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ENTER THE FUTURE OF INTERACTIVE ENTERTAINMENT

car bearing the mark of the prancing horse
m invokes a special kind of passion among
enthusiasts. In raw engineering terms, Ferrari
automobiles may be works of 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 Maranello HQ, is where, having
exhausted their use but not willing to sell them on
or consign them to the scrapheap, enthusiasts may
pay for cars — slabs of nuts, 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
featured 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 PlayStation
mania six years ago. Remember, this isn't the
place to come for fawning hyperbole.

But excellence will continue to be championed,
and in this regard the X-Box technology previewed
on page 6 has accounted for this month's biggest
noise. Partnered with NVidia, Microsoft clearly
has a hot ticket on its hands. Now all it needs
is the brand appeal of a Ferrari or a Sony...
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The latest news from the world of interactive entertainment

Cuttin EGHm%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

06 EDGE

Jay Allard (left), head of the project, used a mock-up device (main) containing a Legacy 3 motherboard, DVD drive,
x86 CPU and a "beyond generation ten” NVidia graphics chip during his presentation to Edge. It only crashed once

icrosoft's X-Box will launch in the US in autumn 2001,
m Bill Gates has confirmed. As expected, he used his
opening address at the Game Developers Conference in San
Jose to officially unveil plans for the platform, which will be
delivered strictly as a videogame console, not a set-top box
or multimedia unit as had previously been speculated

"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 $250m
marketing campaign, which will surpass the hype of the
massive launch of Windows "95. Pricing will be “competitive”
compared to other consoles, A Euro release date is yet to be
set by Microsoft, aithough documents suggesting a
simultaneous worldwide launch have appeared.
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According to Allard, this prerendered sequence represents
around 25 per cent of the final console’s graphical power

Kozuki, CEQ of Konami, even went 5o far as 1o announce

plans to organise an X-Box development team and bring titles

for the platform to market befare any other publisher. Such

support Is unheard of for a western-devel

ed games

console, and will be crucial for the success of tha unit

Microsoft has formed a new dedicated game

J iurtner Cement ceveloper support

icluding a video sho

graphics and exa of realtime physics. Edge was also
given a presentation of the prototype and demos by X-Box
platform manager Jay Allard, who stressed that there is no

possibility of its “futire generation” hardware turning into an

unsa tory compromise between PC and console. X-Box
will be sold strictly according to a console business model. At

the heart of this plan will be a single product and a single

ention to the DirectX API, in support of clams that X-Box

will enable developers to create “Detter gamaes, faster”

PlayStation2 times three

Technical specifications offer what Microsoft ¢

d

to “more than thn

X-Box incorporates a unified memory architecture,
allowing developers to decide for themselves how much to

allocate to video, Al, physics, etc, which it's hoped will

Rumoured to be the work of Midway coders, this sequence was super slick. In fact, everything
Microsoft had to show bore the mark of a company deadly serious about the console market

“Why do | think it has a hard disk? Because X-Box
uses Windows. Ask any PC developer. It's there
because Windows cannot manage without it”

alleviate probiems encountered Dy deve

of VRAM or| P
other ne

intend

d that the operating system will be lightweight and

unabtrusive, and Microsoft hopes that the hard drive will be

architecture was Initially r ad, but eventually came to

view itas raw memaory for use on the fiy, suggesting that it

would be po

le 1o allow the player to view a scene built
using 50Mb of data from one direction and then sucking

another SoMb of scenary from the hard disk as the player

cause Windows cann

manage without it out it, it'll fall over”

Reg

ess, the facility will be used in conjunc

d with

broadband comms as a storage medium for new levels and

characters, making it possible to deliver episodic games,

limited to 4Mb

X-Box tech specs

CPU: 600MHZ x86

Graphics processor: 300MHz2
Total memory: 64Mb

Memory bandwidth: & 4Gh/sec
Polyzon performance: 300m/sec
Pixel fill rate (up to two
textures): 4.8 G/sec (anti-aliased)
Maximum resolution: 1920x1080
Storage medium: 4x DVD, 8Gb
hard disk, 8Mb memory card
Audio channels: 64

