.n; 5eg<l1oJ5 rmde dN< ItS pin to use <Is """" ~ 

de\.u as G weiIf"JI' to r,ea ~ into IS he.Mv ~ 
~~~The~-~by~ 

4IS 'tit \/oQIId's [r.;t ~ ~ '<'Ideo Q/ImI/'d - 15 apabIe cl 

~~65 ~d/ocJtago! b ~I'I 'wieo 
"".,. ¥Id ......... t<e 1'5 ~~ 1'1 ~ 

~·s J.Jp.1nese ~ Web SIte has ~ IrmI 

....-.me! pro-rises .....:I ~ renage d ~ts ..- sn::e lIS 

I&..rIch. New ~ net< Web 5eMCe ..... be ~ by ISAO in(. a 

"""" ~ br...c.. '" ... use doni eopand tr.t ~ r:I 
~ The bdl d!he .... IS ~ he-/IIdtod by Se&a as 
tr~ IXIdy's 1V g.l<'I'It ~ .nI neIW:lIIr. COOYTl5 w 
the.....men ...ad .rd \O'lOCe IlIO ~ enIIfett rw.o world d 

neIWOfIr. ~ and ~ M CDmI1'UlIIIeS. 

Sound IS re=dt!d v.l a helmet moc, for hanojs.ffee UIe, ¥Id 

Ifie$ brod:Iond ~ This MlllDN users to Gal 

AIona ~ Drurneye, ~ Mo 
~ twoolher "­
Dreamca5t ~ah at the 
event - an MP3 pIrfef and I 

karaoh mic, which will work 

with I dedic.1ted ISAO seMce 

11. BKI£ 

(out there) REPORTAGE 

ochers .nd >h.lre perwnaI \OOCI! and 00e0 rn.W and p/'o:Xos ... 

rY tnlP:. Sega IS also pItII'I"It5rl8 I .m'tnr <in!ct ~ 

I'U'I"ber ~ '<'Ideo dial (TV ~). Allills yetis MiIoa 
~ a deno __ perbme::lMh Sega Pf"\de"f 
Shc:xtwo ~ - W IS psbmance 5Inwed mages N 

...-, ~ YI"IOOG1 nor espeoIIIy dear. 

A baI!ery p.1dc c.1 also be tKted 10 *"" 1h! ~ 1nl. 

10 be ~. J!ni ~ few pnes M be c:ompaIibIe, Sega 

say!' • WI be posst:.Ie 10 transfer ~ cil'oman face!, OO!O 

ga'l¥ dlaractets. You may '- heW 1hos ~ bette. 

ISO'. is also pIamIng a large opIaI !be neIWOfIr. ~ 

.. Sega's ~ and .Jorypck ~ aenIreS in Jap.n 1hs 

bad ~ .... "-' NI p/¥r5 can rot <rlf pIiv ag,lO'I5t 

one oct>er v.IItwllhe .ude b..I: ~ lNa:s in ocher ~ 

Plans are ill!£> berIg ~ 10 link ~ Ore.¥ncns 

wm arcade 0!fItre5 re<! I'M 

The Oreameye IIiIrdwa~ is 

lIS ClIIe es ochef 0tNmc.lsI 

poeriphtrtls from Sep R un 
be uwd stF*atdy!mm the 
console 1hroush the ..... 01 

an optional bM baMoy pack 
N.the~.~~c.tllwith 

lrimajiri-$an in Milia wu rondtKted (above). A 

i>fesentaIion Iko ofI~@d ~ !MS kw the I.IOit 



5ega keeps swatch over cyberspace 

Japan: As cI!ici.JI cybe<5pitce timer (whod1;s ~"' 

Swdtdl be.Jto;), ~ I; 10 tmg its Be.lt k.ce<;s 

t~ to Seg~_ The colt>o<afun ...... mean ItIiIt 

CIreart>::.Jst ll5efS C3'l ~e:he """" time (Ne( the 

Inteme!. <Jnd me<;'! ~t ~ preose ~ on COITIpdttIIe ~ 

lhey wiI ~ be ~ 10 access home pages ~ 

L9>g a Sw<ndl w.:nd1 WIth a sp!'<laI <':XtenSVn. There ~e 

lIW models: one I; rl5efted in the ron!roler as a f'I.IuF\ru 

Pdd<, v.tOIe the secor.d ~ on the desk. 

The 1tWd ~ 01 Dr&YnGls! passpo<t sofIw<Ire ...... 

nd.ode the SwiItch ~ and iJIkM. the m ldl to 

5efId aod ~ nfwna!J<n In !he future, Swatm wants 

10 ~ ~aI models, rrlx'ling ooe IM I; 

~00Ie'Mlh Sega's ~arc.xb In Ihs ~ 
ll5eIS ...... not Moe to ~ c.1Sh 0/ tokens bec3u5e credit 

M be slo-ed 00 the watcIl. 5inIaftt. there are ~ to 

