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ENTER THE FUTURE OF INTERACTI VE ENTERTAINMENT 

.... car bearing the mark of the prancing horse 

tAl Invokes a special kind of passion among 

enthusiasts. In raw engineering lerms, Ferrarl 

automobiles may be wor1!;s 01 art. but It's not 

simply what lies beneath the bonnet that inspires 

such fervour. It is something else. something at 

once intangible and yet supremely evocative. 

Evocative to the point of the bizarre, in fact. 

How else can the existence of ferrari's burial 

plot be explained? This expanse of land, situated 

at the company's Maraneilo HQ, is where. having 

exhausted their use but nol willing to sell them on 

or consign them 10 the scrapheap. enthusiasts may 
pay for cars - slabs of nUls, bolts and metal curves 

- to be ceremonially lowered into the ground. 

owning a Ferrari is evidently a religious 

experience, and In the realms of desirability 

few things come close to owning this breed of 

car. Allying it with the must·have console of the 

moment therefore seems a wise manoeuvre 

Discover how this marriage happened. and 

how It Is progressing. on page 54. 

There are many more PlayStation2 titles 

fealtJre(l this month, Including the first batch 

of finished efforts from Japan (see page 68). Be 

assured that the Edge team cast as discerning 

an eye over these games as was the case with 

the first wave of titles that kicked off PlayStatlon 

mania six years ago. Remember, this Isn't the 

place 10 come for fawning hyperbole. 

But excellence will continue 10 be championed. 

and in IhlS regard the X·Box technology previewed 

on page 6 has accounted for th is month'S biggest 

noise. Partnered with NVidla, Microsofl clearly 

has a hollickel on ils hands. Now all il needs 

is the brand appeal of a Ferrari or a Sony .. 

EDCH' 03 ... 
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CMtttigg EdgEtutt .. . ' g~cr Ee 
The latest news from the world of Interactive entertainment ~ g 

Cutting(fllP8Wt~ge 

X-BOX BARES TEETH AS MICROSOFT CONFIRMS 2001 LAUNCH 
PC-derived technology is shown to developers and press as industry's biggest hitter prepares to tackle Sony's console dominance 

Jay Allard (Iefl), head of the projed uJed a mock-up device (main) containinc iI Lecacy 3 motherboa rd, 0\10 drive, 
x86 CPU and a 8beyond ceneratio n ten W NVidia graphiu chip during his pll!se nlation to Edge. It only Cluhed once 

r.t:'I icrosoft's X·BOx will launch in the US 111 aUlI.lf1ll1 2001, 

~ Bill Gates has confirmed_M; expected, he used Ius 

opening address at the Game Delleiopers COnference ~ san 

.lOSe to offlC~11y unvei l plans for the platform, which wiU I:le 

delivered strictly as a videogame console,llOt a set-top box 

Of multimedia un it as had prev.ously been s.pecuIa!l)(l 

'We want X-BOx to be the platform of choice for the best 

and most creative game deVelopers in the world: Claimed 

the Microsoft chief. X-BOx will be heralded by a $2501l 

mao:etingcampa ign, "";'ich wi ll surpass the hype of the 

t1""IaSSiW launch of Wi~ '95. PriCing will be "cornpeutive" 

compared to other consoles. A furo release date is yet to be 

set by MICrosoft, although documents sugges~ng a 

~multaneoos worldwide launch ha\Ie appeared 



Au:o,dinC 10 AII.,d, this prerendered seque nce ler,esenls 
.round 25 ptr (enl 01 the finlll (onsol,', IT_phie. ~r 

Man'f tlea'.)werght pt1lIishers haYe already eJQlfessed 

support for the new pIatfomJ, rotJdIng EA. J:ooamI. NamCO. 

ACClaim. Inlogrames, ACtlVisIon Md capcc.m I(.a&emasa 

Kozukl. CEO 01 KIJOami, ~ wem so Iaf as 10 8flOOU1Ce 

plans to crgaruse an X-BOx ~t team ana Drlng titles 

for the platfom1 10 market befOfe any omer puDll5l'.er Such 

SUPPOl"l is UOI\eard oIlor a 'M'!Ster~ games 

console. an:! wiI be crucial Ipr the success oIth1! UOIl 

MIO'OSOft has fom1ed a new oechcmed games 0MsI0n I'l a 

bill 10 further cement developer suooon: 
At the c:ontereoce. tednoII demos on a prooxype 

mooeI were gr.oen,lI'lCUmg a vO!o shcMIIng ~ 

gratt»CS Md examples of reatmne Df¥;ICS. Edge was alSO 

~ a presentation of me prototype and demos tly X-BOx 

platform ma~ Jay Allartl, who stressed that tIlere IS no 

POSSIDl llty of ~s 'future generatIOn" hardware lurrung iI1tO an 

unsatiSfactory compromise between PC and console. X-BOX 

~ be SOld strictty according 10 a CCW1SOIe tJosress mooeI At 

the tIeM of this plan will be a SIngtc product and a s.ngIe 

bnVId. and the ~ insists tnat tIlere are no plans for 

I'Iardware lWlIcIeS be',Qn:I a modem that WIll be made 

avauabIe at Ial.nctl. MJCroSOfI powItS 10 rts expeneoce in 

VIdeogiIme corneot and peripherals martets. ~ 

attel1l1On to the DlrectXAPI. iI1 suooon: cl claims that X-BOx 

'MH enable deYeIopers to create "better games. taste!' 

PlayStation2 times three 
TedloicaI specirlcalioOS offer I'kIat Microsoft dallTlS amount!; 

to 'more than three tIneS'the graphlc.s perfoonance of 

PIayStaoon2. By !he tune !he deW:e IS IauocheO, the 6iXlMHl 

X86 CPU may seem dated 11 COIl'(lariSon to ~ PC$, but 

the ~ gI1IliocS ctup, an NVidIa II\It tI\aI SItS 

SOI"I'IE!Y>fIer oetween its IN10 and NV15 generaoons. is set to 

oeIiYer more tharI XO'n polygonS per seconcl. 
X-BOx IOCOrporilte5 a uruflll(! rnemCIIY arcME!(ture. 

aliCHllng ~1QperS to decide fOf lhernseNes 00,... mucn 10 

allocate 10 IIiaeo. AI, physics, elc, whkh ~'s hoPeO 'NI II 

NEWS 

Rumoured to be the work of Midway cooers, this sequence w.t super slick. In litct, everythinl 
Microsoft hd to t how bore the m.rk of. comp.n), dudly serious .boutthe console m.rilet 

'Why do I think ~ has a hard disk? Because X-Box 
uses Windows. Ask any PC developer. it's there 

because Windows cannot manage Without it" 

a/leYiate problems enccu'Itefed by deveIopeI's Imted 10 4Mb 

of \IRAM on PlayStatlOI'I2 proteCtS- The biggesI cleparture from 

other nevv consoles IS the loctLlSion of an 8Gb hard disk. ~ IS 

Intended that tile opera~ ng system wi ll be I~ and 

l.IOOOtfUSl'v'C, and t.41Cf0501t hopes that the hard drive will be 

used by~ to alloNthe creaoon of-orgaruc- games. 

some Jap,yIeSe oeveIopefs MYe mooted lBIl& the drive as 

an extenslOf1 01 rore rnemcII); to store audIO and YtSUaII 

infoImatIOn tor use ~ , one paJ1JCUlar CXXIeSI1oc:I r.my 
acrusromed to the constraiI'ItS of tradllXlrl<ll coosoIe 

ardl~ectUre was rrualty' mystlflOO, but evmtualty' came to 

VIf!W 11 as rlkl memory fOI' lISC on the 1Iy, suggestlng that It 

would be POSSI~ to alloN the ptayer 10 'iteN a scene bu,lt 

lJSjng 50Mb of oata from oroc OlfOCOOn aOCl then suck~g 

arIOIher 5(J.1b of sceoE!IY from the hard (lis!:: as the pIayef 

pamed around, C~I'tOlhef!leYe\Opefs look ~ the 

hard drM!'S presence 10 a moretyr'MC.i'JI light "Wtrioo I tIw* 

,'s 10 tI1ere? BeCauSe X-BOx uses wntows: one respected 

soon.:e. whO 'NIShecI to rerTlall'l anonymous, toI(I E(lge -ASk. 

iIfi'i PC developer it'S there beCause ~ caoncx 
manage Without It 'Mthout It fl'Y fall r:NeI-

Regardless. the facilItY Wli' be used If) conjtnCtlOl'l with 

tJroadtood corrrns as a StOl'age tne(jium fOI' new levels and 

characters, maW1jl It p()SSj1)le to OOIIl/ef episodk games, 

X-Box tech specs 

£00£ 07 .. 
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This d ~mo looks lik~ a pr~r~nd~. ~ d 
still when bootd up. Then the magic 
begins: DVD foota~e is strumd on 
to th ~ window, v islbl ~ through blinds, 
and the desk toys can be played with. 
Shadows which dance over backdrop 
details such as the calendar when 
the plane model is manoeuvred ale 
extraordinary, and texture memory 
un d in the scene is massive 

... 08 £00£ 

Then X-Box sequences exude an unusual 
quality, delivering I feel somewhat akin to 
Piur sequences. The beauty in this demo 
clearly lies not only with the number of polys 
beinK crunched in r~altime, but their behaviour. 
X-Box's slice-it-any-way RAM architecture has 
the potential to revolutionise videogaming 

, 



A total of 1,024 mousetraps loaded with ping 
pong balls cover the floor of a barren lab. 
Throwing another ball into the mix kicks off 
a manic chain reaction which demonstrates 
extraordinary physics. Allard 'lCcidentillly' 
.lIowed this demo to switch into 'ulltil! mode, 
and the transformation speed was staggering 

mLJCt1likeTV serials. and download reJI -worId informauon to 

be recrea:ed in sp:)rts games and the like, One example cited 

b't Allard is a FOrmula one game whICh could be ellh,mced 

b't the use of real -world telemetry data. with 22 players 

talOng the place of SChumacher and co on-screen, 

TIle X-BOx hard disc Will be dMded into three 

segmems, O!\e of which will operate in mLlCh the same 

way as a jumbo memory card, for save-game data A 

second segment Will be used as a cache, which will 

enable qulCk·access data - such as race commentary 

Ul the Jforffi1€'f1tioned FOrmula One example - to be 

X marks the spot 
M.crosofl writ flOt be drawn on the fifl<ll appearance of the 

product (IroniC<lIIy, the X-shaped OOX used for tecIl demos, 

specifiC<l11y designed to look complelely impractlC<l1 as a 

pIeCe of COfISlImer hardware, was lUsted over b't afl<liysts 

ooringooe Microsoft present<l1.ort.) Microsoft is aware that 

controller ~gn is integral to the gameplay expeneoce but 

w I flOt detail any plans for mnovation, X-BOx Will not initially 

ship wrth a keytoard or rTlO!Jse, tho!Jgh these may be made 

available as penpherals. This faUs in hne with the company's 

Vision of multi.oev.ce convergence, With the PC conunulflg to 

Although the hard drive will be used to carT)' 
upgrades and enhancements, A1lard dismisses 

the possibility of patches appearing for X-Box games 

copied from the host disc. whICh will allow faster, more 

relBVaflt in-game access. The third section Will be OOVOted 

to perSistently available data, managed b't a stralg!lttorward 

utility when the dlsl( becomes lull 

Althocgtl the hard orve will be used to carry upgrades 

and enhancements, Allard dismisses the possitlll,ty of 

patches appeanng for X-BOx games. patches chieflY eXiSt, he 

argues, because of the limitless permutatlOOSof PC boxes 

out there; once devi!iopefs begin wor~ing on a single-spec 

platform, software testing at development stage Will become 

a comparatively stralgtrrforward process. 

It'S tOO early to determine the type of quahty cootrol 

systems that will be In place when the console shiPS, and 

whether there will be software exclusiVIty arrangements ­

Microsoft WJnlS to C<lnvas developers' ~mons. 'We are 

working With developeri to finalise exactly how they "";11 

want the system to 'MX1<: aTld putting together something that 

wrll WJrk for everybody: lIom15 out Allard. 

be part of Microsoft's plans for Internet access as 'MlI1 as 

certain genres of game that are not conSidered su itable for 

console IIideogaming. And despite offering tlroadtland 

access, the X-Box will nol have an Internet browser or em<lil 

f<l(:iIIOOs.InSlead, onlifl€ gaming wi ll be implemented througtl 

a simple imerface, compared by Allard toan ATM. 

The tin'ung of the announcement. coinciding with the 

~uoch of sony's PS2, demonstrates M,crosoft's marketing 

savvy. Although it is still too early to judge its excursion into 

the waters Of future geoer<l11011 gamulg. it's certain that WIth 

s:rong SUpporl /tom leading thirdpartles and excellent tectl 

specs, X-box is shaping up to be a hugely ~rable console. 

ASked whether or not the format'S SJJCcess will ultimately 

rest 011 the amount hard cash Microsoft wrll throw at it in In 

effort to make It 'MX1<:,AlIJrd responds: "At the end of the dily 

~'s all about games. If devi!lopers 'MX1<: thei r magic on thiS 

platform I thmk it is going to do incredlbly wel We are 

certainly gMng them a great platform to start With ." 

NEWS 

Demos In detail 
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HOW PLAYSTATION2 ROCKED JAPAN'S CAPITAL 
Most successful console launch in history creates scenes of hysteria as sony's box goes live 

hger gamers queued through the nighL Some scrabbled for pieces of cardboard to s it on, while the better prepared had brought blankets, tables and 
chairs. The most enterp.isingg.oup, however, brought along a television, generator and I PlayStation and PC Engine Duo-R with which to pass the time 

PlayStation2 fever 

The PlaySlatlO<l~ "'unch b""'Shl 

wilh illhe kind of behaY10ur nol 
witnessed in Japan .. nee the IaSI 

instlllmenl of m"l!a RI'(; series 

Dragon Que>! became availilble, 
on lhe nighl of March 3, one 

punter whO learned thal "" would 
not be able 10 get hOld of a conSOle 

Ihe following day launched himself 

from a roof in Aki!labara in a 

<lesperote suitide bid, The napless 
game f",.k failed and was uo~en 10 

""'Pllal wllh InJurIeS. 

on the same night, In Ihe same 

dislrict. a gang of Ih"''''''' raId"", a 
gome slore in an altempllo bag 

their own batch of mach ine .. bill 

wer" ....... 1"", by police. Anoltler 
incldenllnvo",,,,,, a younB boy 

being attacl<e<! on his way ""me 10 

To~yo's saitama district . TWo ... der 
males made off with hIS prize<! PS2. 

.. 10 £00£ 

D 
n raw oox-shitnng \erms, 

March 4 will go oown in history 

as the most successful coosole laurdl 

in hIstory. The arrival 01 PiayStalIO!12 

C!Bated scenes of hysteria in Japan not 

witne-SSed since Itle laullCh of Itle 

SUper Farrucom and, more recently, 

$ega's saturn, With media crews 

circula~ng across T~ In heIico!l,ers 
to cover Itle event. 

Despite the activity, Sofmap 
u pected even la rger queues 

sony attempted to d stnbute 

PiayStati0n2 stocks evenly across the 

caPital's main electrIC retail areas, yet 

SOOle ootlets were restricted to 1;::Q 

urutS, while others carried as many as 

l,COO. Whatever Itle quantity,ltle piles 

of PS2l¥1its raPIdly dis.appeared lil:e 

Sf'ON melting In Itle sunsh ine. 

Japanese gamers were prepared to 

Queue through the night in order to get 

a sJice of Itle action, and retailers 

a~sted those unprepared for chilly 

condllKlnS Wlth heat patches. 

Offidal figu res from SCEI for the 

perIOd March 4-6 indicated that 

4llO,!XXl uMs were sold \/la its own 
Internet service, al1d 62O,IXXl through 

stores. The hIgh number pushed I'ia 

on li ne sales gave more evidence of 

Sony's plans to move hard'Ware al1d 

software distributIOn away from 

the traditional high-street model, 

FcHlIJNing laurdl, oemal1d remained 

high, which was reflected on Yahoors 

Japanese auction Web site, some 

tortunate enough to Ilave nabbed PS2 

un its made them available to online 

punters, with prices ranging from 

v45,oo::l (£270) to Vl 20,COO (£720) one 

entrepreneur offered ten consoles at a 

stamng price of V400,oo::l (£2,400). 

some of Itle Japanese videogame 

rndustry's biggest Il iners made the triP 

to do'M1l<M'1l To/(yO ill order to Witness 

Itle IalHlCh spectacle, including Ken 

KLrtaragi, 'M1O came late at mght with 

his own poc~et camera, presumably to 

reassure himself that his next 

ambitious step was 'M)O:ing. By dalMl 

any fears were Quashed and Itle SCEI 

president appeared at the countoown 
to launch in day1 igtu in front of Itle 



Launch 'Juantitiu V;lried widely across Tokyo. with some sto~s durly off.rine more stock than otners (main). 
11Ie"aYlty of the event. whkh could be like"" 10 the Super famlcom's lal..nd" drew m"dia inter,,! (lOp riChl) 

gaarn TV sueen outSide SMIOI.r«l'S JR I keOO~uro SlO(e, mearl'MIlJe, a faulty P\ayS1311002 harttware. attllOugh. alter 

statIOn, going on to AU'IaDara where F'tayStatlon2 oerno ooit coutd be some weeI:$ of regWlr lJSe. a meroory 

he held a small press alflfereoce in W'tneSSed If1 acoon !tie Oay after cal1l has deoded to ~ rtsetf. 
both Jap¥ese and ~_ 1aund'I. WItIl road <V1d tradcsIde revermg 10 ItS 0f¥I'IiII. raw state. L*e 

details I\asrWlg <n:I dis<Weanng 11 <V1Y martlfiICtUreI'. sony IS repIacrrg 

Teething problems RIC1ge Rt/($ v, arl(! pan of the game aI'r!goIXIs foonl to be faulty 

AS WIlt! any IaI.lllCh of thIS scale, image awE!afll1g llpsil.1e down P\ay1rt1! In DV!) terms. the 'nlOCle!l txln\Js' 

~. oot everyttllllg ran entirely Street Fl8hler EX3 on the madllne garners have diSCQ.lered lsee 'DV!) in 

smoot/lty', and sewr.III stOreS were resulted 11 rrl5sIng polys. ()etail') has caused sony to issue 

faced wnh ang!Y ctIStO!TIefS retOOllflg NO ~ haYevet been replacement dl1llef discs. 

8: faulty lKUtS. AI !he BIt camem encot.ntered WI1t1 Edge's base MOle news next rrooth 

NEWS 

DVD In detail 

one 01 I'l10)'$1.0'10111'$ ....... 

.. ,"I""' ............ ts. lis OVO ......... 
pllyIIM:k .... Hty; n.o. _ under 

Immen •• scrutIny .. nco tne 

console mOOe it!; 1III>1M •• debut 

CfUCially. us.inl a .. mple JOYl>ld _ne<! UJIOI1 ~nl up ,n . 

""", oB POSSiI>ie to Cln::um .... Vlp'. 

'"'1'0" 1ocI<0tItS. ..-..., US 

Revon 1 111= 10 be pia,.., (UX 

-evon 2 doses dully _ nol won. 
"nee Ihe ... pane .. U,,;I c.onnot 

""'pu, a PilL "Kn.1l Sony ha. 

re<enUy issued. ne ... drIVe .... CO 

whICh ril'rnf'<ty Ih" <lUII1<. bu' 

many u ....... are nol 'uptrIO<!In' 

1n!IW. OVD _~I)o" mUCft 

ben ... ,!\an wtlal _ ... 1<110 be 

,r. ca ... a""" M.wch ~U_ 
'",'",al Tr. _ o! Mt,!on. and 

p ...... ,IOn p,.....,..,.ry In """"tnte 

OImply no longer ex"" 

Un not ... can be obl",.",. 

dunn, q_1 scenes, howt>Y~r 
.,.., (>ojby DlKltal pYybac~ _ 

J<><><I ... not .. exp!ln ...... n on 

q ..... 1)o -",.-.1 pIa~ 
"""~'A Bur' u!e' (In. Itl"$l 

dlred dllltal transit. DVD mO'WlaI 

",""cal. a few IlilChes. Indlldlnl 

rclUS<lIIO play ... ideocrcon mo<Ic, 

bUI US 'Blade' and"Tho tlta'~. 
play t)ltrfenry It .... OVOROtIt 

fellu~ 0I>vJ0<J"'Y1 

Followinl the J.p.nts. dlbut, SCEE h.s rev .. ltd. ulection of lirstp.rty PSI titles du~ in the 11 months followinl UK launch (clockwise from top left) : 
Drtlllan, ".tllWIIY, Spin: Sprint ell' Racing, Formula One 2000, Wipeout Fusion, and Dropshlp. A rllly lime .nd • Tllis Is FllotbGlI update ale .Iso mooted 

£OQ£'ll .. 



I 
i 
t 
I 

NEWS 

SEGA STEALS SHOW AS SONY LACKS LUSTRE IN TOKYO 
Spring's TOkyo Game ShOw proves undervv11elffilng and under-attended, leaving f€'N stars to come out and shine 

In the absence of many new titIe5, SOny fell badt on the likes of Fant~ 
(a 11mI! that was alleady on sale) and robot-driven Klionel Armored Core 1 

n he Japanese VIOeogame 

.. irdtJSlIy recessKlI'l seemed 

It!'SP(:llSIbIe for one of the ~ 

nnours at tile Tot)<l Game Show 

wtlich kicked oH at tile end of MarCh 

CleSI)te the release of 1'$2, the SPnf1g 

event saw few SCEI titles eme~, and 
thlfOparty support lOC~ed weight. The 

~an tmesSi1'N some~ 

prw1g lIP and sharll'lg tIOOths. ¥Id tile 

absente of recent ca:suatbes. hit by 

poor game sates. left a bitter taste_ 

After the PlayStatlOO2 FeSWaI 

and tile release of me PS2 in March, 

SCEI put il a wea~ sIlowtng 

consicIen1g tile heItv SIZe of tile 

IIfle.-I.p ~ proffered I'tIen ItS new 

console was irrbaItv amoonced 

P!esumabIy tile COIT'4W'Y IS hoO:Img 

ItS wares for E3 in May ()"Ity DJ 1'1 

(tormerty Be on Edge) made an impact. 

'Mth titles such as uterrrunallOn, 

Grn::o:J, Densen and 0011: CJoucJ 

CQ'lSPIClJOUS by !he!r 1bserN::e. 

There was a handful of new titles 

from Itllrdparoes. ~r t::onarrlj 

SI'CNeO mree- Il00, ZOf and 

walp!.JfgIS. ZOf. produced by HiOeo 

MeuJl Gear SOiId Kopma, was PCIf\aPS 

tile ~ stnUlg An attIOI'I aoventure 

S!'IOCII'em UP featunnggl8nt rOIXltS. 

the game IS sunlar In style to sega's 

WruaI 01, although Kqrma-san 
suggesled that me game "";R offer a 
feel remllllSCeflt of ocarina of nme 
ItS aunospl'lere is Gufl(!am-esque, witn 

chiklren controlling gIga10C Iobots. 

KoeI, me¥M'hiIe. revealed the 

seq.,eI to ItS Japanese figtltiog game 

sansottrnUSO Making use in pan of 

the (essen eng.ne. Shin 5angokumuso 

aims 10 IT'OI'e tully exploit PS2. The 

.. 12 £1)0£ ' 



~ rooves freety in a lrued afCa, 

I'dllle a map In the COfner of !tie 

screen CliSj)l.¥; the player's ana 

er.errues' POSItiOns. TIle o.xrbatamS 

excI'Iange weapon tlIOw5 and magICal 

anact.s Il'8lIIe D<lttle rages arotn:l 

them. gerJeJatlflg an enonroos 

nurrber of ~on-screen 

KaOOkaWa, meanl'otlile, offered 

Orphen an actton game featuring 

TomORaidef·sty\e action With ~raps 

galore anCIla~ boss characters 

ren1lr11SCe11t of those in N64 

C6sl1evanla. rt may be one to watcll, 

6esctte tile deveIope(s limIted tract: 

remrtl fromSOflware'sAlmOted~ 

2100kea s.mrlar to \otrtuai 01 but WIth 

sloWer mechs anCIiess dynamic 

NEWS 

actton The Opllon 01 High! offers a bttle 

ccrnpensatiOn, whiM! atxlo ~ 

AC-3 to great effect, and numerous 

COI'I"lfjnatlOJ1S in rObot C\JS~oousation 

are offereCl. But ~!hCxJgh AtmOred 

COre 2's stageS are q,Jlte wet 

~, VIrrta' on retalllS lIS 

Attend;lnU! wn down from 1nl ;lulumn's event, with ll1,708 HtendHs -. drop of 32,158. N;lmco's enduyours in 
'nteNinin, those who did m.k,lt urn. l;ira:elr in the form of wllks upon b.llks of Tekken Tog Tournoment pods 

1eaCI, WIth ~ balante cl 

gamepIay Md stage deslWl-

sega stands alone 
With sony SIOeIineCl, 5(>ga came armed 

to gain groo.K1Cl in the console battle, 

offering a di\lefse line-up. Its blggest 

~ was Jet 5ef Radio (see p4OI ­

wttlout a oo.ilt the game of the shoW 

eastt' outSIWllflg many PS2 utIes in 

gameoI8y Md tectroIogy rerms. 

MaOy expected better oreamcast 

suooort from Ktmml am Narr'IIXl The 

!atter's Mt Driller was an appeallf'lg 

puzzIeI' v.it1'120 graphocs, but a SOUl 

caJ!Our 2 WOlJICI have been a greatll'r 

crOW(!.pul1er for 5(>ga_ 

5(>ga furttJer Clemontrated 

Dreamcasrs Internet capJbil~ICS With 

the re,~torcement 01 orWle ~tles and 

serAces, ....tlde Capcom showeCI off 

Po.ver Slme 2 and M.:lI'.eII'S capam 

2 III ooIn! play c:onfiglratIon, me 

lNhile $ony wilted, Se,a crabbed the opportunity by the horns. showin, 
Its commitment to online lamina:, ,"d 1t1. show's killer title, Jet Set Rodio 

former a/IOMng VISItorS to play against 

tapcom staff over In Osaka 

sega went 1010 battle agalllSl 

KOr\OITII in the fieICI of notIOIl-sensor 

tedlrlOlOgy me latter JeYeaied a 

small, stick·Shaped extenSIOn tor the 

P\ajoStatKl!'l, With whiCh players control 

an orCheStra sega's S<mloo de Amgo 

(see p50), tneanWtIlle. succeeded f1 

~ a m:re convinc:irtg sensaDon. 

Battle of the RPGs? 
MaOy eIIDeCte!I a TGS clash berv.een 

Dfagoo Quest \o"fI aoCI Fnai Fanrasy 

IX but It srnpIy CIon happen. WIth the 

re~ase Oate of EnOC5 game sull 

snrO\lCl(!(l in f'f'JyStef)' (Had me title 

Deen release(] at the end of '99, 

anatysts preIliCtell, ~ wouk:f have 

Il'ICM!<lIive Jl'IIIIa'I UIlits; a flgUrt! of 

three mIllIOn is ['ON belllg mooteCIJ 

Sq.Jare merely ~ a roklg 

YIOeO riftS g<rne. 'NhicIl WlI hit 

/aPaIleSe stOreS III Ally. 

ClIIler RPGs thal diCI mal:e CWl 

aooeanmce ir'lCkJOed DC tltlesftemiJI 

IvcaaJa (Soega) and Gr~ndJa JJ (Game 

ArtS) A harlClful of online RPGs wert! 

Sq. showed DC peripherals in 
the form of. VMS MPl p~t 
mobile phone (onnector, ;lnd 
Drelm",,!,e digitll umer;l unit 

£DGc' lJ .. 



NEWS 

Eternal Aro:DdiD W;I$ rifotded one of the nenfs mOtt l.lvish su.nds (Idt). ;lnd 
SNK's Cool Cool TOOII one of the fun~st (lop left). RPG CrondiD 11 (;lbowt) 

00 snow, too. 5ega 's Pll.:mtasy SIlK 

CWrJe (see p46) looking the most 

iIdViInced HuOsorl's RUne Jade 

Wl'(Ieted WIth KaOOkawa's ReCad of 

L0a::t5s war f1 the BOO(o.a/ike 

categDI't rut PtIamasy SLlr's more 

0f'enaI garroeo!a't dearly am!d 31 

tracbt.:;NI console lJSefS. jlr(M!(I a 

tliggef draW to lapar.ese onlookers. 

Onllne is the key 
JuSt 000uI every extulJtor brought 

aJOniIl\S own take 00 orW1e iIC\7YItY, 

5ega fIXused its b\Ies and seMces 

fo'Ia ISAO) a-otn:I ~ The 

CIJI11)arly also ~ ItS rrobIIe 

pnone COMeCtIOI1 tit. 111 actIitJon to 

Its Ethemet and ISDN upgraOes. 

sega,com, ~ used fOSill to 

demonstrate the Heat,net seMce. 

In the light of the PS2's successtullaunch, it may have seemed odd to 
some that only 65 publishers turned up at the TOkyo event. But some 

Japanese pundits maintain that the 'golden age' of videogaming has passed 

.. 14 EDGE 

AS well as capcom's shc1.w1g of 

PoINer Stone 2's onIioe play OpOOnS, 

me cornp,l!'IV IeII1forced its mobile 

pnone melody dispenser seMCeS. 

(Yes, ooly Wl Japan.) 

Bandal focused all ~s resources 

00 lIS Wonc\erSWan, showing tile 

wonoer Gale aDd-oo - a coonectiOn kit 

for mobile phones. The company planS 

to make a robollernote C(II1tr(lI kit 

/MlI1abIe to JapaneSe ~ soon. 
ArIOthef planned kit will enable 

Infrared ccmrU'IIcatlC)'l between 

~ and PS2, arod ~ wil De 

Intrigulr'~ 10 see how oevelopers ma~e 

lISe of the facility (if. indeed many pick 

lIP on ~ at all - Bandal's hardlekI is 

stJI a minor.Jeague system compared 

to NlIl\eI1CIo's ""~ Game Ba,1 

scaling down 
111 thl' fiW1I of the PS2's successtuI 

launch, It may IlaYe seemed odd to 

some tI'lM ooly 65 p(JbIishers turned 

up at the T()I(yo event, But some 

Japanese pundits maintain that the 

'golden age' 01 videog3r11lll8 has 

passed, citing sales of RIdge Racer V as 

ev.dence. At 350.{XXlll'lits to date. tile 

game has not leapt from the sheIYes 

as NamCO ITlIght IlaYe expeoed. Other 

PS2 titles ae otMousIy selling in tower 

11I..WTlbers, and Dreamcast sales 00 rxx 

offe( My ~ter rlgUres. 

SOrry's madline does have a r.ew 
foc\Is In OVD movies, hJwever Japan 



has seefI a I'IvefokI iI1Crea5e In IT"ICMe 

sales in DVO guiSe, and 1he Matrix' -

routinely referred 10 as the /o(fnal's 

kiIlef <lOO - has nooen the -..e b'f 
taJg reIeaseO in tIlree ediuOns. 

Unfulfilled expectations 
~ was clear that wrthou! a r1U'l'Ibef 

et large·scaIe PS2 trtles from 00, the 

sprq: TGS was hOt going to fulfil 

eJCP(!CIat1OI1S yet 5ega ~ a 
resoundingly strong showing. The 

fact that the E!\IeItt fell between the 

F'\aySt<ttbl FestNaI and E31'aj an 
effect. and SCE! fIl.ISI: certarit be 

preparWtg a few matOI' cartIs to play 

31 the LOS Angeles e~ 

sega's stoowing should 1101 be 

dIsc:ountea, but the COOlpal'TJ' must 

OON maimaln momentum In Japan. A 

Microsoft X·Box presentatJOn at a hOtel 

near the Tok'yo Game ShoW wouid no 
doubt ha'Ye ser.ed 10 remind sega thal 

it's 1101 just SOny whose rl10YeS it roost 

auner, <n:IwiIn OOI~~ to 

be rewale<l at Space WOrld 20XIln 

AuguSt. there's a certain O!hef 

comparry to conSIder, loo. 

NEWS 

5egil shouted Its online strilllflfl very loudly, ilnd Jilpilnese eilmel'$l'pped it 
up. But innoviltion WiIS on hilnd elsewhere, too, wittI tM compny demonslrlline 
Its deftr SOmba de Amigo controller (see pSO), ilnd othel'$ cfltinl sporty (left) 

Some TGS offetines, doc:kwist from lop left: konilmi's ZOE (PSl), SNK's 
Cool Cool Toon (DC), From's Armored Core 1 (PSl), Se,"5 Rent A Hero 
No.1 (DC), Koe)'s Shin S4Jngollumuso (PSl), Rlillvlslon s Zusor Vosar (DC) 

JES Awards 
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NEWS 

GAME INDUSTRY RAGES AT DISPATCHES VIDEO NASTIES 
ElSPA ledges complaint at Channel 4 show's -biased, irresponsible- Claims about videogames 

he 'Dispatches' prograrnrne 'VIdeo Na5!ies' , wtud1 o set out to prOYe a link I:JCtV,OOn IAoIent ~s 
and aggressrve behavJcu' In dlIk;k'en, has been heavily 

aIbctsed by media jU1dJlS ana Ieadtng psychoIoglSlS. The 

enamel 4 show 1lr030CaSl on MaI'Ctl2J has also been 

~ by ElSPA dil'CClO" general ROger Bennett 

as "l,.I:1falr, biaSed, anll extremety Irresponsible." 