Joypad ports: four

Video out: multistandard, via
region-specific adaptors
Additional features: 3D audio
support, MIDI DLS2 support,

AC3 encoded game audio




This demo looks like a prerendered
still when booted up. Then the magic
begins: DVD foatage is streamed on
to the window, visible 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 are
extraordinary, and texture memory
used in the scene is massive

.
HiimEn. |

These X-Box sequences exude an unusual
quality, delivering a feel somewhat akin to
Pixar sequences. The beauty in this demo
clearly lies not only with the number of polys
being crunched in real time, 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 ‘accidentally’
allowed this demo to switch into full tilt mode,
and the transformation speed was staggering

much like TV serials, and download real-world information to
be recreated in sports games and the like. One example cited
by Allard is a Formula One game which could be enhanced
by the use of real-world telemetry data, with 22 players
taking the place of Schumacher and co on-screen.

The X-Box hard disc will be divided into three
segments, one of which will operate in much the same
way as a jumbo memary card, for save-game data. A
second segment will be used as a cache, which will
enable guick-access data - such as race commentary
in the aforementioned Formula One example — 1o be

NEWS

X marks the spot
Microsoft will not be drawn on the final appearance of the

Demos in detail

specifically designed to look completely impractical as a Edge

product. (Ironically, the X-shaped box used for tech demas,

piece of consumer hardware, was lusted over by analysts
during one Microsoft presentation.) Microsoft is aware that
controller design is integral to the gamenlay experience but
will not detail any plans for innovation. X-Box will nat initially
ship with a keyboard or mouse, though these may be made
avallable as peripherals. This falls in line with the company's
wision of multi-device convergerce, with the PC continuing to

Although the hard drive will be used to carry
upgrades and enhancements, Allard dismisses

the possibility of patches appearing for X-Box games

copied from the host disc, which will aliow faster, more
relevant in-game access. The third section will be devated
to persistently available data, managed by a straightforward
utility when the disk becomes full

Although the hard drive will be used to carry upgrades
and enhancements, Allard dismisses the possibility of
patches appearing for X-Box games. Patches chiefly exist, he
argues, because of the limitless permutations of PC boxes
out there; once developers begin working on a single-spec
platform, software testing at development stage will become
a comparatively straightforward process.

It's ton early to determing the type of guality control
systems that will be in place when the console ships, and
whether there will be software exclusivity arrangements —
Microsoft wants to canvas developers’ opinions. "We are
working with developers to finalise exactly how they will
want the system to work and putting together something that
will wark for everybody” points out Allard

be part of Microsoft's plans for Internet access as well as
certain genres of game that are not considered suitable for
console videogaming. And despite offering broadband
access, the X-Box will not have an Internet browsar or email
facilities. instead, online gaming will be implemented through
a simple interface, compared by Allard to an ATM.

The timing of the announcement, coinciding with the
launch of Sony's PS2, demonstrates Microsoft’s marketing
savvy. Although it 1s still too early to judge its excursion into
the waters of future generation gaming, it's certain that with
strong support from leading thirdparties and excellent tech
specs, X-box is shaping up to be a hugely desirable cansale.
Asked whether or not the format’s success will ultimately
rest on the amount hard cash Microsoft will throw at it in an
effart to make it work, Allard responds: "At the end of the day
it's all about games. If developers work their magic on this
platform | think it is going to do incredibly well. We are

certainly giving them a great platform o start with." 1=

EDGE (9 »
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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

iFia

Photography: Hiroki lzumi
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Eager gamers queued through the night. Some scrabbled for pieces of cardboard to sit on, while the better prepared had brought blankets, tables and
chairs. The most enterprising group, however, brought along a television, generator and a PlayStation and PC Engine Duo-R with which to pass the time

PlayStation2 fever

The PlayStation2 launch brought
with it the kind of behaviour not
witnessed in Japan since the last
instalment of mega RPG series
Dragon Quest became available.