rmke the SIC<e'> r.sde Sega's theme p.lrb ~ 

'MIh the o.nt The...-m is se! to b:1 011 in ~ arod 
...... 0051 between V15,oo:J and V20,00') (£85-£115)_ 

TUnes from the Tomb 
UK: Nathan McCrH and Mltt Ke"np. the <;OrTlJXlS"!'S 

~ fa( the muso:.lI SCOfl'5 oIlhe 10mb Raider 

games. are k:d:.ed in ~ WIth p<!,atmOOt Studios 

in !heir bod for the ct'lIIrad for the ~ ~ 

stae. SIu:b1g 00 the fkn begW'ts " mree ~ aod 

d shooId hot ooemiI ,;aeeos beIo<e CIvr5Im<ts 2001_ 

~, vd10 foo.n:le<j Moode ~ in JUy 

1998 after 1eaw1g Coo'e ~ I; o:dIdent 01 seari1g 

the de<!. , think Par<llTlOOJ1t ~ !hat the ~ 01 

the J11USic IS one oIlhe ltw>g5 m..t Mo; ~ establish 

the huge fob.w1g fct 10mb RaIder: he da!r'r6. "The 

studio I'OOIS 10 ensure N filf'tS v.ho ~ the ~ 

erp; the same sort of ~~ 

None 01 the 0IignlI rnusr; wiI featue "' :he f'In\ but 

the SOJf'e wiI Keep tM bIerd ct ~ <md mcxlem 

whod1 rmde the tnI g¥T>e so distnctJve. As a doo.bIe 

00nu5.. Meode is to ~ • m 01 lIS most irnpo!t¥n 

wor'<. rrlx'ling tho5e haootng dasso whod1 

complemented liIrls Ir5t ~tures. 

Paramount made a big noise 

whM ~ signed up Tomb Raider 
(aboYe), and ~ may retain 

authenticity by bringing N.lIhlIn 

McCree (right) on boolrd 

Japan communic.Jtes 

with SWtzer\llnd "'" 
a Swatch-DrelllTlU5t 

wireless coopling 

(abeNe). In <><.Idition 
to its DC -wmJWible 
willCles. Swatch has 

d~a~~ 

edition ron~ (109). 

The watches talk to Des 

via one oIlWO types 01 

intefface U!l~ (Iar left) 

UK: Loog-sighted peq>k.m 

~ AIrpLy{~ firs! ""eIess 

cootroler for use wrth P'.lpt..JtlOr\ 

PS2 ao:J I\ucn lhough no! 

compuIsay, the ~ lets 

~ rornpeIe Iran a fUI 25 

feet ~ Iran the coosoIe 

'MtI"OU! message interleeoce. 

~ also fearu-es prog!ilrT'IrTIabIe 

buttons, q.W ~ and ao 

~ standilrd AA battery life 

of 50 rn.rs. LIrrIco'tumeIy, !he 

pe!llheral oIfe.s only ao analogue 

I'l\'SIld in its Nu:>n ~. But. for 

~~these~ 

are ~ .,.,;t!l ClITer"t 

MuI!rtap te:moIogy, bJ.Jsting 

~~. 

.. ~---
', ' -.:...:-.-

,.-.-:0.-. :::-.::- ... 
. '··e_ 
o ;. -.- •••• -- .. 
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Is the \e'Ievision being turned 
into a Skinner bo~? The next 

time yotIff:: fed ~ series 01 
options, think about ......hcJ is 
pressing who5e buttom 

(out there) REPORTAG E 

1V I¥S Spyon you 
UK.: 'olter1lCtlYe teIeY!soon in the home is 

t-lg likened to behiMooJaI ~ 

conducted 00 rats to,. BF SkJnner, 'MWe 

~ Me enllCed to,. the pr05pOO 01 

home stq::.png aM games. ~ IS ~ IIW 
broadcasters are 00sv seIng thei" ~ 

poN!!r to moniIof people in the home. 

, can teI you loads ~ ~" baRs 

one ~ anafr'st 'O\angr1g chvvleIs, 

seIe<:Mg rert4iI1 programmes, Ve.wlg t>-owsing 
tIYough nter~ 5IIe5, allIW kn:I 01 sruff we 

can trad. &e!y Od<. we "'" trad." 

DaYicI Burlie, edito< of v.me Dol, a 

p.bIic.lOOi1 ~ to teIevW> ....,.,.,;"g. warr-6 