SubjeCt 10 sev!!ral \liewef compIall1tS, the orogramme 

came I.\'lOer fire fro'n C/laf1OeI4'S own 'RiWlt to Reply' In 

....niCh ~3Oilg P!»'ChOIogiSt GIlt' C\nlberbatch saki he was 

astOI.nIed !hat the ~;mne faded to consiler i'lfro/ 

I'ry\XXtIeSIS Other than IIkIeOgarI'IeS make peqJIe viOlent 

Tto.Igt1 'DIspatcheS' I'l'I<WltaI'IS that a baI1!nce<l approacI1 

was acIoPIed, ELSPA is Clf'I&!'Y tIlat consutliluon was OOCllf'lE!(l 

ana has lodged a forma l complaint WIth Channel 4 and the 

ITC '"TtIert! are many well-1:nOwr1 and well researched studIeS 

>M'IiCh eXirTlIfIe the subject of COfTlIlIler gcrnes ana poter1tIaI 

linkS 10 WJIent beI'laIIIcu', all of wt.ch oondllde th.at there IS 

no E!\IIt1ence !hat such links exJSl" 8CIcIed Bemett 

The prograrnrne was broadca5t in the s.:rne month 

tI1at a us COngressIonal COI'MtIttee looted into the tssues 

SUffounchng the f>aducak Higtl SdIooI shootings in won,ln 
wI'oiCh 14-year-<lk! MichaeI C31'nelll kl l~ three pt.,pits and 

irJ,Jred five others. The victJms' parentS are ~ to 

sue 0Ip'MSaIJ0I'lS inckJding sega ~ NW\IerldQ. the makers 

of 'The BasteIDaII [>lanes' ana IV«) IrlIeme! pom Sires. 

'Ot5patches' presented news footage 01 the aftermath 01 

the SChool tragedy JUXtaposed WltIl wnages 01 children 

playing Doom, wtuch prompted crnlCM1 from med., stua.es 

e.xpert Or Martin Bar1o;er 01 Sussex UflM!rsrty"T1le fIIrn 

sequences were ~ to create panic amoog parentS," 

he claimed, III one notaDIC sequence, presenter Joe L.ayI)tm 

was seen ~ ShOOt 'em uPS and Iigtrung gcrnes 

by fccbty mmngacoons to C3Illefa. Barter darned thIS 

rep'USCl1ted "tabbdTV at its ~ 1'I(lfst," ca lling the program 

footlCe of (hildren In Ilu,des wu . 'Oispllches' '.ve. 
The CafmfUJeddon stries (riCht) wu .Iso (iled IS' thrnl 

'Dispatches' presented news footage of the aftennath of 
Paducak school shooting alongside ima~es of children 
playing Doom: "designed to create paniC" says one expert 

"fann:s an;] LrISCIE!IltJfiC" He also darned th.at the makers 

did 001 demonstrate an ~ 01 the ~ III wt.ch 

people _ and cxpeoence the sttmuIi ., QUeSlIOO_ 

The progrM13/S0 I)feSer1ted a W$!hat 'o1Cle<lpTIes 

can instruct people In the use of fifw~ ex-miliary t ral~ng 

OffiCer Lt Colonel oavld Grossman pro:Mded aneaIoIaI 

ew.1ente for the prCJgl'9ImIe. Rcf~ to C3mea1, Gl'ossman 

said. "evtt sins 00 • ()/feferIt lOOs. FiYe of It1em were 
head sh.Its. the other ttvee were III the torso. He juSt put one 
tuIet IIlI!'1erY target that popped up on his SCfOO1 ~ 

'Mla!'s he 00ing? tie'S playing a sunkiog VJdeogame.. '1..S 

loe Upurn demonstr.ted 
some of his own fiChtinl skills 

Games In the dock 

Bt fore Ind .fler: without reference to any reseaKh, 'Dispatches' daimed Ihlt C.mes such 15 Crory Tolt; 
.nd etond Theft Auto encou •• ,ed children on • C.rdiff housinll ntate to steal . nd firebomb thue vehicles 
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PRESCREEN 
EDGE PREMIERES INTERACTIVE ENTERTAINMENT'S FRESH EST FACES 

In for a dOllar, in for a paradigm 
So many alternative realities, but where Is the progress? 

U rom Aflslotle through to HOllywood film 
makers, It has been malntamed that 

there are only eight posslOle stories to 
be told. And a Similar theory would seem 10 
hold true within tilt! vtdcogame world - albe it 
on a slightly grander scale. Count them yourse ll: 
RPG. shoot 'em up, beat 'em up. racing. sports, 
platform, puzzle. FPS, wargame. and any other 
title touched by Peter MOIyneull_ 

Will the next generatlOll of Yideogames 
adVance througfllncremental steps or should 
players prepan! themselves tor a parad!gl11 shift? 
TlIe move from 20 to 30 presemauon was an 
obvious one, but 1\11.¥ many games have managed 
10 lake lull aovamage of thiS technological and 
cooceptualleap7 BefOfe they begin crafting levels 
and characters for vet another leap into the 
future, some devf!K>Pers might want to first 
focuS on englnE*!rlng a game camera which 
spends less time pointing at the ground. 

Recent peeks at de~elopers' forthcorOlng 
works indicate tnat a seismic rift in the 
vir.Ieogame SPaCe-time continuum IS OOt about 
to occur Hresvelgr neatly anempts to update 
the Wipeout lormula by prOVIding \\;oe eKj)anses 
of landscape 10 cruise over - although the 

(DCI Sell (DCI Cllmu 

NO. ~ --"~I reaIy cae .............. -
• r...uorrwiOe IIJ"DIfitI ~ ",Wog...., slid: 
bo"eakou!. out SeII's title Y<5UiIIs ~ tIllS 1<'Sbit 
hM till PO!enUailO lrIsJ*'e ~e fA a Il:eatIIe 
me ga<nII'fI 0JITli'TU'lI1'/ In 00I'ICeIlI 8 POtenrlal tTI\ISt-

~ .... - tI.lve OC Me this ve'" 

Inclusron 01 dlecklXllOts signltlcanlly narrows 
the locus. Ph;mrilSY Star On/me, meanwtlile, 
promises cooperative ptay In a captIVating 
world - yet the fact that lour players are 
requrred to operate four independent switches 
to open up new areas is hardly pushing onilne 
technolOgy 10 Its limits. 

Realism may be the key_ Shenmue e~cels 
by olfellng a daY'lo-day alternate WOfkI whiCh. 
through attenbOO to detail and a high level of 
InleriKtlOO W1\t1 the envirorvnent. el1gf0sse5 the 
player. But CIOes the push tOWards creating 
another verslOll 1.11 occeptooreahtY InCllCate 
Pfogress? Yes. immer5ion in a VIdeogame can 
liberate players from conventional mooes of 
behaViour and moral constraints - SCI tong as it 
remains a means Of escape, not a reminclel of 
wnen to put the binS out. 

Having O'Iertaken the fi lm IndUStry In terms of 
profitability, the videogame market cont inues to 
'aUtn dlaHenglng conceptual boundalles, FOOttlal l 
and racing games are !leVer OUt Of the charts. 

8L11 mere must be fresh iOeas OOt there 
formrng In tile mum of visIooanes. Will It be 
the QId-schooI herl.leS of cochng Who ~ 

bnng them to 11U1\1Of11 '1..5 

(P$ZI A(ellim (PS21 stH 

....."..,lICCOOt~ A POQUIar SPOIl In till us. 
(8CIf 8Vefl1tI. tIllS early rile 0IngefOOA, hilJl-SQeeG 
sup, • tIllS IUCa'COS In wor1O fA SPMI: c.- f'IICIr1t 
CIQI'""tne~r"" ~ heaOed 100000rGs 
~ft¥IiJscnd~ PlayStarlon2. full CIarIIIIIC 
across me racirla $CCrlC, _n..,.., 

PRE SCREEN 

Index 
Prescreen Alphas 

page 20 

Oc;arinll of Time: 

M U/lira'S Mask 

Tokyo Hllhway Battle 2 .... ,. 

.... " 
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page 39 



PRE SCREEN 

PRESCREEN ALPHAS 
THE GOLDENEYE TEAM FINALLY UNVEILS ITS GO-rT-AlONE PlWJECT AS PS2 lTTl.ES DOMINATE THE HOT PICKS 

~T~ILM,,!,E~S,,-,P,-,LLI LN~T~E~R,,-"S'--___________________ f ORMAT: PLAU TATION) DEVflOPER: flU RADICAL DES IGN 

Brought 10 I'll" by five 01 \tie ~ te&'II (and ~ else thef'.'e reQ'Urted $i'lo;:e leaving Rare last year), trois 

~ arcaoe actioocf takeS itS orp inSPoraoon worn 8.m:lY1eS and IS aming for' a fountl quarter releaSe. The 

ooepIayer made ~ IyPICaIty progressiVe in natlK6 but 1$ also used as a WifV 01 uniodiog rroItlplayer op!JOfIS and 

eXlla dI.lr;)CIe<$. Some 2001 tnese SI'IorJId be 1nclOOed, t1II1ging worn a rl'I/II'lnelQ a 193:)S ~lKl'I'l)r & 191OSCOCl 
- the wI'lOIe Time splimers wOOd IS one massiYe, si~ ju,.tapoS<1ion which also strives 10 revive the SPirit of DOom, 

alk1Mng vou the satisfaction 01 Pitting J'OI,Jr flrepower against a la rge groop of 0IlP(l0efIIS r,,11ler than I:'M:I or trtree, 



WORLD SPORTS CARS 

PRESCREEN 

FORM .o.T: PC OEVHOPER, WUT .... t INt; 

WoI<ing. Having previoosly proooced the lil:eable SIre!.'! Rarer /of the SNES (their laSt project a ral~ game, 

was cancelled), lJrotherS Clv1s and TOIl)' WUSI haYe bounced back with an exCl\,'lg rao'lg Slm toouod 10 

engull serioos racmg players. Everythmg thal happens at a race I'o€eI:end - from unIoadillg the car from 

the trai~ 10 driving intO lhe pots and lining up 00 the grid - is left to the playe<'s discretion.l'tJySir;s are 

expected 10 matdl that of GriNld Prix Legends, arguallly lhe most realistic of racers, arid pit stops aUow 

~ to pe<torm any Oes;roo las>: - /tom attachmg the ItIelllo5e 10 wiping the wfndscreen dean. 

Importalltty. realt ime damage al50 features. The hcerlSCd cars are modelled illSKle and oot and are panel 

baSed, mearung arrything that opens upon the real-life equivalent also functions III the ~ Yefsion. 

allowing for some Slrong darTIage effects as ~I as further eIlhaoci'lg WSCs massive g;mepIay p01entJ~ 
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PRE SCREEN 

Z.O.E. 
I((Jn(m'S o:wam te!W!l of I'deO KOfIIIIj /IlrOOUterl, Shmkawa ~ (characte" 

desIIP1l and NDrIatI ota'lua (Wrft8!l rvw JOIfI8d forces W dEMlIop thIS 

GunOarrHflSplred JO SI'oOOIef_ ChiIOren PIlOt tile meth WMnors 11 battle 

scenes remonoscent of I'IrtUII OIl. HClweWr, ~san IIas amounced th.1t 
RP(; etements will play 81'1'"1ajOr pan and th.1t I!I8I1V of the concepts wil be 

ClOser WLcgood(JfZew 0C8rI10t oIJ"Oone. Themb<Wre of aI-out acoon 

bIastrlg ancI RPG eoo:pkIolItlon m~)lISt be the Ittle's OeIirong quality 

WIth a ~id team of Ittis cailDfe. !toe game ~ clef\lY!ely one to kJklw. 

-6UNPLAY. STYLE AND A HIT SOUNDTRACK-, .. ", 

FORMAT: PLAYSTATlO Nl DEVELOPER: KONAMI 

-A HU6ELY SATlSFYIN6 AND IMMENSELY COOL THRILLER-, .. " .. , 
FOk.E$T ""HITA.~Ek. 

A. FILM Jy 7'M 7A.k.MVH..H 

o5T 1)0 



WIPEOUT FUSION 

PRE SCREEN 

FO RMAT: PlAYSTATlONl DE VELOPE R: SCU (STUDIO lIVUPOOL) 

as the console of chotce IOf the clLJbblng genefatioo are back. Se! in 2150AD 

and feat .... ing the new Wopeout f9OXlleague. veI1ides in thiS seq ....... t>OOSI 48 

pafametllfS to OOfine hand lingas opposed to just 5eW11 in U1e {If1glnai, as well 

as true antJ-graI/IIY marlOelMatlllity. AAOther interesting oeveiO\l<OOl1t is the 

promise that sections of trac~ wi ll 00 freefofm and intllfactiw In nature. With 

the addition 01 new trackS, s.hIps, weapo!lS and game modes. FUsion also 

promises to 00 more acceSSlbic than previous IIlstalmeflts in the ser~ 



P RESCREEN 

HRESVELGR 
A WIOOOUt klf \tie nel!l generatIOn? 

T8kIng jlIIIce c:Nef IanOsaIpes rllthe< 

\f\a" traci::s, Hrf!'S'o$ prormes 

mary unusual sameplay ~ 
Energy fs \tie player's bfebklod­

SIIOtBO tll<s run dry thcfi JQUr cr~ft 

t*Jn;ncts: ched:pomts &le avadable. 

""'Ere re'~ 1$ OOSSODle. 
~ though. '!'OUr 5hrtl'S 
a!\Jt.,oOe a/f(1CtS,\.IS1 how nu;:n 

C1lerfV 15 atJsort:led. and ~ alSO 

SIgn ificantly alf(tCIs Spee(\ and 

NOOIing -flying low to the ifound 

and i'IyIng ttvrugh cn.mtlhng 
Dl.IIaH1g5 ..... no dOUDI DrOVlOe 

~.~moments. For lidded 

OI'/IITIiI. CertaWI unexoecreo ranoom 
events can be tngge<lKI. SUC~ as 

rocl:5 fablg irll'(lUf path With 

PItS. weapons. sI\leIdS and team 
t..:tK;:S 11) COOIenr:l WItII. ~ 
CCIUkI De an 11t~ fllCel' 

f ORM" T: P l AYSTATIONl OEVELOPER: GU ST 

~DANIMATI 

e 3D MIllATIOI 
e SI'£CW. EffECTS 

POSI' PIIODUCIIOII 
lIVE ACTIOII All. 
IIOD£LUII8 
COIlPOsmll8 

e III.TIIIEIIIA CD la _ .. 
e IIPI8II 
e SCIlPIUIIED IIOIIEU 

----



THE GETAWAY 

PRESCREEN 

FORMAl : PLAYSTATlONl D!VElOPER: SCU (STUDIO SOHO) 

511.00 sono tIas ~ r«:reatOO 
70 SQUale kIlOmetres of l.OnOOn to oiler 
pI.lyerS the opfXl!tUfVty to ~ 

themseotves in the '£Wy LnJerWOr1CI oIl'1Ce 

and COI1'uPllOn . 01 me Getaway ~ will be 

~Ole to explore thJs 30 I'<QrIO eitne< on 

loot 01 In • stOlen car (Nef 50 ~ WIll be 

~ Ilased on re3l-bfe I!lOOeIs. and 

Cfta'actefSII'l the game \MOl be dIr....edfrom 

the It.enesses or ,ea! iICIOIS 01'1 oroer to 

(;()('M!f 8 gI1t\y 5efISf: 01 reahsm But 1Mt/1 

players 8O!e to perfOlm SI",,"S IJkC tv.Q. 

~ races o».Yn 00Ct alleys. the ~ 

is bKely 10 be a $I'iade on the IIfClOe SlOe- A 

ruaomerory plot rMIMI1g the iXWlIIppmg of 

the ~ d'IIIf/lCte(s son IOIrCO.IteS the 

acuon. W\tIl the PlaYer taIor1iI Df\ the most 

feared ffi3Il in 0<ganI5ed cnme to free his 

Wnaooea SOIl. AI\flougtI the 3C ";5UaIS 

and Obous morality of the game \WI no 
00l.OI OWIIge MIddIe~. If the 

r.garre acton matdIes tile ~rty or 
the renoerea SCfeenstJots shown roere. 
til lS Iltle ShOuld be one to watch 

. , 



FORMULA ONE 2000 
Although the martet is fIooOeO w,t/l FOrmula one prIIE'5. each \IaIIIIy hopong 

to bring somet!1 ITlg new tothe genre, StudiO LiverOOOl's trtle ,s the filst to 

appear on P\ay5tat1Ol'l2 The inCOI1IOraOOl1 of all the tracks. teams lOCI dffll@fS 

01 the real ttw'Ig IS IItr1OSlIO tie el<DeCted_ HOWeVe<. a ~ r8OI3Y 

~ and the abll<ty 10 $tOre ~ to merT1OI)' card W' IlOl app8Ir 

espeoaly ~~ rogenreW31tl1ers. 5O~the ~ 

stereo audIO and Imp.'ovcd grapnocs \WI set tl1iS 3j)art from its peErs. 

FORMAT: PLAYSTATlON, DEVELOPER: SCEE (STUDIO lIVUPOOll 

FORCE FEEDBACK RACIN G WH EEL 
WHEEL HORSEPOWER!! 

Feel the pOJJion. Dri~e to win. The yellow and black badge IOn this stunninely 
handsome ratewheel tells you true. No other whet I has horsepower like this. 

The mo.t powerful fo rce feed back mOtor. The moU authentic Ft controls. 

The mo.t astoundi", FFB efftu s. Style and class nD other wheel can li¥e w ith . 

Feel neclunaplJing g.force, Giant hand braking. Villon blurring accelera tion. 

Teeth rcut/lnr curb join. Shatter/nr collisions. Feel your hands on 

the wheel of destiny . The red banners are waylng for you. 

The blue flals are out for eyery other racewheei. 

THE NEW FOR.CE fEEOBACK WHEEL THAT LEAOS Unprecedented .... """.od "",moon 
fR.OM POU TO FLAG dU>l,eHlM' 'Y'''''''' ""tJ. FfkkARl snu Fl LEVERS 

4 on I button I'wfomy",. ~lc 
OHlCIALlY UCENCEO BY FEkfI.AJU 00ut>I0~ rwIIIcnod pe<bk 

UlTM..f'OWEfl.RJL lNTEGkAlMOTOfl.S WITl-l 
MUlTIPLE AOfl/STABU EffECTS. Al ....... a,lobl~ on Play<tau on' and N,n,,,_ U 

Auilable at: ElectronlCl Boutiqu e, Curry., Oixon" Game, PC World and Toy, A U •. 

' {,UIU,,-"OT 1 .,~ · T<I 0181 6!16 ,600 Po> (I 'RI 6116 5680 

0°" £ 89.99 . . 

-
---

www.guillemot.com 

.. ,..- __ .............. _ .... ...-...... '" ""' ......... ,_ ....... , ....... "' ..... ,"'" -. ~'" ___ c-."" "' ............. _ ... __ "'" _, <0<,,"- ~"_ ""'" _." ......... ....,. ........ ,,'., ,., .... n.. . . . . . ,. .. ,.,. .,.,. 



COOL COOL TOON FORMIIT : DllfAM(A$T DEVElOPER: SHIt 

PUlZ1e games seem to tie ill the Iorefront of oreamcMl"S P<t'SeMt onItne 
():l~ and alter the Sl.ICCeSS of Chu Chu /loaM comes thiS .... brant 

hlle Ir~ SNl(. rue out OIl Japan If1li:oJ. GamepIay COt'ISISI.S oIlrarIxaIy 
rnatdung the cursor wot!'l ~ conmand t>aIIS, \1'Iefl DreSSiI\Il the 

~ tlJItO"l Credlts'Mll1 can be usea 01\ the (l1'li"'" $II(lp 10 

rusromse the pme WItn enra (:(I:\!I,ITO(!S olfl(J oooons. ~ the 

NeO GeO POCkeI ...er1O'I IS rtQl.Wed to ~ up tIIOdIrI tIonus levels. 

PRE SCREEN 

ThOugt1 W!Wed Irom dorecttv 
DtI\IOCI the "",on ctliM'KleI. SIWl 

~ seems to have 
ieaoogs CIo5er to an a<cad& stYIO 01 

fighting tI1an Koets ot/lef PS2 tItle. 
Kesse<1. A meter lIldocates lION m¥Jy 

enenues I'Iave been lolled by the 

player, ...tile another ~ SIIO'NS 

lIIe morale 01 In troops. Ifltel.gem 
IT\aI'IagefTII! 01 'M"aoons 800 torces 
are rleCes5ary to QO.IE<to'!\II the 

oppos.tion whiCh can range W1 

CQI'IlPIeXlty from fooIsoId'\!fS to 

I\eaW cavajrv_ ToctlC$ W11 SlIM DIIIY • 

mlJJI)t part - r~1¥ng the trOOPS and 

IlOIStenng the areas oIlUeillest 

weatness are rne<eIy !WO 01 tile 

Strllegjes ~1Ch can be emplOyed 



DROPSHIP 
AttemPt .. to corrobIr"oe lII-tO-aor and .-fO-8!Olnl eomoat eIemen!S WIth leaIUrrI@SUafe8Y;£lropsIIJI 

hopeS to r'I'If'I1I.'rSe tnI! player II1tO an epoc war. ~ course of vmoctl benli! altered by hIS Of her ocuons. 
Ycwill assume the role of .. rOClkie pilOt e:o:pected to CIeIrwf troops and 1Ift111e<y to strategk: po5JbOIlS 

and then i!1tefact ""m them ... tile f!I'tSl.Ong OOttles. AItIlougrl consoles life not tile natural name r$. 

reaIrwne WMegy games, StudIO camden's lIItempt 10 5aIIXJta8Ii! estaI:*sneO ro""ul~ stIoI*:l De pri!oSe(J 

and will ~ make &os we pI"I' lIP 10 tile more ~ approac;n of mDSI CIlI'ISCIie gamers. 

fORIII AT: PL AYSTATlO Nl DEVELOPER: SC E[ S1 UO.O (AMO l ,,!) 

,D<JR"'A"!K"A,,N'L _______________________________ FORMAl . PLAYSTATION} OEVElOPU: SURR EAL,DEVELO PMENT 

Ffom what Edge has seen, tile Playstab0n2 successor to PC tllie Dfall8n MS IJttle to commena rt apart 

from me fact that the ongu'IaIllas not yet graced any console. AddoI'1& . 1IyIng dragon to tile m,,~ 

lIIMlmure aenre pOI)l.I.}rlSed DV 1.8<1 Crol\. tI'Us 5eqUlil ~ Offer more of tile ~ blendong aenaI iIII(I 

U!l'fflSU>llillCtiOn as the 1'Iotr0irle f¥I'I ~ ass<sted by the Oragon. "'01:.11. with whom 5he Sl'lares a scU. Tht 

inuOOllctoon of a rlOIl.Jineaf st~ i rle and a trad ing system !NI alJOwS ao.l,t.es to be Inc!ease<l may set It 

apan from $Omdar trtles wt on o.nent form the game looks Iolte It rertairVV .... H not \MIl _res tor ~ 

<Ill 28 £DOt!' 



ZUSAR-VASAR 

PRE SCREEN 

f ORMAT: DREAM(AST DEVELOPER: REAlV1S1DN 

ThoS ~ CharIOt rOClng witll a distinct IWIst. The Chan; (a hybrid of a chaoot 

and a car) have a rnechar»caI aSpeCt and are drawn t1y robot anlTlaIs. 

Anyone stili urlrTlOVed by such surreal leaningS m:ght be lTlO(e Imprassed 

t1y hal'lng!he abILty to roce ~ a", sea arid larK!. The robot aromals 

WIll come in three categories and can be upgraded to produce 18 

dl'ferent rTI<XIels. I1ree roce modes are ava able, inctudll1g e.anltl arid 

campa ign, In the former. Ctlars can be upgr<lOedwitll superweapons 

such as lasers and ntIssi les, wi111e the latte< allows players 10 CC<T1Pf)te 

~ all 21 CO\Jf!>eS- A twopiayer optioo will also 00 1rJCh.>:jed, 



PRE SCREEN 

RUNE JADE fO RMAT: ORf.ll.MCAsr DEVElO PER; HUDSOHson 

or w.th IIIilmS "'" oniII"III COI'lOeCIMty lIaeJooonal in apprtIjIt!l< HUdson's We offefs Slal'dard 
C!\arac!Cl' CI/I\.SeS and the &tl<J lty to aSSIgn pouns to O<lIefent skins when aSCCfld<ng ~s. Magic 

1$ perfonned by CQ/IeaJng car~ and SIfOOgI!I spells can be mu~e<eo ttvOUih bn"lgon& tnem 

mgethe<. Dungeons are ptnI!fareo:l ~ wIWl ~ extendS Cbabllrl't ...tIle The 
Jade Ru-.S Of the tIUe refer 10 gems corrtaImng possesseo $OUIs. Freetng tnem ffiIghI be 

beneholll Q( <llsastroos. ThOugl'i oohne asoects are SllIllIfICerta.n, II wookl seem thal some 

dungeons n:I areas can De &ece5Sed ~ IIYough coooeO'lltJon with otner parOOpants. 

NAPPLE TALE 

.. 30 £DO£' 

fOIl MIH: DRlAMCAST DE VELO PER: SiC" 

The team restIOIISiI* for tnIS 2D iICIIOn IUtformer 'II'th APG IIIemer1!S IS many COf11I(l5e!I 01 women. 
aIttJOU&I1 Ed,t !s relUctanl 10 commem 0"1 !he ~ 01 Ills fer f8If Of further JrroUlbl'lg ItS male 

re~rSlWl (sec V'rewpo<ntj. WltI'l a female Plotagoost and a pjOt r~ MouncI a break tletween a 

dreamworkl and reail't !he game may kXIk 3D M1I retaonS I firm 20 play medlanIc. maklng it 

~ 01 the ikes of ~, aItIlOlCII5ega WOUld no ooutx 0Ie CIoctwort KI'II8fIf as 
~raoon. NappIe TaIe's most interesttntl asoea IS the IOiIty to eo" a heIoer Cllaracte< """11'1 the 

POSSlb<1Ity 0170 CornbiImlOflS. NSl now !hrs !\.II1CtIOI1 arm ro the gamcpI8y WII be e<lgeft, 8WMe<:! . 



PRESCREEN 

OCARINA OF TIME: MUJURA'S MASK 
Shigeru Miyamoto's most recent 64b it masterpi ece was a long time coming. Wi ll 

Mujura 's Mask offer anything more than a mere tasty snack before Dolphin Zefda? 

Collect inl mu ks was. whimsical slda ~utst in Legend of Ze/do: Qcarina of rime. Following the , nthusium ,.prused by fl n5, finding masks is 
now , n Inltglll p, rl of Ihe l ime, ,nl bltnclink to develop speci'l powers. Ml ny Inlt ntOUS pUlllu will revolve I round these transformation, 

format: NU 

Publisher. Nlntendo 

Release: "'prll (Jlpl n) 

Origin: Jlpan 

32 £DOE' 

I!I egencI of ZekJa. OCBrma of Time has 
an arguably unf ms.neo feel to it. Ifs 

irrelutable ti1at the tune·tro .... el motif was a pale 
shadow of Ze#(J8l1fs outStanding parallel worlds 

theme. It's not that the idea ~ ItSelf was PDOI". 
more that I1 was under used. Wlttl MUJura's 
MasK. Nlntendo introdl.lCeS 8 rather less 

ambitious - Dut still promising - ~ey theme. 

Nimendo IS. as ever, jealously guarding 

the big secrets. What Is certain, though. is 
ttlat MUJura's Mask takes ~8Ce in another 
dimenSlOll. rather than the traditional 

HyruIe/SaCfed Realm sewng. As l.JI1k arrrves at 

the Start Of the game. he dlSCCNefS that the 

worKfs moon is due to crash into the planet 
and he has three days to SOft 00\ the problem. 



New .nd interntin, chll.ders lie Intloduced It Vllious points in 
the "me - which both "elp I nd hinder Link on his Idnnturn 

AS witll ocarlna of Time, lJnk tan COlleCt 

al'Kl wear special masts. nus tII'I'le.l1oweYef, 

they have a more profound effect. If link wears 
a GorOn mask. he becomes a GOfOn. acqUiring 
tile indigenotfS abilities and characteftstlcs 01 
that species. Similarly. a Zora mask WIll imblJe 

PRE SCREEN 

I · lock m.kes I wtlcomt Itluln in MuJufG's MIIS"', but Link will .Iso be 
.blt to Ust mlny mOlt difftltnt wupons IS h, tickles his quot 

~me. AS 8 Zora, he plays a glJnar. as a (;()rOIl, 
he oangs a set of drl,llTlS: as a De~u SCruD. a 
collect ion of horns ___ Mujura'$ Mask Is certain 

to be packed WIth such asides and suo-games 
Many traditIOnal Ze/da elements have 

remained and indeed been impwyea uPOf! 
In MU/ura's Mask as the Clcanna o(Tlme 
development team has remained mudllhe 

same. The ad(!itlOll of a new dISPlaY ICOIIIIl 

saeensholS is believed to represem a tme 
gauge. but whether lJIIk tan SkiP oetween (lays 

has yet to be confirmed - but sucn extencled 
freedom Is not a feature 100 outlandISh 
to expect of the Ze/da learn 

Link is no longer rest ricted to piping out themes on an ocarina; he can 
now use a variety of instruments, depending on his form at any one time 

the 1'lei'0 WIth &ckIltional water-faring abilities, 
and a new appearance. The potential tillS 
presenlS for enga&II1g puuIes is conSl6erable -
an area m ....ttiCtt NJIltendo is near peerleSS 

AI'IOtheI' ocanna of Time feature 
reintroduced and reworked for Mu/ura's Mask 
is the ~&yIng of mUsltal instruments. unk is 
no lOnger re5tncted to piping outlt1emes 
on an ocarlna: he can now use a variety of 
inSlfumentS, depending on his form at anyone 

As in the first N64 It/do 
Idnnture, exped I host 
of eJtll mini chlllen,ts 



PRE SCREEN 

TOKYO HIGHWAY BATTLE 2 
After a disastrous first attempt, Genki returns to the Dreamcast driving scene with 

a much-improved vehicle for displaying the joyriding excesses of Japanese youth 

Otspit~ ttI~ 1, ( 11; of offlcl,lli,.ne. " High.ay 1hIttI. 1 will still not 
includ. d,m". to e.,.. A spirit point ,.u,~ will ~ used ins .... d 

formal. oru mcn t 

Put.li$her G.nkl 

or..loper· In·hous. 

Release: Jun . (Ja pen l 

Otlgln: Ja pan 

.. _" 

Ii" riving along stretC/)es of freeway at 

1:.1 night with little to 00 except avOId 

sleeping at the wtH Is Ilan:Hv rich materaal /of 
a Yideogame. In 1"Ook)O H!gTJway Ba/tie IrevieWed 
E7S). apart from the 0CC3SI0M1 tussle W1th an 
opponent or scrape along a crash barrier. it 
too/( the realism of motorway soms to roew 
heights by delrvering one 01 the dullest drrves 

in vkleogamlng hIStory. 
NOW refreshe(l and eager to please. Genkl 

Genkl hIS .dopted the 'shiny .esthetic •• rudy common in nelt-fener,lIon 
ruing titlts. Other lo,d users. including trucks (above). look p.rticulllly solid 

returns with wnat IS already IOoktng like a 
much improve(! product . Eatty footage 

Indicates that the graphICal finnese has been 

enhar.ced by e~ra, subtle lightIng effectS. 
The game takes place solely at flight. 

WhICh has cleatty allowed Genkl"s coders to 
concentrate on the contrast betWeen the 

oart. sties and the lumlr'lOSltY of Street and 
l\eaallghts. RefIeWons play effectiyejy off 
windscreens. While beams traee tleaullfunv 
In the oark after sharp rurfllng. 