On the night of March 3, one
punter who learned that he would
not be able to get hold of a console
the following day launched himself
from a roof in Akihabara in a
desperate suicide bid. The hapless
game freak failed and was taken to
hospital with injuries.

On the same night, in the same
district, a gang of thieves raided a
game store in an attempt to bag
their own batch of machines, but
were arrested by police. Another

incident involved a young boy

being attacked on his way home to
Tokyo's Saitama district. Two older
males made off with his prized P52,

4 10 EDGE

n raw box-shifting terms,
n March 4 will go down in history
as the most successful console launch
in history, The arrival of PlayStation2
created scenes of hysteria in Japan not
witnessed since the launch of the
Super Famicom and, more recently,
Sega’s Saturn, with media crews
Circulating across Tokyo in heficopters
to cover the event.

Despite the activity, Sofmap
expected even larger queues

Sony attempted to distribute
PlayStation2 stocks evenly across the
capital’s main electric retall areas, yet
some putlets were restricted to 150
units, while others carried as many as
1,000, Whatever the guantity, the piles
of P52 units rapidly disappeared like
snow melting in the sunshine.

lapanese gamers were prepared t0
gueue through the night in order to get
a slice of the action, and retailers
assisted those unprepared for chilly
conditions with heat patches.

Official figures from SCE for the
period March 4-6 indicated that
480,000 units were sold via its own
Internet service, and 620,000 through
stores. The high number pushed via
online sales gave more evidence of
Sony's plans to move hardware and
software distribution away from

the traditional high-street model.

Following launch, demand remained
high, which was reflected on Yahoo!'s
Japanese auction Web site. Some
fortunate enough to have nabbed PS2
units made them available to online
punters, with prices ranging from
¥45,000 {(£270) to ¥120,000 (E720). One
entrepreneur offered ten consoles at a
starting price of ¥400,000 (£2,400).

Some of the Japanese videogame
industry’s biggest hitters made the trip
to downtown Tokyo in order to witness
the launch spectacle, including kKen
Kutaragi, who came late at night with
his own pocket camera, presumably to
reassure himself that his next
ambitious step was working. By dawn
any fears were guashed and the SCE|
president appeared at the countdown
to launch in daylight in front of the




Launch quantities varied widely across Tokyo, with some stores clearly oﬂerinﬁ more stock than others (main).
The gravity of the event, which could be likened to the Super Famicom’s launch, drew media interest (top right)

giant TV screen outside Shibuya's IR Ikebukuro stare, meanwhile, a faulty

station, going on to Akihabara where PlayStation2 demo unit could be

Teething problems
As with-any launch of this scale,

Ridge Racer V, and part of the game
image appearing upside down. Playing
however, not everything ran entirely Street Fighter EX3 on the machine

smoothly, and several stores were resulted in mis

g palys:

urning

PlayStation2 hardware, although, after
some weeks of regular use, a memaory
card has decided to unfi

rmat its

eif,

reverting to its
any man
any goods found to be faulty.

In DVD terms, the "hidden bonus’
gamers have discovered (see 'DVD in

detail’) has caused Sony to Issue

replace

NEWS

DVD in detail

One of PlayStation2's most
intriguing elements. its DVD movie
playback ability, has been under
Immense scrutiny since the
console made its Japanese debut
Crucially, using a simple joypad
sequence upon powering up the
unit, it's possible to circumnavigate
reglon lockouts. allowing US
Region 1 discs to be played (UK
Region 2 discs clearly will not work
since the Japanese unit cannot
output a PAL signal). Sony has

recently issued a new drivers cD

which remedy this quirk, but

many users are not ‘upgrading

In use, DVD quality is much
better than what appeared to be
the case at the March PlayStation
Festival. The level of artefacts and
pixellation previously in evidence
simply no longer exists