that 'teIeg<apI'ocs' ...... be ~ no! I:rlv to ~ 

infonnirooo but food ~ to the w..-

in an attempt to strl'IlAate particular r~ 

'£very !me I ~ 01 some ~ ""'I 
inter~ TV could v.OO; to control w..­
~, f G!~ ~ the COI'I"Ip<I('II irwfo.oed 

aM foo.nj !hey ...ere already ~ 00 it' ne 
says. v.me Dol aM Privacy 'oltermtional btxh 
warn that., Britain the coIecI:ion 0I5\.Id1 

rlfcmIa!01 is no! iIegdl They have caSed 
h a oo,.:oa oIl1teractive leIe-,;sion 

Datam::lnitct, a rT\a!keI i!!'IiIIysis ~, 

has reIea5ed ~....nich ~~ 

inter1lCtlYe TV is se! to I"oa=e ,*~, 

predcting that to,. 2003 the digital home 
marke! v.;tI be worth $37bn, 'M\h one in fr.oe 

households hiIw'og ~ to 5\.Id1 ~ iItsI! 

'MWI.spj'inleractive.com for more 00 Sp; TV 

DiscoIIered: WOI1d's first game patch 

UK.: Edp re.>der Stephen Knot! Ont'f 
","kes. c;ootribuoon to thr; month's Out 

n-. to,.~....rut hoe ~ to 

bethe~ v.oMs first 'game 

patd1' - ., reaIit-,- a MstiIv photocopoed 

*"*" 01 paper ActMsio:'l nrhled 'Mth 
.... AIari IrCS ~ of Gha5tbustefs, 

SoIicktr.e ~ware rTI1Iy still be ., use 

today (prw be for ~ 

GoIdenE,..), but soItros ,.,st don't ~ 

custoo\er ~ like thr; 1nl more, 

.. 116 £DO£' 

IMPORTANT!! ! 

INFORMATION FOR PlAYING GHOSTBUSTERS 

PLEASE FOllOW THIS PROCEDURE:-

When vou ~re slimed ~nd vo" have to go beek 10 Headque.lafl (flu hi"g 
9reen bloc:kltake vou. Ghostbuster svmbol straight bilck and piece it over 
the IIUhl"g G.een block. Now move VO<lr jov~tick in the down position 
a"d then p.ess Ihe firing bunon. This i$ the «I.UJ:!<t l"OC!ldU" and the 

""me w;tt contin" .. , 

QQ..!\l.QI ".ess the fi,ing OOl!on while "roen blOCk i$ fluhing or the " ,me 
will dIsappear , 

O:O..l!IQI press the l; rlng button until you have mov&d the GhO$tbusters 
$ymbol over the flashing block end vou ar. holding the iOVtitic. ;n lhe 

doWf"l position 

ElIIJOy GHOSTBUSTERS 

DataStream 

Sega'. estirnoted ~ IV:! 

loos le< the ye¥ 1999 to 2(:1:» 

'"-
~ ""'" its pno< IoR!c.N 
of . YI 9.sbt11oss: 117 .. -
~of~ye.:lfS <;eg.. 

na. been .. the red : ..... 
~',~b"easfor 

dorT"oe;ac """"' of ~ in 
the~.,I,\afd>~ 

5eg.l',~ est<nate: I.t m 
EiOO5 ~ loos t:..foo! tu 

;:, De<:e<tb!r: ("" 
EiOOs' ~ pmIit ~ ye¥ ¥': .,.,. 
NtnberolWi'll S/ffieI ~ 

~~Edos ... 

suong bur lour DUI of lift 

&!os" ye¥""""""'" ~ in 

~ le< the tr..... <IU/ItcrS 110 
De<:e<tb!r: 16 per_ 

~'l'f"W.oo""""" 
~aaMlesboj 

E""'P"OO """"""'"" .. 
t9ge :S_ 

hn::u>t ~to~~ 
.. 2003 MIon 
Ntnber of copes of TIle Sim 
(abo-;e) o;ci1 ~thetr.re.. 

"'""""afref .......... : ll~ 
NI.ni>er of Geld£! chps IBM 

na.~b~" 

~9fiIem : lm 
liJIaI sui""", -.. 01 MiM 10(() 

~ .. camc.: 7,1)4 SOfII""" -No..nt>er 01 ~ in 

atterrln::e: 6n 
~of~ 

~: J,5n 



"­• =-IIIIR 
" , "I ... 

(out there) MEDIA 

Broadcast 
me Noise Macle By PeOple 

w.'" 
Residern<; 01 SheftieId', r.:m.. for 