The first H,ghway BaWe fell between 

twO stools. offering neither the race·by·race 

thril lS of a Gran TuriSmo nDf the open·ended 
freel.1om of titles SlICh as Mt(JtOwn Madness 
or Driver. A JOkm·rouno cnCU't with only three 

possible detours llard~ reflected Tokyo's 
IIllemal fref!Waol netWort.. With OYer lnRl 
of highway strel chlng from the north 

Of the City to the south TOkyO Bay and 

numerous junC!lons (Genkl haS even had 
to include an onscreen navigatIOn device), 



Grnt IhouChl has gone into the lichtinleffeCls. Blurred sl,eellichts Idd 
10 Ihe sense of splled while trltinlls evident when iwerYinl sharply 

I-/tghway Baffle 2 appellfS 10 offer the vanaOollty 
that was sadly lackIng from the Oftglnal 

Car DI1ys'CS have also been ~rha"led. 
R,IIt-er tl'lan limited SIngle-axIs turnIng, the 

developer pi'OITlI5eS a more dvnamlC. realIstIc 

drive WltO resoonsrve handlIng Though 29 car 

mooelS were prevIOUsly avaIlable. most of 
tnem Ie~ Sluggish and heavy In all, 60 are 

now on offer and .... th the QpbOn of upgriIIllflg 

W It! 120 10II1VIOUaI car partS,longev1ry s/'Jou~ 

be Improve<l To avood IICefISIng d "-ICU tIeS 

ana hefty paymentS !Of COfIS{ructlon, Genk. 

haS cnosen to closeIV ITIOCIeI vehICleS on theIr 
real counterparts. EntnuSlaslS wIll recognise 
their favoufltes InStantly, thoogh more 

The on-screen ml:r is essential for 
nlVig_lion .,oun Tokyo's highways 

PRESCREEN 

The buildincs lightinC up the Tokyo skyline I'e particularly impressive. An 
authentic repruentation 01 the hichway siln system 1150 adds to the rulism 

casua gamers might be deterred by the 

'ack of authentiCIty 

~ OOUbt Genki had a genuine deSIre 10 
prOVIde the racing 11'1,,115 of driVing showroom­

ready cars agaInst the rec~ss youth of 

Japan In the ongina l-/,gllwilYBallle, 141 

combatants were prepared to race aga nSI 

you It was nOllceab e. hl:J\Neyer, that \hey 

merely responded hle Sllglltly qUICker sueet 

vehICles Boasllng IndIVidual Character,St,cs 

and racIng styles (Edge has heartlll'llS one 
tlel()(el.:JlO oppc!(Ie11S are now awaITIng 
players' fierce OVi!rlaklflg manoeuvres. 

There are SIX play modes to sustaIn 

enJOYfTlllnt QLJest mode is the ma,n pan of 

the game wne.e your goal IS 10 become 
master of the road try defeallng your 
adversafles In duels. The QuICk mooe 
ooe.ates like an arcade·style race. - bOlt! 

Player and OPOOf1ent I'Iav!l a sp,nt oont 

gauge 1lIese hfe gauges deCft!ase dependIng 

on hoW you perfOfm - hi! an oncorrung car 
and yoo'lIlose a large chunk.lmeft!SlIngty, 

8 battle namlI1g system has been I~CO(porated. 

Dnvlng style IS morlltored l aking mto accoont 

SUCh factors as average speed, ovenaklng 

tactiCS, sk ids and scrapes: from th iS data the 

game WlII gIVe you a personal niCkrlame. 

Um~ed Imemel Op!JOns aft! alSO ava'Jable 
n WIll be posSibie 10 80 to GeI1k(S />Ome page 
USIng the nerwork 0pIi0I'1 and shaft! your best 

tomes. Othef ptao,oers. records can also De 

downloaOed to appear 11 the game. These then 

act as an IncentIVE! 10 unprove your own tImes. 

Though attempted numerous tImeS before, the 

OPPOfIUr1lty of gnndlflg a IUxuryvetllCle tt'1.ough 
To+:yo'S ~IC traffic has never QUIte been 

realised By learning from Its miStakeS. 
Genki is In a laIr position 10 make amends. 8 

All h,mous I.pann. Cl 
nhiclts a't includtd. 
in 'disguistd' fo.m_ 
Wilh upg,adts 
involvinl l10 pI.IS. 
you can construct you, 
own motorw.y bUSI 

£DOl!" 35 



PRE SCREEN 

ELDORADO GATE 
To many people RPGs are merely medieval so ap opera s, Now Capcom 

appears set to reinforce this view w ith an episodic swords 'n' sorcery title 

The usu. 1 mixture of 5pell5 . nd combel .re indudld, Howevet ,",pcom Is 
10 si., . w. , from the "ndom httles f.mousl, employed b, Squ.reSoft 

Wlth.n episodic bent. 
Ihe opportunity 10 
develop ch.rumn 
oyer . lonl period will 
be lhe ke, to Eldorado 
Gole's success 

fOrm,\; Drnmcasr 

Onllope,· In· house 

~llelSe AUlust (J.p.n) 

Orlaln: J.p~n 

.... itI'1DUIh rt IS not r1VTIe(Iiatety 

IiI a~rent. Eldorado Gate lruglll JUSt be 

0I'le of the most InnovatiVe games featured 

within this issLJe Of Edge AA RPG. resoMely 
t6l)1 in appear3l1(:e -If appreciatlty hi ·res 

and colourful - rt tlas OObl'lCllve character 

(IeSIgnS r7f former FIfIlII fantasy arbSt 
Amano Tenno. Thos mtllgumg capoom venlure 
IS /10 strote 01 tedvIOIOgIC8l genus. On a 
conceptual level. however, it Is an early 

realisatIon of a future form 01 VKIeogamlng, 
an alternatrve means 01 prescribing 

entertaonmenllO the paymg punter 
This SUTlmef, Capcom WIll beglll to release 

the first seven dlapte~ 01 £Idorado Gate. SOII:f 

IIldMdLIaIIV and chronologlca~ they are due to 
appear once every \WO months, and retad at a 
mooest ~,8tXl {nn 11'Iereafter, another \WO 

episooes - aga,n, conSiStIng of seven indMdLlaI 

Chapters - wi ll be released, with the series due 

to read1lts concluSlOOln 2004 

In terms of pjay mecharncs, Eldoradd 
Ga!e can be5/: be oesaibed as comfortably 

falrullar - n IS an ac\1OII RPG at heart. (Its 

6eYeIope~ are. Edle ,Jnderstands, no great 

fans 01 the lIIdeIermlMtIIy ranoom ana trne· 
consurrung battle seouel'lCeS SO beloved of 
square and its 11~.l Each chapter lakes 
approximately a day 10 complele. 

Interesoogty, a ~ per10rmance 11'1 ale 

bj·monthly release can a'Iect the duectioo 01 

subseouent episodes. Ttoe onus seems 10 lies 
on completlSt dedlcallOl1 But for financoal and 

de!>gn reasons alLke. such dedICation is not 

mal1d.ltOlY. Otarnoto-san, the V\SIOfIaIY be/W1d 

£ldcXadd Gale, has alreadv completed the 

scnptS for the first SIll chaPterS. 
Tne seventh, fNl pan: 01 the firsl epISOde 

will only be wllnen aftef he has Y\e\Ioed ptayer 

feedback. This ~ "not: jl.lSl a case of an author 
hedging h~ bets, but also a demonstration of 
scripting on the IIy, another emerging aspect 

of Interactive en\eftallYT1l'nt. 

PS an added bonus - aoct. no doubt. a IIlOYe 

to appease sega's fIerCe GeSIte to offer onhne 
funcnonal 'rf - pI(ryefs WIn be able to !IOWI1Ioad 
new weafXll'lS WI the Internet. 

Don't expect to see EIdcXIKJo Gate make 

it to UK shores in Its ePisodic, bj·monthly form 
m at aID AS forward [hlnkjng as the premise 

behind rt may be, the western marl:::eting ana 
retail macn.ne IS Simply not UP to the task of 
II'ItrOllUCing it to a WIde. mulbMgual audlE!llCe at 

thIS fast a pace. Indeed, t I'IaS yet to be proven 

mal it can succeed in "'0011, a nallon S/gruflcantly 

~II disposed toWal'llS RPGs and, for that matter, 

Irrvention. Observing EG's fortunes 

fOllOwIng launch will prove mteresting. 

The visu.ls harken b.ck 
to thl 16bit er • . Action 
.PG f.ns should rejoice 

Is this the most epic 
RPG to d.ll} Put lOO. 
IS. d.m in fOur di.ry 



PRESCREEN 

STAR WARS RACER 
Relax, Jar Jar Sinks is nowhere to be seen. Instead, Sega is focusing on the 

most exhilarating element of 'Episode One' in order to build its latest coin-op 

This twisty-tllrny section forces YOII to use off the throttle of whit amollnts 
to a sut mOllnted between I pair of stllpidly overpowered rocket en,lnes 

The ,ame is powered bl a Hikari board. 
o fe rinlrilmped-lIp 
Naomi technology 

Pu~ l lsher; sega 

Rele~ se: Summer 

Orig in: Japan 

Ir.I spring 20Xl re lease date has been 
LI.I penci lled in by lucasArts for its DreamcaSt 

convers!Ofl of Slar Wars' Episode I Ri1Cer 
Meanwhile the arcade version of the franchise 

has been getting an early airing. though the team 

behInd 5ega Rally 2 1Sr1"l working on a straight 
translation of the t~le. sega's take offers players 

the oppoftLInity 10 climb into foorplayer 

cabInets shaped in a manner reminiscent of 

Anakin'S pod. /of a more immersive experience 

than console owners will be accuslomed to. 

Four !rackS thal are thematically similar 10 

those of the N64 game are be ing refined and 

reworked for the arcade, WIth rfcher graphics 

featu ring higher resolution lextures and a 
coosistent frame rate of 6Ofps. lhe logging that 

was the bane of the N64l1tle is absent. and pop. 
up is nowhere to be seen. The pods themsetves 

also benefit from a high· resolution facel ih 

Another difference 10 previOus versioos is 

the cootrol system. wh ich IS based on two 
thronle stic~s. EaSing off one thlonle WIl l enable 
the pod 10 take COfners and, with a linie bit of 

finesse. to perfofm a sort of airborne 

'powersliOe' lhere is also a ooost button that 

can be used three times in each race. It would 

be a shame if this reworked control system 

Clurly the ,hi,hli,ht of the otherwise hopeless movie, pod lacin, was 
an obvious choice fOl the IIcade, whele dedicated cabInets thrive 

dispenses WIth the subtleties 01 the original 

console tItle, In lavour of appearance and 

imlTi€'d iacy, but early word suggests that the 

uniQlIeness 01 the approach lends rt appeal 

The sense of speW that wi ll be famIliar to 

anyorle wIlo has played the lucaSArtS tItle can 

only De enhanced by superlative, cr isp 
graphiCS, making this a coin-op to watCh, 

£DO£ 37 



PRE SCREEN 

VAGRANT STORY 
Final Fan tasy Tactics producer Yasumi Matsuno brings his distinctive 

Pllantom poinlJ . n igned 
10 wupOnt and armour 
ensure Ihl l lu rn ing from 
adve.sarlu is possible 

It wifelrlme ,rid 
sprin,s into hI. when 
comb.t I1 Initiated, 
Th is cll.ngn shl pe 
and sin depending on 
til e wu pon In use 

Format P I' ~S tlUon 

origin Japan 

style to a hard core RPG that. unbel ievably, is heading to the UK 

r:I PG- Th ree ~tte rs wtlich still stnKe fear into 

m the hearts of many western gamers. 
AltOougtl the F/lJ8I Fantasysenes d id much to 

convert many COOSOIe O<M'lers who had 

prevIOltSI)' been aj~rgoC to terms I Ke 'HP 

recovery' and \'OrJ)aI sv.orCI 01 exeo.mon ~ ", 
stats'based adventure g¥neS nave large.., 
remaned the SOle presero.oe 01 the PC. 

It <s refrestung tIlen to recerve the UK code 01 
vagram SIOf)' (f,rst seen in ,ts Japanese gucse In 

£75) v.tIere progress is made not by natterong to 

e'\IefY sll1gte NPC encountered M through 
careful management of the protagonist's s.kllls 

and 'tlnerary SllCh is Vilgrrmt Story's depth that a 

comprehensrve ,ngame manual Is Included 

sI1o\Jld the numtoefs ano percentages become 
(Werwl)(!!mtng. It IS eveo possrble to clothe 

IndIVidual partS 01 ',QJf dl8ractef's body wth 

g\OYes, armour, helmets, cloaks. necklaces, ete.. 

lhese elements are oot merety docora\llle, 

e.ther. Each prece 01 .rrnlUr or weaponry 
contains both defensrve points (DPs) and 

pI\<IntOfl' pointS (PPS) Df'S drop through damage 
and wear and tellr v.tilte PPS Increase during 
Dall~ P!'5 enable the weapoo to actuallY learn 
from the creatures defeated, Maintaining both IS 
\IItal - worI:shops allow for repa irs to taKe place. 

MagiC and Dreak arts (speoal anac~) are 
also available. Gnmorre5 - which contain speDS -
must first be dlSCOIIered. then CilStrng 0P\l0I'IS are 

8dde<! to your Daltle menll. ~ norHr.m­

DaSed comoat proYeS to be rather Sblted at 

first, DattIeS prormse to become more e~1I'lII 
once you r options Increase. Deftmdrng I11l1S1ng 
the sym~ Duttons is even possibJoe once 
exPOrlence Is gained 

Problems are encountered In tile shape of 
puzzle cubes. These are blocks of dllfern(l 

deSCnj)lrons from standard crates to magnedc 
platfonns. StaCk magnetic blocks atl(M! one 

another ano they tIegIn 10 1Ioat; put twO 

magnetIC bIoc~ 01 dlffe-r.-rg colours neJlt to one 

another and they fuse together, EXpIonng such 
combIr1atlOOS opens up new areas If! the game. 

After receMOg a g\oWIng recepoon III Japan, 

~'s refreshlllg to see a game of thiS stature make 

its wat 10 these Shores. " may be a bit late in tile 
day!Of thE! PlayStatiOn. IJJt that makes ~ 
il'J~ l sner Cravll'S effoos no less srgnmcant L5 

Phanlasml loric eHeds 
li, 1I1 up lhe screen when 
m' l ic corn u into pllY 



PRE SCREEN 

VIRTUA TENNIS 
As the weather threatens to take a turn for the better, Sega's in -house 

developers are bringing the most summery of sports to the home in super- realistic style 

Many of the world's finest players are included, complete with their sponsor· 
heavy kits. Even Jim Courier's 'lucky' cap mikes In appearance (above) 

Different surfaces ire 
offered. Ball physics 
change actordinlly 

Ii'I emaps me only dls.aPPOInU11em of the 
.. highly enjOyable Nooml-~red Vlrtw 

Tenms was the inabiht;- IQ ~ay in a ooobles 
toornament. TIle DreamcaSt version 01 this lirm 
arcade tennis favourite aims IQ rectify the 
oversight alld enhance the oneplayer experience 
With RPG and mini-game options 

-We made a tremendous ef'ort to ma~e this 

DC verSion very speclal,- remarls producer Mle 
Kumagai at AM R&DlI3 . -Aher all , the videogame 

is born from tenn is - POt1g HOW the RPG element 
Will transJate to tenniS is an intrigUing prOSpe!:t 
Inillalty. the player will be able to compete to ga,n 
special prizes and tickets to tournaments arouna 
the world __ Kumagal reveals that an ooclillOl1al 

set of characters will be in<:fuCJed to compete 
alongsK.le the eight of the arcade oflginal 

The Instant playablllt;- and intUitive control 
fTl€thod which made Virtua Tennis such a hit in 
coin.op form also returns The character is 
control led by the analogue Slick and two buttons 
(sllot and lob) provide shot selection. Afterspln is 
possible with plenty 01 practice, and getting to 
the ball earty results in a more ~rful smash. 

The flui(l and realistic character phystcs have 
also been improved for thiS Dreamcast iteration. 
AlongSide uSing pro-players to improve the 
motlOO capture,AM R&DII3 exper imented Wltll 
light sources on the characters to create the 

most realistic ell€l;ts Hours of Yid€() footage 
were stlKlied by the developers - not only to 
improve the n1OVefTl€nt Dut also to reflect the 

The lack of I doubles option was lamented by fans of VirlutJ rennis in 
the alCade. Team tactics and cooperation should play a major rol e on DC 

behaviour and emotions ,It ~ey points dUring a 
se!. Expect McEnroo-esque tantrums from your 
opponent shoIJld your shot land on the chal~ hne_ 

The tension factor has also been 
heightefl€(l through clever use of the PuruPuru 
pac~ IntereStingly, a heartbeat rt1ythm is fed 
through the controlfer which increases in pitch 
as the exc,tefTl€nt mounts. With tJlk of VM5 and 
modem optlOOS. Virtua renms certainty looks 
like it could shape up to become SCga's 
prerruer t28bit sports IItle 

FOreJOinj the cute stylin, of many 
tenn1S tit es, VirlutJ rennts gets close r to 
the look and fee l of the te levised sport 

Format: Dreamcast 

P u ~ l lsher: sega 

Developer- AM R&Ofl 

Release' summer 

Origin, Japan 



PRE SCREEN fOCUS 

Once perceived to be 'just another take on the rhythm action theme', sega 's new 
actioner has revealed itself to be one of the most tempting Dreamcast titles to date 

I 
!'s Deen a fraught process 

gathering game Images frO!11 Jet 

set Ramo s-nce YIeW't1g It In 
rolling -.,cIeo form at autl/ITVI'S Tokyo Game 
Show allCl getMg a chance to sample it 
first haJ'lCl al lhe spring event (see ~, 

pl2). sega EurOPe has been cagey abOul 

releasmg screensho:Xs 01 v.tIal might turn 
00110 be the most emertalflll'1g game to 

grace i1I:IV system ror a long while. 
could thiS be due 10 the antH:lpaled 

controversy that Its graffitl'5pr8ylng streel 
gangs are eJq)l!Cted 10 prO'o'Okel With 

viOeQgames alre<IOy lieaWy IM1def attack 

from certain sectiOnS of the mec.a (see 

News, p16), Edge aWMS commentS frO!11 

a Stop ThiS Copycat GraffitllOOOy. 

~,JSR really does look 

SUblime. ExuOOlg a cartOOfl style that ~ 

soon bealme a corruoon SIght m a new 
generalOl)(l of games, Its inline skalers i0oi: 

completely mtegrated into t~r workl. The 

Characters are I'lIMgilted arOl.ll1(l a 3D 
world WI realll"l1e -just ~ free the 

ptayer WIll be able 10 explore this world IS 

"People still think it's a music game. An action 
game was iWJays uppennost in our minds. 

It's a unique design with great gameplay. 

40 £DO£ 

I hope the impact will be immense" 

SIlH uncertain, though barely 

indisllng'Jlshable tranMion between cut­
scenes and ingame action augers well 

Part of the graplncal appeal is 

prt.Mde(l by oet renOemg. a teC/'IIlIQue 
which hlghllgJlt5 maUl characters and 
tlackgrOl.ll1(lleature5 by !IeIlneallllg them 

Wlth a heavy ~k border. The Ingame 

carrera c~arly uacks the Character Ile!nnd 

and arouJ'lCl scenery, which Wl II be an 

audacious effect If the finished versloo 
manages to be IflIUiIJVe and respond to 
the characters' sv.tft movement 

Edge recenw Silt down WIth the team 

bel'llrld lSR In an effon to learn more abOut 

!!'lis urlIllie prOject. A young tluncn, they 

are bns!Il'lg w1th f'@$hide3S. 

Edge: What oli'ler litles has Ihe JSR 

team wor1utd on? 
Kawagoe Takayuki (producer): we 
pnncipally worteo on Panzer t:lra8OO'l, 
the second and thlrtl episodeS. TtIen we 
coded sega Rally 2 on Dreamcast. 

Ueda Ryu (art producer) : I JOIned for 

the secood PartZet" Df'agoM. 

HOSOkawa Kazukl (designer): YOu 

an worked ifO!11 the second allCl rnyseI( 

onl"/ onAZel, the Umd 
KT: Pa~ CXagoon, Zwei and AZeI and 

SR2 are our mall1 team ach~ 

Edge: sega's design conceptS are 

often verv original. Wilal ara your 

sources of Inspiration? 
UR: Before I joII'led sega, I SilW hem 5aJjc 

was greatly appreciated CM!fseas and 
espeoall"/ WI UK VJdeogames magaz.-.es. 
I IOYed the OI!Sli:f1 01 the character, which 
was totally new, like an underground 
stream in the viaeogame Industry tt was 

very refreshlflg and I decide<I to JOIII 
sega. BUt 'Mlen I came tlere, I was 
sulPl'ised and dISappointed Since there 
was onl"/ anlme and manga·I ,ke doesigns. 

n was not the sega I thought ~ would be. 

WIth /SR, I nave been able to eJCPIOre 
my cmn ideas aoout deSign. There IS not 

any special sega concept or InSPirattOn. 
n Is my style. 

KT: Before the game too.: ~s shape, it 
was JUSt a group of new ideas. E\I1lryboOy 

came wi!!'l a few of their own. we knew 
that teehnicallV the machine was attie to 

100 them. But we had 10 figure out now. 
The team is very young - avefitilfl8 26 or 
27 It is Ul'1IqlJe inslQe sega and In the 

viOeogame inOl/StI'Y, we started Wlttl ttu'ee 

people and we aooed three more. 
UR: The Others started out JUst as 
helpers at the beginning 

KT: AS young people they brought with 

them new gamepIay. new conceptS and a 
brand new VisIon 01 viOeQgames. ~ .,e. 
fOI a long tl!'le 1SR was a gathenog 0/ 

new minas and graouall"/, as we put 

everythIng together, ~ finall"/ tool( shape. 

I really want to Stress that t is a very 
young team. we nave toeen told 10 dO 

wI\a! we wartt. AnO we have. 

Edge: HOW would you describe JSR? 

KT: It'S all atlout In llne ska~ng. People are 

skating InsicIe a oty - not in order to hit 

someone. but to flee. A few groups 01 
people will try 10 catd'I the skaters Why 

nave them neell'1g1 Because the skaters 

tag the City TtliS is ~ Cer1tral premise. 

Edge: HOW much freedom will 

tile player have to explore tl1-e 
game's environment? 

KT: The game WOrld Is composed of 

!!'Iree main areas, wI1id1 are Shltluya, 

KaOUklcho - a secoon 0/ East S/1lflJuk\J -
and Tsulashima. There are no set rOUtes. 

These distrICtS of lok)O are entirely ITI(I()e 

In 3D. YOU can move freely, llut With 

limits. It is, after all, a game. City life is 

alSo reproduced WItt1 cars rlll1Ol'll! and 

people waltris. ~ aD looks very real 
Edge: Can you expand on the story? 

Klkuci'li Masayosi'll (director): There is 

, 





PRE SCREEN FOCUS 

From lop: Kikuchi 
MuayoshL Ueda Ry\I. 
1(aw"8ot r""'yukl 

a group of young nIlne skaters. There are 

at50 othef gangs. n.ev confront ei!l;h Other 
in TOkyo. TO mark theor termory; !he first 

group tagS me wailS. o:ner groups will 

have !Nferem Wi1'fS 10 mark the,r 

InHuence AII'fWi'I,!hese markings W1 

attract IXJIlce attentIOn The police win 

thef1 try 10 stop the young people Of at 

least d,sturb them 111 thetr actMties 

UA: The IXJlICE'men wdl try to grab the 

playtlr If they succeed, they will drag 

life po.ntS from the skater. The player 

will have to do everything possible to 

gellhe POlice off their tails. 

KM: we are w:>rklng hard to allow the 
ptayers to wnte graffiti in the City freely 

DUt IOf many reasons we canllOt otter 

such freeoom. For example, ,I will !lOt be 

POSSltlIe 10 palm al the way up a long 

road. The waffiu SPOtS WlII be localISed 

though 'JarlOUS ways. 
UA: ACtLlalIy, you have a range of 100 

g.'affiti rypes you can choose Irom. 

KM: ves, ana In addmon, the pjayer wlR 

De able 10 make hIS own ill a speoal ed,t 

mooe. then use them Of upIoad them to 
the J5R hOme page. Other user.; W1 then 

De able 10 download them. 

Edge: IS there 1nl' particular meaning 

behind e"ch type of graffiti? 

KM: weII,wedo IlOI:kMw~ifwewill 
gr.oe any meaning to the graffiti but we 
are examorung tn.s odea 
Edge: What Is the goal of the game? 

KM: Essenloally, you have to extend your 

lerntory tlV $Cfaymg graff~l . The rIVal 

gangs wol theil h<Ne to react to StO(l you 

There Wi ll be events l i~e the arrrval of the 

POlice or a criminal organisation, But I 

th1flk the srory w,n beCOrTIe Clearef as 
the game progresses. 
UR: PUt SIIIlPI't vou have 10 SPra'f graffrtl 
111 severallocalJOOS to cw a stage 

KM: 50metJmeS you WIll tIave to reach a 
certain amount of PDlnts 10 ctear a s~ 
And bonus games can be accessed 

de?end ng on the score VOU gi!t 
KT: fhere 's a very Simple Story In IIIhICh 

VOU have to defeat a SUI)feme evd. The 
police are one of the mosl CQrM10rl 

iKlvt!rsalles. Then VOU'II haVe a mid-Stage 

boss, IIIhlch is a rrva l team. It may be. for 
example, a cllmlnal shooting at VOU With a 

gun, protected tlV several fearsome oogs. 
Then VOU have the true boss. 

roor only way to (lefend yourself IS tlV 
fle€lng afld VOUr only weapon IS graffiti A 

few of !he VisualS will appear realiStIC -
gunfire, mlSSl~ fire<! from a hehcOPter. 

!he hero gi!tllng scorched l1,r a miSSIle 

eJo:PiOSIon. The whole thing snot.kl De 
COfISK)ered as maoga III style There IS 

nothing senoos. For example, the bad 

guys look very rTlJCh ~e the gangs you 
COUld find ,n 'ROOOCOP 2'1 

Edge: Did you Choose audiO that 

fits the graphical style? 

KT: n IS d,fflCUH to Iona a BGM v.noctt W1 
be accepted WOI'ktw1de There are many 
differences, espeoally 111 the muSIC loelO 

HOwever, we are WO! g ctosetv with SOA 
ana SOE on thIS issue In a general sense. 
we Will try to nclude as marry StIeet 

culture etements as POSSIOIe MtISIC w,1I 

be Inspired from tnis iOea - n,p-1lOO. 

house, and so on, There Wi ll be also a 

DJ who Will be very hip-nop klolung 
UR: This DJ has a central role In tne game, 

A fire moment of calm in the 
,ame, Arrows serve to deliver 
Instrudions on further progress 

He Wil l inform the player about POlice 

movements, and he W111 perfOfm DJ 

tectvuQues In a very stylish ~ In the 

game each skater has a radio watch 

and uses It to commurucate and hear 

the DJ via rool(). 

Edge: Did you loo« into making the 
game playable via the Intemet? 

TlIkayukl: The game has no onhne 

features except. a home page. AS the 

dorector ~, the pIaofer is able 10 
descgn Ius own graflou. SO ~ woll be 

POSSIble 10 UOIOad Of 00Wn1oad tile 

desogrts. There W1 not be any rngame 

tems available, s.nce JSR Win not oiler 
suc:n a feature There W1 be an Internet 

ran/(ong opoon, thougtI 

Edge: HOW many play modes are 

available In the game? 

KT: BaSICally, the game is ooeplayer only, 

so don', expect to see twoplayer Of onhne 

-"""'" UA: There WI ll be several modes, like a 
bme attaCk, a race mode afld a race 

attack. we are working 00 them IIOW 

The authorities are not especially happy about you IllIin, their city, which resulls in a number of police chases (main)_ 
Gamers into ronf Howk's Skateboardmg will find much to t njoy hilt, with ,finds (top It ft) . nd plenty of air (above left) 



KM: All we can say at !hIS stage is that we 
are planning to inc lLJde severa l modes in 

order to enJOY the game and demonstrate 
the full power of the machine, 

Edge: Such freedom In a 3D 

environment requires a very clever 

camera system. HOW will this work? 

KM: Yes, we paf1 icularly spent lots of time 

on this problem. The d<fficulty IS that 

Japanese users are very sensiUve 

compared 10 the Ameflcans or the 
EurOpeans. Yes, many people in Japan 

suffer from motion Sickness after usmg a 

Doom or Quake vfew system, I personally 

cannot play lTIO(e than XI minutes with 

Quake SO we had to have both a dynamic 

camerJ Jngle and flxe;:;l ones so 
depending on the gIVen acttOll. or 
kx;allon, the game will use a moving 

camera 0' a fixed one 
Edge: HOw many characters and 

stages are there In the game? 

KM: There wil l be four, if you conSider 

the map according to the Visua l images 

If vou compare JSR to other standard 

games, there are more than ten stages 

in th is game There are twO characters ­

a boy ano a girl . 
KT: NO! There are about ten! 

UR: I don't Know if we can speak atJOut it 

but ., OKay, it is possible to make a lew 

enemy characters join your group so me 

number of members will increase, YOU Will 

have a centra l room - a garage - wi1ere 

you WI ll be able to choose vour character, 
Actually, it Will be poSSible to CUStomise 

this garage, Regarding the stJges, there 

wi ll be some by daylight and others by 

evening or night, HOWeVer, the ttITle or the 

weather will not change during play. 

KT: We wanted to add the poSSibility of 

playing on the enemy side. 
KM: Yes, but we dKln't have eoougtlllme. 

Edge: Are the moves different for 
each character? HOW many different 

moves are there, and how does the 

player e~ecute them? 

KT: It is very easy, USing essentially one 

button. we want a wide range of users to 

enjoy our title So you have a cenain 

number of moves available for each 

skater They change according to the 

character you have selected, HOW rnal1Y 
of them are there for each Skater? 

KM: There may be 12, 

KT: Realty? 

KM: well , VOU have Iront and rear. 

KT: Well, let's say ten, yeS? 

KM: I mean you have twO basic 
techn iques you can use in many ways ­

SIX when VOU are going foIWard and 
another slx backYvard, The moves 
change if VOU are 00 a road or on a 
half pjpe. So, you can get a maxlmum 

of 12 rncrves per character 

UR: let's say ten. 
KT: Yes, there are ten moves. Regard ing 
the graffiti, you have to reproduce the 

command displayed on screen using 

the spray button and the afl<liogue 

joystick. sometImeS, VOU will have to 

perform several moves In a chaJn to 

accompllsil big graff~i. 

Edge: What was Ihe most difficul t 
aspect during development? 

UR: At the beginn ing we had to figure out 
haw to make our ideas possible. we knew 

what we wanted to do but were unsure 

Two characters are initially available, although there's an opportunity 10 lake 
control of rival gang members. Behavioural diffe rences wi ll be only marginal 

haw to implement them SO we had 

great deal of research on the 

haw far we 

i haw my deSIgn could adapt 

3D world and an an actlOl1 game. I had 

much research and experimentattOll, 

1'"Wh;; 
: Hey, don't say nottung was 

" : well, 110. In fact, there is this chair 01 

I""'''''' "'oc,,,"' ,' "' so I had a very hard 

1""',,"',,'" 'h< challenges were Quite 

I'''''. '" had to e)(plore the hardWare 
limits. NObody has ever done 

li we 

to pusil ~ to the 11111Its. 

: Yes we stlld ied, for example, the 

PRESCREEN FOC US 

Designer Hosokawa 
Kuuki demonstrates 
JSR's unique visua ls 

"Japanese users can be vetY sensitive. ll1ey 
sufferfrom motion sickness after using a 

IDl:IOfIl or Quake system. so we had to 
have dynamic and fixed camern angles" 

11~~~~]~;£;1'~"'~we have been able 
impossible on a 

I For example, the textures are 

I and detailed, The PS2 would 

able to handle them because of its 

Another example we 

0Ile very interesting aspect of 

if I 

a very rea li stic way and in 

I."" "'''''''' 16 characters without any 

number of potygons we reinforced 

I" ~,"'"" potygon number greater. 
30 WOf\d is complex. You can 

£DG£ 43 .... 



PRE SCREEN FOCUS 

Jft s.t RIclIo"S lIP .,. 
_10 becu:nt CUIlII8mS. 

1I"S~~hr;M 

.......... bellllllO 

~ IhIIr OM! 0IICf0II 
of.-mtl, but trot INS 
c:ornpttjb rtv _nil ItIIt 
tt.{1I be 1111'*'111 0Wt'. 

skate In the lJI'IOerground, for example - ~ 
the subWay or the sewer, But you can atso 

go inSIde bullCllngs and Climb on to the 

roof. Yoo can also jump from one rool 10 

arlOther Within the limitS of the area, 

wTlich is alreaoy QUite wide, you cat1 go 
evel)Where WIth a high ~ of freedom. 

UR: YOU may sometImeS even be able m __ 

Edge: HOW do you think Japanese 

gamers will respond tOJSR? 

KT: We have 1101 released rT1JCh 

IIlformauon aI>OUl the game 11'1 lap(In. JSR 

firsl appeared In me autumn at the Tokyo 

Game ShoW At that time, we s.t\oy&j a 
s.hon lJ..secood \/Ideo, only twice during 

the eI1tlre three days of the shoW. Then we 
put 3flOthei' short videO ill Dfeamcas! 

Partners demo GO-ROM, we even added a 
short text to gIVe an dea about the game. 
But we kept detailS to a miniml.llTl so that 

peoole Stili thOugtlt It was a 20 game. The 
firSt true II1troollCtiOn was at TGS 200J 

UR: Many people s~d thIn~ It IS a muSIC 
game. Tllough from the beglll!1ing an 

action game was 8I:ways uppenTlOSI: in our 
ITIIfIds. SInce we maoe a ufllQlJe design 

With great gamepIay, I really hope the 

ItTIp(ICt WI. be IITIm!!n5e. 