Fan noise can be obtrusive
during guiet scenes, however
and Dolby Digital playback, while
good, is not as expansive as on
quality dedicated players

Using ‘A Bug's Life’ (the first
direct digital transfer DVD movie)
reveals a few glitches, including
refusal to play widescreen mode,
but US ‘Blade’ and The Matrix
play perfectly (bar DVD-ROM

features, obviously)

Following the Japanese debut, SCEE has revealed a selection of firstparty PS2 titles due in the 12 months following UK launch (clockwise from top left):
Drakan, Getaway, Spin: Sprint Car Racing, Formula One 2000, Wipeout Fusion, and Dropship. A rally game and a This Is Football update are also mooted

EDGE 11 »
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SEGA STEALS SHOW AS SONY LACKS LUSTRE IN TOKYO

Spring’s Tokyo Game Show proves underwhelming and under-attended, leaving few stars to come out and shine

In the absence of many new titles, Sony fell back on the likes of Fantavision
(a game that was already on sale) and robot-driven actioner Armored Core 2

{formerly Be On Edge) made an impact, aims to more fully exploit PS2. The

Photography: Hiroki lzumi
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player moves freely in & limited area,

while a map In the corner of the

en displays the player’s and

enemies’ positions. The combatants

ICKS whlie Datti

them, generating an enonmous

number of enemies on-
Kadokawa, meanwhile, offered
Orphen, an action game featuring
Tomb Raider-style action. With traps
galore and large boss characters

reminiscent of those in N64

Castlevania, t may &

The option of flight offers a little
compensation, while audio manages
AC-3 10 great affect, and numerous

combinations in robot customisation

jre offered, But alths

ugh Armored

uite well

etains its

¥ Da

Sega stands alone

With Sony sidelined, Sega came armed
to gain ground In the console battle,
offering a diverse line-Up. Its biggest

canon was Jet Set Radio (see pa0)

NEWS

Attendance was down from last autumn’s event, with 131,708 attendees - a drop of 32,158. Namco's endeavours in
of Tekken Tag Tournament pods

entertaining those who did make it came largely in the form of banks upon ban

Detter Dream

atter s Mr Dnfler was an appealing

Zier with 20 graphics, but a Soul

DU

Calibur 2 would have been a greater
crowd-puller for Sega

Sega further demonstrated
Dreamcast's Intemet capabilities with
the reinforcement of online tities and

services, while Capcom showed off

While Sony wilted, Sega grabbed the opportunity by the horns, showing

its commitment to online gaming, and

e show's killer title, Jet Set Radio

port from Konami and Namco. The

visitors to play against

Sega went Int against

Konami in the field of motion-sensor
technology. The latter revealed a
small, stick-shaped extension far the
PlayStation, with which players control
an orchestra, Sega’s Samba de Amigo
(see ps0), meanwhile, succeeded In

delivering a more ConviNCing sensation

Battle of the RPGs?

Many expected a TGS clash between

Dragon Quest Vil and Final Fantas)

X but It simply didn’t happen, with the
release date of Enix's game still
shrouded in mystery. (Had the title
been released at the end of '99,
analysts predicted, it would have

moved five milllon units; a figure of

Japanes
Other RPGs that did make an

appearance included DC titles Eternal

Arcadia (Sega) and Grandia Il (Game

Arts), A handful of online RPGs were

-
=

A

Y

Sega showed DC peripherals in
the form of a YMS MP3 player,
mobile phone connector, and
Dreameye digital camera unit

EDGE i p
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Eternal Arcadia was afforded one of the event’s most lavish stands (left), and
SNK's Cool Cool Toon one of the funkiest (top left). RPG Grandia Il (above)

on show, too, Sega’s Phantasy Star
Online (see pdé) looking the most

advanced. Hudson's Rune jade

Competed with Kadokawa's Record of

155 War in the Diabio-alike

, but Phantasy Star’'s more

bigger draw 1o Japanese onlookers

Online is the key

Just about every exhibitor brought

Sega,com, meanwhile, used 10six to

demonstrate the Heat.net service

In the light of the PS2’s successful launch, it may have seemed odd to
some that only 65 publishers tumed up at the Tokyo event. But some
Japanese pundits maintain that the ‘golden age’ of videogaming has passed