~~~t!>e 

/JI..IdaciIyol~a~ 
W1g~~E!roodc-..st 

I>Tdr' 1*rl1i"ft ~ ~ 
aod IriJe !heir ~ ~ but 
lhero;ru-,d,~~ 

meI<::O::. Ms rr>:::<e" 0)I"I'W'r'I0(1 

will> ~ or Boanls Of can.di! 

IIW1 04sis. ~ "' 
It.. rnanno< rJ 7Q; nI<rneKi.>JI 

aba.o: the ~ 01 ro.de.lI ~. 
b..o: ~. sleek op!lrI'rlm 

"" """'"' The Great Eastern 
Chemikal Underground 
fue DI'!gados .... n~ more 
feted for m.;, """" n ~ 
Mogi<ai ~ Arab S1rap to 1his, ther 

""'" ~ Iobd. Nn b ther 
""'" oIIabIe Ic-fi indie pop, bu: 
!his !hid ab..m o;hoUd o.oer\IJn 

~ Woar; stmg< ¥id bross 

"""""'" .... -­~e melodies, ~ ~ 

IIOOSS • new str ... 0I1cl""'-"'<:. 
\tl<:ak rmOO tq., tu <leIic&e no! 

te.bIe. 'Song; "-"8 out 01 
keoy/remind me 1ilat rm 1Iw,' "'8< 
~ ~ C<l '¥ b;\.Jy' 
..,!ermg to ... "'81'" grasp 01 
!t'rnIity.~"oawIy",,~C<l 

• recad 01 r ..... gb:'ooo; 0'IIr1'I.><)' 

Fila B.ralIIIIa 
8111Z11if\eBt1on 
Kudos R«OrdS 
An ~ ro rTlI!dio ottenIion Mo; 

sem !his dance rerri:o: ci.o """"" 
~ rooIed to the lXIdergroo.nd 
S<:tne, despite sD: ab..m '*-' 
~ rT'O'e than 60 lrm frm1 
• <ispoc~ _ ~ Here, 

1hey ~ 16 "'!heir be5I 
...m.esC<lltl!ti. ~ 
~ tIo\QD)~ From 
~5~~ 
'CMrbng Up fuew.#:S to MeXto's 
'Lows E4m' ()' i.wrb·5 'Cottct1 

Wed remi:o:, the t.oo,o. rarely "". 

Itm:RNET 
Site: Net Baby 
URL: www.netbaby.com 

Cult tor' ~ is !.pleading. Yoo wiI be hgM!n 

!of tt-ri:.o:1g tNI Ne1baby is Japllnese. ~ ~rly Ms 

ill tle MIhIarI:s of ~ ru'ture that prrxh:ed oom 
I\::Ikemon and Digrnoo -~ ~ ~ nead, 

o.::mpIerety useless. YeI tilts creature ~ from !he 

ITWld 01 a Swede. Consult the Ne1baby Web srn. .nd 

100 C<lI1 meet Diggef (po:tlred ~) and ill his 

I!iends. They nd.ode SIad:ef, ~ CA1 and 

Copemo:u; - "" ootc.lSl iIIIIChoI:.e. VIh.lt ete? 
~ wiI seI yoo t>.>d< l35 aod 20 ye.n. 

SECRETS OF THE SAGES 
r.s! tOOg; FIsI: there <Ire 00 seaeIS ~. hstead, ~ 

are " te<View.; IWI1 ¥Ot.Jnd 100 RiIstry i>sder.; from 
Pe!er ~ creator of BIod Ill'hte, 10 Nn!endo's 
ShIgeru Mi,tamo«l. aod J.ly srety, S<!OIOI ~ <!Oginee< 
at V""", SdtwiIoe, OeJl(:l 01 Hdf-Li!e. 'Mth scores 01 
~ they joon Marc 'iaIIznwl to offer ~ 
<.n ~ from de5ign 10 progr.m'lllling. <'II"tif.::W 
1lteIIigence, Mt, arwrntJm, tesmg ¥od IT\iIIketing. 

SaItr.rn.Yl Ms CI:lI11piIed !he _ 01 ~ ~ 

!h.n IM!fY seIf-<espeOng developer ¥od pro<iJcer WCtth 
theW salt shcUd kno.v. Bu! lis IU ~ ~ K you'", • 

~ games designer 00 !he ~ of the 1I"Idus!ry, 
the bed wiI gM: yoo a feel 01 ",holt makes o;orne ndJStt'y 
bogwtgs trl. but ~ speIs DU! • k;t d ~ unvn:;n ~ 

1(, ~ to be reminde<:j tha! SI'¥u Mi)tarroto 
~ that "rmb-lggames /wo shoukj be a~, 

pnrne objective. But II's nct P'8 ID ~ yoo ~ 'PolIO' 
>t\.Id; .., ~ cre3tive n.rt As. history and MIiltOmy of the 
gamt! de5ign ndJstry ~ 00e; we( oIIering a ~ 
v,oo', Woo 01 estdbIishment m",~ But thts tome 

is new one )W1 nM to pick ~ again once ~ed 

SILVER SCREEN 
~ is the new voic<: 01 ~ She SIaOdir1g tal 
00 !he ~ of giaolts Ih Wlllam ~ aod NeiI 
SI~ I'oith thts Slartk>g debut. DeIiYering I'r'OOte 

than the uswI f<Ye cA ""<Itm aod W1U.JI worlds. ~ 
e>:pbes tunan ~ oM ask5~ 
~ t-...rn¥l COIY'pJtef intelgence is the ne>;! 