KT: ves. I really thItk we have a chance 10 

ma~e a matOI' M'npact. we wor'lOO hard to 

delIVer a !(IIa lly new trend ar1l.l feeling to a 

Dl'eamcast htle'. TGS was the firs! time we 
had shoWn a playaDIe demo or even a real 

'o'IOeo of the game 

Edge: will the overseas versions be 

R.ther th.n simply pining checkpoints, the .bllity to "l becomes In intel,al 
element of the I.me. Severll.,us must bI tlgged befole the level is finished 

different? If so, In what way? 

KT: Essentia lly, lhere Will be one additional 
map. It Wi ll come belore the fourToi(yQ 
areas. ThiS new map WIll certainly have a 

US taste. I just came back from the US 
wnere I vi$Jteo New Vert ar1l.l san 

Fr.tnCISC(). t (lOIn think we will recreate 
el\hef of thOSe Cltoes, Since they don't 

offef enough spotS for One skallng. SO; 

desogrwIg ails aadltJOnal stage WIll be our 
focus after releaSIng the Japanese verSIOn, 

'MUCh IS scheduled for August. 

UR: Wt"ri not use the Clazy 7i1:(j CItY? 

KT: Yean, good dea! It is not easy to 
find a City Witn many spots to skate 
and spray graffiti 

Edge: Whit about the spray paint 

you can collect in each stage? 

UR: They're not Items. They represent the 

spints of the City. COrrmon people camot 

see them. only ska!ers can. Tlle sprays 
DI"OYIde hfe POIf1IS and palf"lt. It IS like SOOIC 

or Mane) where you c:oIIect COIlS. 

Edge: AS a relatively young team, 

~ou'ye Clear1y played kits of 

Yldeogames. But Jet Set Radio 

HemS to represent a new genre, 

chiefly because of the way 11 

looks, Are there any other games 

that you look at and think you'd 

like to hive been responsib le 

for making them? 

KM: That's a dIffiCult QUeStion to answer. 
A game you like I18ry much IS QUite 

d fferent from the expeneni;e 01 haW1g 
wcrteo on one. A game is rT"I(fi:! atnn ItS 

0ENe1oper's iCleaS. SO; for me. IllS SIIII 
another pt'fSOll'S deas that count. 
UR: we are in a positlOl'l tOlUrn our 
dreams into reality Elut having said 

that, we al15ti ll iOV'e ZeIda on N64 



•• 

With two wildly different Dreamcast in the offing, Sonic 's father is exploring new avenues. 
Ed.e met him at SeCa's HQ to dl.oca""; how shakeable percussion Instruments figure in his plans 

A
s the creatIVe force cw. Id SCW""y 
me HeageI'IOf. VillI N, k. ; no 
Slranger 10 ~ surreal 

workls onhaOlteo by curKllls creatures. 
H,S two current projeCtS. PfIo1ntasy Star 

Dnline and the strange, hypnotIC samoa 
deAm!gO, are prool ,I any were neec!ed 

that after 15 vears at sega !"liS ot!atJII.:! 
powi!rs are St,lIl~ 811ur"lllal"lCe 

~ IS clear tI\at Na~·sal"llS Ir.een to 

pId!Il. a ftag w,th Pllant<1S"y star On/me 
A~er touctllogon the Internet capabjll\leS 

of the Oreamcast w,th SOme Ai:hernure. 
PSO isgomg one further afll.l shaping into 

the f,rst onlme RPG expenence In Japao's 
home w:1eOg3me h,Story 

"I made the first two episodes of the 

senes wtllcl) were \radLtooal RPGS: 

Naka·sa~ tetls Edge. 'I wanted the new 
Phantasy Star Orlhne to emtlrace a whole 
new expenence. -m.s game is the most 

otMous way ~ offers totaly new 
persoecuves as the pI(rtef IS o::JmI)IeIe", 
IfIY'I'ersed ,rlSKIe the game" 
~ PSO offers a ooePJaver 

oflhne garre. many features ca'1 only be 

acoessea throtJgt1 dose coopera:JOr1 Wlm 
I)f"IIone compatlIOIlS. ~rnv.oo: is going 

10 be mymam concern /or th,s ut.e: 
tontLflUes Naka-SiII"l .• ~ WIll be possd;lIe to 
Clear the ma.n QUIl"St of tIlE! game alOne 

but that wruld on", account for a smatl 

per'cemage of my whole ~'SIOf1: 

The world is enough 
The game wor1d has been kept compact 
to prevent endless waflClertng for I,nie 
rewaro 'I don't really 'Ike t~tes like Final 
Farlta:syor DragOn Quest You have a very 

long Story and ~ IS necessary to trnvel 
mi les and IT\Lles. sometimes getung ~t 00 
the map. I preler the player to be focused 





on the gameplay as ..... ell as the 5101)1: says 

Nay·san. ·PIus. "nee It '$ 311 onlme li~o;, 

people C3I'lrlOt S()eOO as much time as 
they wculd 00 a 51anOolrd IIPG ' 

Based on the 04'tglll3l Mega Onve 
PfI.lnr,l5y Slarworld, NaKa·san IS eager 

for me game to rt'tal" some lam,liar 
eIl!mems. "'There IS 8 lTIa'n Quest wl\e'e 

a hI.4I'f! dlSaster ~ happeoed A kiCld 

01 gliB"',c <TTeteor r.as crasned on t~.e 
pta. o5t wrfacQ sod l;il<Jsed a gre31 

CleaI 1IOOSlrUC':iQn 'he goallM\; toe 

to find OUt WIly th,s has l'laOPCfltld," 
TIle ga~ SUpeortS four players in the 

gamev.Of1d a number \'i!'ICh the sega 
pI'OOuCef admits IS IOW cumoared to PC 

onlone 'MJf1ds . j doIl'l wa"l the game to 

be a huge I:Iattle~ekI, " he e):,plairls 

"Fightll"ig 1$ no: tile m<llrl pr\o(lW 

ExpiOfatlOl1 and adVcrturc counts the 
!llOSt· I-1e ~leveS th<l1. techllica:Iy, lhe 

Drear'I'lCaSI mlgPll Strugg~ 10 malr 
maroy characters Illteractmg Clf1 le_ 

screen In real t,me, AA e/tUft MS Deerl 

maae 10 ~eep lhe game runrnngll a 
smooth JOfps to rT\alnta11 ttJe QI.ko Ity 
cl gamep~ ana eterawon, 

"l11e awon IS .-Iewed from l)el'lnd the 
CharacterS ar1d the players w il hM to .... 
togf.!thet 10 sotYe puzzles and aefr' 
enernoes,. he reveals. "A s.mpIe e..an :1ft! 

01 tillS would be a mec~.aM;m WI fol.Ir 
sw tdleS wnidI nef(l to be ~ • 

the same tlmt. ~ or even th !e QIayef$ 

alone wour.' "lOt be able to IIC ::ess ~ 
pan oft':e game' Naka·sarl ~ CIeaffY 
(~IIng In me ITII.I ' ~ .SSI,;ii$ r­
conuna" J'TlS wft ~h r'lis game WIll 

OCCilSoanaIly ~ 1'10:10 me IT'I( 51 fun 
aspect 01 the WOfId," he ~ 

nagi;ne t'le lour PIaVerS In! 11'1 a o..rweon 
and a':er some grueIIini tlattle5 you are 
rewarded Wltn a cI'W!sI 1f\Si(Je the (resllS 

a COOl tern. It w ;/l be inte'festtng to see 
hoW the fo4Ir players <leCtOe I'dlO nas 
earne(f 'I the most ltoey may f'~ rUleS, gO/C 
pnorlty 10 the !~es, or just argue " 

Teamwot~ y,il! be crucoal 1'<!Ien 
enemies are encoontered, The tliInle 

system demands Strong cooperation 10 

~.:erne 'TIu~,p;e enem es: ·Players 

~!Jst choose tMir classes carefully. The 

game is based on a sc<et1C€ -fiCliOrt WOrld 
I"Ou can play a futurist'c SOl{jief armed 
1"Itt1 a klser I'<eapon, or be a mag<>;)fl 
E, '1 ~ayer will have Strong and wea< 

lI'ewand ~ woU De essential '01 the group 
to XIlO'W each o!hef ms.rde out OtherwIse 

me oarty wm be QUI(Xty wiped out" 
~ of the ma.or SlICo:,mg POIntS witn 

le ~ MS been buliyong between 

w:" r;har.Icter$ arld not'Ye f'St ·,mers. 
... to foI11'!' ill\' hapcyto gain e~peneoce 
0)' dI,ng anyone weallng no more th3'1 a 
!~ ~ the kltler are trf'.aI:lie to 

affo."': IQ bIIy a PIn! Of ale at the ~ 

\a'YeIT1 oeve< m.nd a doLbIe~ 
bfoaclsWO!ll Naka--san tleioe\'eS ne has 
resoI\Ie(l !illS diffICUltY by preventing 
payer Characters 'rpm ;njUrrng eacn 
omer, A.I$O, t~ power of the CreJIIJfeS 

• ~er~ acCCfl;llng to the fe ... ei cl the 

players before tncm WIlen there are twO 

characters and one IS stronger than the 

other the game Will adapt the enemy to 
the level Of the weakest. This potentially 

alk)wS me fl€W player to narrow me 
difference ill ~Is 

Of course,. this 'MII not prevent some 



&rOOP sl<,uiduggery ShOIJld tile players laU 
OOt WT1&1l a player IS deac It IS up 10 Iflr 

otl\crs to dQCIOe wtlat to 00 - tt)(:'y can tx> 
kind aroo restore n s I~C With a poti on. 01 

lake him to a 10\\l'r1 and ask a tnaglClan to 
resurrect him Alternalvely tney can be 

calKlus and ransaCk the tIody of all the 

·tems he was equipped Wlth_ 

It's good to talk 
NOt 0I'\Iy w ttw> 1\;! . , '; De aDle 

to c:omm," aIr tnroog!' 
~teracllOl'l but ) It .. , at' • 

.mer/ace A great oeaI d thougtlI has gene 
'nto tI1ew~ pIayer$ W1~ oommunfcale 
onltne BeaItise NaY-san wantstl'le game 
10 be trutv glObal. tnree rrettxxts are DetI1I 
tor<$IOfre<l:"n18 ~r,t IS a com<non ct".at 
USf1g tile kfYOO¥O Of Tne comrollef - me 
messag<! appears In a I)JDbie ~ ttlII 

char!!Cter, The seccnc one pS based on a 
set of ~eyMlOlS ,- when a !)layer from one 

country LJSeS one of trJem rt Is autorTldtlcattv 
translated, I'm thinkIng about 1,1ft! of troe 

most used iafl&U2ll!le5 In the WOI"kI .. 
ad<l.~0fI to iaP<lIle5e Then there IS lMe 

thlr(l one, wrlicn Will be oased on IconS. 

They W1~ be very easy to UIldel stand and 
WIll allow tlasic cornmunK:atIOll' -- ---

PRE FOCUS 

'-Ht elludH • feel that 
... 11 be , ... iii., 10 '.M of 
the MriK. The entire 1._ 
has ...... buik IlporI prDftII 
•• IIIH, in 'Kt. which sltoukl 
.PfMI.M h.lrdc:ore 5ep 
.... eft. n.. lUpifKetII 
wiSU8lt .. e iOnl on the uke 

~·.9 . 



Shake, _ & <mtroI 

~II&O,,*,­

pur" C>* CIf,---"""'" (000); ... mur;h 

...... costs CMne down 
10 1f7,8OO (£41). s;m,w 
dew:m: mI'/ be 0.-1101 
bMebaI ...... in !he future. 

Amlgo's N.omi-bl),llrd orieins h.ve I" 
10 In .uy conversion procen. the DC 
ve"ion ret.ininl.lllhe vibr.ncy of the 
(oin-op. The I.me's sp4d.lisl h.rdw ... 
hu proved more difficult to brin, onr 

Rhythm action 
On lne surface. Nak,H':lrl's omer prOjeCt. 

samba de Amigo. is a StIl1<..1"igty c!offeren! 
proteCt tIlaI1 PSQ. But he maintains that 
they bOt~ set 0lI110 reinforce frteodst1ips. 

SOr1IC Team's maraca-waving music \::18 

even I'Ia$ a Love love mooe. described as 
perfect for a (late as ~ 'NI I evaluate the 

Ilafmooy Delween two people, me 
concept is reYO!Uli011il!)', rctymg on two 
maracas f,tted out wlh motIOn seosors. 
Naka'5aI! tells Edge mat ne got me idea 

'" a moment of boredcm wtliie tappng on 
his ~ w,t~ a pen. "I knew theflthall 

wanted a game based on tempQ' he 

rememDers "When the dea of maracas 
came to me I went straIg!1t to see the 

ted\nOIOgy R&D deparone!1t I was tokIlt 

v.wICl be possible With a buOget of 

VSO,C(O or more for the rontroHers. T'!,s 
was fI01 SUFtable for mass. mar~et (jse~ 

so we cleveloped the ctlln·op Ins!ead." 

Naka·san stl.lCk solidly to !!'le idea of a 

conSOle AmIgO and eYeOIual!y conwlced 
the RID SL'lfl!ha! the per,pneraiS (;OUkj 

WOfI( With otIle! garres. -r.: IS the f,rst tlr'Ile 

5CfISOI'S are to be used Il a home 

vdeOgame and at SlIth a low poee. This 

system Offers brand new pOSSil)j lrtl€'S. 

""lagIf'le a Ilaseballltt:e. a Dox'nggame 01 

~ I game ~e PMflIJSy $/i!Jr Onhne 

Yoo cool1j use 11 ~ comrOl~' 

sensing motion 
The DrearncasI verSO'l eve<1 br '1gS more 
..-.nc:M3tlOrl, to talce full advantage of 

Amrgo's party SP'lt The motoOO-sensit>vc 
cell~ O!'lelther SKle of tile COln~ screeo 

rIave been ~ to 11 rail 00 the floor. 
Th,s seems the best SOIUt>oo to NaI:a,san 

and sotves atri POtentoal problems from 

dofler~ lV models: 'There IS also a carpet 
attached \0 the /'31' for me pji!yers to stancI 

on. It's not omal to use thIS but t'lE!1'e are 

marks infOfmlng the player where to 

StarXI Plus, It'S a COOl C\e5.lgn: 
AS well as the OI'earncasts arcade 

mode!f1ere IS 11 challenge optlOrl. 

complete an your maraca lISSIg'1Il1E!nts 

and yoo can become K 'l8 of the FIeSta 
Pa'ty mode explores many t'M)pIayer 
POSS,b ;,ties. The Bailie ~ PitS DOe 

pji!yer aga,nst another 10 perform comIxI$ 

POInts are awart1etI to the most 
rtlyIhmlCalty SIoIIeO. An(! an Internet oPtIOn 

w,.be ava I<IOIe for those 'Mm ambil()tl to 
beCome mernal>Onal superstars. AS well 

as the dowrIIoad of ~erv new tur.es, 

f'l .,.~ can be 8CCessed to r¥\I( 

pIayl>rS at naloonal an!Ilnternat..pnalleveis. 

All the I'lOISE!S coming Irom sega 
remaJO POSltoVe - oespite the successful 

I3unctJ of PiayStatoO!l2 AlI'lOOgh software 

of the QUality of Crazy TiIKI and SOUl 

Cil/JtJur hiM! oooe I'I'IJ(tI to strengthen 

Sega's.mage Edge IS SI. I awal\lng 11 k'lIer 

ut>!! With the oepth and Ioogevtty thaT 

Oflline prom,ses 'M1en asked aboUt the 

Ofeamcasrs progress so far, NaIQHlIn 

remains bu~isIl aI:IOut Its !XlPOIanty and 

future prOSPeCts "I was very surpnsed t¥ 
OI'eamcasfS SLlCcess, esoetl1l1ty ,n the 

US: he admiTS "1hc machlf'le now need5 

some g'eat titles 10 susta in lIS growth. me 

PS2 ,s it great release as hardware but as 
a game ~em rt IS not that gooa thiS 

gM'S us the edge A goocIIU1(HJD be 

the focus .,n, ~ we Ilave all the 
5eM!fS in place the OC may at IaSI deliver 

'IS full DOTef!MI thanl;$ 10 the coming 
ooline I,tles aod seMCes.· 

1ft the 0I111fle bailie, Naka beloeves 
Sega has it heallrry head Start: -SCEI nas 

to start from s.cratch Its 2001 deadI!ne 

COUld aPDE!af OjltlrniSI~ SO In this foeld 

we Slill have a leae We jUst have 

10 use I1 WISely.' 







PAESCREEN FOCUS 

N 
01 <rike a sport5 ",,",5 ~ Edp's pIanne<:l \'ISIllO 

Ferrar 360 ~ developer Br., rl a Jar 1S/1', !1..O"tWlI! 

ve!'f ~_ ~ on !tie King's 0= 10 0IesteI 

I/orgIn ttaon ~ spe<"(!tIe I.lSI 50 ~ Ydlh iIde dote tu 10 .nnre 
!tie nonhem end 01 ~ ~'s pIiIdonn. It's net Iht <T1OSC 

~ • hoentwItt Iht a:n1.aor ~ ~ Iocorno:;b.oe tla!. 

btMoIl4' end at1~ 10 get • resIMed ~ t-n .bandoned The 

5hock 01 aauaIiy nnmg on !me LWJIlI rON tla!. pre'il.fMbIy taken lIS 101 
A futy 1ulc1Iorw1g ...,~ is ~dy on lIS vqy from MIo~ tu 4 

....... anhcu 1Ogel. he<eAsl tl.mS CIO.I.Itos ~IS~ h.JIf ..... 
8'( !tie IrTle ~ is ag.aon e diswIc spoI on tt.. hoomn, wo:ne 120 

ITW"lIIeS hiNe ~ and ~ Irir' ~ rllhat IrTle tla!. A'fP.ed 

In !tie loon 01 one 0I~ conrb:to(s (1'II.I'Ilf.mI,t) ~ apItf 

1emWlg!tle ~ a·~ iaIUe· 

Sti, Itos IeaYes !me 10 ~ l4' on badgroo..nd ~ beIore 

IocusIng on !tie game, vhch. os ItS We ~ ~ IS based on 
FelTari's ChaIenge series. llis one-maI:.e. ~ ~ 
ch.!fnponship "iLYIed n 1993 loo Q/SIOI1'le'S -mg 10 fac@ 1herferran 