4 11 EDGE

mpany reinforced its mobile
phone melody dispenser services

(Yas, anly in lapan,)

Bandai focused all its resources
on its WonderSwan, showing the
Wonder Gate add-on —a connection kit

for mobile phones. The

any plans

t0 maxe a roDot remo

avaliabie 10 Japanese

Another planned kit will enable
Infrared communication between
WanderSwan and P52, and it will be
Intriguing to see how developers make
use of the facility (if, indeed many pick
up on It at all - Bandai's handheld is

still @ minor-league system compared

to Nintendo’s all-pervasive Game Boy)
Scaling down

in the light of the PS2's successful
launch, 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, citing sales of Ridge Racer V' as
evidence. At 350,000 units to date, the

1ave expected. Other
jusly selling in iower
numbers, and Dreamcast sales do not
offer any brighter figures

Sony’s machine does have a new

focus in DVD moavies, however, Japan




has seen a fivefold increase in movie
sales in DVD guise, and The Matrix'
routinely referred to as the format’s
killer app - has ridden the wave by

being released in three editions

Unfulfilled expectations
It was clear that, without a number
of large-scale PS2 tities from CEl, the
spring TGS was not going to fulfil
expectations, yet Sega managed a
resoundingly strong showing. The
fact that the event fell between the
PlayStation Festival and E3 had an
effect, and SCEI must certainly be
preparng a few major cards to play
at the Los Angeles expa

Sega's showing should not be
discounted, but the company must

now maintain momentum in Japan. A

Microsoft X-Box presentation at a hotel

near the Tokyo Game Show woulld no

NEWS

Sega shouted its online strategies \fermlnudly. and Japanese gamers lapped it
up. But innovation was on hand elsewhere, too, with the company demonstrating
its clever Samba de Amigo controller (see p50), and others getting sporty (left)

Entertainment Software Awards
take place in Ginza. The results
for 1999 were as follows
Overall winner: Dt

(RS, SCEI)

Game design: D

Programming: 5

Character. Dc
Scenario: \

Sound

doubt have served to remind Sega that
t's not just Somy whose moves it must
counter, and with Dolphin expected to

be revealed at Space Worid 2000 In

August, there's a certain other  —, Some TGS offerings, clockwise from top left: Konami's ZOE (PS2), SNK's
SOMBENY 10 consider taa -i = Cool Cool Toon (DC), From's Armored Core 2 (PS!), Se;a's Rent A Hero
R R Srnipons, TR0, : No.1 (DC), Koei's Shin Sangokumuso (PS2), Realvision’s Zusar Vasar (DC)
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GAME INDUSTRY RAGES AT DISPATCHES VIDEO NASTIES

ELSPA lodges complaint at Channel 4 show’s “biased, irresponsible” claims about videogames

he ‘Dispatches’ programme ‘Video Nasties', which

set out to prove a link between violent videogames
and

assive behaviour in chilgren, has been heavily

criticised by media pundits and leadin
7

eheme Biro

how broadcast on March 23 has also been

unced by ELSPA director general Roger Bennett
as “unfair, biased, and extremely irresponsible”