~"ITWl',~ 
Genius hader Rc7y Croft believes ~ He ~ hi< 

[Fe ~ ¥Id Wltm.Jtely c:onnecred 10 rnachooes, ootiI his 
9.Idden 00.111 ~ deep n corrrnor>e 'Mth the mo5I 

ao;t.,.aoced.rtif'rialint~in~-901.~ 

<.le.lm sp.3Ib eo<en1S tNt chaIenge heroine cYCoooefs 
beieI in IlItifmI nteIigence <tnd ITl<IKe roe< questo"l the 
boo..ncIiIrIe!; between rroo and ~. I-1is doses! m.oo 
<tnd ~ ¥od with a 'merno."i like a fiIe~, she 

o...ctes nerw..IJng ~.rite< ~ <.le.ltn to 901. 

The plo! twists nimbly from COIlSpOfaty ~ to 

rmd ~ tryI1g to keep it!; sense oIl'umour v.t1iIe 
going ~ ~rle~ ~ rrl41 no! be 
as semirnI as Gibson's 'Neororrnncer' but Robson 
~. roew<.lef<lUl1., the genre. ~ oce 
i1teIIigent OON rt's I(> to lIS to deode....n..t th.Jrs 
going to medii. ~ a r.m ~ to foIa.,;. 
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VIEWPOINT 
EXPRESS YOURSELF IN EDGE - WRITE ID: LffiERS, EDGE, 30 MONMOUTH STREET, BATH BA 1 2BW (email: edge@futurenel.oo.uk) 

O agree in part to Stefan 

Mytilineous' claims 

(Viewpoint, E81) regarding 

E'xtE'nded de\lelopment moving 

from P$X 10 P$Y. The biggest change 

will be the size of the project. A lot 

of ideas have previously beef1left 

out of games because 01 processO/ 

resllictions, but these ideas may 

soon be incorporated. Details such 

as water being absorbed by clothing 

- how much water will it take for 

those clothes to ding \0 the body. 

and how long will it take to dry? The 

more small detail there is, the more 

loose ends there are 10 tie up. 

Greater processing power 

creates greater challenges. 

SquareSoft and Namoo will 

doubtless double their development 

learns to squeeze all the potential 

out of the new hardware. The 

difficulty will be laced by smaller 

coders deciding how much to 

invest. The extra skills needed to 

code for P$Y are not beyond 

technical limits, but development 

teams must expand, with higher 

costs and risks. 

Kay Muhno., 

via email 

r:1 eople have been complaining 

LII 'ately about a lack of 

interesting arguments bar the 'my 

computer's better than yours' 

debate. So how about this: does it 

not piss everyone else off, that if 

you want the best racing game 

around you have to buy a 

PlayStation (for CD). If you want 

the best platform/adventure game 

you have to buy an N64 (for 

Morio/le/da) . lf you want the best 

arcade games you have to buy a 

Dreamcast (Ior Crazy Taxi, etc). 

And finally, ;r you want the best 

multiplayer experiences, you have to 

118 £DQ£' 

buy a PC. Does this seem unfair to 

anybody else? It agitates me that 

since there are a lot more hardware 

companies in the market these 

days, you ha~ to buy at least two 

machines just to be able to play 

good games from different genres. 

What happened to the good old 

days of a simple Nintendo vs sega? 

Tamer, 

yia email 

But spare a thought for how 

much worse the s.ituation was 

when Dragon 325, V1C-20s, C64s, 

BBCs, TI-99/4A$, Aeom Electrons, 

Lynxes, Ories, Alari 8O()s, and ZX 

Spectrums roamed the earth. 

provide one of the definitive 

gaming fixes of the year. 

I ha~ to agree with Mike 

Montgomery with regard to the 

FIFA (insert year here) fixation with 

motion-captured players replete 

with nausea -inducing camera 

changes. However, what can be 

w rong with giving gamers the 

option to choose their own camera 

angles, fl ight-sim style? The choice 

should be up to the end user. 

Imagine if everyone was forced to 

listen to their music on one set 

piece of hardware - where's the fun 

in that? If user-selectable cameras is 

a game play issue the Bitmap Bras 

'Games dealing with emotions will either be the 

stuff of dreams or become a niche market. The 
beer-swilling masses Will be content watching 

Lara's arse sculpted in a million polys' 

D read with interest the 

Prescreen Focus on Speedbol/ 

2100 (E82). Just as I had concluded 

after visiting Bitmap 8ros Web site, 

the long-awaited title should 

could always adopt arcade/sim 

modes a la cn and have the best 

of both worlds. Personally I found 

the tennis-ball eye shift 01 FIFA to 

be annoying. but why not give the 

player the power to toggle between 

cameras centred on team members 

as they move? 

lames Pickering. 