148 5POIIS ~ ~ fIo6Jw ~ The amvaI 01 !tie 5lt*nI! F355 

two yeer5 1i11er ~ ~ 355 ~ beIore beong rnrro1aItsed by 

Vu 5uDJo In !tie ~ «WKIp 01 !tie ~ name 

ye..rs ~ Moor Sh::tw To ITliIny, l ~ the most be<lUliful 

Fenari f!'oIef rT\&Oe, ~ so:me 01 the ITlOSI ~~ a<.rIOm<XM! Ines 
-'In~ l00yearsolr;.y~1(s.~21S1~ 

~~~~3_6k1re,~~~ 

~ MIwl an aIumInun chaSSIS (a fr5I b'. FelTII'I road G!f) v.hctI 

IS IISeW ~ by Pwwrt..nna's ~ !aJdI. Ask d I"Kl'Iv and 11'1 
~ lCXlb'n1'l n 4_5 seconds and ...... ((lI1OnUI! past ttw:, 295krrv1l m.n 
shcx.Od you ~ tt.. brake ~ CunousIy, tt.. ChIller@' ~ 01 tilt 
360 ~ doesn't trim 'M1h 1he eng.ne, tnStead Ii'lrl1IT-.lg 120 Oilos 

off the Mo::ltIer.e's 12904<g and adlilg COI1"Ip@!JtIOn Brembo brakes, BBS 

...tleeI nms fitted woth P lm> slid; PI'eIis, a raaog seat and w-poont 

~as weI iIS d1e ~ rei c.JI!e end LbnIJIIC ftt ~ 

In r~ Im1 d1e 360 ChaIer¥: ~ 3an dasef 10 Ihe 1Iad and 

shiM!s ho1II a second off Ihe Modeni!s ().10010:pjh 1me. A cIo!ss o!CI. 1hen. 

So you can magne how r>ews 01 a game based ~ on d1e Fenari 

360 0IaII0ertse senes was ,~ irl the fdl. office. No!hrl& net ew!O 

edlaosIed I!I"'IgIO!S and ~ 1Iair> ~ aMI dampen 

errtIl.&!Im. ~ ~ hitt> era Ihe tyne's ~ Br., 

n a Jar." 10 ~ale tt-w:wk. 
The Itwft ~ 0I 1he code5hop (~ d!re!.n ___ 

c;."boW, .-t dorec1Or c.t ~ and Iedn:.!I difeo:r 01 ...... ) OR 

ro ~ to q-'*f 0Ihe< than ... CDqIIRtIII'Ot an~' 



lrustrallf18l'l ~ Looder, Edge a year i!gO n..d the dow>ce to pL.y 

a demo the trio h1Id pullOgt'thef ....t1d1 le.nuroo a 360 ~ 

on a ~ track. E-~ in such pMlitil.'e foml the soItwall' sOOwed 

rmssNe ~, ~ the sort <:i pI.1yilble Iw"dng dwoc:Ierisocs 
most Inshed r.ri1g fX'OdJct!; IiMto deINer. kdam 'X1W the demo, too, 

and beIo!e ~ else did the deiII was signed 

Building a virtual Ferrari 
A ye..- on, ~ Mve ~ ~. In the demo room ill Brain in a 

J"r', Q",,;\ef offices, Ferroo 360 0I0Ienge" idrei!dy n..nrw>g on the 

lffim', AMD COI'Tl!l'J!et'S (l>S2 oo,.li\s s/uJId ~ ~ by the ""'" 

JOU r81K!!hIs). It', an ~ soght Already, the prospect of seeng the 

~ p«:><Lct io <nlIher 12 rn:;.nths, once !he team nae....s and 

~ aJ <:i the 8<""""" , ~"1IWinS- But to.""'" \<JUf 

~t grdbs the v.t.eeI to. 3 ~"" .. "" .... 

,,~excellent n.ow the 360 ~ 

CM reacts aactIy as ~ would e>peCI 

~aroondthe 

PRESCREEN FOCUS 

Though ..., lar Iran fiMIised. the ~ already ~ the knd of 

reallsm/playability ~tOO that so easiiy ~ this ger11l'" Ieadefs 

Iran lis b.x:krn..-t.<= <;orr", 20 lops ~, the WlIf the car "...".,a, lIS WlIf 

aromd the trri:, the WlIf ~ sets ItSelf lIP for bends and 00,... ~ ~ 

rnid-comer 5tJ II1S!l'res. In a ~ gdl'lle, there', M better rewdld 

1've a ~ a klI. 00 the car rrodeI and on the IrlC1IOI1 rrodeI fo< 

the tyTe agarnt the gro<n:l - 00,... !he foJr v.Oeeis I'oOrI< ~. 

PMaIs W1ght,....m was responsible for LoodeIs.,...,..essi-.oe physO 

h . "The code for aI the ~ is !he I<IO'l1e regMd\ess <:i ~ 
iI'$ a dnven.....ned 01 0(1(, so there's M r..rls in there - it's tr')Ong to 

beM.oe IiI:.e a 1Nl car. We start off and "",ke ~ as rei!Iisoc as possible 

and then start dwIgIng the pIYysi:5 to "",ke ~ rrore pI.1yilble~ 

Allhi'; stage, there', <rly one <;ill 00 !he trild buI <tIIOIher seven will 

jorl it in to:ne for release. like aI r,ti!g game ~ Br"", io a Jar 

proolise'l !he cP\J ~ will be exemplary and to <h so t Ms 

embarked 00 an e:xper'tne<1til1 qlO$ to (moduce We elements into 

~ raang game.~, It', LJSng geoet'c 31gor.thms. Thin\: 01 . gene 

pool ItA of geoomes. The team starts ....m a r<tr>dcrn set of genomes 

that <!ppfO'<JT\dte a random 00Jer', char<tcteristics. ~!he CPU driver 

IIiIS 00 Oded <:i """" It's doing. It's ~ """'g a <;eI 01 v~ 

dklY.o.Jgh it na-; 00 id&! <:i theo" Iunc:!!on ~ c;¥l .... the IIvQIde ¥>Cl 

tIr'*e. but ifs I"\""oOfe Ih¥I Wt ~ IV! • waI ...:lib nod'oirc 

• 
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Although thest •• t wo.k-in-p.og.tSS shots \tltmenu such n ""k b"kg.ound detail art still at an embryonic stale) aspects such as smoke effecu Ind 
lighting routines are already effectively in pace. Tbe lime of day will change in real lime throughout races, and ski I-testing night evenu are p,",nned 



'We typocally tare 20 or 30 ~ fforn ~ - just ~ d"ooge5 trom v.tw 
d... fi<s! ""'" ~ and we let them n"...., a go OIl ~ trad,' e.pIitIls Wlgt1t 'We p..rI 

them OIl ~ st.trt line. grve them a rTlInlIte of trad:. tme 

.md 5t"e how wet they do. They <b.'t knoN....Nt they're meant to be r:!oO-lg - 1hey1 

~ nit !he Wdl, nil: ~ aoo go storTl'W1g ~ !he trdd<, or do Il()(tWlg - • be 

of them do nor:tW1& But ~ ~ best. ~ ooe ~ to get ~ ft.o. 

the!;!: ~ the track. we puI ..." out .od make ..." ~ p;;rent 01 the neXI gene<a!Jor\. 

So ot's SUMVIII 01 the filte5t Alter a couple 01 hundred ger>ef3tions we $!aR to """ 

them going rourod the trrl:' 

kldl'Vl1h this, \I>I'iilI = a new ~ process for demonstr.non pu!p<ISI'S 

.....tW """ eOO:lrdtes OIl the "'-"game impIicatJons. "There's negdtive seIect>:n to.. 

allSh.lg Cl' p"& 011 OIl the grass. A ~ IS clllakted - they gel points for how far 

~ the trad:. they gelaod poonts taken i'mif'{ for time spent on the grass or hJtIIng 

!he w<JI,' """ Sd"fS. 1lu! I "'" <:htnge the seIect>:n process 50 we can get different 

oo..oer choJrilCtenstics, 50 that d I ~ them OIl how 5i::tv they .. e, for example, « .... 
encourage <iiver5 that 'md of get the bad end out a brt So we shOOd be 1t>Ie to 

gel dfIerent oiNer per;oru~' 

'MIle ne speak!;, Wight', AMD AIhIon h.ls h<>d d... choJoce to "-'" ~ a ft'W 

gene<3tions (eoch takes" lTW1U!e 01 cPIJ CilIcuLltion). The oo;..ct 01 the ~ 

sequerv;e in !hi<; case concentrated on steering. and already ~ts .. e e.W1\, 

IMth scrne CN'i mamg ~ past the fw'st o;mef .md 5e1tIng them!d,oes up lot Ihe seoond 

bend gctMg ~ hrioer I'VI1h each genera!Jor\. This is JUS! ~ miroJtes' work, 

01 (Dl.II<e. The team membefs h.Jve go! into the habit of settJng !he seIeaion 

procedure at rUgtrt before le\uff'Ong 10 R in the morning and cI'!edJng out Ihe resutt5. 

'The best ""'" we ~ ro f .. is klpprng hlut erght seconds a I.lp off v.tw we can 

do, but we've got a be m:re to go: 5a'fS Wight 1lu! rl's fi!l1tasl.: to see (wc:ft. Men 

~ ;>C\UiI~ pro<Lce5 " guy ,.,m i!ppe3I'.i 10 be t1bng the raang line aroo..nd the ttad:' 

Havng'MlnesSed« on acriln, 1', diffiruIt to cisag!ee. 

Owning the dream 
But grven the ament stand..-d of the mar.:.et, a ramg game eithe< ~ its boot ut 01 

dos~ features or face et~ e>JSIence as ~ iIOO\tler non-misher 01 the 

fierrely ~ ~ grand pm. Fenari 'iceoce 0/ no FeT<in 'icen<;e 

PreoseIy be\:,)use of that licence. ~ 360 0>0Ienge is 10 add new eIemems 

to the usual mi:<. lJrIderstand,ob, IMth the proposed release d3te still scrne wif'{ of( 

the team is ~ to g;..e too rru:!l1N/iJf. "Therel be a be about the feeOng 01 

0M'lef'Ship: promise5 Gabnet "&yIng !he c.lI; v.tw R ~ to oouaIv 0IMl " Fenan 

0/ 10 d'M: a Fenari, the history 01 ferfan - ill those \hir'@ .... berndudedllrtkl'oOO't 

just be. r..-:ing game with real tedlnoIogf. Th.Jt's ~ ifs got to start from; we need 

to ~ ill et the passioo' 

The game pI.v1lS to indude Ihree play modes. tOS\, all areMe optroo sees III of 

the frOllt-end visuals aod ~ screens a~e<ed to ~ • ~ ~ feel. 

'Then !here wiI be Mo ut OIl seasons for the 360 ChaIenge vefsion,' dMJIges OMon. 

'There .... be an ...t.ibrtm mode ...ncn .wI be the 360 0JaIenge car but .... 

probably h.Jve more re~ktrc han<:Iirtg than the arc.xle W'fSion,.md there 1'oOO~ be 

anything ,ke ~ _ ithe iceoce penrots lIS to do &mage. K l'oOO't ~ stuff 

Oke tyres. ~ ..00 pt!. stops, ..-.d they1 be Wooe< "",es.' Cooffil Brain in a Jar 

COI'l'JeIltioo ~e5 1hos f.-st ~ could folm a knodout StrucIlKe. 'We 

W<tIl! to 00 stuff tu Mwlg car ~ OIl the C31'i, ' CDr1!Jr"oes Dalto!\ 'so that you 

just get a roumber vdlen you fltSt $!all the g.m>e and a you rllCe Ihtoogh exI>b6oo 

mode ..00 you ~ a lhifd of the '-M¥-/ through the cha~ before you get 

knoded out, the next tme 100 go bad into the game yoo get a new ro.Jmber that 

represents how f .. you SOl-
'And then ~ .... be ~ separ>l1e, fuI.oo 360 Chi!1Ier>ge mode ~ .... be able 

to rn...e tyre wear, the mo5I re<l1istic h.m<Iing. and the damage and pIlle money, and 

'fOOl have to pay for the <.opkeep 01 the car aod stufflil!e that But ifs sUI very q>eIl at 

~ moment ..00 dS we gel more ~ OIl t>oard for the le.l1l1 we" be talo:ing OIl as 

mMIy odeas dS we possjbIv cart' 

The i<::Ieol 01 d<trruge, isn't new, of course, but it is ooe that i5 sadly mlSSOrIg from the 

majority of recent r..-:ing games. Ma-nufaclUrer!; ~ adopt. the erroneous $!ance that 

iIIoWt>g thea' 'icen5ed pro<Lcts to suffe< IIirtwI visual damage sorneho.t; ref'oeds 

neg.ltNely OIl the aawI q.;aIiIy of the relll-lfe i\rIIde, failing to realise the irooy that 

The sholtest tr.(k (Lmently runs fOI I length of 
2.Skm, the longest 4.2km. All future sever, l types 
of kerbs (construded of polnons, nalul<!llIy) 

PRESCREEN FOCUS 



PRESCREEN FOCUS 

A twopl<ly'er mode is planned (Iourpl<lye. "lion 
is a possIbility), as is an improvement in the cars' 
aesthetics (eath turrently uses I ,SOO polygons) 

"""" free Iroo1 po.ni5hment mo5l ~ <hoe hl;:e dementOO i:lyriderI. MIrlg 

~ and ~., sighI. "' Ferron 360 Challenge, the ~5 ~ 

of ll-game damage p<aTlOtes dean rri1g. 'We ~ W~n( to get INs sense d when 

I<"ire dnv;ng ~ you don't want to cr"5l1 the c¥ ~ il'5j'» C41," ~ VWrgrt. 

"'MleO you 11" round the corner yoo don't .....".,t 10 "'" the other fP{ to hejp yoo~ 

round rt because you're p>g to scrotm the pall1tv.OO:. and yoo don't walt 10 do tIm 

because 1I's;«x Ferran' H you do, yoo1 Mve to M' for it And Iroo1 the I'T"oOffiefll (3( 

maOo:lt~ 15 m.oced t..' y<lIJ wtwIlWYW1gS, you1 often see unchiIr~ 

~ke <X>n<Lct Iroo1 even the most r.otoriou< of meots. 
01 ~, "'"8'fi1" damage .... numerous other positive gdmeplay ~tw=. 

and it'5 no e<aggt'fatroo 10 'iiry!hat Fffrcxi 360 a.a/Ienge.....ud lose . size3bIe ch.Jnk 

01 its potenMl....mout It. Here'5 hopo:lg Ferran agrees. 

All around the world 
At IIli5. st.lge, r.cne d the c¥s 1,500 ~ are distuIbed t..' Il1pOCt "But 11'5 

not itS efficient itS rt roJd be: mvts DiIItoo. 1 tnedr1 ree Me a bI d ploc.,.; 

...t.e<e 1 roJd probdbty gel rid d ~ and I cruld use them better ~ 

else' The fv>i5hed models Me I'IiItlJrdlly expectoo to spoil rTW:lIe ~ once Bra", 

n a.klr!s""tS to grl>s 'Mth Sony's 128brt dfd'oteaure, Onpf~ too, will be the 

dmJits. Of the ~ ~ e.xh offering ~ configu<aOOos, My ferrari'5 

tes! trad 15 modelled Iroo1 the re.>! thng. The other si>. - n Germany, UI(, s.....tze!Iand, 

J.ap.ln, H"wair and the US - are in5pifed from feature5 assod;!ted wit!> ...... tional 

settngs aod offer • weIco-ne me.: 01 speed and ~. D.lIton etolborates: "1he 

USA tr» is gojng to be based on " 1eIt-mrded 0'<" and r:hen " right-h.n:Je<:j 

rnem..1ilnII1 seaXn The Germ.:m IT» is long. fd5t not P"n:iaAlrti te<:hoocal The 

UK trad .... been <.Iesigroed itS quite" tedvw;.;!1 tr» so ~ wiI Mve dips aod crests 

and qtAte trght ~ and we want the ~ tr<td< to be an ~ drcuit so 

II's got: IoIs of c;rests and dips and.lso . road 5eC1icn Ih.n M do SI'oitcltt.rl:.s to 

come bad:: ~ to the tr»-" 

'MIiIe mo5l of the 8d""", c:Yruits . re rrulity Ioded. Br .... n ".klr is keen to ndude 

~ Of tv.<J IT"oCIfe fun.based ~. "1he J~ tr» wiI be " city ,jorut so 
.r..y1 be.round. city centre WIth lots of right-hand o:mer5 and 5\T.~15 - "';11> FleOI1 

.00 stuff like Ih.n - . nd prOO.bIy • bnger 5eC1IOO Ih.n ....;1= ~ 11\0 the his and 

come bad. round again," ~ DaIton. "lhat ~ M be " dui!I ~ 

.00 yoo1 be ablo. to see the QI[S comO-lg pi!5I the other wi1{ U;>ea the H"waoan 

eq.walent to ndude ~ banked corners, .nd don't be ~ ~ they 

happen to wrap around the ba!.e d • ..dcano. 

Hawlg put in 51g1'11fKant miieage 00 the Ieam', product ~ the ~ Edg~ 

Ie.!ves in an ~ JUbilIlnt mood Her~ is • rac", tNt ~ 10 deWe< a 

tedncaty strmg. wrsri; 5I!u:1u,.,.j and lIIt~ ptoy.bk. experience. lmportantly, it Iook5 

se! 10 do the fefrilll ~ JU!;b;:e, We are very ~..!Jout!his." reilfffms 

Gabnel ~ we beIie.oe!hat we've!p the abWty and the tecInoiogf to create 

IhIs bI« IhIs IS a huge ~ for I.S, to be gM!f1 tt... responsNty 01 :'>60 cmIenge" 

Given tt... e.oderw:e, ;«x cooespoodent IS CO<'MOCe<l MId ~ O>esrer WIth 

the re.JSSUI'ng feeling that the ferrao 360 c:hIIlleoge li:=ce IS ., fumly rriabk­

hands.. I'hctl is Sidy rTW:lIe tNt c.m be SiI«:l about tile trawl ~ t-vrn... 
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Some of the Ferlari passion is alrudy unmisl.hbly plesent: slidinr the tail out in one of Malanello's finest around the leam's tul track is one of the 
most rewardinr vit\u.ll.cinr experiences Edre hIS witnessed. "nIe car hndles beautifully, offe ring the ru lism/ playability balance so many racers lack 





r.I cdam has Iand!.d ItSelf the most orrp:;wtanI bra .... the raoog ~. The passm 

W 'MIII..n.cn IW{s feloYl$laS - ~ lamed Tb -!OO r.JI ~.ae treat Fm"';" 

~ ....m Iho! mcb nct.sry. llr¥l5Ce'>Ck ~ II1e!II.1IICmI bordIn, raa. Md, 

10 a aruon etent. rN50R IISeIl ltod Cousens. AcdaIm's aD, 15 ned.dH!p n!hat passKII1. 

Thrs deal has been one a t..s life ambItions..'l'Id now II's!'os. 

ldp: How would you cIeKrib. the ~ of the Ferrlri licence on Acdaim? 

Rod Co\rsef!s: ~ j'OU led: .JI1I'e ~ in \Iefm5 of v.t>ere scf!wate 15 sold, 'fOU can led:. at 

two C<ltegories: spcwts and racrog. 1....oJid '>4'/ NI feTari i!. the most ~t brand in the 

raong ~ so I ~ • becanes the b.JO±>ooe of 0lJ' PfOCkJct pcwtIcjo ~ fcow,,"d 

as ~ ..:11 aped 10 take a ~ perceuge cl N raorv carepy ...... the 

strongest global bland there IS. No! ady i!. • the ~ 01 the br.nl in tl'fmS of lIS the 

CM mart ~ of the brand., tl'fmS cA ~ and emob:In has ro:J equal SO thiU'S 

\o\NIl fri; • meIIl5 10 US- I tIwt • IS the br.-d1O gef and we I'IoM V It 

EIIp: Thtte ..... 101: of Formuloo Ont I.~ aut 

the ... I1 lilt moment -~ sort of di,K!ion i!; 

Acdlim', 10'''110 la"" 
RC: For a st.ltI, 11'5 Fm;,n Wt· ... noIloo:usong on ¥'id 

the ~ c:onstr\KtIrS !hat On out the<e. Wt 

Mvffi't go! time rignts, and net 00 we seek time 

~ Name ~ one 11 F1 tMt has the ~ 

!hat capues • ai-Me 15 ariy ono! FMan. WIll'/! 001 

goog to be. '"",,!Dd pn;d.ocI. 1'5 net P"81D be a 

5II'I1lAabOll,.rs goog to be fun, probabIy~ •• oo 

ts P18 10 be vet'( focused on ferMi. 
Edp: No OM'S _ oHered the kind of 

complete FflT.ri ~ you're Ialklltl1bout 

How h.s the IIllInufKture, reKled1 

RC: 11hnIc they've <lCIed I'eIY ~. Thefre oow 

1/Jblg a far broIder ~ a the 8ilfT1e5 busn!ss 

10 5ee ~ • ~ them aod ~ it means. W you 

W at ~ ~ t.s season, j'OU'Ye Nd 

people !le ~.-.cI Yahoo oDTW1g -.0 Ft as 

ogiIcet'i'e ~ I1'"OI'eS OI.C 01 the CMegay. IItri. 

1t>eo{re f", more <J!teotr\'e to Il 

But I don) beieYe \NI; se:ured the deat I believe 
• __ the PdSSIOn tt.;,: we shc:Med Wt decorated hs 

offu ~ so v.t.en we'd gone <.kMn and"'dde 0lJ' 

pitch 10 Ferr~ oJOd tid them 'ftM joIy me cNps we 

"'" MId vhf!hey.tWd be~""" us. we 
--.d 10 ~ toem .., !his bo.tilg. and IIIhen they 

CiWTOI' here we Nd F=ln memor~ ~ 

'Mlen 'Ihey waI<ed in we had the ~ we Nd the 

....tftIs,. we tIId Iho! pro;b::t t) VDNIhem. ..-.:1_ 

~ them ca ,.,,.,, ell Wo! 1ft a;ommoII£d '" the 

brand and rm ~ CDI\"OO'l'IOIk 10 !his brand So 
_ wa-tted to demonstrab! th.!! , ~ Il ~ hafod.; and 

Ihat W!hn ~ 10 do ~ ~ of a JOb.....m t. 
Ed,e: LooIdnc ahud. you've sot IIn Fllllme,. you'w sot 1]60 Owollenp .. ".,. ... 

RC: Wel. if~ no( p1g to 5I.!y there. One 01 the Itoongs!hat ~ mudlllnlOUred that I CM tel 

\'OU about ('ON - we __ 'I p18 10 !.11< about « .nil E3 - is the ~ and cisrr'b.Jb::Il of 

!he Se»! F355 g.ame ell DC ..-.:I we 'NI be ~ !ha!. Wo! wI be ~ th.!! pro;b::t 

aro..ond Septerrber!hls yeN. ~ a 5oCen¥IO....nere we're p1810 o:me DU .....mf355 

ChaImge, we're p1810 t:Jorr.o/, woth 360 ChaIenge and then FI.1'I'd fen'"" WIlS the 

CIl!'05truO:If ~ Ihos ye.!IL lme.lfl. tha(s pretty ~, 

The Sega connection 
Edit: How does the dui with ~II """,",1 

RC; 'I'Ou t....-e to ~ N FJ55 ChciIeI'Ige os a SegiI pnJOi.a; Aodam hM no( """'" 

IhIs product. Wo!1 be ~ mart.eq .rd disIrtouIong IMt pro;b::t .wtuId the ....:x1d. raIhe< 
than Sega thernsef..oes do.>g ot. 8I'od Ms becMe we ~re commotIed to fen'an.1'I'd look at 

the ~ - we\oe.........:ed fIat_'re shopporos 00\2. we're ~'UP wo!h FJ55 
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Cl><*ngt ell the OC and I Itri: boIh of 'h::ose pnxkJct5 ..... be as bog. • no( boggeI' INn, 

SllY W COIobur, v.t.och nas beton the b.sgest to diltl'. Ar.d then you go me a ....tooIe nett 

~ SOIWID1 ~ )OIre P'l! t) t\M> 36Q Odtttge DU then! ell the PS2, ell 

~ ell x.a.. and ell C8A. 'obu're goons I:) Mo.oeFI Il ~!he same ~ 

Edle: ~ do you think 01 FJ5S ChoYenge! 

RC: I In:orr.\i Vu 5uzuJ.o. 'I'Ou look at hill and he's one 01 the ~ 01 001 r\du5IIy Il 

Iem5 of ....toM he's proclJced .n:l hos ....... IJOUP has pnxh:ed, and Ihos os 10 guy...n:o 
has been ~ by Fen"" and --.:110 pooOOce ~ !hat reIIeaed IML And , 

thri. that FJ55 0I0Ienge os great We. had 10 beat that NQ,o.( IIn:orr.\i Ihat c..Jrne rut 01 . 

~ woth Iou Naomo boards, bu: we wete!l'\ P18 10 sell , slut We ~ the 

neCI-go!fI8'aIIon 5y5Il!mS .....m hs and Ihe SIiIIldard's been set lhaI's...n.c we fel 'I'Ou 

Mo.oe 10 do It 'MIen we SIa'IIed gettr'!I ~ (Po:Iaom and Bran Il • JaIl, lhe ~ Il , 

~ just ttlat -.n:l you Ic.r.ew 1hil1's lhe ooIy -r I can descrt>e 01, that you mew. And yru 

\:new iI_ ~ and we had kllllfOl1< ~ We absoUett I<s>ew. Thal's...n,. rm eaed 

olbouI th5 ....... pI'qect men than I Mo.oe been 

abouI .......,. ~ Il re.cent years. , ~ 6scoYeTog 

new talent. I Icr,oe disw.oer'tlg new product. 

Probing the brain 
Edg.: So wbIOt's the .elltionshlp ~ 

a •• in in 10 I •• IInd Ac:clliml 

RC: , ~ Il ....toM \MJItoeN G«IneI] is 00..-
I ~ Il t.s people dor.g lhe ~ "S 

fnding w.nt. t( s potlIlg them togeIher Il one 

~ t', gIW18them the oe5OI..WteS kl so.ro=d So 

per! of 0lI' role os I:) pIar;e Illheor hafod.; a t...,.e 
responsi>iIy • ...n.:tI is prM.oo:ng !he fnesI pro;b::t 

-360 adenge - so we're gow'Ig them the brilO'od; 

I don' know IT\o1Ily' br....t. Il the v.QI\d oI!ll!r th¥I 

CocJo.CoIa Ihaf t-Ihat ~ We ,ate these 

~ ~ oYod "'" frt.,Ire thaI....rnt they ~ 

Il U!tmS Il tedn:oIogy. ITWTled 10 !he brood fen'an. 
os I wry ~ -.pm We ~ __ them 

10 buId a ~ ~ Sbio and pn:xiJr;e a 

great game for IJ5. rm ffit~ confoo:lent Il hm oYod 

t.s ~ as 11hri.1lr ~ \Wh us. We're toyong le 

do everyd-Ong we can. Were Pl8 10 put n"lISIC 

no !his g.ame. and C OS/l't 1\.Iloof-tt.rril rrusic. v.e 
.... gel fOd;: SIars I'koo ~re ~ aOOut ~an. 

...to 0IMl Fen¥o:s. ~ music.1of thos ~ 

Edgl; Er ... not Chris RN. SUftly7 

RC: Yoo'w: gee ~ of !hem, 50)01.., goI!he 

~ 011 !he -r ~ And these go.r,'S,...n,. do 
!hey __ 10 do l? 6euo.Ise t's Fenan. 

Edg.; It's '11;. 10 N'f tIwfot _5_ 

8pp ... hension In the [dB"' off'KI prior 10 tt.. 
a •• ;n in. lit vhiL 1Mnt w-s. fN' that this 

misfrt .... yotI.~ mis..cl opportunity. 

RC: And)Old ~ 1hougtt!to.J! ..... d ~ DU dwe hWl1 done It Bull C<WI telyru ow:o 

one [oIt .o.cdWn] wants!O wall:; bad:. 1l!O Mardl"iel> [Ferran's I-!QJ ond ~ they'~ le! them 

oo..n. J\e <bel the rH oYod also been IIlUfd tt- tr<ld< ¥Od t', . r9 boJu. ltlu ""'~ 

e.pI.wl It 'Ib.o get eIllheor _ IrIKh a-d ..nm flev Io5b! \'OU nxnd .....m lheor _ ~ 

you neYeI' ame 10 be amazed 'I'Ou wcncIef how they do 1Nl and t's 1Nl same krod of 

feeW>g. I don'l w.J'II to wallllO thal building fffing Ihat they've goIa proci.ct....nd1 does­

n1 i.Ie up 10 the name. I wan! kl wait Il1D !ha! ~ and walk tall and know \hey'Ye got 

~ 1Nl they're pIQ.d of and flat we1 do Ihe.- one. 

Edge: How much 01 that Fotrrilri passion will fO" Injotd into the 111_7 

RC: For fen'an. t'5 ~)'J<X'og kids ....00 • .., gee d<6lrTlS to hM! a ft!rr"" and !his is 

p18 10 ~ oor*m kllhil!m hi otS1h!y fI'N' up a-d as !hey ge{ behond cas Ihos os 
~ \t\iII they __ KI """"- Ths os tit ~ rH 10 """"- 'Ib.o "'" Vol at>c:u; 

tednoO:lgy ¥Id reMbiky Il cmer C"'l, ~ there is noItw'og like a Fenan. IIOd so we wanllO 

get IhIot DU to 1hem Ths is !he """'~ some 01 lOOse kids .... get to tt- <te.;wn v.hen 

£DQ~ 63 
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)'lU wal r*> Maranelo and 'IOU tl.M! the ~ tu 'IOU '*nos!: do 50 wm ~. 
I was IhM when ~ had SCIO'l"leItq like the 50Ih ~ and they brco...tJt lot; cl !hi! 

old ~ mran an b«i -!hose hI_ 0IWIed by ~ ~ and 50 fa1h. &I: 

1NI'iwNt' ~ rod Ms v.Nt M!'~ IP'1I! IIGCi/IT'f en"i pS.nlCher ectero5O'l cl 11. 

Wela1so..alr. wm the Fenan ~ scme cl ~ ~ ~ cl their 

b->gnme ~ partners such o!IS SheI. and ~ ~s ~_ t¥I docn 

!la Wel come '4'WIIh dDIhes er SheI pI'DITItICJtrIS and tw.gs ~ fts. So_·~ 0)Wlg 

IIG ~ • OUI as Ii!Ir as posstie. rd like Ihs pme b sell ~ 0'IIeI" I pen:xI r:J 1Ime 1han 

FIFA I>.Js ~ for EA. 

Edp: It must be AaIaim', bigftt dHl. 

RC; l ~ be. ~ WI5 I l'o\O-')'M' II1\IeSIrnenl I i*d ~ to Fen .... I ~ on 

my ~ IIG Maraoelo and I ~ g,We up. W1en we lOt ~rted !hi! ~ they 

we<en~ ~ ..,terested r"I ~ter and ..oeo games. They !My t- t-n 
nte<ested rlthe cheque Ixxli< N 1hey needed boA there was ~ 00 __ r:J 

urgency ~ look ~ and corrmotment and 

demonsIr~trlS ~ to them. But we """"" g.we up 

_ was also a ~ arnbobon r:J 1TiOnI". This was • 

licence too I .. in many~; tM WI5 no! a I"<lrInOI 

clNl.l was no! soinsllG ~ go r:J tM one. I didn'l ~ 

00 !or." iIIISWef and beuuse r:J tNt It's gone bt¥:nl 
a ~ IicensInt! deal. I t- I da\.e reI.Jtalship ..... 

Ihe5e people and I tri hi !hi! one ltWl;: they're 

~ cl 15 !hi! personal ~ IIG the 

brand and I Vri.1haI..-- a lot 

~:On.~I ~it""'ID~~most 

udti"llhi"l yoU"" _ ~ 

RC; Y9I. I've roe.oer SlOpped berog elIOIed .Jbou: Ihs 

1fIdusoy. I "- 11. I never ...... up in !hi! rn::rrrc and 

tri. "01. cmst. 'MIen )'lU 11,1'1 po.bk <:IlIT-pnes )W 

come "'*l (X)I'Q(t WIlt! Ihe5e ~ - I come a(JIlSS 

briers, «O:U'II¥tS and ~ - and I to.nd b 

SI¥ld .., lifts .....m Ihe5e guys and ........ I kd; anud 

me I notICe 1Nl 1hey're r"I a o.nIorm and thI!y breed 

ol<OO.O:ld me. WeI, rve _1o!It like that abOUI the 

g¥IleS ondustry. I I(l.,oe the ~ ordtitry and • 
~ b _ me. e...1tis ooe WI5!h1! ~­

!he one ~ Cooserts gets the caIilg and 011 """ 
goes to see If I could make ~ nappen. 

The Italian job 
Edp: whtot _, the hardest asped of the 

dea~ oth~r tIuon convindnc FefTan1 

RC; rd Sol'(!he holIdeSIlIIOolI5 rnabIg SO'e Fen<in was 

weI donned abOUI !hi! ~ ni.I5Dy. edut.lI:ng It> 

people ~ !he ~ n1t;try. The,- IfOIeIe ~ r:J 

(()rTlpOMr ~ and oper;mg 1h.JI: .J5P'."l in loll)( tu 

.... 15tI\ 1he ~ ~ rl !hi! void and I>.Js also 

been I ~ fr~ rrwb:-r. ~ n>onf 

<i.'IicUbes to ~ vendi:Irs. o.tr the ye/A ~W! had Nraencb cn...e ~ 
many lImeS, ~ I>.Js ctweed dosvtIuoon maoy \In'IeS, -..HIe S<:ny mt.IftI ~ 
<XlI"M'f1IKIrI Sanv ITlO,l$IC and ..oeo 6sriIuIIon dIolmeIs b ~ ..... 

So noI ~ <id _Ialolbtr.« the sale d!he ondusey and ..too 'IOU adllNIiI OUIIO, 

we Ihel rnado!! !hem aware at the II!Chnr:Jorf .... _ ~ kIday. nw, Mtr SI¥5 

were vet:'(.:osmeIIC. As _ became ~ CDIT"Ion.JbIe""'" each 0It0e(, l was "Sh:'Jw me 

rmrer So we became aware r:J the 360 ~ If alaortr eart( st.lge and Ihffi we ...-, 

~ into confidefIbaI areas !hat are shrouded .., secre:y at Fefan. 

Edge: Do you ItIlnk yoUlI _ let to a sUp ....t.ere FefT.ri will slNlte most 

01 its information with you7 

RC: I don~ ttri we·~ Ihe!e ~ I do beIieo<e tNfs!hl! ~ and the bond !NI 

II'o<XJId 1iI<e to bo.iokI beIween us. ~,...;oJd be gre<lt I don't know • ¥'tf o!her rnoICt (iIf 

manui;oCture" \'oil e-.-eo- quite get the!e .., the type r:J ~ tn.Jt rm ¥g oot 

... 64 £DO£ 

IIG Fen-an. ~ we t¥I .a-hi. (s , greM SI.ICI:e$S. 'MlII1 'Md:l be "¥'& • 'IOU 

look lit !he ~ d IhIs foI, eotpOfMlOo\ It'i 1h.JI: _'~ IP'1I! IIG o.nmI ~ 

~ pe!'CII!rII<IgI at cu -.!able ~ te5(lIJIa klh ~ and 

Fen-an CM! !he ~ ven. 

The road ahead 
Edge: WhmI60 you _doe r.onl p"teloi ... with the arrival of new 

madIinft such n PIr(Stetlonl1 ' 

RC Mo5t people would make ~ observ.1oon and Wf !hat the ~ c.arew:xt 15 100 

~ and)'lU shouIdn', go and ~.., 11. I don', bekYe 1Nl /16 ~ CiCIle' 

~ t-oouse saod. It's ail .., !hi! pme. WIh re... and ltnsI.ng A:w>l I ttri _ g,w1 

~ ~ sholIe cl !he ~ sedO< nw, ~ thafl don'l --.c to hawen is the 

~ for rne.ltnSh01g A:»I/I\I'I't Gttr"I T\O'ISITJ(l lI;d lit ~ A:>rll in!e"rT"6 

r:J ~ it's Pl&- the feel d!he ~ Iv:Iw 1Nl g,.vne ~ ~ and rmke!hl! 

• 



~ between the MO. 1 'MlUId ccrnend th.JI (5 aawIy I beGef !!IIfTle. 

Th«S...n.wS gel US 011 OOtns SIIJ/I; (5 on !;he ~ (5 !he dIM, (sthe 

feel (s!he ~ II's on \tnr5IWIg A:Wlf.Jnd I be&eo,oe we'lIe gelf on Ferari, 

;nj I thnk Fen'an is p!g 10 be ~ hell of <Ill e>:oIII'I£ produc:I tu: 1hert. ¥Id !;O I 

tIri we'. be the 0Jr'T'IIWIV 10 !<nod< tt... spoI'; off .., 'iOflg g.!ITIeS. I thonk we 

"" """ """'" SO ~ <:Ioes the ~ go? I'.M \WIS? Tll¥s the debate, beuu5e 

ths \me JIlUld p.Ve gel ku ~ systemS, some """-'d tTIoWl".ain that 

(S en, Ih<ee. b<A )Old haw ID SllY ~ has kl SO tu: .Jnd proo.e ren. 
'II.'Mes ~ In ~ has Sony SOO" 100 Mtyl Is !here alo)(i of $OI!w.n? Is rt 

~ded IS .. rND pW,.!r1 W1at 'NI ~ Yhn GIoo n.nsmo reaIy hIIs • 

;nj ~ hIes • .Jnd so forIh1Yes, (s done weI" tu rm no! sure (s clone 

as wellS people had ~ i!rOd rm 54ft that wch 1I"e 1Il.n:to..,!he 

M!Slem matke1S, !ha! 1'TIad'wle os p!g ID come tu: oM a ceIiW1 pnce port 

so that. ~ oISeW from a rND pIayer,ll's p!g to come out""" 
30 titles so (s gel a catalogue i!rOd rm rIC( 54ft that beO'>g backw;w~ 

comp.!Iit:Oe os <Ill advantage, 

And 1heI1 YOU'IIe gel the ISWe of voto WI'IS out 01 Mr.:rosoft ;nj Sort,.: and 

in cert.Jn qo:mm theIe iR some people v.ho believe thaI Jap.71os defnIet,r I 

Sony ~ b<A the US rnatI<.et is ~ to be a 00t!Ie rt¥JIe aa !here .-Id 

MocrosoIt 1T'IIrf~ IN: cone. I don) 'kroot I !honk Nnoendo!illS "' .. ~aIeI 
~ tJ bodIlhost ~ tu 11 .... you...r.1 do Iuov (5 W&I beO'>g . ...-.....-.. 
(lip: To doH on • ~I no\Ie, do you _ I danpr of ~ 

certain 'YP" of '''me! ., In.. "",rbt mows awn fuothe< _.0. 
.... iMtr ... m at«ptlnc:e1 

RC: I !honk the !Iq you tcoJdIed on OS defirw>g games, and Ms 1he most 
dfficuII tIwlg. 1 t\wIk games <h.lnge i!nd 8"""'" ~ ¥Id games IS _ ......... 

them ~ 8Ie no! the games 01 tD'nOOIM. And we1 s.c here 8IId _1 be 

e»:lted .n:u: Feran. 8IId that os It... 00sest 'iOI'Ile people ...... se' tJ the realism 

01 a Fer ... so yoIre ~ dn.ams in lhaIatent On the odler sdi!, play 

~ n.odets 00 yru WN' ptxn, on 1he lime IItri. po!Io1bIe ~ IS 

p'@!Obef.n.)suc-rm klobrlJ! u.-d b GM 1 aawIy hnk (5 a far 

~ ~ Ie.lp 1han oIher people .., ~ • aa kl be, and 1 can~ 

~ why Sony hasn't clone It l'Il!< walman ~ .. ' Thos os 

....nere. shcUd be oM tu (s to::x:us...:I 00 PS2~, 

Sctnecone'5 p!g tJ drscoo,oo, the ne« 1eIrls. 'o\ttr' <id A:>tl'mon succeed? 

I remember p!g ID ~ r-s ago, 8IId they were tablg 10 me about 

~ aod they were <.neeItM1 as to vd'oethef • '/\OUkI be accepIabIe 10 the US 

~ But you SO to !he US i!rOd (s~ country_ I tIri!he.Japaoese 

drNeIopmerc ~ iR II'IJd'I better <lI t.lkng a giob.)I_1han 

'M!Stem ~ and ~ .... plan b the Icnger 1!fm rod they .... 

make the w"''''ellI. and they .... SO..ch the .. ~ and they 
wiI be ~~ .-oo_'1Ie SO' to de .,. 01 M \bu.- S"P 

~ on hi busones - MIen you !honk you 1on:MI. aI. you lose. But 

-.,e. .. let !O Ieam. .. le! b do. P.lIth!i tJ SO dr:Mr1. ~ kl cIirJt), 

.rod ~ pones !O pt.flish. 

PRESCREEN FOCUS 
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Ihe deli.ilive .onlhlr mmmenl 01 Ihe world'! laleu .ideoga"es 

Bodr IOfm 
m 0 one wool(! CIs.agree thallhe IncI~s..on of real 
W >'eh'cJes In ';t01lI games has substantially 

I:IOO!;te<J efforts towar!ls Khlevlng true·to-life 
e~penences over VIe laSt couple 01 years. Alter all, 
thi!re's something perpetually unsettlmg abOut not 

dea ling with tile genuine artiCle- It'S not unt, "" owning 
a £12.000 PQfsche 356 Cartera replIca rather lIlan the 
{oIO.COO. 008,oal mat vw engine grow1 may ple.a:.e 
the taSIW OMserDy,lluI. Geep Oown you tnow you 

won', be truly saIISf,e<! until you hear the 

'I'Vl1IstabDle purr 01 Porsche ellglneenng. 
HOWeYtr. most of IOday's It«nSU1J! deals carry 

WIth tl'lem II'IUYy pnce tI\at IS, lI'ICrea5l!lgly'. (!lfflCUl\ 
to .gnore U1t1mately ~·s one trlat interferes Wltl'I 
gall'leP!fY It IS ltck of ca, carnage wtuIe developers 
~ corn:entrall!'(l on Improvmg handling dynamfCS 
and visual eetsll, this area of realism has I1<lt seemed 

too impOrtant. But the arriva l Of the 128M generation 
haS thrUSt It IntO tM limelight 

Imagine you're racing arwnd Gutm's $e3t~e 
tract, AS VOO approach a bend wotll!tle speedometer's 
needle Sl8000ng IntO trlPie liillres voo suooenly suffer 
from (I momentarY P'(lIMinger pathway (IISlUPlIOrl, 