Subject to several viewer complaints, the programme
came under fire from Channel 4's gwn ‘Right to Reply' in

which leading psychologist Guy Cumberbatch said he was

that the programme failed to consider any

hypothesis other than videogames make people

Though ‘Dispatches’ maintains that a balanced approach

was adopted, ELSPA

s angry that consultation was declined
and has lodged a formal complaint with Channel 4 and the
ITC. "There are many well-known and well-researched studies

whlich examine the subject of computer games and potential

links 1o vio ch conclude that there is

surrounding the Paducak High School shootings in 1997, in

which 14-year-old Michael Carneal killed three pupils and

"Dispatches’ d news lootage of the aftermath of
the school tragedy juxtaposed with images of children

playing Doom, which prompted criticism from media studies

expert Dr Martin Barker of Sussex University. “The film

by feebly miming actions to camera, Barker claimed this

represented "tabloid TV at its very worst,” calling the program

Footage of children in arcades was a ‘Dispatches’ fave.
The Carmageddon series (right) was also cited as a threat

‘Dispatches’ presented news footage of the aftermath of
Paducak school shooting alongside images of children
playing Doom: “designed to create panic” says one expert

did not demonstrate &

people view and experience the stimuli in questior

The program also presented a view that videogames
can instruct people in the use of firearms. Ex-military training
officer Lt Colonel David Grossman provided anecdotal

evidence for the programme. Referring to Carr

Grassman

said: "Eight shots on eight different kids. Five of

them were

the other three were In the torso. He just put one

bullet in every target that popped up on his screen —

What's he doing? He's playing a stinking videogame” |

Before and after: without reference to any research, ‘Dispatches’ claimed that games such as Crazy Taxi
and Grand Theft Auto encouraged children on a Cardiff housing estate to steal and firebomb these vehicles

® Joo Laybam

Joe Layburn demonstrated
some of his own fighting skills

4 15 EDGE
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EDGE PREMIERES INTERACTIVE ENTERTAINMENT’'S FRESHEST FACES

in for a dollar, in for a paradigm

So many alternative realities, but where is the progress?

rom Aristotle through to Hollywood film

ﬂ makers, it has been maintained that
there are only eight possible stories to
be told. And a simllar theory would seem to
hold true within the videogame world - albelt
on a slightly grander scale. Count them yourself:
RPG, shoot 'em up, beat ‘em up, racing, sports,
platform, puzzle, FPS, wargame, and any other
title touched by Peter Molyneux.

will the next generation of videogames
advance through incremental steps or should
players prepare themselves for a paradigm shift?
The move from 2D to 3D presentation was an
obvious one, but how many games have managed
to take full advantage of this technological and
conceptual leap? Before they begin crafting levels
and characters for yet another leap into the
future, some developers might want to first
focus on engineering a game camera which
spends less time painting at the ground

Recent peeks at developers’ forthcoming
works indicate that a seismic rift in the
videogame space-time continuum is not about
to occur. Hresvelgr neatly attempts to update
the Wipeout formula by providing wide expanses
of landscape to cruise over — although the

Inclusion of checkpoints significantly narrows
the focus. Phantasy Star Online, meanwhile,
promises cooperative play in a captivating
world - yet the fact that four players are
required to operate four independent switches
1o open up new areas is hardly pushing online

technology to its limits.

Realism may be the key. Shenmue excels
by offering a day-to-day alternate world which,
through attention to detail and a high level of
interaction with the environment, engrosses the
player. But does the push towards creating
another version of accepted reality indicate
progress? Yes, immersion in a videogame can
liberate players from conventional modes of
behaviour and moral constraints - so long as it
remains a means of escape, not a reminder of

when to put the bins out.

Having overtaken the film industry in terms of
profitability, the videogame market continues to
fall In challenging conceptual boundaries. Football
and racing games are never out of the charts.

But there must be fresh ideas out there
forming in the minds of visionaries. will it be

the old-school heroes of coding who

bring them to fruition?

u

Jet Set Radio

(DC) Sega

No, It won't reaily cause

a nationwide graffiti
breakout, but Sega’s title
has the potential to inspire
the gaming community in
more subtle ways

Super Runabout

(DC) Climax

Realtime damage, frantic,
reckless driving and s!
visuals make this 128bit
update of a |ikeable
concept a potential must-
have DC title this year

Ferrarl 360 Challenge

(PS2) Acclaim

Already an accomplished
racer even at this early
stage, If this succeeds in
capturing the Ferrar|
magic it will send ripples
across the racing scene.