"';a email 

..., ow pleased was I when in 

W your Retroview section (E82) 

you printed as you say the game 

that came years before Tamagotchi 

(Little Computer Person). Well now 

that you have printed that, maybe 

you 0 / anyone of your readers can 

answer a question that I have 

w anted to be answered in the 10 or 

so years since the title's re lease. 

What on earth did he do in 

that top room? 

Yep, that's right, it's a simple 

question, but one that I need 

answered. (To jog your memory, it's 

the room next door to the piano -

which I assumed to be the attic.. He 

went in there an awful lot and I 

remember him staying in there for 

hours on end when he was sad.) 

So it's answel$-On-a-poSICard 

time, or it's a case of dig up the 

programmer and find out, because 

I'm dying to know. 

Chrislock, 

via email 

It was his . . 'special' room. Do any 

readers know the specifics? 

O magine a persistent, eve/­

growing online world. A world 

with staHra~lIing capability. In this 

world you could play an RPG mum 

like Ultima Online and live a life you 

choose. Vou could go into space 

and become a freelancer like in 

Priva~r, or be a regular guy with a 

job who goes down the pub. You 

might play some pool or watch 

Unrf!<J1 Tournament on the Tube, 

betting on the outcome with your 

fellow drinkers. You could even be 



a war oorrespon~l covering ~ 

skirmish between GOI and NO~ -

which is beingloughl OUI by two 

people playing Tiberion Sun online. 

This online world could be a 

Iree·lor-a ll developers' playground. 

EA oould give FIFA 2000 online 

oomp~libility with this world. 

Gamers who buy this game could 

pl~y online .g.inst e.ch other. 

Gamers who don't buy FIFA, but buy 

the online world, could attend 

m.tches (.s hooligans if they like, 

but they could be arrested), w.tch 

it on TV in their virtual a~rtmenl$, 

even bei on lhe outcome. Racing 

games, dtathmatches. wars (CNN 

on TV), Rl'(;s (they can take piKe 

on this world Of the worlds 
surrounding it) and _al more 

genres could fit in this persistent 

online universe, where Lar. Ooft 

lives in her mansion, where Duke 

Nukem sits in a bar drinking beer. 

Wouldn't it be lun? Maybe Elixir 

Studios' inlinite poly engine will 

make it possible. Or, il nothing else, 

it can at least populate it wilh 

inlinite monkeys. 

X.nder l)elentje, 

viaem.il 

You should get • }ob in game 

design. (And men start beating your 

he.<! ag. insc. wall when it becomes 

clear JUS! how ta';ng realising. 

dream such as mis would be). 

rJ our mlg.tine is the best 

.. when it comes to a sober 

viftV on computer games. However, 

Ilound your article 'DeYelopment 

Heir (Eal ) WH spoilt slightly by the 

odd choice 01 dflwings on ~ge 

65. I found it off-putting. I sinterely 

hope me best d~ 01 Edle are 

not numbered. 

D.vid 811, 

vi. email 

You know, it's becoming 

inaNsinglv diffiwlt to lell whether 

some 01 you 101 are joking or not 

r:.I ames that include emotional 

~ content are seen.s the way 

forward by mall'(, bUll can'l help 

thinking noth ing will come of Ihis 

idea. Most console owners are male 

teenagers through to male 20-

somethings. How mall'( 01 them 

coote,"ing the new console war is 

how the graphics look. After ~ng 

PltyStation2 saeenshol$, 5eeing il 

being played on TV and speaking to 

someone who's played on the 

machine, I am nOI impressed. The 

technology inside is probably 

revolutionary bUI how elfe<tively is 

it being used to templ users away 

Irom the competition? 

The lNIin pull 01 any new 

'The main pull of a console IS how advanced it 

looks - normally demonstrated by graphics. 
But PS2's don't look much better than Dreamcast. 

Are graphics reachmg their pinnacle?' 

.ead books Of watch films which 

deal with love or friendship? How 

many are likely to purchase a game 

with these themes? And where lie 

the software houses that ~n 

produce such games? There haven'l 

been any games yet with these 

themes. Even 'Bambi' has more 

emotion than any 2D game. How 

will companies let the player 

expres§ an emotion to a compute.­

generated characte.? Press triangle 

to cry, P"ess square to smile? 

I predict that games dealing with 

emotions on a level with films Of 

books will either be the stuff 01 

dreams 01' become a niche marltet. 

such as Ja~nese mecha wllr 

games. The bi.d-puJling,. beef­

swilling. football-loving maS§e5 will 

be content with watchinglara's 

digitalarse sculpted in a million 

polygons, bumping into things in 

her uniquely unlesponsive lashion. 

That's love. 

L Piper, 

via elMil 

,., ne thing that people have 

~ forgotten to take Into accoont 

console is how advanced it is. 