sending you bOMe!.·fifSlIillO !tie ilrrllCll YOur car 

Slfnolv comes to III mnedl8le halt ana a !W()-pOInl 

turn !lets IOU toacl;: Into !tie actlOrl Grven the Qetail of 
the game's other asoern,lOU can't help feeling s.hoit 
Changed For playat)jliry, reasonaDly a~hentlt colllsoon 
Oynamics Pflng a whole new set 01 cOf1~u.ences. 
Thin~ ~Of1ami'S r~nll Drive coin-op It nothing else. it 
o<scwrages c~eats from t'O,,"\Clng tnel, wav arWnd 
trK~S ()( usmg opponenls as bral:ing 810S. 

TrOOble IS, most car manufacturers won't allow 
their cars to suffer YlSUaI damage In·pma some of 
them even force IlCensong oontrOClSM soeclfy IfIelr 
prodl.lC1S are not allowe(t 10 HIp (M!f ThIs IS the CMe 

WIth PCiIyIlhony's GriN! TlJnsmo s.ene5 ~lttlO<Jgl1 
EO,e feels the dewio;ler IS In a POSltlOrl to put 

more PfeUlJrt on \he ffIiIflufilC!urers) The pO/VgOr'III 

machonery in SQlIilre's 1)pe-SIT'r¥1 t>e aoIe to rOIl. Du! 
Ylsuaj damage IS not Incurred 

Lt<:en$ed ralty galTes ha~ no wen small Pflnt 
Mechanical !Jestruct,on is fundamental And 
whereas oo<:e you would have been lUCky to see 
a dislodged Sj)Or ler, Ft games have uncJergone 8 
c:lamage revojLJ!1Or1. Wltn biown t'fI'~, ~red 

wI'\I!eIS and mechanicallal<ufe5 \IeOOIfIIng IfIe 
r'IOftn n's \Ime f()( all r<lOng pmI!'S to follow su t 
DrOP IfIe O/Imaie-prorubot"'l locensrtlS for the 
58~e of .mo<CM!CI pIayab ty. L5 

Otti In Squ"r.'s J)'pt'-S (left) un roll - SO lOIhy tin', CT2000's (centre)? Both would benefit 
tremendously ftom visu,,1 d"m;lce "nd ''''lime eolli$ion dyn"mics.. As would RRV (riCh!) 

Videooames on the Edge 
This month'S PS2-shunnlng clutch of softs . -

, --.• , 

-- ... ~ ,,- """"'-IPSI ""mea (DC15q.I (PSI C,Ip(Om {GBCI Co(lef'rl,l$t~ 
IN ar • ...aI et m. ,_ One of EdZ. s r ........ "~ StuDoCllV 1r1,J$(f~ ,r can A.$_bne~ 

_Ill" III!V llI'omotaO DCpmes. tillS ~ be. DuI ~ pmeo..,.. JDn 1'IiI" IUrT'«I up '" 
encrJ>er loot.! m. !ef~' getS t>rertSl'oe SO"15 In m. tIIom IQ De as ........ _ EdZ.'S ofI.ce ""Ill • Game 
()('81f1o)i "'<'IU.naI'I, tr.s office's !:lSt.! <;Qn$Ole Il1O !lIS oar"" as Capcom's 80)' COIor ¥e'SIOII of one 
SlX '~"-QkI "'!etP<r.atiOtl m,eep"Y'!f seasoo ~ 1989 fllILrl$bC n .... romp. 01 tli$ Pil$1 creiOlIOni. And 
Is 511 11 .101 JOO(e excllll\il IN<e n socoatlH! fun, too. HOf Ife ~ as 'ep\ayat>le. ,fs a gnliIt ~t;1e PIIt~ 
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HKKfN TAG TOUANAMfNT 

68 £DG£' 

It might look iI whole lot prettier - fighters ilre incredibly detililed Ind 
brilliantly animated - but this is me rely iI lenmped version of re""en J 

13 leklng off the five-yeal-old 
Tekken franch lSC on SOny's 

new 128bi t hardware With an arcade 
conversion was always going 10 
prescnt Nameo with something of a 
di lemma Given the worryingry short 
development t.me aflorde<J to the 
team (reh:en T<Jg Tourn<Jment 
orig,nally forme<J part of the proposed 
launch hne·upl, the prospect of 
convert ing an existing game must 
have seemed particularly appealing, 

So what il m fa iled to drag 
arcade goers away from the" 

established beal 'em up brands" 
Here was the easiest sotutlon - other 
than .nsertlng any ollhe PSI Tekken 
titles into the disc dnve - allowmg 
zealous PS2 adapters to gel their 
fi ll of Tekken 00 the ir spanking 
new SOny box of si licon, 

But Irom a development 
perspective the option was rather 
restricting. There would be little room 
for revolution. No real tin~e ring with 
play mecllanics, new ideas or rad ical 
evolut iooary moves forward. The 
bluepnnt was set before day one 
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f ormal: PS2 

Publ iSh.,.., Namco 

Price: n ,.DO (U G) 

Release: out now (Jap.n); 
THA (U K) 

B.(kgrounds in m u~ .... e . s eyt Clndy only: unlike D0A2's, there's no Inlt •• ctlon with your surroundin, world , But II lflst Iheft's plenty 10 look I l l nd 
Ihe supporlers surrounding the fi,hls .dd mlSsively 10 Ihe moody I lmosphe re , II's Just. shlme the 'Ime's t., optIon Is • str.ngely unde r-used fellure 

ana other than the implementation of 

tile usual rekten console options 

tIlere WOUld tie no straYUlg from It. 

Nameo'S reasol'lUlg IS 

unaerstanaable_ Ttte same logIC has 

been applied to the equaJty castrated 

Ridge Racer V(see p76} Wllh 

maSSiVely Cisappointlng results I1 may 
be a new game, bUI II offers nothing 

thal wasn' t better Implemented in 

prevIOUS versions TIlls is rehash 

Most of the , round in m is 
uneven - . Irell deta il. But it 
brings no glmeplay impliCltions 

territory "tayers are entitled to expect 

SUbStantially more than what's offered 

by Namco's first \WO f'S2 venwres 

SO garners may be gettIng to play 

a 1281>11 verslOll of Telcken but there's 

Improved It'S stili a mass of little 

tnangles. of course. but the resUlt Is 

now Pl'obably as menacing as the 
CleYeIOper onglflally lI11ended 

l.Iror:Ier the higher numl.lef Of 

["There's nothing here that could be regarded as true next-
generation material. Visually things have improved, but potential 

hinted at by early tech demos has failed to fully materialis-=.j 

nothing here that could be regarded 
true next·generation material SUre. 

VIsually things have rmproved. even If 
the potertball1mted at t1f earty ted! 
demos !\as failed to fully materrallse. 

Flgtlters are Intricately moaelled ana 

excellently ammated. background 

oetaillS Impressrve, and everything 

runs at the magiC 6Ofps. FOf Ins!ance, 

whereas in TeKten 3 Trl.le Ogre was 

a fai rly unintel ligible mass of 
POlygons, he re things are much 

POlygons beats the same old heart 

though A good !hlng. grven the senes' 
heritage, but harCIy good enougtl. 

SUre, there's the tag option whICh 

dOeS force an alteranon in lighlmg 

taCtICS (yOu can sun lighl one on one, 
ShOUkl you WIsh). but It'S clear that 

00tI'I 00A2 (see p8:)} and SF EX3 (P72) 

make beller use of !hls OP!ion WTlIIe 
also displaYing a VItal ity that m fa ilS 

10 matCh, Nameo's game fee ling 

surpri singly Slugg sh 
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Tlue 0,,, (il bon), lookin, mOle like his 'usuill ' ull ilttel his Iilst, dislinttly blotky ' pp'il lilnt,. U,hlin, is 
uc,lIenlly implemented Ihloughout ilnd yOIl a m IiIkl youl own sc"enshols vii the bonus Iillltry option 

.. 70 G)GE 
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With the uceplion of Unknown's (;lbove 11ft), Ihe end H!qulnct!S for the ch;lr;lcliln UH! th" Ing;lm" "nline (top L"ft, ("nl.,,), thoulh they ;Ire f;l r short"r 
th;ln previous reue" end sequenct!S. Be(;luse theyre detuhed from lhe filhtinl"enl, buklTounds cln seMI! to brelk the illusion of a solid 3D world 

Still. at least m places 391r0fl 

FiSt Tournament contellders 'rom tile 
tnree previous games at 'fOIIr (1IspC>Sa1 

- even If only one of tte faces proves 
unfamiliar to Tek/(en OOVOtees. unloc~ 

ten 01 the 20 that 'fOIl start with and 
a Tekken Bowl mlnl ' lame option 
appears in the menu. PrOVing even 
more disaSSOCiated from the beat 'em 
up WOf1d than Tekten 3'S IIOIteytlall, 
thiS requires !WO of your COIT\llatams 

10 moment8nly suppress the" "gtit,ng 
InShnctS anet E!fIgage In ~ game of ten· 
Pin [)Ow1lng. 1t$ presence among tne 
other usual opuons (VS, team 1)a111e. 

lime 81l8Ck, traming. surviVal modes) 

Is wonderlully abstract anet the game 
itself proves at least as attractive as 
the mam meat of Ihe package. 

Yet the overall lad::. of InnovatlOl'l 
extendS to tile fighters' repertOire 

NeW fT"IIM!S have fleen IIllP'ememeo:l 

Thl bonus Tlkkl n Bow' lame works wonderfully well and ils ;lddidive 
qUllity is likely to tlke you. mind oH flChtlng for lenJihy periods of time 

while others twea~ea, OUt overall 
the differences are dISlIIUSIOn,ng. 
YOu filld 'fOIIrself revert,ng to well· 
versed sequettCe$ ana $0011 realise 
that 'fOIl may as well stick to plaYIng 
Te/(/(en 3 for all the difference thiS 
latest insta lment maKes. 

111ls is Tekken as it's already fleen, 
~thing more, hence something less. 
Vldeogamlng doesn't stand Still jUst 
so developers can hKle tne same 
material under flfle( potygonal 

cloaks, hoWeVer DeaulIfuL AnyOne 

approaching the sefles for the first 
time should De Impresse<llt is, after 
all, a SOUnd game, But previous 
Tekkens have Improved Significantly 
on thel' forebears, relin,ng gameplay 
while bringing new element~ mto the 
rTI!X. The Tekken BOwl opoon 
here simply ISO" eoough 

Sil DuI Dj ten 

Chlrade, de'ail i$ 
clearly mOle Idvlnc"d 
thin !hit 01 the 1999 
TTT (oin-op. But it f.ll$ 
some war short of Ihe 
quality 0 , Sly, Teo\ken 
J 's prerend"red foola,e 

£DO':' 71 
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STRHT flGHHR H3 

The lame looks colourful. yet noticeably roulh around the edgn. Arika 
would no doubt blame rushed development or £XJ's visual deficiencies 

O 0 many who attended 
February's PlayStation Festival 

2C(X) show, thiS was a fa r more 
e, citing and reward ing propoSition 
than NamCO'S Tel:ken Tag Tournament 
across the other side of the hall, But 
this isn't as surprising as it may 
initially seem, After all, IOU's colourful 
W(lrld and frenetiC, highly playable 
action should seduce the majority of 
beat 'em up fans With ease 

And then there's Street Fighter's 
heritage, of course, NamCO, With its 
TeUen series, may have muscled in of 

late, but capcom retains a massively 
s,gnificant share of the fight ing 
market And wh,le m lOOked 
deCisively un fi nished, fX3 d,d not. 
Yes, It'S a rushed re lease, but gIVen 
the manga·led nature of the EX 

series' aesthetics, Arika ends up 
getting away wlth It better than 
Nameo does. Of the galTl{!'s Visual 
fa il ings, the moSt Sign ificant are 
relat ively Slmplist'c bacKgrounds and 
a helping of Unintentional slowdown, 

For a beat 'em up, EX3 fo llows an 
unusual structure The typical tra ining 



and versus OPtions are here, but the 
main game conSists 01 ,USt SIX bouts. 

The first has you lighting thl~ 
CPU oPPOOents wMe the second 
oilers the traalllonal tag structure. AS 
you progress through these you're 
allOwed to take the last -<O'd 
oooonent WIth you - UP to three can 
jOln your party. iI1teres11ngly. these 
ctoaracters can be comroHed by a 
second Player so that fo.- the third 
DaUle, two human-con\rolled 
combatants could face up to first 
SuO·boSS Garuda The lourth Dattle 
delivers more tag action, while 

TESTSCREEN 

FOfmllt. Pla,Slallon2 

Pul>tish~"" cap~om 

oe~lope" Arika 

Price n ,.DO (UG ) 

Release: OUI now (Japan) 
TBA (UK) 

Opeot up the u tT .. nine t ha ruterl 
(Io r .. toll l 01 26) . nd you'" '.ced 
with .. selection of fa mili" , fulS_ 
As eyer, E Hond! doesn 't mlk. it 

Irhis is a more playable beast than its predecessors, 
sporting decent visuals with some impressive 

special effects during outlandish combo sequenc~ 

tne fifth IS twO-OO-OOe tag fighting. n 
your favouT The final stage sees your 
four characters I,",ng up to receIVe 
turn-based OU",shrrleflt 

AS WIth many aspectS of 
the game. ewry bout offers SlJI). 

cnallenges 01 varying difficulty 
Acnlew these successfulJy and 
you gain a medal The aim IS 

obVIously to acquire them all, 
unloctll1g mynad secrets - althOugt1 
non-Japanese readers will encounter 
problems when attemptmg to 
decipher what IS required of theM 

Afena mode is where the 
twop ayer action can be found 
Oneplayer opt ions (offering various 
fight ing permutat,ons) are St ill 
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Train Ace, your tustomisable character (t0r,)' and /ou tan srend experiente points on new moves whith you tan then use in the main game, The end 
sequence «entle) is one of the best ever wait til you see It in action), though the game would benefit flom offering a more substantial one player mode 

available, but it's the straight 

twoplayer tag mode that is likely to 

fully engage the majon1Y of players. 

There's also a fourplayer setllng, but 

senous players will probably stick to 

the two-Q(l-two tag mode, as other 

optIOns ten(! to disintegrate into 

free-for-all chaos And that can be 

enterta ining fo r all the wrong reasons. 

A notable inclusion is the 

!For a beat 'em up, EX3follows an unusual structure_ As you 
progress through the bouts you're allowed to take the last 

KO'd opponent with you - up to three can join your pa~ 

The stlucture of the oneplayel game is lefreshingly different, but don't 
expect any revolutionary touches when it comes to the cOle game play 

character ed it mode. Wh ich allows 

you to bui ld up a fighter by gaining 

experience points from completing a 

set of traimng engagements and 

spend,ng those points OIl purchasing 

special moves. Again, the language 

barrier may male successful 

completion of some of the tasl(s 

rather diffictllt. but it's an interesting 

and WO"hy addition that should 

revea l its ful l potential once 

the western release arrives. 

In play. Whi le some of the 

sluggishness of the EX selles (When 

put against the immediacy of the 

origina l SF games) remains, this is 

a more playatole ooast than its 

predecessors, spo"ing decent visuals 

with some ImpreSSive speCial effects 

dunng outlandish comDo sequences 

SF and EX fans wil l pon their 

skil ls across With immediate resu lts, 

While newcomers shou ldn't find 

th ings too daunting after a couple 

of bouts. Ultimately, SF EX3 does 

everything it has to, without strIVIng 

10 stretch its values too far. Which 

is a shame - but you' re stili left 

With an eminently playatJle, total ly 

engrossing and reasonably 

pretty-IQOI::ing beat 'em up. 

Seven Dut Dj ten 

I 
J 

j 

• 

, 
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RIDGf RAnR v 

Sc:enery is impressive bill details 
such IS clow.nl disa (right) 
should be better implemented 

76 £DQ€ 

In typical traditional Ridge fashion, the seven tracks (which a re .eversible) 
share la'l~e sections, One is even identical to the origlnll Ridge Rtlcer drcuit 

... nyooe $lJrpnsed at laSt month's 

... appraIsal of the disappoint ing 
5ega GT has perhaps tai ed 10 ta~e an 
obj&lflle look at the general level of 
racing games theSe (lays. Of all the 

vooeogamlng categoncs avallal)te to 
developers, thiS is arguabty the one 
to have undergone the most <I(toIances 
In me laSt couple of year$. Ifs a 
maSSively OIIer-wbscnbed genre and 
competition IS therefore absurl:lly 
f>erce AnYOne unleashing 
subStandard prOduCts on to the 
market Simply can 1101 expect to get 
away With It. 

SIIII, presentation-WIse Rretge 
/UCIIf V is ahead of the pack BooI the 
game up, spectate the Opefllflg 
sequence and a replay kicks In, 

enab',"g you to navogate the camera 
around a car YOu'll notICe headhghts 
pop up w'lenevt!r tne vehicle enters a 
tunnel, bra~e diSCS glow red (though 

Itlere's no fade In/OU\), sparles fly 

regularly out of tne back as the 
suspension doeS ItS best to r.mooth 

OUIthe bumps.. me cars may not 

have the reloe! found In those from 
ar2aX>, but lIleir POly count 1$ high 
el'lOUgh to make curves look curved­
there are no jagged edges In RRV. 

PresumaDly you'll soon gelllred 
of watching cars go by and get the 

urge to drive one YOU 'll notice the 
menu otlers no QUIck race OCtlon ­
you tlave to select a team and 

enter a championship. II"S Just a 
different way of doing things. Not 
tile beSI ~, perhaps, but not 
dISastrous eIIhef It does mean 
getting through a bewildering 
amOl.mt of ffOrtt end, however, and 
while everything i$ wonderfully 
presemed all you really want to do 
IS 10 get your polygonal WheelS 
around a po lygonal t'ack. Eventually, 



The second vi_Is moslly u~elen, 
platinc lhe camera loo close 10 lhe u(s 
bOOI. Enline noise Is shamefully wtlk 

after a tolerable (Just) loading {<me. 
you're 81 the back of the gnd with t3 
compelltors ahead 01 YOU. your finger 
maintaining a steady 7fXXlrpm 
courteSy of the Dual ShOCk 2'5 
analOgue b4.mon~ 

00 first approach, RRV feels like 

all RIr1ge Racers . But then you rea li se 
that for aU the suspensoo travel 
WttIIessed during !he replays, your 
car doesn'l behave as lhough I1 

features shock absorbers. 111e nde 

TESTSCREEN 

Fa<mat: " . , sll llon2 

Publis.her· N am~o 

Developer- In· house 

Pllce: n , IOO (U O) 

Release OUI now IJapan} 

IS more StIfled than preVloos Ridge 
games. wtlile redefinIng the notIOn 
of hft-off oversteer (the firSt three 
champlonslups can be won WIthout 
ever IlaVlng to apply the l)Iakes) 
ThrOWIng your car aroond bends 

YOII need the odd jump here .nd theft, of course - it's all part of the Ridge uperience, Sadly. Ihe series' 
Slludufe is showinc its ace. If a follow·up is pl.nned It shollld inlroduce some Ilnuine evolulion.ry Illments 

WIth IUdIClOOS aballdOl'lls now easier 
than ever, meaning Ridge heads 
shOuld find little prOblem In gettIng 

to the finish line ahead Of the 

competition. 
T1'ooble is, everything In RRV feels 

calculated The way your car handles, 
the way It dnfts through comers, the 
trajectory and Infallibility of the CPU 
vehICles (except When they drive 
straIght Into you). and how the same 
vou:e samples play at ~<f.c C,rcu,t 
secbonS has all been pteOetermlned 
at the development stage. That's true 
Of all the Ridge games, of course, but 

somehow previOUS Instalments have 

hidden It With more aplomb. Here 
things JUSt feel Oddly unrewarding. 

MISSing tOO, is the sense of scee<I 
usually aSSOCIated wIth the Ridge 
senes. Sure, better handling, faster 
cars and more powerful engines 
become avaI lable as you progress 
througtl the chamPIonships. but the 
road is tOO WIde and the l)ulld<ngs too 

far back to prooerly convey the pace 
and thri ll COIMlyW by the ~1 games. 

That RRV IS rushed should shock 

flO one. But thaiit'S less enthrallIng 
Ihan ItS predecesSOf'S !With the 
posSible excePtion of RevolutIOn). 

shOuld. For rClClng eXCitement It'S up 

there With sega GT By Ridge 

Standards thIS IS a mostly SOUlleSS, 
unengagmg and nalf·heartOO attempt. 
By general raCIng game cmerla It's 
Just average. lI~e 5eg3. Namco .re:::? 
15 capable of much more. ~ 

fin III.I IU 

The twop.a!er option 
seems feeb e - wnen 
other PSl facinC C.mu 
man.ze 60fps with all 
stenlIY Itill on 
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fANIAVISION 

It m.y not p!,lsh the PSl to It, le<hninl bound.ries (b.ckdrops Ire not mlde 
up of lillions of polys), bul FOlltfl~isioll is. visu.lly elll'linl experience 

From lop: Fireworks 
10 up InlO the sky, you 
seled them .nd then 
decide wt.en 10 set 
them off.. . preferably 
before they die out. 
It's. win",nl formul. 

78 EDG-E" 

O n the endless Stream of seQut!IS 
ano copycat dMlopment hel l 

that rS me current vkleogaming WOtICI, 
the arrrval of something qUi te Unll~e 

everything surrounolng II should not 
Ile un<lereslimatea Enter famaVision, 
a <la.zz1if1g tic~et to a colourful 
puzzling land 'Nithout the need for 
ingesting Chenical addItIVeS 

on the surface, things are 
beautlfuHy SIITIPhStlC: waves of Dlue, 
green ar.a orange fireworks are flrea 
,ntO the nigtJl sky afICI ll's your role to 
link them together (using a 
combInation of tne left analogue StlC~ 
ar.a tne x tlUttonlllefore detonating 
them (ClrCJe bJttOrlI, In real ity It'S a 
little na rder than that you must li nk a 
monimum 01 three, alWays accordIng 
10 COlOUr BUI \0( the big pPlntS Ifs 
preferabJe to get bnger chains 
together, YOU link one COlour chain to 
another t!y attaching a mull1COloured 
firework oerween them. Before that 
happens, though, you'w more than 

likely run out 01 l ime - wait 100 long 
and your already selected fJewor~s 

Hopefully Ihe I'me's obKur. n.ture won't dissu.d. too m. ny Clsu.1 
I.men from P. rtinl with their cuh. F(lntfl~ision desef'les hUle success 

dll out ta~lng WIth them precIOUS 
energy. When your energy bar 
reaChes lero. It'S same over 

A/tIlOUgt1 colour·based firework­
Iin~lng In FanriJVISKXI 'NOIts In 
mu~lpJeS of three, there's nothing to 
stop you from Join ing foor, five, seven 
or any numller of Sim,larly coloored 

fireworl:s wgetner. SO you COUld have 
four green, fOllowed by three orange 
and five blue, for Instance, f10w you 
link - and Indeed how manv you Ilnk­
IS decided t!y YotIat turns up on your 
screen and what you declOe wor~s 
beSt. of course; but \"Ou're rIOt g~n 

mUCh time to waSte_ So as you're 
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Pullllsher SCE I 

PrIce: n ,'oo (UO) 

Rtleue: Out no w (llpln); 
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s.yt your repl,y' ,nd Ihell enjoy the lillow IlIroucn e!pl ,P0nible a merl InJles. IS well 15 beinl"ble to Idd I multitude of effeets, such 11 weatller 
(rain or snow), psychede lil (which proves oull 'leously Inppy), 01 I,.nslutlnty (top). Styer.IIIYe s 01 subtlety only ",veallhemselves ahel extensive play 

worl:ing on whaU alfeaOy in the ai r 
keep an f!oie 00 the next wall!! of 
fifl?'M)r\:s which is shoWn at the 
bottom of the SCfEMln - you can then 
Ct!!:i(jf! whIch strategy to a<lOOt, 
Hesitate and you're soon playtng 
a des.perate game of catcl1 ·up. 
Redemption is possible but It 
reQu ires some swift ltunklng. 

TtHlt's the sImple way of playing 
Fantavisiofl, bul I1 Is unlikety 10 get 
you very far into lhe first game -
finIsh the eight levels and a selectton 
Of extras OPen up. incluomg a llarder 
verslOll of the main event. The (eat 
way to enjOy SCErs Inspirecl puzzler IS 
to dlscove( the game's varIOUs levels 

of subtlety. FOr Instance. setllng off 

lirewofks In the VICinity 01 Other 
Slmilarty (oloure<! pyrotec/lnlcS sets 
off a ChaIn reaCtion, so se ectlrlg 
anything and everything present 00 
the screen is 1"101 necessary - you 

Ion the surface. things are beautifully simplistic: waves of blue. 
green and orange fi reworks get fired into the night sky, and it's 

your role to link them together before detonating the~ 

coulCl miss olher fireworks, hence 
losmg you crUCIal energy InStead, 

tocus on where you're 80Ing \0 rTlOYe 

your cursor next so as to maxImise 
your chain potential. 

In acldllloo to fireworks PDPPIng 
uP. StarS, bonus poInts aoo energy 
icons make an octask:lnalllppearaoce, 
loo. Work these 111\0 your chaIns aoG 
reap their rewarCls. The Stars convert 
intO letters spelhng oot S·T·A·R·M+N· 
E; once that'S accompllSl"ied you're 
whIsked off into a bonus fOUnd of 
pyrotechnical madness, where you 

set of! and attempt to maintain an 
e)(plosllle chaIn until the tImer 
reaches zero. Getting rt rigl'lt is an 

easy way of replenishIng energy. 
Somple enougt1, you conclllOe, 

Shallow. even. Before you !mow it, 
tnough, nours have passed, yet the 

'one more go' factOf remains firmty In 
place ThIs Is the most lrT\pfeSSM! 
game to be powered by SOny'S 128bit 
architecture to oate, as well as beIng 
one of the most enJOYable tTlieS Edge 
IlaS ha(! the fortune Of getting itS 
IlandS 00 in recent months. Along 

with DC's CfIu Chu Rocker, \1 ranJ:s 
among the most charmingly 
enclearing anCI playable, loo. 

£j1~1 1I111 tn 

Presentlltion (enltH 
on 1950s Ameri"n 
I.milr Im'lfry. But 
it wil further (onll,lse 
those I,In.ble to 
IIUP FOfltoy;S;O,,'s 
supremely odd (oncepl 
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Of AD OR AlIVf 2 

The lISsortmenl of fi~hti nl styles 
11 complelllt nled by,oint 
mllnoeuvru, butlll~ tellm bouts 
Cln only IiOke place In one .ren. 
(DC version I hcnom on Ihis pllt) 

Drellmast owners will 
be 'trNIINI' 10 the sight 
ollCuumi IInd Ayllne in 
sdIooI uniforms (lIboft), 
but the bilsic I.mepl.., 
rem..i ns the SlIme in 
both yersions 

ftft hether or not you conSIder 
W It to De in gOOd taste, It will 
please some ~e that De¥J Of 

AJive 2 conunues the ongLnal's 
celetlfatlOO of the natura! glones 
displayed by the game's female 

stars.. The more d<SCernLng gamer, 
though, WIll be more Impressed bv 
the eaually al lunng gameplay 

IMIilIIy avaiia!)je for DreamcaSt in 
the US and P!aySUluon2 U'I Jaoan, 
Tecmo's beal 'em UP has alSO been 
sjgned up by Acclaim for UK release, 

Eagle..eyed OIavers WIll, of course, 
notice tflat the emphaSIS has slightly 

Shifted to the underwear of the 
scl\oolglrlLSh combatants. The DC 
OCtlOO stJII allows you to vary tile level 
of 'bounce' dIsplayed bv characters, 
Oy varying the character's age. 

But more SlgmrlCant are the 

Involving and balletlc contests at 
the heart of the game. me contr~ 
system IS InturtM!, WIth a button 

each for OUl'lCh and bCk, as well as 
a thLre! OOItOl1 which combines for 
hOlds and COUntefS, thOugh 30 

fTIIM!ment can be iOll1811y ContuSIng 
Counter attacks are now 

common~ace in beat 'em ups, but 

here they are partl(uial'fy well 
executed and a cfl1~1 skill for you 
to master, as In the original DeIKJ or 
AJive At times it is SImply a 'PI to 
watch the elegant exchanges 
tletween figllters. There are a 
number of dls~nctJve fighting sty1es 
on offer, and while some are arguatlly 
wea~er ttlan others, on the whole 
there is a fine balance 

t.naractef anlmatlOO IS second to 

nME!, and bouts ta~e OIace Inside 
large, ostentat.>Olls arenas. It is 
I)()S&tlIe 111 some areas to PUsh your 
gpponent thrOUgh a Wlr'IOOw or down 
a ravine, In order to inmct damage 
and opef! up a new eL'lYlronment In 
whICh to light. A ma5terluitouch, 

01 eaual imoonance are the less 
OIMOus tOl.lCMeS, sl.lch as the gentle 
sloPeS featured in some levels. 
Breath forms Into clouds In an arCtIC 
environment and in other places 
water splashes at varying heights 
depending on the W<I'i It IS strUCk, 
wails and p,llars can tie used to 
increase damage to an O\>POI1ent, 
pamcJlarly III an elevator surrounOed 
oy an e1ectnliea barner It'S worth 
noting that the PS2 version 



The PSl velsion (shown on this 
p'ge) fub .. " diHe.ent outfits 
,nd mOIt! "enu. C"phiUll1y 
the g,me is only slightly more 
imprflisrvl thin the DC version 

Incorporates 8 WKler range of 
ootions DeCause 01 IS based on tile 

MIIM!fimum edoUOll COIn«l. 
The atmosphere gereratea D)' tne 

speclacular bac~drops IS helgtltenea 
by Ihe use of prerendered cut·scenes 
between bouts In the story mode It he 
default onepIayer game). The Quahty 
of these scenes results In a genume 
sense of Involvement bul 1I IS all oYef 

far too QUIC~Iy, as there 15 no w&j 10 

extend the contest beyond one 
round per bout 

There IS a time attac~ mode in 
whICh tnlSIS remedoed, but thIS ooes 
Without tile rendered scenes and 
final bOSS trial maKe the Slory mode 
so engagong A SUMVal moae has 
also been tacked on, toough thiS 
ooes httle to extend the looge¥1ty 
01 the game It IS a shame that the 

hfespan 01 the DC 'JefSlOfl IS funhel 
shortened by tile fact that (lwe are 
no extra costumes 10 un OC~, In 
cont rast 10 tile PS2 Itera llon. A 
well-executed tag learn optK>n Is also 
hmlted in Its oneplayer incamalJOfl. 
though thiS becomes more 
CQmpelllng in multi player mOde. 

Featuflng multi·liere<! , interacttve 
environments akin to POwer StOM, 

TESTSCREEN 

Format: DC/PSl 

Publi.t1er TICmO 

DeYeIope.--- In·IIOIIM 

Price S<lSrf6. IOO (nl/UO) 

Release Owt now (USllap) 

IFeaturing multi-tiered, interactive environments akin to Power 
Stone, with more complex manoeuvres reminiscent of Soul 

Ca/ibvr, this marks another step towards a true 3D beat 'em u~ 

wi1t1 more comPlex trulnoetMes 
rermnlscenl 01 SOUl CAllbur, the game 
marts another step towards a true 
30 beat 'em up. Crucially, tI100gl1, It 
lackS the enormously capt .... ating 
oneplayer game 01 Ihe latter It will 
00 douot ta~e ume to master me 
subtleues of the vanous cMraclers, 
but the oneptayer expeflBnCe IS 
regretfully Shortlrve<! 

There IS little to disM8uiSh 
between tile twO versK)ns In terms 01 

gameplay wtllle SOny'S conSOle 
offers more luxuflanl Ilgtltlng effectS. 
the aOlmallOO is €(lJally IluK! on 
sega'$. The lact that the lauer MS 
fewer arenas and requires more 
concened onepiayer effon 10 unlock 

costumes IS tntical. though, and 
isMrtIIy outweighed D)' tne ~ 
PfCMSIOfl 01 schooIgtrllX\!forms. "l..5 

!il~t u t I! ten 

11Ie finill ~I in the 
l'IiIyStiltionl version 
tilkf$ piKe In iI 
dreilmlike Ifenil. ln 
the Drumast version, 
the ilction is deil,., 
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With four .rms . nd • wide v.riety of destructive wuponry, it is little wonder 
11". M • • is ruponsible 101 mo,e onu retn violenct thin his two (ol1uluu 

MDK21s ont of the bt ttel-lookinl l.mu .v.il.ble 10' the D,umusL 
Its selection of l pot effects includes the olllput of. n .tomic toull!, 

r.:I rOll'lIt'.e first cut-scene and 
... tile loacling SOe'en:; with their 
cartOOllgrapnics;t 1<1 Jack Kirby 
thrOOgh 10 the final boss, Blowsre's 
sequel to MDI( reta ins the offbeat 

humour and Quirky Oflgina ItY that 
made tile forerunner wch a h~ - Wlth 
revIeWers If not entirely With the 

gamebuylng pul)liC..11l a dramatIC step 
awi1'/ from me dictates of the Oflilnal, 
twO of Shiny's !lit-pan players are 
promoted to see a Slice of the iICbOIt. 

Doctor Hawkins alld Max, a 
nutty prOfes!.Or alld a SIx-limbed dog 