SPIN: Sprint Car Racing

(Ps2) SCEE

A popular sport in the US,
the dangerous, high-speed
world of sprint car racing
is headed towards
PlayStation2, Full damage
dynamics are promised

PRESCREEN
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PRESCREEN ALPHAS

THE GOLDENEYE TEAM FINALLY UNVEILS ITS GO-IT-ALONE PROJECT AS PS2 TITLES DOMINATE THE HOT PICKS

TI M E S P LI NTE R S FORMAT: PLAYSTATION2 DEVELOPER: FREE RADICAL DESIGN




PRESCREEN

WORLD SPORTS CARS

FORMAT: PC_DEVELOPER: WEST RACING

i by
~ e
- Vaoy

Astonishingly, World Sports Cars is the work of just two individuals — one coder, one artist - based in
Woking. Having previously produced the likeable Street Racer for the SNES (their last project, a rally game,
was cancelled), brothers Chris and Tony West have bounced back with an exciting racing sim bound to
engulf serious racing players. Everything that happens at a race weekend — from unioading the car from
the trailer to driving into the pits and lining up on the grid - is left 10 the player’s discretion. Physics are
expected to match that of Grand Prix Legends, arguably the most realistic of racers, and pit stops allow
players ta perform any desired task — from attaching the fuel hose to wiping the windscreen clean.
Importantly, realtime damage also features. The licensed cars are modelied inside and out and are panel
based, meaning anything that opens up on the real-life equivalent also functions in the polygonal version,
allowing for some strong damage effects as well as further enhancing WSC's massive gameplay potential.

EDGE 21 b
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Z . 0 . E . FORMAT: PLAYSTATION2 DEVELOPER: KONAMI

“GUNPLAY, STYLE AND A HIT SOUNDTRACK”
"AHUGELY SATISFYING AND IMMENSELY COOL THRILLER”..

s FOREST wHITAKER
A FILM BY ]lr\ )’AkMt/S(H

www.ghostdog.co.uk
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FORMAT: PLAYSTATION2 DEVELOPER: GUST

AP TIME

& 5
New developments
NTSC-PAL/localisations
4 "Experienced talented teams
Prototyping
Graphical alterations
Design

Tel: +44 (0)1952 208702
Fax: +44 (0)1952 208704

E-MAIL: enquiriesipextremefx.co.uk
WEB: www.extremefx.co.uk
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FORMAT: PLAYSTATION2 DEVELOPER: SCEE (STUDIO LIVERPOOL)

FORMULA ONE 2000

FORCE FEEDBACK RACING WHEEL
LU WHEEL HORSEPOWER!!

only

Feel the passion. Drive to win.The yellow and black badge on this stunningly
handsome racewheel tells you true. No other wheel has horsepower like this.
The most powerful force feedback motor. The most authentic Fl controls.

£89.99

The most astounding FFB effects. Style and class no other wheel can live with.

Feel necksnapping g-force. Giant hand braking. Vision blurring acceleration.
Teeth rattling curb jolts. Shattering collisions. Feel your hands on

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

The blue flags are out for every other racewheel.

THE NEW FORCE FEEDBACK WHEEL THAT LEADS Unprecedented realism and precision
FROM POLETO FLAG. dual gearshift system with FERRARI STYLE Fl LEVERS.
4-in-| burton. Performance gearstick.