This is normally demonstrated by 

its g"phics. But with PS2 lhey 

don't look much better than the 

latest Dreamcast offerings.. The PS2 

is supposedly offering graphics la. 

above that oI.ny CompetitOf. lt hn 

not proved this. Ale graphics finally 

reaching their pinnacle1 How much 

better call Dolphin 10010:. ove. PS21 

Will anyone care? 

Mic,,"' BI'~ 
m,lMil 

From a development perspective, 

PlaySt.tion2 is a COflIIOIuted benl 

and its architecture Simply serves 

n a litmus lest !Of the skill 01 

codeshops creatil'll software on it. 

~ 0 Edp thinks Dreamcasl only 

£.I deserves a place under I 

hardCOfe game(s TV (Viewpoint 

ESI). Wrong. The Dreamcast hM 

one big ace - the modem. Out 01 

the box and on to the Inte.net in 

ten minutes. That's. big pull. And 

the price is bound to drop this Y1!ar. 

DVO lives in the I~nd of the tech­

head but the Internet is mass 

market. Vvtlile Sony Ihinks about 

HOTV and b.oadband, 5ega sees 

VGA monitOl5 and Zip drives. How 

many homes in the UK will h.ve 

HOTV d. broad band phone lines in 

20017 Some weeks my gillfriend 

switches the Dreamcasl on mOfe 

than me, to play games, but mainly 

to go on the Internet and send 

emails. The D.eamcast will hiM! a 

place under a lot more than 

hardcore gamers' TVs. 

rim Surm.1l, 

vi. elMil 

let's see what another, rather more 

committed DC owner thinks ... 

fTI aving owned a Dreamcasl 

W since day one 01 its UK release 

date I have been plei!wntly pleased 

with its progress, aside from the 

frusb".ting wait fOf more Ja~nese 

software to gel a PAl b"anslation 

(where the hell is King Of F"rghlffs: 

Dream Maid! '991!). Bf!ing a games 

enthu§iast lor the last ten years I 

believe the console has definitely 

delivered the goods, games that 

cater lor those who helped make 

the business the entertainment 

giant it is today - ie, the hardcore 

garners. as you like to label them. 

5ega, with the likes 01 

Capcom, N.mco and SNK, is 

OUIputting some 01 the finest 

next generation software out there. 

But do you know what really hurts? 

It'§ the lold that only U5, the 

hardcore gamer5, ~n truly 

appreciate the quality of titles out 

on the system. I mean, how IMny 

people 0Yef here Of in the US are 

going 10 choose a D.eamcast to 

wmple the splendwrs 01 such 

software as the Shenrnue series, 

Etemal Atcatiia, Virtuol On, 

Grandia 2 or SNK Vs Coprom 

after the release of PI.yStalion2? 

Hardly enough to save Ihe 

~1 19 " 



console from .....nat I believe to 

be an inevitable death following 

the relH$4!! of 5on'(s machine on 

these shore5! ThtU! just dQe$ll't 

seem 10 be a market 'Of I~ 
kinds of games in the west, and 

why the hell not?! 

Dreamust Iws stads of 

potential. So I .. it h<lS come up 

with some "bsolutely stunning 

titles. ~rhap5 just as important is 

the fact that this platform /\as , 

quality ontv OM othef company 

can boast - character. sonic, 

Moria and to all gm their systems 

a distinct look and feel. PlayStation 

and ib sucteSSor cannot even hope 

to achieve Ih.t kind of iconic status. 

Predictably, PlayStation2 will 

be host to countless vemons of 

EA's FIFA 5efin and COn!"s Tomb 

Raiders filling in thl! void be\Wfffl 

the latest offerings from Square 

and NamtO. 1I000ically this 

ultimately shallow, not 10 meotion 

unlM!arably tacky. marketing 

apprOllch will conquer alt in the 

end. Despite the b'emendous efforts 

made by ~a and Ninlendo to 

produce quality to 5imply die 10" 

they've already lost. 

I'm currently in university 

studying a programming-based 

course. t hope to be a pal1 of the 

games industl)' in the neaT future 

and an only ho~ and pray Ih .. t 

the g .. ming community in the 

WMt willre·embrace the kind of 

hardcOfe gaming Sega .. nd 

Nintendo are stilt offering. 

ItImil H.tOOl\, 

London 

r:1 eading Stefan Mytilineos' 

W letter in Eal , I haven't laughed 

so much in ages. I ha~ owned 

just about evel)' console/computer 

since the Spectrum 48K. People 

.. 120 £DeI«' 

who berate the so-ulled easyel 

gamer should get another hobby. 