WIth a pel'lChant for act ion, JOIn Kurt 
HeCtiC, mll(l-mannered janitor and the 
hero of the pte<:e. once agam they 
must prOtect the Earth f'om aliens 
fl(lIng energy streams, intent 
on funher deStruCllon, Ma~ and 
Hawtins add a new dllnenSlOO to 
gameplay While levels featuring 
HeCtIC are Similar in tone to the 
Oflgonal, a I'I1O!l! direct approact1ls 
uSed 10 complete levels wrtIl Max, 
who has far more firepoy.t{!r than hIS 
human counterpart. While Hectic 
takes oot SWItCheS using hiS sniper 
scope, Ma. ~mply destroys the 
scenery In Ofder to progress 

The !TII)St radical departure from 
the gameplay Of tile onglnal takes 
PlaCe WIth the doctOf, It IS not urn,l 
he fuKls the ccmponems to produce 
a weapon - 'MllCh IS SUItably !lIzarre -

!while levels featuring Hectic are similar in tone to the 
original, a more direct approach is used to complete levels as 

Max, who has far mor~ firepower than his human counterpa~ 

82 EOQ£" 

that he is able to ta~e on !tie aHens 
in a firefight. Even then, moSt of his 
cna llenges are solved by the use 
of Drains rather than brawn To 
oomple~e the more varied DUules 
that he faces, Hawklns must use Of 

combine items in hiS inventory, 'Ml1Ch 
vary from a toaster to hand towels 
T11e range and outlandish natUfe of 
me armoury forces I~e player to 
tnmt SlIgtltIy laterally. 

T11e dOCtor's first challenge 
Involves takIng O!l a rumber of altenS 
without a Olscernible weaPOrl - w1th 
the knowledge that there Is a large 
alien-eating plant in the corner of the 

Hectic's sniptr rifle mikes . 
wt lcome rt lurn, witll I n 
e~otic ranee of ammunition 
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MDK2 presents a varied collection of alien adversaries. ranging from the larger bosses at the end of levels (top left), through to jee ring underlings (top 
right). The tannon-fodder variety frequent Max's levels, but must also be overcome by the more limited firepower of original hero Hectic (above right) 

room. The game also features a 
number of sub· levels that demand 
funher dexte rity from the player. Most 
of these are Side-scrolling levels in the 
style of SCramble, in which va rious 
items of debris must be avoide\l. but 
()(le notable exception is that in wh ich 
the player must guide a fish through 
pipes that are infested With mines 
and larger marine-l ife specimens. 

The game looks impresswe 
throughout, offenng a variety of 
envlr()(lments and well -real ised 
al iens, as wel l as an apparently 
accurate map 01 the heavens dunng 
Hectic's early levels. The actl()(l 

moves swiftly from Earth to the 
corridors of the mobile space home. 
Jim Dandy, and beyond'to the alien 
homework!. peopled by jeering 
aliens and egocentric bosses. Large 

port ions, though, are murKY and darK 
to the point thJt it is a cha llenge 
simply to sce what is happening 

It is perhaps litt ing given 
the re -release of Strider packaged 
with Strider 2 for the PlayStat ion 
(reviewed on p87) that, despite 
showing off advances in complexity 
and variety of gameplay, MDI(2 

represents a throwbaCK to the (lays 
when videogames were a great deal 
less placable. This is not necessanly 
a good thing. though. some levels are 
simply capriCIOUS, particularly some 

of the subgames, and getllng 
through them can be as much a 
matter of lUCK as it is SK ill . Many Of 
the subgames also abandon the 
intuitive contro ls of other levelS in 
favour of a more sluggish and 
rudimentary approach. In one level. 

for example. you need to avoid 
()(lcormng asteroids by simply 
mO'ling up or down 

MDK2 is an audacious attempt 

to subven conventiona l attitudes 
towardS gameplay. representing a 
rl1O\Ie away from fixed modes of 
play. 1'Qf this, Bloware must be 

congratulated. BUt in execution, 
the various styles on ofter do IIOt 
gel as well as they might. being let 
down in places by careless design. 

There 's no doubting the value of 
many elements here - Bioware has 
taKen Shiny's dist inctive concepts and 
pustJed them in interest ing directions 
- but such rich potential has 
ultimately not been rea lised 

Seven OUI ol len 

The side-scrolling 
subgilmes are In 
amusing dive rsion, 
but surprisingly 
unfortiving. Limited 
controls do not help 



TESTSCREEN 

[VD lVA 

The number of aliens onsereen .1 onc. Cln reslIll in hectic encollnters (lop rilhl). In slIch circumslilnces yOIl mllst uchew tht lonl· rlnle wuponry on 
offer and let down ~nd dirty wilh the .Iitns (m.in). At this point il's I mltMr o(hopinC lhat other squad members Ire . tt"klnl in I similil' lashion 

The scenery offen I 
welcome dlvenion 
Irom the luturelus 
corridors so often seen 
In PC titlu. It 1150 
proyn 10 bt I critiul 
l'mepllY component 

O .. US! to promrneoce by the 

releaSe 01 the oroce-uboqUltOllS 
OrganIC An package. little !\as been 

seen 01 Computer ArtwOrts oIliIte. 
lJIlbl the recent announcement that a 
'~ster" \IefSIOIl 01 f'o'OI\Ia would be 

I:IlIrded ..... ,th caras carrymg GeForce 
256 tl8rUware. HOWeVer. it seems 
unhkely that thiS fully fledged game 
will Capture tile imagination of the 

meaiaarKI Pllt/IIC In the same way itS 
arty cuno preclecessor dld_ 

set In a future in which genetic 
ens,neerrng IS WIdespread. EKWa 
pits the ptayer as the corrmalldcr 01 
a team of four genohunters, eqUipped 
only With the al)rlrty to ITllIlate at Will, 
against an unretenllng ahen parasite. 
WhIle the plot adds a t0piC8l element 

to the famlhar litany of science·fietiOO 
B-1fiOVIe fare. the game itself is an 
attempt to comtline the apparem 
synerg.es oetween the firstperson 
and realtlma Strategy genres, With 
a handful of puZZle-soIYIng elements 
thfown Into me mlll_ 

Fittingly fOl' a game Ofigrnatmg 
from a team headed byWilham 
Latham, E\IoIva is Visua lly resplendent 
boasting luSh, interaCIIW organiC 
expanses to explore. Dynamic, 
scaleable graphics allow for a 
rooltltlJOe of beaullfully rendered 
8dYefsarres .11 one tnne, as the 
genohunters are beset from all SIdes 

by swarmrng hordes. Enemy AIlS 
P<lrtlCularty impressiVe, Wlth anacks 
cnaraclenSed by waves of insect·llke 

Icooperation .between the wide variety of aliens is not merely 
dramatic but a significant component of gameplay. The ability of 
genohunters to mutate provides a novel approach to power-ups ~ 

aloens scurrying to engage In close· 
ql.lartefS combat. supported by the 

Iong·range bombardment of thell 
IIameSPIttmg cohorts.lr1deed thiS 

cooperalKIII between the WIde 
vanety 01 aiit'll breeds IS not merely 
(lramatlc onscreen but a Slgmflcant 
componern of gameptav_ 

file ability of till) g<>noi1unters 
to mutate at will proVideS a novel 

approach to the question of ~r· 
liPS, Since the bodies of destroyed 
allt!f'lS provKle tile raw genetic 
material to fashlOll weapons such 
as taSCfS and grenade launchers. 
But while some are slightly novel, 
Including stealth opuons and a 
weapon that shoots homing II"ISeCtS. 

thiS fealure IS largely cosmetIC. Ttle 
only diSCernible difference to 
tradltiOOal ShOot 'em ups IS tile 

neceSSIty of butchenng the local 
fauna to provide new weaPOflfY 

And although there are apparently 



more than a bi ll ion diffe'ent 

possible comb inations of mutat ion, 

the evolution of genohunters is 

shaped to a large extent by a number 

of disappointingly linear puzzles. 

These reQu ire the Interaction of a 

particular mUtatlOll and some part 

of the environment in order to 

progress, such as the destruction 

of impenetrable flora With the flame 

th rower, for example 

Also dlssatislylng. gIVen the 

developer's ambition 01 defying the 

constraints of a sJngle genre, is tile 

clumsy control interface that prevents 

the full exploitation of squad-based 

tactics, which are necessary to 

complete the game Th is is only partly 

remedied by some noteworthy AI. It'S 

a shame in that the use of four squad 

members, which in theory lends J 

SIIategic element 10 proceedings, is 

made sl ightly redun dant 

At times the th ree genohunters 

provide exce llent suppO(!, but there 

are too many moments of extreme 

stupidity; it IS frustrat ing 10 see a 

laboriously stea lthy approach undone 

by the reckless charge of a fe llow 

squad member, and more so 10 see a 

genohunter jump into a Pit 01 lava, 

These prob lems are even more 

apparent when playing a multip layer 

Effective (Ooperation between $quad members is usenliallo 
progress, but the eenohunter AI often leaves something 10 be duired 

game. It's eKlremely cha llenging 

to attempt 10 mutate a character 

wh ile being shot al. 

Essentially these shortcomings 

make it necessary to play the game 

as a thi'dperson sIloot 'em up and 

It is easy to forget about tll(! optk>n 

to control Olher gellOhunters except 

to leave them behind Combined 

with the soph isticated th reat 

presented by the aliens, and the 

sheer number of assailants, this 

results in an uneven cha llenge. 

Evo/Va is a competent action 

game, setting an aesthetic 

standard for tll(! new generation 

of PC graphics chips. Nonetheless, 

It represents a missed opportunity 

to push back gamcplay boundaries­

lhc emascu lation of a large part 

of the player's lirepower by a 

defiCient cootrol system produces 

a poorly paced challenge wh ich 

ultimately leads to a freQuently 

frU itless exper ience, 

Six oul of len 

TESTSCREEN 

Form at: PC 

Pubt isher: Virgin 

oevetoper: c ompu ter 

Art works 

Price: £30 

Re lease: Ollt now 

A wide variety of 

le nes can be collected 
rom alien corpses, 

which can then be 
used to provide your 
genohunters with a 
range of weaponry 

£00£ 85 



TESTSCREEN 

SOlOI[R Of fORTUN[ 

Form.t. PC 

Publisher: ACllvlslon 

Develo~ Raven 

Price £30 

Relea"" OUI now 

The plenliful supply of ammunition IIsull5 In I limited uSe of the trusty Pi, Sticker comb.t knif •• ThouCh an effective wupon, it is not IS satislyinc 
IS the more pyroklnedc variety at your disposal, all of which dui destrudlon in .n ualleralltd m.nn.r to countless numbers of facele55 bad cuys 

Th. sniper rifle is 
essential to Mullins 
riVen his (onstant need 
to .vert attention. It 
• Iso enables pretty 
dOSe-up views 01 
uploclinC body parts 

m espite its emphasis on blood 

• and gore. the tawst outing for 
the Quake 11 engine brings roel 

memOries of those other sokiiers of 
fortune. The A·Team - if no one else 
can help. ana if voo can find him, 
maybe voo can hire: JOhn Mulhns AS 

befits tile right-wing, pro-gun agenda, 

the rather weat: plot involves Ioor 
nuclear warheads which have tleen 

stolen by an (!VII terrorist. The UN has 
WISely seen fit to employ a lone 
Individual to destroy these warheads. 
which Is where the player comes In. 

Cmematic cuHcenes introduce 
the ac\IOIl, W'llCh tales place In 
several holSPOlS all over the WOf1(I, 

from KOSOvO to IraQ via New Yort: . 
After the Introductory levels, Mullins IS 
a~gned new misslOrls by two 
compatriots, Haw\: parsons and sam 
Gladstone. At key moments. parsons 
makes a preren(!ere<l appearance 
IntrodUCing new objectives, or 

opening up a new area for Mulhns to 
explore. Excellent graphICS and a first· 
rate use of audIO are evident from the 

early levelS. set In a well-realiSed 
New York SUDway statlOll. ana serve 
to heighten the ~SNe sense of 
atmosphere and lenSlOfl. 

Also tmmedtately oI7YIous Is the 
graphIC deptctlOll of VJOIeoce. W1 • 

WIse move. a parentallotk can 
ITlOOerale the pe. OUt even WIth this 
cllsaDle<l, a range of pseudo-reahsuc 
weaponry can DIow the !)ad guys. 
literally. 10 jlIeCCs. HOweYer. the new 
tean command. In comblnallOll WIth 
the woefuly Inadequate enemy Al. ~II 

result In the S(uper rifle being the 
weapon of chOICe for many Players. 
Aitl'lOUgtl the use of Stealth is de 
ngucur rig!\! now, It reQuires lhe 
sus.peftslon of a large amount of 
Ijlsbellef 10 conskler It possible 10 lean 

arouna a corner and take out a group 
Of sentrieS Standing only yards away. 

one by one. And yet throughout the 

game. battie-haroened mercenaries 
W;II reacl to somebOOy in the near 
VICinity being shot in the head by 

Standing SIIII. AS the game develops, 

the threat increases t¥ waves of 
anack \llhtdt are triggered t¥ the 
players progress or prolUmny to a 
certain IocatIOll.OUt this is a poor 

shortcut to alleviate deficient fIJ 

SOF is an aboY'Nlverage 
firstpCrsor'I shooter. It doesn't brtng 
much to the genre. SiWe for its gory 

depIct10n 01 Violence. fl"lOeed. whde 
the game is no more IIIOIent than any 
other game of its ilk. the combinatiOfl 

of 8-fIIOIIIe pial cannon-fOOder Al. 
reductive morality, pseudo-realistic 
semng and exaggerated violence is 
alarming. eyen In a title aimed 

at a matUre aud ience. 

Uti Ill il': ____ '-':::"'''':;-;:: 

Smn Oll! 01 len 



STRIUfR HIRYU 1&2 

(onlemporilry vi§uals ilnd old­
school play: 11 mix worth checking 

O n terms of visua l appeal and 
agility, Strider H.ryu ranks as 

one of the best characters ever 
designed. Combine hiS acrobatic 
ski lls with some wonderfully invent iVfl 
and remarkably daring level design 
and you find a tit le that. even 11 
years after Its original arciH:Je 
release, continues to impress 
The game's snowy rTlOunta,nslde 

section ar d the reverse-gravity leve l 
wil l forever be Cited as some of 
Vldeogaming's finest moments, 

But Strlder 1 isn't on test 
here, although the 1989 onginal is 
included in the package wlth its 
sequel. Most wi ll welcome th iS, 

even If it may surprise you how 
unforgiving and occasionally 
frustrating 'SOS games could be. 

The star of the show, Slnder 2. 
has been converted from co in-op 
status, just like its predecessor 
Immediately, YOU' ll not ice the 
game is eaSier - your character 
can now fUn on command, unleash 
speCial at!acKs and perform a life­
saving double jump - where 
di rectional changes mid-jump 

are also possible. 
Capcom has wisely refrallled 

from tinkering tOO much With the 
anginal formula - all the major 
elements that made Stflder 1 such 
an irresistible prOPOSition have 
been incorporated Into the sequel 
In a sense, then, th is is more update 

The sequel ret<1lins <1111 01 its 
predecessor's main ingredients, 
ensuring the e nd ruult is ' 5 
playable now <1IS the origin<1ll was 
some 11 years <1110. CaptiYltinl 
st<1ltic m<1lngl im<1lgu Ire used or 
depictinlthe n<1l"<1Itive (<1Ibove) 

material than a true successor 
Spl it Into six miSSions (of wh ich 

only three are lIIitially available 
unless you complete SlrIder 1), 

SlrIder 2 shouldn't take more than 

an hour!O complete for those 
prepared!O throw caution to the 
Wind and charge in, aware that 
infin ite·conllnue opllons allow 
progress at the stab of a button. 
Approach matters With a little more 
care, however, and you're rewarded 
With a better fina l rank ing wh ich 
should affect subsequent bonuses. 

It'S worth noting Strider 2's 
presentation - a factor so often 
overlooked. It'S simply gorgeous. From 
the sequences detail ing obje<:t ives to 
the beautiful statIC manga-style 

images sandWiching miSSions, 
everythmg is done With tremendous 
panache. AS is the way the game 
incorporates sprites running around 
polygonal back,grounds (bosses, too, 
are usually made of triangles), 
resul\lllg in a miKlure that SUi ts the 
game's style particularly well 

Despite its use of 3D elements, 
It sti l lloo~S like Strider, reta ins all the 
fundamenta l componell!S and plays 
as wonderful ly-like most co in-op 
conversions, longeVity is an issue, 
but tms one 's compellingly replayable. 
The resu lting package IS one 
arcade fans should not miSs. 

SHen DU! of lan 

Te STSCREEN 

Format: PlaySlatlon 

Publisher: capcom 

price : V5 ,SOO (US) 

Release: out now (Japan): 
May (UK) 

Finishing the arcade­
faithful Strider (above) 
opens up an e~tra level 
in Strider 2, and sailing 
throulh the lalte r . Iso 
introduces new plal able 
character Hien (top 
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~1 2000 
Forma t PlayStatlon 

publlsner: EA 

Developer tn-~ou.e 

price: £3S 

Release: Out now 

Qualifying can be a 
tense affair, which i. 
improved with the 
addition of the 107 per 
cenl rule, A fll;"! ,., 
option is avai ab e lor 
more impatie nt drivers 

Monaco is Ihe sternest test 01 EA 
Sports' mettle. Slowdown is evident 
when traffic begins to mount up 

O t Will be a learning year for me: 
remarked F" S new golden boy, 

Jenson Button, before almost taking 
a POint at MelOOurne. "I Will have 10 
learn the CirCUitS. I've only played 
them on my PlayStalion so far." 
A remarkable statement and an 
indication 01 juSt how fa r driving 

simulal ions have come since the 
neady days 01 NamCO'S POle POSItion 

Cerwinly, il Button were 10 pid 
up a copy 01 EA'S lirst interpretatiOn 
of the sport tle would n01 be 

disaPPOinted. This game is competent 
in all departments All the tracks are 
fa.th lul ly reproduced, and, noticeably, 
corners have to be taken in the same 
gear as the drivers themselV1'!s would 
use. RO<ldside sceneI)' clids along at 
a good pace with little Pop-up, and 

Opponents' cars are 
lar more brittle than 

lour own, allowing 
or Schumacher· style 

tactics if all else fails 

Flags, weather etiects, and stop/Jo pe n<ll!ie. add an air of authenticity. 
Repl<lYs, however, prove dis<lppornling. with poor viewing .ngles 

the sense of speed IS convincing, 
However, there is someth,ng 

hollow at the gameplay heart of FI 

XXX) Where Edge demarlds the th rill 

of pushing the new Jaguar RI to Its 
limits, cl,pp,og kerbs, rol ing in and out 
of tight ch ,canes Jt 200mph and, moSt 
Important ly, lecling as il compelitors 
are doing !helr utmost to prevent a 
skillful overta~mg manoeuvre, the 
game IS merely as good as - but no 
better than - most of the other Fl 

Jadder that has come and gone 
through the office over the years. 

It IS disappointing tha t one year 
on Ih,s game is neither as Visually 
st,mulating nor as exc,ttng as 
psygnosis' F1 '99. Only in the AI 
departmert does EA'S effort lake the 
chequered flag - bul. though the cars 
Jre less 'tvlltchy', the effeCl is still one 
of rivals aVOiding rather than 
competing atongslde you 

A Quandal)' for any publisher of 
a Formula one game IS finding that 
delicate batance between appealing 

to both the hardcore FI enthUSiast 
who demands lelemell)' fa ilure and 011 
teaKS and ~he mass-market punier 
eager for an approximation of the 
sport with steering ass,st most 
de finitely engaged. The fact that FI 

2(W only allows semi·automatlC and 
not manual gearing ,s indication 
enough of EA'S target aud.ence_ 

In its defence, though, there are 
some detightJul touches. Wheels 
wh ich begin to wobble after receiv ing 
damage worl: themselves loose and 
then bounce across the traCk, which 
always raises a sm,le. And while wh le 

labels on fresh tyres are merely 
cosmet ic, they do shoW tha! loving 
care has been lavished on the game 

Though not the fresh arid e~c iting 

deout rrany had hoped 10 see, F l 

2(W at least proves to be the reliable 
and wns,stenl Johnny Herbert 
of driV,ng Slmulat ions 

Sit nut 01 ten 

, 



CHOICE CUTS FROM THE VIDEOGAMING VAULT 

RIDGE RACER 
As tbeJit1:bjnstall1JeIJCott:J af')'Jco~s_arcade-=-nurtured driving series hits home on PlayStation2 (see R76). a tr ip ~b~'~'k~to~>IY:= 
Rid9~S premier o_uting reveals an e~rience that has weathered the unrelenting ravages of time 5urprisinglyj avQurablv. 

O f """," game "smiled the arrival of a new age"' videosamirJg. 

th15 w,", rt. Neve< Md:;uct. ri<;h 3D erMfOOmemS been nil\'l8able 

from the .!TTlCh" ir; the game """"need even the mcn;t c;yniu l ~ 

the mstan! they set "'Y"5 upon rt. and !<lid the Ioon&.tion stone for 

VIdeogarTllng', I/1e\IIIilble ~ Ilto the INSS rrur'<el 

The ambtboo of the project remains the stllff of legend. Namw's 

System 22 COU1~ board was. terri/ic.olly c.poble lump of M,<lw. re, 

ar>d V>ith less than si:>: months to r~ the RJdge Racer ""Pff.e<U in" 

convinciTlg fas.n1OO ~fl& the r~w..Iy humble PS ardutectu ,e Named, 

staff performe<;J ~ OOeogame-fl1s"""",ng ""'SK 

'Mm only tIYo v.rutlonS 00 one track, the immedi;n..+y apparent 

delights I'Vt're scant, but ionlS""'ty wd'S assured thanks to hidden Mng 

modes and " ~1eCtJOn of 5eaet ca,,;. And the Core dlMng expenence 

was" fie<ceIy entrancing one, r:naking the RR:V e,peflenc~ seem ,r =il 
comP<'r~tively limp. For d w:.-year-old gdllle, tha~s no sman fed!. 1..S 

PUblisher : Nameo 

126 £DO£ 

The first Ridge Racer was a gaudy title, in stllr1l contrast to IIIter instlllments such as Rage and, 
especially, V. But the vivid colours underline its coin-op roots - this is far from being_ sim title 

Getting air ilt this juncture made for a replay highlight (top left). The switch from /lfternoon to 
eY1!ning was handled with subtlety (top centre). Videogaminis most famous tunnel (top right) 

199 4 De v e l oper: In · house PlayStatlon 



EDGEVIEW 
The videogames world never stands still, riding the bceaking wave of advancing technology_ In this regular column 
Ed,e puts the industry's progress in persQective with a look at 'testerr:ears headlines: five years ago this month 

Miy.moto-san: 10titet5 seem 
to1 imull the MIf'f.u (of what 
we do) and end up lllilki"l 
wry INdIy b.l.Jnctd I"~ 

S'3 he dove towards ....,mg 
_ ...oeog.:.mes~'cod~ 

hefe. wdh an Edli! CI'M!r ~ted to !he 
wed. 01 aulM'S at PsygnosIs' t.NerpooI 
1-10. Insode the MIle, tall:: of leftfield ¥od 
ApokI 440 contrib'Jtlng ~lJdiO trads kw 
~ hlMted ~t. """" direction for 
gamH18 (I path ga"..., des.gnef No 
Boroombe contInueS to t,e.l(j live ve~1S 
later WI\h the Iorthoom.ng N-~ Roong 
from his Curly MonsI~ ~). 

JamnsIy o.n:ooI by COIl'Ip¥ISOII, the 
300 Imnat comrn.Jnded eight pagn 01 
COIIefage fur1hI:'r 1'111.> Ihe mag.une. as 
Edle $I.II"OOIarMd lIS pefoonance 10 
date (\wII CM!! I1aII ! mAon' \II1II sales 
WOIIct.wje OYer. perIOd 01 18 months 
stems rd\tlef qwu>1 today). 

~ was I I!""l<I mooth ro. ~fTware, 
WIth Te/:J.Cfl and D<¥ooo ~ grabbing 
aM'nbOn. But while t:h<! ~1<IIion.nd 

saa,m ~ nos! to textu red polygons 
apieor.,., Cex turned up on !he 300, 
PfOWlS !hat !he 20 pI.Jtfo!mer wasn't 
yet d9d CC,uR yne/( th;n ~)_ 

Bstv.here ShiJ:HU Miyamoto ~ 
60wn WIth Edel b . noIhef ~ 
'MIh' s.gr.tio:anIIr. when N.ed abou! 
CO·ROM, the IegeId.lry KyottIIIe J c::;' 
repfoed. , sho\.II01'l t.>II:.aOOu!« • '1..5 

Di d they really say t hat? 

SlIlll' u Miyl moto: "H,storic.!l~ Nintendo is !he only company lhat ~~ 

sold more than ten mflion uruts 01 ~rdwa~ The da.m that Sony or Seg.l 

WOI.Ad be ~ 10 SI!II !5 m.Jd1 hardwafe as Nlfltendo souod!i uote"t<Iin" 

Did ( d Ie really say that? 

'300 not! yet to pI4y rts trump CoJrd. of cour.;e M2, 

Tnp ~ns could ~til n.we the ~~t laugh 

Cl< he m~ gIVe ~ on ""rdware compIeIeIy 

PIXELPERFECT 

, _ IN ........ 

Tes tscreens (and ratings) 

TeUen (PlayStdOOO; 9/ 10), Dc¥ona 
USA {Sonum: SIlO}, 8iofryge 

(PC; 7/10), C& (lOO: 6/10) 

Every gamer has occasional moments of sRarkling excitemenL be it the fi rst time Speedball booted Up:" or completing_ 
Sobrewulf. Here, Les Edgar ..... chairman of Vis Interactive (among other thing~t recalls a simple yet insp:ired action Quzzler 

O t was WIth some relief that I was able 
to bin my Tandy TRS-80 model I and 

move to the awewme gaming powe1" of a 
Commodore 64, HO'NeVer, il wasn't until the 
amval of the Amr~ that my imagin.J1ion was 
srirred by what was about to happen 

WIIde contemplating this, I whiled ~ 
many everuog hours playing a Ireeware ~me 
called Boulder Dash. This was later offioaly 
released n E~akJ MIne5 to a resourding 
5IIence In the market, marnly because 
everybody who had an Amiga or ST had 
already pIa~ ~ to dtoath. ~ was a §/'lame 
because, as lar a~ P'Jule games go,t was 
bril liant - essentially a fou r-waY-SClOlli ng·son· 

of·topdown---perspect/v'e-(Olfect-the-dramonds· 
wh i le--puo;hing-th,ngs-and-not-lett'ng~her­

thlngs-drop-on-your-head--or~at-you affarr. 
Not so interesting. you !iaY1 well, consider 

that this had a gazilliorl well-thooght-oot 
levels and anothef I'M) gaziUion ~ 
levels - aI properly tested to reqwe piXeI­
pe!fect 1InWlg. In my opw1lOO It knocked the 
sods off LemmIngS whICh didn't IoIow on 
for anothet- five years 01 so. 01\- and It fitted 
into 161( 01 RAM. and tt was free (sort 01). If 
you get a chance to play thIS on your Amtga 
emulator on your 6QOMHz Penbum II~ 

don't mISS it l Then you can tell me 
what a sad bastard I was. 

Boulder Dosh is Les Ed, a(s preferred poison 
from yestflyelr. The ,Imt tn}oytd mlny 
sequels, 01 which th is (I bove) W.IS the first 

GKI" t21 



(out there) REPORTAG E 

Technological Advanre marches on 
"1Nl": WiI the ~ CMne Ib! 1O.ence proYe tl be lIS erdn-v 115 115 ~? m 
...:U:I ~ W) _ ~ ~ tithe yet112010 tI ~ '6>e Gone Boy's popuIny. 

'MIaIJ!o.os!he ase, fie ~ has SIa!TI!d !he pt.day bel ~ to, ~ a.-....roes d 
II'tISts ~ oI..n..1he finallnl WI tu !le. 

0Ifi0aI dNiI; 00 the 1nl f'lmWl ~ buI (s the l2bc RISe O'U. ~ by !he 

~ AAM ~ (vbch proo.ides~ I'IlIiIiIe phonell!<tn:*Jgy).1hat 

IS 1he most ~ part o/1he deal. ........ 1he lnl to ~ nterne!1kUS,; ... c:dMr 

phone CD"'IIe(IIOIl. ThIs WI *"'" = W) ~ emIiI messages, pMqlirte in ~ 

games. ~ sofrwarn and e'M1 d'Iat onIine. 

~ ~ HroshiY¥l"OOd"ti ~ tNt the GBAw.I bea ~ 

camr..n.:lICDl5 temQ lIS well.,:; a ~ ~ v.oth Mobile 21 bn::o..oitt 00 board ID 

develop b ~ on:! G8A. 10 er&rl' 1h.J; 00I'II'IIe0Mty ~ !he !wO ~ 'IITlCdh. 

8adIMr!Iy ~ aod II>'I:h dooJ:IIe the baI:rery ifesp,Jn cl !he ~ Ibf ~ !he 

ne:I-sener-" ~ ~ IS ~ '4l b be a W!r'f reM ~ NnI!:ndo eopedS 

b bnng • IJ ~., .lip¥> tis ywr b ...-del wl11XtJ (appn;a. E62). 

fl5 b IDOl the final 1nl willook. 00n1 ~ IX! much od b ~ IJ..dInish ~ 

ArC <011 t.Rthe mocIo:e:I-qI $we< Men:> 64 115 an ordr;aoon of ~ !lite. 

Pushing game development back into the bedroom 
UK: FobYng the $UCl;'.eSS of iIs eJay musK: IIde5, FastTrak SdIw;w 15 

hoprog its oeN sofrwarI! I'.i m..lIe a new genefatJon cA bedfoooTl coders 

to lrJYI8OI'aIe the onckm;. ~ DfV Canes $tI.dJ p.JCbge .-.ockas 

amatl!ur5 10 !he aemD\ of ~ g.:mes. 

~u:naIs aod SOlI'Id nI m., 1it:JIlInes_ 

niJded, and the ~ U5earl ~ prograrmww~ 

bas.ed 00 C and A2sca/. f\J5, (5 open-ended ~ h ~ 

pI'OgfammetS to use, ewn ~ • is ~ kl tesI ~ and roug!l ide.!s. 

A pIiInoed 'W.xie .... lItcHi usm 10 create ~ n 3D, bullhe 

ri:iaI reIe.Jse ..... be eoo..V1 kl aMe a 'Mde I'ariely of g,1I'nes, ordd-ls 
!IIIe5 b.Jsed on esIabi!ihI!d COII><Ip .-.cl a.l5OIe tIYcuies. froa! created, 

g,1fIlI!S 'NI be rcJflII.y &ee, ....tocto nul k.rN'.caa ~ a:d!rs.. 



Game Boy software joins big league 

UK runes in to TV gaming 

UK: 'MlIl ~ prOO..dul ~ ~ of 

Ihree roonths not tncOrm'IOI\ It... c.arr.. Bof 
has alNays ~ It... roost ~ CDI'lSIlI.. 

platform frr:rn a development ~ But 

Infogrames' Ma'f.m ,4Jerr is t:uiI:lg the !rend, 

WIth a 'propel", near·f I m budge! aod a !IM). 

~~C)de-stat:smcreal:.intoa 

!ut; fledged F'laySt.JIKln or PC pro,ect 

WIly is the ~ sperKling so roo::h 

tlITIe and ~ 00 the prqoect? !lec.lo.u ItS 

ontenIIon IS 10 rna!<e ~ the 'next !W:;emon'.lI's 

doong this to,. eqJbtl1g !he dozens of C<lI1OOI1 

dwacters mtde avdilable 1Ilfot4l ill; ic:ensng 

deal WIth W?Jme( BIos. So, mead 01 Pb:hu 

and ~. garners Vo1l be presented WIth 

the likes of Daffy [).xi and foghcm Leghom -

like, ~. ~"efS w.I be able to share 

dw~t.,.liW:lgtv.oGameBoyu:MIs. 

~ garners wiI be able to see ~ 

irOOgrames' cash and lrT'Ie has been vd spent 

....t.en Matran.-Jert klln:f1es on May 10. 

Iwrdcore gamers. Vit"Nel'S now have the 

opponunity to anw.oer "TVIkey" IQ all the 
qu~ posed in 'Family Fortunes' 

UK: The ro.xIlr{s frsI. ILl)' Ilteroc:tive TV gdmt'!S serKe w& Iao.n::hed by "!Wo ~ 

TV 10 Mvdl.1Jsilg the Cdb4e & lWeIess Digl\ilI P.JtfO<Tl\ the seMce is roN ~ 

to mcre tIoo 85,CXXl homes in !he Manchester ,yea. lW:l W~ TV ~ *'" '-" 
to Iou ~ in each home to M' ~ and ~e for pozes. G<!rre; 

iR not ~ 10 appeal to !he hardcore gdlTlef, ~. as they consi5t (/ ~ titles 

S<dl as Mlnefie/d, 1vIaal, Mo r.tly rm aod 5lmg 'Em .11. Trials haYe si"o::M<l ~ 

dffiwld iIrld ~ games MI be JltrOOJced earn ~ The""""'te pI¥1os kv \M!'S 

to be able to ~ 10 WIth ill thei' f<M:UTle TV ~ ~ ¥Id 5PC'M8 ~ 

MiuJgil ~tiIking ~ ofC3ble's rwttrne. ~ ~ 
funaion, Two W<1( TVs system ~ "'" be oper<l!ed <tCJ055 ¥rf pIa!Iorm, 

rT'.ilb'tg ~ ~ ,.;.-,bIe IIYwgh ~ c.de, S<IleIit ... aod lefTeSIMI w..w-.g. 

COU1ti1g the mmey men 

UK: 8e<toom coders 01 the '80,; 

nave ~ I1'lCIft! made ~ r.,gh on 
this.,ear'5 Surlly rmes RIch List. 

~ progran1Il"lef Jez San 

(pictured) C1IJised IltO 198th 

pIoce, WIth a cool f 150TI !orn.r>e, 

vdlOe CodemasIers' Daw:I and 

RIdlilrd Daring are saod to be 

wonIl £00n Rare's SIamper 

Brodlers I11I!trt also be getIlng a 
few <h1ks in at the weeI<.end -

they came in at a ~ 

27l1h place, WIth £l\m 

M oot the earth, the geeI<s !>aYe 

~ mented a fonLJne. 

£DG£ 129 ... 



"fclking the Pez 

us: SometOOg ci ~ bI.xt 