Games are not a matter of life or 

death! It doesn't m.tter if .. g.me is 

.imed .. t the mISS market and has 

gigabucks of advertmng spent on it 

II can still be enjoy.ble. GlImes will 

.1way5 be overpric;ed. Why doesn'l 

U p earl)' out .n experiment? I 

reckon mOSI readers would be 

considered h .. rdcore garners and 

agree thal yoo provide an 

outstanding produa. Why not put 

the cover price up to £20 and 

get rid of those pesky casual 

gamer reiJdersl 

bymond RuSMII. 

vi. em.il 

O have found heaven, in the 

form of a GT40 flat out and 

singing through a ~attle street 

course. Now if Ihal is nOI an 

emotional experier1(e 10 yoo, yoo 

~ help. Why un'l all games 

be this good1 
Jull.n Bowdldp, 

vI. _ 1I 

You're not talkin •• bout ~ G1: 

HomtRogation Special, an! y001 

O witnessed an interesting 

uchange between a fathef 

and son in a game store the other 

will have a better racing game 

on the Dolphin." 

'M1at makes a kid that young 

so loyal that he would snub a very 

good g.me in pieference to a 

system that has IlI!Yer produced a 

top·quality non-can racing game for 

the N64 - wherl there is lillle 

evidence of whal Dolphin ean 007 

Was Ihe boy conditioned by 

magazines? Peer pressure Irom his 

friends? 0, did Ihe Nintendo game 

really ap~al to a younger 

audience? Kids could hold the key 

to the success or failure of gaming. 

Magazines like Edle ean help 

promote unbiitSed thinking. (Maybe 

you tould prodoce a kids' edition 

and eall it Edlelinp or something.) 

"-Ill .... ilpott. 
",, _il 

Never underestinwte the power' of 

the pl')'8lOund. Without It, and the 

PIoIIbnort phenomenon that 

domi~es rt, just where would 

Ninlendo be rigttt now? 

D t's sad to say but I think we've 

.Iready seen the death of the 

Dreamust To a console the most 

important thing is its home lerritory, 

Japan. The N64's failure in Japan 

ruined its char1(1!5 IIlmost straight 

llWay. Why? RPG~ The N64 .'11 

'DVD lives in the land of the tech head but 

the Internet IS mass market. Sony thinks about 
HDTV and broad band, sega see VGA 

monitors and Zip drives - that's a big pull' 

day. The dad was looking at a demo 

of Gran Turismo 2, his face alight 

with the thought of driving all those 

fant.astic ears. He asked his son 

what it wa~ The son (who must 

have been around ten years of age) 

eKplained, adding; "But Nintendo 

Nintendo'§ stubborn insistence was a 

eal1ridge format, unable to hold the 

vast information required by Japan's 

st.aple-diet game genre. The N64 

had no IIPGs, while the PlayStation 

is getting more and more by the day 

(although not in the Ut(, 

uniortUl1llte/y), ensuring itseff a 

comfortllble life. The DrealTl(ilSI h .. s 

not seen a single deant RPC ilnd 

looIts like it won't, while the 

PlayStation is getting more and 

more, each increasing in quality. 

Wilh Ihe PS2 getting Square and 

all its cnildren along with many 

other established producen and 

titles, its syccess seems inevitable 

in Japan. §.ega, hOWevef, seems to 

be pushing games eq>loitins its 

Internet ability (but ham't, 

amazingly, picked up on it 

RPG/stategy title to do such), 

despite being unap~tising just for 

the flld that they create a nice niche 

of their own. And who could lorget 

the numerous .,eade conversions ­

didn't Segil try Ihis before and fail? 

Show a bit more initiative, Sega. 

Oh. ilnd as lor the people who 

have bought a DC because they are 

supposed to be hardcore glrners 

and were wooed by Soul Colibur, 

what a load of tash! If yoo Ire 

hardcore gamers you would realise 

you could pick up the nOl vastly 

different Soul Blade for the PS 011 

£20 or less. 

Only one game has made me 

look twice lit the Dleamast, yet I 

resisled. Why? 

I . PS2 may outlive the rest. 

1. My ftalmate bought a DC in its 

first week with all the gilmes. then 

took it back. 

:s. The N64 theory: 'M1en GoIdenEye 

gets boring, Moria is seen to be .. 

10dd 01 3D pap, and we rHlise 

Ze/do is no more than a lot of 

boring w.ndering. 

Oh dear, ~ga, you just don't 

learn from \'Qur own .. nd other 

people's mistakes. do youl 

Edw"d Georp.. 

vi. em.i! 

Is your middle name 'ContrOllersia!? 

, 



ISSUE 84 ON SALE APRil 26 OVERTH [E DGE 

Where now? 

Next month, Edge goes under the hood of Sony's 128bit console, and 

speaks to the cream of the west's PlayStation2 developers to discover 

how the technology is being used to deliver a new breed of videogame. 

Plus: the definitive reviews of the premier PlayStation2 titles from Japan. 

122 £DO£' 
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