~ lots emerged (Wltr.e 

hemet b I\>z ~ 

......d 1'$ bens OOven" p;trt 

t".~dwa<;tef5, 

WIIh this 1998 r.-nge of 

~f<'CeS(rig!rt) 

derrnOOing ~ $3l ~ ~ 

~ vd10 remewber 

buyWlgthe~ 

~vkiIe on fdd.y 

in Ma,OIu1 ~ benefit 

from a qo.rl. "",a, in the 

bit - trough ~ tMang 

oil" BrrtaTl, certa., I\>z 

prcd.cts ....,.,.., been traded 

la <.p to S300 n the US. 

Pez 'itI retmo; a strong 

~ n the rrnrl:eI 

pOCe.nd has ~ .. 

rooge to ~ wat<:ht!s, 

pens «Id fOOge ~ 

.. 130 £OQ£ ' 

(out there) REPORTAG E 

8"8' and Tweety fe.mJte on 

U-Pezl"'flS-N. $11 fCM'all 

tlu .... , are these !he future of 

dot.comi~? 

The Force is strong in this one 
c.. ..... : Sci-fi nut> ha\oe lilken f~ 10 the r.ext 1eYeI: !he 

'<ICe is Ctl to con5ttUCI1he frsl tuIy ~ Ii!tlI: ~, 
Or Moon: tunt..1 oj ~ ~ c:mri:l has 

been ~ WIIh i.l5er ~ fur rro5t cJ 1"05 C¥OO" iWld 

is ~dII~ lO ~ ~1Ier'f0M1 ~we.lpO<l. 

The se/f~ length <;I the eneJgy t:0:Ie 15 the mo5I diffiaJI 

cOrude, he ob5erve5: '\.lse" be.¥ns <Ye p¥~ '¥ of light 

They'1 go "IefY f", <It \he 5¥YIe nten5itf. NanteI <!Iso po01t5 out 

1Nl ~ '-' ~ 'MthouI a fi:ted length cooJd be a 1i.bIty. 

'If \'W were in a ~ 5/tUa1>:;Jn in "" "'en<!. the dw<tde> 

w:;oj:j kiI~: he ~ 

A ~ ~ d ~ the be.Hn from P'8 on forever, 

<lShel"O)lei,i'.itowea~design~a r~ 

~ ~ cook! b.>ep the ~ 00,.,., 10 a metre (me cost 

~ be..-.g to the oJO.J1hen1idty cA the deW;e's <leStheticl· N<rneI 
has <!150 been ~ WIIh a design wrorn focu5es p¥ailel ~ 

"' a I<!I X sh.3pe ~ cd s:=rg ~ to QJlIIYwgh metal 

c4'os '""" the beam IS ~ focused for a peOOd of lime. 
1h!.1ase< ~ cooJd _ a heIld WI1I1OUt t:ur.,g a Id. in the 

ceiIng. I'hd1 wiI 00 dott>t be ~ rJeWS to N.,..-.e IMng in 

the pm>imty <i llrtf umi< ~ Of c...mes ~ outlets. 

~ light sab<!< examp1e5 are built using Graffl6 

ca~a flashes and will cause 00 MnTI. Fortunately 



computers plot future of personal air transport 

lIS: ~ are """" lJsed in jus! aOOut ~ li8l, so 
it ~ ~ speW! OHJ 01 rooo-garmg ~tion to make rt 

rno the5e P"8"'- Md """"'s 000.. Though ~ _ 

stiI bens ,~ised aOOut the ~ cl the kltest MoIer 

Skyca (d the engR cuts out gi<ing IS net an option) !he 

~,~~ Paul Mallet, rffi'II!Irl5 opOO"listic 

abou! the ....no.,', ... ~.YId ~ potefItial 

The M400 \bL1nta uses the latest V1DL tedlnoiogy 

and ~ q>erated t:.,. . ~ system ~cootroi 

most 01 the MYigation and cruise abili!Jes I'koiIe 

responding to minor ~ try the pilot The car boast; 

speeds 01 !.pto 350mph at 15 miles per galoo ¥od d 

safety parao:t..M 11 ind<.de::I in case 01 ~ 

MoIef IntematKml I; <!Ire.xr,. taUlg deptM5. ¥"od the 

~ pI'ia. IS e>q:>eete<J tu dOO: in at ¥CUld S8Q,OCO. 

~ M*r CKl rruIise nis ambitions, the Skycar could tmg 

PI to Geage Jetson-wdnn.Jbe ~e5~. 

Earty models (above) used pkan engines to prtMd@liIt-otlWiIlIheSkyca, 

replace the Nissan Skyline Gm as the status symOOl among industl)' players? 

ReVerend exorcises resident evil 
us: One ;" ten CCJrll'UI~ ;" Americ.J ¥e ~ by Satan, • is being dMne<j. 

'MWe ~ S!(Y<lge ~ lots prwed d boon to ITI05I, FIeJ Jim ~uboro beIie'.e 

!hat an ~ ~ 01 the deVoI k.m en rmny ~ tad dsk. Alter~"'8 ~ 

~ and giIlhemg 1i>th.nj leSIm<:ny Irl:rn nis ~ the ~ dergyrmn 

~ beo:me ~~ aOOui:1he5e ~~ , Ie.3med 1Nt m¥lY 01 my 

~ bec"me ;" tw:h ,.,;m • wr.: force v.tlenever they l.I5ed thei" COITlAAers.· ne 
~ "Decem. ~ "",moo ~ men were dr.....,., .. ~ to pomogr~Web 
sites.nd forced tov.<tne5S ~~ • 

.., an ~ bed<. enllIlNI1he 0..,.;1 rl the M.>chine' Ihe ~ ~ the 

most effectjye -rs 01 fl<e\'I'I1OOg Locder from ~ .... ~ term". These 
~ ~00ring the MId drio.oe. rn.Wlng freqJem birl-ws, and exerWng 

...treme G!UIloo wi1h • rrodem I'hch, of !IJlJI'ie, " .most an anagram <J demc;n 

UK: GuiIIemo(, Ferr.~ 

stee!Ylg ~ has mctm.d rno 
Edp'sofu,~its<!IItobe 

the ~ UI\II of ItS t;pe. 

Av<1iIabIe for PoirySt.1ron, 

DrMrncas! and PC. its strong, 

stt.dy ~ and force feedbad< 

should gM" '"""" the most 
redIess ~. ~~. 

The ~ is ~ 1!'fectM!, 

and WIIh e<tra gear ~ beneath 

the ~ V>1thon reach 01 

outsIretChed ~ ~ is 

scope for .ldapting rrilg ~ 

for cIffeIent ~ 

The PC ~ (tested) docks 

in at £90, IlI1d the ~ 

...er;ions ... ~ at • smiIar rate, 

rrW:Jng it an e:flIto.Jsiast's dev'a. 

£DQ£ 131 .. 



(out there) REPORTAGE 

Palm videogames go plug'n'pIay 
us: HMdspmg fwnded by the people be/"n:! 

the 3C<;m P<>'m ~ pkltlorm, tnpes to 

trar.skvm ~ oomputng wittl lIS ~ oo..ce. 
The p<rle\-stZed Vi5cx IS ~ wittl e>JSIlng 

Piom ~ prodt.ds and <;an be wstom~ 

lliing an ~ stt PL.~ ~ 
mcxLIes fII the d!.W:" range from MP3 audio 

players ilIld digital ""meras to ~ ~ 

The mcxLIes Me ~ to G<tme Bc>y 

'"~ in appeararv;e <tnd ~ of use. AA!v.Iugh 
the O"W'e ..... dNrIy awe.,! ~ to bo.Wess 

LJ'lefS, there 'MlI be _31 S""'" cartrdges 

~ for the s;ostem. os ...... os the prospect 

of~~inthefuture, T'!l"'WJods 

A::>4 bx Gdf from EA 5pms " aiI....dy ............ 

fMtt.mg ~ thM WiI be forniMr ID I'Jrtf 

pIoyefs of SImilar gclfing ~ oIbert <DlIroIed 

wi1Il a st)o4us. RoI 00 \o\sor kI7is 

The handspring 

~"'­
with a a aclle to 
.llow thee~ 

" ... ....... 
h.oo~ and PC. 

Availalk in a ,an8" 

01 mIoul5, if •• 
rooI cou nt~rt 

to the PalmPiIol 

SWindon hosts UK's biggest l.AN party 
UI{: ~ TcMn Fi;xJ!b,d Ob ~ the 

;enu" fa 13, the ~ lAN party lho. UK Ms 

=n. A toIiIl of 4.:{) ~ ~ ifMted to 

lest theor fTagging abditJo!s ~ ! 56-hou 

penod. from %m 00 Fnd1ry MIHd124, 

Thoug!1 partq:.arrts....- ask.d to piIf ! 

J'OO'W"\aI ~ of E40 and bnng their 0M1 PC5 

ilIld rTlOrIiID"S, the ~ "'" ~o.oer. 

Slbsot>ed. ~ ropes to rm ! I,OCX). 

gamer ~t t....fono: the I'M" is out SaIo!s ard 

mlrkellng &rector Andy MM was ~ 

IJOOut !he v.ffl.end. 

... 132 £DCII£' 

~ M!rlts !l" from ~ to 

~. hi! daimed. "They ob ~ 

to prt theor slOts agatnSt roe ~ in " 

compe!itM' trMf'OOrT'leO! and 11 ,;ane 

cases learn • !I'd 0/ 11\<) from 'lOITle of the 

prof=iooIII game.s.' Swedo!n's top S<!'ed, 

[)o(:mo,., Md ~bIy the UK's top tM:l 

~ Hal:.et!m and ~ Rt:.t. ""'"' 00 

hand to ~ ~ 00 h::m garners 
coUd bse gracefuly. 

In the past. ~ M,o,o, ~ 

of tr,og.ene ddfiaJItles at: the e.ent -

app.>rent!y the r1"IOSt ~ players 

doernonsU'd".e oltl odd fe.y a w.ner. This lime, 

13 ~ It1cwer fociiilles and • list of 

chedp B&B5 !et those seemg. smb and at 

Ie.Jst one n~ of sleep. Spo::In9:::t Re<j Bo.J 

prcMded the ~ !or ~ else. 

Multi~II'f'com oIIered the organisational fIOUS. ~ an beanne a t.it too much for some. Bless 

DataStream 

snigeru M;Yamoro'. anticipMN 

release dote \or the r.exI ZeIda 

g.>mo:' 00 Dolphin: 1!Xl5 

Number of mop!"'" to be 

cootained in the !iKOfId 

~8·me: _tofi.oe 

Uteral English Iro-nslation cl 

the word SMnm~: cheesy 

FIrst d<tf .. ~ cl Sega s.atum: 

""= rnl. d<tf $IIIes cl Sonv 
PIayStnion: 100,000 

rnt d<tf .. ~ cl Sega 

OH:4m<.OSt: 150,000 

rll'$t day $IIIes cl Sony 

PIayStaboo2: 980,000 

I\mrunI cl digillll TV 

~in theUK by 

«104, ~ p<ediaed by 

Datamonitor: 39m 

Amoont today: 9m 

TV """""" who watch doOly: 78 

~= 

Most ~ TV show in 

Amenc.o today: W>o Wants To Be 

A MIio-'ia"" (32m~) 

VIewing figIxes for the fiMl 

eviS<><le cl NBC, ll-year hit 

5itcom 'O>ee<s': 95.1 m 

C....-tt top-g~ng film in 

America alter 26 ~ 

'American Beauti ($9&11) 

Bru office ~ for 'S<fum J' 

. lterm ........n:J84.4 

Percentage cl young ~ 

who in (est> ~ the 

...,w IIddr~ imr>Ol@the 

hoppymanllone.t.co.uk 11ft ... 

IiYe pm!>: S. po< cent 

Amoun! who rememt>ered 

uacyJlTli!h (06@r:IiaI.pi~ .. oom: 
34 percent 

A;noont cl AA p3g'" churned 

out by the t. office ~ 

~<in«J\J!y 1996 81,950 



(out there) MEDIA 

Tarwater 
Animals. suns & Atoms 
Kitty-Yo 

« Berin " a... ......... Se.mIe. ~\b 
"its....,~¥Id~t. 

Nrvana.lo Iaq Er# ""'" tt-cy're 
!he n'O$I oo;essibIe bard on !he 
c..m- p<s..ro;~..;.;, 
.. 11...,. ""'8 in EngIM. Tarwiltl'! .... 

~toaw;r::M!fto~ 

~....mbc..-georW'Ig~ 

~lhatare~ 

~ by ~ exporimentakm 
- h IM1rI dr-n 01 surgng eIectro­
~ there',. funereal """"', I're<:ise 
¥Id ~ Thel'¥oI~ 

OHood 
Kaleidoscope 
(Nlnja TUne) 
DJFood~ .. nom~~ 
forCokh.{,Man BIad<¥Id 
JcnaIhan Moore. ~!he 
~s.eriesol DJ Br ..... iJ>o; in 
1he~'90s. N<N.r!he DJ Food 
~r...been~to 

CdOO.o: ~ PC ¥Id ~ Keo. 
n a...tM.'I"""S~IheO-~ 

ab..m, !he DJ Food ~ has 
been tugged arod streId>ed DUI 01 .. 
~ to..-.;:orporJ:e joll, norse 
~ v.ad ~ >nd generous 
~ 01 o.bt=i, l«h: I""'S 
Irr.m the usual SO'~ 
II.Jm!.!t:lef.n.~"""'" 
in a ......... er<! 01 ~1lWIia. 

SOfa Surfe~ , .. ,' 
(KJein) 
~'s Sola SI..tIers (oIor!gv.m 
~ /rod Bcmd Friedm".nn', f\kj 

W> ~ Irr.m c..-rmar.,.) Me 

frding """"'we,..." ~ 
h ~ the deep bass 
~ carso is bUll: 011 rod; 

soid ~ fo.ndotioos 
o.rderIying a 'Iiscer<II bass assactt 
n..,.,. take !he Iarrii.oI spiff~ 
cU> oI.~~SCIUI'"od 

~ nItMg c with a tougI1. 

'" cc:d ~ !het" 0Nn 
~ U>deo-Ihe pawlg 

sta"eS 01 v..m., perhap< there 

~"a be.xh 

DataDyne company 
Site: Perfect DaI1c make~ seek talent 
URL: W'NW.datadyne.com 
~ the ~-looI:.rog org.misatm 
fe3tured in R.Jre's forthcomf1g ~ ~DatI<, 
hi!s positions avail<ll* tor en~ gr~ 
....th ~ ~ deg""" ~ r3nge from gene­
spioog tedriwns to Iore5oy eng>neers and an 
~ COIJXlI'31e p.xkage is promrsed 

The giolnt 'company' de!ailed 00 the Vieb 
SIte ~ises in geneIKS, ~b. 
and gene science ~OO mnors the COITlJ>3'I"lY 
that 15 part 01 Jcooa o..rk's nemesis. Ed~ 
can detect a ~ p<bk;iIy SlUnt Judge the 
fml's aedenMIs tor ~ 

TRIGGER HAPPY 
They Mve been dfbated in the ~ 01 P~t and 
the obtea of I'T'oa<;,S media ~ v.tW. <;ame 5o'Y they 
~ a sm:..... tM.3t to the ~ LJnSh.lreable might 01 

~ The ~ is: how did 8<'me5 get to be 50 
PWJl<lr' n ths ~ critique 01 ~ ~ rn«es the 
~ 01 i!erary and film ortklSm 'M!h pOO ErtgIYl to 

desoi>e the ~ iInd ~ry <:h.nges III 
~ <Mr the pas! he!! cIec.xIes. 'Trigger Happy' is 
more than a ~ remin!sc~ "''er games NsIory, ~ is 3 

oib:;.aI bok <11 the ~ acIloevements III 8<'tneS and the 
e>:peneneeS they offer 31 the Mn 01 the miIennium. tt is 

evidence 01 the brcOO pt.t.IK: ~ of 8<'me5 <15 

someIlTtg more th.Jn ;w Ws' play 1tw1gs. TMt 3 highly 
~ p.JbIisher sud1 os Fourth Estate'MX.tl prioI a 
t:ook focusjng 011 ~ is 3n ndi<;.noo- 01 the se<! 

dwJge III ~r 31tf-lJde. 
Armed ....th ! fonciful coIIea>::n of eru6te qo..«es 

and reiererv;es, ~ dr<l'."loS the alIlnt!<:llOOS between 

g.l1Til!S, ~roAture. 3rtand ftn. r.x trnes « ~ 
~ 'M!h aJtural, p/"oib.;opIIica itnd anisti<: 
~ 5UCh -'S f'IiIto, TS EIct _rod on ~ E H 
Gomt::orlI rrnblgg<.oesl.tppe.Y¥lCeS, but ~'s ~ 
tor !his is dear. ~ ~~ to elev31e ~ crO::ism 
~from the t-oolcofe game(s ~ in f"",,-", of 
~ dec.on5tru::oon. No more 'the gte.JI bst is 
'-""en I"U get to bbN tI"OI! rTI<X\SIer's head ott' FOOIe is 
rnerested ., defirwlg itnd cisrussing Iht! fu1domen!i!l 
quMbes by ...nich al games can be compared and uses 
them to make a ~ 01 the ""'le cA the 3rt 

5ot.Mtrm ~ ~ g.l~, ¥tifIcj.,I 

onteIOger"u, wtua! ~ ~and ewfI 

etIw:s come lKIdef his rocroscope. 
PooIe feels most 31 home ~ IIllO SO"'" det.iIs, 

but makes ~ good .00 _I scme ~ ISSUeS in 

8<'''''' O'e.Jtion. too. tt's long been f~ to !<Ilk 3bct.tt 
Iht! ~ of nm 3rod ~ but ~ is waryol 
those I'dlo predi:::t tI"OI! ~_I of the ~ 
bIod:±:o.1S:er. deYoIJng signm::ant. sp.ce to ~ the 
ft.nd.ment..t d~ between g.l~ and fWn. and 
rnountlng a corMnortg case kM- -.hf theo- much--touted 
~ I'oQJ\d be p::ontIt!ss, 001 to ment>on 
<isappointing. foie befieo.e !Nt tn.ty great SOme5 ~ those 
1Nl create their C>M1 intemaly cortSistent wor'd _ 'M!h 
k/da' Oo:mo 01 rme meeting his tI"OI! rn:en. in teImS 01 
intemIlI ro'lerence, but Tomb Raider f~1Iing ~ shot!. 
,-~ Hap:>-( .-xpIores 00.... ~ inte<prel 

e:is:ermoism, ~ .-.esthetcs, rulture, the.- lIS<! of 
psydtoiogy and theu- status <15 WJIk; 0I.m. ft is perhaps 
the /Vs!: sm:..... attempt to ~oo ;W ~ makes 
~ gMTJeS g<eilt V.ree it ern; OIl tI"OI! s.o.. 01 tedlnic-..I 
detail, it makes ~ fa- III ~ and ~ 
_~ A sernO-<II piece 01 wOO:.. 



VIEWPOINT 
EXPRESS YOURSELF IN EDGE - WRITE TO: lmERS, EDGE, 30 MONMOUTH STREET, B.A.TH BA 1 2BW (email: edge@futurenetco.uk) 

D fme! your comment<; regardins 

fe~le members of the Thief 

2: The Mewl Age deYelopment 

team (pige 12, Ea2) to be ill­

judged. In a cheap attempt to be 

female-friendly at the e~pense of 

your male readership, you suggest 

that" female influence e~plains a 

less Walen!, more suspenseful and 

intelltctual approach 10 the game. 

'MIile it is true that deft lighting 

could be employed in the original 

game, this was not due to a Iitd 

of female influence. 

Thiefwas a pionHring title and 

as Ste\lfl Pnrsall (Thief:2 project 

director) attests in several online 

interviews, some 1_15 were 

more 5te,lth~~ while 

others wefe more grounded in 

combat/exploration in an .memp! 

10 (OYer all bases and test the W,N:I!f. 

With 'an feedback dearly SlJppomng 

the stealth dynamic over combat. it 

is the fOfmer thal has been refined 

and focused on for the sequel, 

leading to greater gameplay 

sophistication. Perhaps you think 

the the male two thirds of the dev 

tNm should employ their inferior 

intelleds on mindlessly violent 

games and Ie_ the d~pment 

of Th~f J to the females? 

Poof 'Anlil(Onist' O.ddy. 

a ddress withheld 

Yes, the preview was supposed to 

land the editorial team loads of 

dates with StJper·frt ladies. Damn 

our foolish. misgu ided eyes. 

D n reply to Bruno BonneWs 

statement (Nf!WI, ESJ) 

that gaIMS should be mrteoed 

down to live to ten hours of 

gamepl~ Sir, you have completely 

lost the plot on this one . . 

You only have to look at the 

history ol gaming to see that 

134 COGt!° 

longevity and rep/ay is one of the 

greatest assets 01 the all·timf!1!reat 

game. It seems to me a disturbing 

suggestion that games should be 

getting shorter, one that was 

probably driven by the marketing 

monkeys who have no urge to 

develop greal software. 

~re Elite, Corrier Command and 

Monkey /sklnd shon? ZeIdo 64, 

anyone1 20-plus hours. ea51ty. 

However, it you are having 

bouble relea51ng finished games, 

let me suggest that with the 

explosion of the Internet, there is 

a modem alternative. Ship a game 

with around 20 hours of solid 

Force, COOnfer Strike and Team 

Fortress Oossk. They all add 

5lgnificantty to the longevity and 

status of their title and developer. 

They also tnergise the fans. foI 

example, t run a successful Web site 

with ~r 14,000 W(lrds of advice 

and guidance on just one character 

from TFC. 11 HaIf·Life had only had 

~ to ten hours of gameplay W(luld 

anyone be excited enough ID ueale 

these add-ons? Would I have been 

bothefed to write my §ite? I doubt it 

No more pathetically short games 

li ke Driver or HOTD2. leave them in 

the arcade, please, Mr Bonnel!. I 

want longer· lasting home games 

'You made me analyse which titl es I find myself 

returning to. Titles such as Tekken 3, 
GT2 and Mano64 never gather dust !orgood 

reason: they are all playable in chunks' 

lamep/ay, and then commit to 

deyeloping the replay value with 

muftiplayer and add-ons. 

Consider Holf·Life, and then 

oonsider add ·ons like Opposing 

(roll on rn), leaving the undy!loss 

(such IS Crisis Zone) as they lie : 

short, swe-et, and a pound a go. 

lames Be lt 

via email 

Theft Me dearly two sides to this 

Mgumtnt Spare I thought for two 

rNriefs to whom Bruno Bonnelrs 

W(lrds may have struck a chofd 

n he 'Size Matters' artide in E82 

.. raised one of the most relevant 

and interesting gaming issues fOf 

50me time. t W(luld regard myself as 
• keen gamer and devole as much 

time ID games itS is pos51ble. 

wnsidering t h_ 10 fit career and 

drinking into the equation. 

You made me analyse which 

titles I find myself returning to. 

Titles StJch as Teklcen 3, Gn and 

Mono 64 never gather dust for 

good reason. Despite their size and 

oomplexity, they are all ea511y 

played in bite--51ze chunks: a few 

hours at a time. Trtles such as 

Ff"V/11 and even Ze/do 64 lequire 

days at a lime to fealty get into. 

Me/ a while they almost seem 

like a chore. Make games as big 

as you like, but they need to be 

easy to return to. 

Oavid Willker. 

viii emilil 

D have alwll)'5 had a buming 

panion for gaming. from 

standing on upturned milk bottle 

u ates to play Spoce Invaders, 

thnwgh nearly 2Q home syslems 

and countless credits in the arcades. 

But I recently realised that the 

amount 01 hours that I have time to 

play games each week is on a par 

with lhe numbe. of original games 

beilli released this year. 

The games market has almost 

lost its ability to inspire me to fTIlIke 

the effon. I am in university, in a 

relationship and have a part·time 

job. Gone are the 12·hour playing 

shifts. How can I complete FF 

Tactics when t can only play it 



irregularly? The gaming industry h.s 

aimed mote to\lVards the casual 

experience with e~ passing 

generation 01 systems. It will reach 

its sadly inevitable, logical 

conc.lusion once Microsoft has 

gat!!'Crashed the party. 

The only hopes are with 

innovative d~lopel"S and 

network gaming. where the wheat 

can be sepilrilted from the chaff. 

GBming still has 50meIhing left to 

offer hardcore gamers IOf some 

time, ~te all the crap they'll 

h_ to put up with. 

Pil ul Powt!II, 

viii emilil 

1":1 egarding E83, p59: 'Motion 

W capture is one possible 

answer - even if it is merely used 

. s a guideline for crilyOn-Wielding 

staff to worIt hom'. 

Don't you think this is a little 

hilrsh7 I find this statement 

somewhat annoying. I happen to 

edit motion capture. I've been in 

the games industry for as little as 

three months, after spending lour 

years in post production. 

I read your magazine beuuse 

it's the only one I take seriously. I 

respect your ~ and enjoy 

reading the intelligent oontenll 

don't expect. comments such as this. 

I would hardly describe myself as a 

'crayon wielder'. Motion capture is a 

good platform for up-and-coming 

character animators who wish to 

study _ment and lonn­

animatOtS that don't yet hilve the 

necessary experience to create 

stunning 'Mod-animated' I'J1O\I'eS. 

Please could you rehain from 

using such narrow-minded 

comments in luture. -

K Ribbons, 

vi. em. if 

0eveI0pets: are your visuals staff 

the weak link in the creative cycle 

when it wmes to nous? Or are they 

me1e1y misunderstood? We11 collate 

YOUI responses and publish the 

findings in some so,t of impressive­

looking scientific fashion next issue. 

D am bitterly disappointed with 

Sony. The Japanese lauoch 01 

PS2 was the worst lauoch seen in 

I w.s in the US during the 

J.apane-se lauoch; I enquired about 

PS2 and found the average price to 

be S1OO-780. 'Mlen I got bad to 

the UK the average price of a PS2 

was £1,000.1 hilVt since learned 

that auctions have driven the price 

up to a £1,500. Game importers in 

this country should be ashamed. 

Ridlilrd Strinpr, 

wia elMil 

'Is Ireland the only country that has Dreamcast, 

but no Internet on consoles? Outside of 
Japan, hasn't sony sold more PlayStatlons per 

head of population here than anywhere?' 

the past ten ~ars. It ~rrn; that 

most importl!f5' opiniom so far are 

01 disappointment. not only 

because they are emba"assed to 

find out that almost £500 is spent 

on a machine which offers a few 

days worth 01 enjoyment at mOit, 

but beuuse it offers absolutely 

nothing new. My friend and I spent 

the preceding week 01 the launch 

in anticipation of something really 

special : followed by dismay. 

Ridge ~ V is the only decent 

title of the crop and it is short 

lived fOl anyone remotely familiar 

¥.oith the franchise. 

I have fond memories of the 

dllYS I first switched on a console in 

the first week of the Japanese 

launch. Unfortunately the PS2 and 

its launch titles kold no special 

place. I read on the Net that 

Japanese shoplteepers were 

buying bad PS2s for double the 

llmount they sold them IOf shortly 

lIfter stocks were uMusted. If I 

were resident in Tokyo I would take 

that offer and buy one bad when 

some decent titles such as cnooo 
were on the release schedule. 

O 
went to my 1OC/J1 importer 

on WedlleSday to buy a 

PlayStation2. 1 walked out with a 

Dreamust. PS2 release §o/tware 

must be the mostladdustre and 

disappointing of any new console. I 

almost felt guilty that I had not 

supported Sega's extellent machine 

upon its original release. PS2 

software will of course eclipse its 

rivals as developers get to grip$ 

with the machine's difficult 

architecture. Until then, 00 llmount 

01 tedmical promise will make up 

for a IIId 01 tnJly neKl generation 

software. So I shall amuse myself 

with Sega's ever-expanding range 

of excellent DC titles. 

Dlvid Stu r, 

H'mmersmlth 

You meant to send this to the 

official Dreamcast mag. didn't you1 

E"'2 here is often talk about how 

... us Brits have lost our identity 

and culture. 1 think it's about time 

5OfI1ething drastic is done. It rully 

.nnoys me how so many people 

buy new FIFA games every year, oot 

knowing that there is a far superior 

Iootie series originating from 01' 

Blighty: Acfu(I" soccer. Most people 

probably cIon't even realise that FIFA 

comes hom the US, but they laugh 

at the Americans for their 'WOfSI! 

than even us' footb.1l1abilities. 

We spend millions blJ'(ing their 

inferior simulations 01 our own 

sport every few months. 

It's not the public's fault for not 

knowing the ins and out:s 01 the 

industry, but I think developl!f5 and 

publishers should do something 

about it. If ev«y game originatifl8 

from the UK had a smllll, 

r!!'Cognisable logo on its box. next to 

the ELSPA age rating. I think it 

would encourage people to buy thllt 

produa 0\Ief an imported oot. It 

would be unreasonable to think 

that publishers would take up this 

step immediately, so I call on the 

UK games community to start the 

b.1ll rolling. In future, if you make 11 

map, skin, mod - whatever - fOl 

reluse on the Net, just put 'UK' on 

the end of the name 01 the extra. 

This would let everyone know 01 the 

map's nationality and if we get 

enough quality maps with 'UK' on, it 

could show how great the British 

editing community ,eally is, 

This may be a bit harsh on the 

~as industries. but it's oot as if 
they just love our games. Take Jet 

Force Gemini. Look how badly it 

sold in the US, the country with the 

most N64s in the world. And Japan 

never buys anything from the wesl 

When 11 British film launches. it 

causes 11 huge splash in the Enalish 

media. 'Waking Ned' w.s a 

mediocre film that wouldn't have 

got a look in if it hiHI been from 

Hollywood. Instead, far too many 

people watched it for their own 

good. Let's show the world that 

there is more to Britain than Monty 

GKIC" 135 • 



Python. Lar. Croft and the Spice 

Girts.let's show them how stiff 

our upptf lips really are. 

O'niel 'Mild_Skae( Nemenyi. 

Yiil emil il 

O 
h,ve noticed many games 

comp,nies are trying to merge 

many of their consoles into other 

mediums - it has already happened 

with the OrealTl(Ht. But what is this 

leading t01 Sony promises DI/D 

com~tibility and is looking to make 

the PS] into an ,II-in-one 

enteruinment machine. This may 

seem like a good idea, but thet1 so 

did many of the games industry's 

f'ilures at the time. I believe this 

merging will not win favour with the 

COfe games machine owner, but it 

could suit the average TJ reader 

looking for the nicest piea of kit 

Merging is not alway!i good 

news, IS history has shown.. With 

many 'all-in-ones' the final Pfodoo 

is usually a compromise; tele-videos 

were small and unappealing 

compared with a widescreen 

televi$ion with a digital TV decoder 

and a quality VCR. I think the PS2 

coold end up IS the compui@f 

ver$ion of tele-vM:leos - once the 

PS2 is I,unched, DVD drives will 

dramatically imPfO\'e ,nd so could 

othtl' planned componet1ts. 

Companies should stop trying to 

dominate all markets and 

concentrate on what they do best : 

produce good games. 

Sony may make cracking TVs, but 

the best choice will ultimately be 

in the console plus the TV plus 

whatevtf else, ~r extravaganL 

Simon Tilylor, 

Yiil emilil 

The PS2's DVD-playing dlpability 

isn'l intended to compete with that 

of dedicated players - it's there as a 

mass-marbt consideration. not to 

IPPOse !nO'IIe hobbyists.. 

m ow that Australia finally has 

W its Ortamcast Web browser 

and In ISP set up, is Ireland the 

only country in the world that has 

Oreamcasts, but no Intemet on 

consoles1 Outside of Japan, ha'ifl' t 

Sony has sold more PlayStations per 

hud of population in Ireland than 

anywhefe1 Even thougto _ are 

admittedly, very small market. the 

500,000 PlfySt.1tions sold here 

show that we do actually exist 

Sony set up a dedicated Irish 

SCEE oHice, and it has paid oif. Sega 

Europe k~ telling us that it is in 

negotiations to have an Irish ISP, bot 

it has been saying this since the 

European DC launch, and we've 

seen nothintl yeL Apart "om delay!i. 

No wonder Sega can appear 

dead in this market, and rd bet that 

other countries have been treated 

like shit by them, too. I love the 

Oreamcast alld acknowledge that 

Sega has !IOme fall!astic tides fOf its 

machine, effil if plenty of 

forthcomillg titles have been 

delayed. But IS a company that is 

supposed to provide some ~ 

bHic thillg5 fOf its customers. 

I think Sega com~res poorly 

rr.n hy has EIIp shied -ll'f from 

... pointing out one of the most 

critical features of the PS]? Could it 

be that even Namc:o couldn't deliver 

what it had promised? Compare t~ 

original screenshots of Telcken Tag, 

poPulated by dozens of onlookers, 

to the screens recently seen in the 

press and on the Internet - a b~rren 

"if,,;r. I don'l doubt th~t PS2 CM 

deI~ the quality shown in demo 

larm. But Edle Ilas done little to 

show this weak link. Instead, it is 

quite Ilappy to continue com~ring 

the Sony machine to Oreamca~ and 

downplay Sega's attempts. 

On one hand, Edce shouts 

how great PS2 is and then hangs 

its he.td in disapPfoval at the 

quality of titles available at launch.. 

PS2 will conqu~ all and DC will 

ultimatPly only appeal to the arcade 

lan, and ye5 this is the fifit 

gene,,1ion of PS2, bot were you so 

forgiving with DC? Edge should 

considel its own peISPectiv1!. 

Ke ith COl(. 

London 

SanK Ad\!enfure scored eight out of 

ten in Edle. Now go and rea-d this 

month's PS2 game reviews.. 

r:I reat article on PiayStation2 

~ (~ E83). It's alway!i nice 

'PS2 could end up as the computer version of 

tele-videos. OVO drives will improve dramatically, 
so could other components. Companies should 

stop trying to dominate all markets' 

to SCfE, whidr at least keeps 

hall its promises.. 

WesWebb, 

viii em"il 

Next month's Seg~ feature will 

look into this area, along with 

a number of crucial others. 

to rea-d Edle 's sobtI' analysis aftet" 

alt the drooling hype that other 

magalines prinL At the risk of 

sounding like a pervert, rd be 

fascinated to know more about The 

o Story. How does a book that 

might be best described as one-

handed reading translate into a 

game and how uact!y will you plll'f 

itl Dare I ask what peripherals 

might be involved? 

kevin O'Reilly, 

viii email 

You <lie an ill man, Kevin. 

D am tifed of the negative pfes.s 

Pokbnon has reaived in 

fecent t.1b1oids - all this t.1lk of how 

PoUmon is t~ cause 01 many 

playsround feuds, how it PfomotH 

greed IInd teaches running !actio 

to our children in order to succeed. 

PokMlon is a product of 

Nintendo, a company renowned for 

ilS strollS views on the importance 

of friends and family. It is designed 

to make money, but i5n'1 that is true 

of any product from any pror,,­

making comp.1ny? Poko!mon is 11 

game of collection, nurturing and 

stfategy. Its cartoon series dellrly 

portrays the importaoce of friendship 

and leamwork. Greed and 

unsporting behaviour, depicted by 

the Rocket team, never SlJtceed. 

If kids UlO't behave themselves 

in a good manner when uading 

cards, then it is down to their own 

philosophy and code of conduct. Is 

Poklmon really the CIIUse of ~II this 

greed and anget" betwffn drildret1 

Of is it just indicative of poor social 

behllviour IImong our childlen? 

Of Ihe disgruntled palents, how 

mllny actually know and understand 

Pok~on and of its underlining 

messages? Not m~ny. So it leaves 

me to nil. what kind of pef10n 

bHes judgement due to their own 

ignoran<el Computer gaming seems 

to be the SCllpegoat for so many 

social isSIJes, and Pokl!mon jllSt 

another avenue to escape the truth. 

SaiTonl M.n, 

via em.1I 
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