OFFCIALLY LICENCED BY FERRARI Double-axis reinforced pedals
ULTRA-POWERFUL INTEGRAL MOTORS WITH
MULTIPLE ADJUSTABLE EFFECTS. Also available on Playstation™ and Nintendo 64°

Available at: Electronics Boutique, Currys, Dixons, Game, PC World and Toys R Us.

www.guillemot.com

*GUILLEMOT Lud - Tel: 0181 686 5600, Fax: 0181 680 5680

All trade names referenced are the tademurks o registered trdemarks of their respective: holders. Photos nol binding. Contents, designs and specificutions are subject to chunge without prior notice and may vary in differenl countries
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From what Edge has seen, the Playstation2 successor to PC title Drakan has little to commend it apart
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OCARINA OF TIME: mujura's mask

Shigeru Miyamoto's most recent 64bit masterpiece was a long time coming. Will
Mujura’s Mask offer anything more than a mere tasty snack before Dolphin Zelda?

Collecting masks was a whimsical side 1uest in Legend of Zelda: Ocarina of Time. Following the enthusiasm expressed by fans, finding masks is
now an integral part of the game, enabling Link to develop special powers. Many ingeneous puzzles will revolve around these transformations

egend of Zelda: Ocarina of Time has Nintendo is, as ever, jealously guarding
Format: Né4 an arguably unfinished feel to it. It's the big secrets. What |s certain, thougn, Is
irrefutable that the time-travel motif was a pale that Mujura’s Mask takes place in another

Publisher: Nintendo

shadow of Zelda iii's cutstanding parallel worlds dimension, rather than the traditional
DEveiopeT: In-House theme. It's not that the idea In itself was poor, Hyrule/Sacred Realm setting. As Link arrives at
Release; April (Japan) more that it was under used. With Mujura’s the start of the game, he discovers that the
Origin: sagan Mask, Nintendo Introduces a rather less world’s moon is due to crash into the planet,

ambitious - but still promising - key theme and he has three days to sort out the problem




New and interesting characters are introduced at various points in
the game - which both help and hinder Link on his adventures

Z-lock makes a welcome return in Mujura’s Mask, but Link will also be
able to use many more different weapons as he tackles his quest

PRESCREEN

, NOWEVET,

¢t If Link wears

a Goron mask, | Goron, acquiring

the indigenous abilities and chara stics of

B
that species. Similarly, a Zora mask will imbue

O
Ct
K

time. As a Zora, he plays a guitar; as a Goron,

he bangs a set of drums; as a Deku Scrub, a

collection of horns... Mujura’s Mask IS certain

to be packed with such asides and sub-games.
Many traditional Zelda elements have

remainad and indeed been improved upon

In Mujt

Mask as the Ocarina of Time

can skip between days
but such extended
m is not a feature too outlandish

to expect of the Zelda team

yet to be confirmed -

||”|

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

nrecents o

presents 10r engagin

an area in which Nint

Ocarina of Time feature

d and reworked for Mujura’s Mask
is the playing of musical instruments. Link is
no longer restricted to piping out themes

on an ocarina; he can now use a variety of
instruments, depending on his form at any one

reintrod

\YAOAMURT

As in the first N64 Zelda
adventure, expect a host
of extra mini challenges

EDGE 33
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YO 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

[PoOOODO00]
T oo

Genki has adopted the 'shiny’ aesthetic already common in next-generation
racing titles. Other road users, including trucks (above), look particularly solid

ical finnese ha
oo NN " \ 3

e CID i - \ n enhanced by extra, subtie lighting effect
: The game takes place solely at night,

ch has clearly a

<

2d Genki's cod

Despite the lack of official licences, Highway Battle 2 will still not
include damage to cars. A spirit point gauge will be used instead winds s, while bea ce be
In the dark after sharp turning

The first Highway Battle fell between
riving along stretches of freeway at two stools, offering neither the race-by-race
night with little to do except avoid thrills

freedor

N Turismo nor the of

s Midtown Mad)

Format. Dreamcast

Publisher: Genki

Developer: in-house

Release: June (Japan)

numerous junctions (Genkl has even had

Origin: Japan
and eager to please, Genkl to include an onscreen navigation device),

Now refreshed




PRESCRI

The buildings lighting up the Tokyo skyline are particularly impressive. An
authentic representation of the highway sign system also adds to the realism

Great thought has gone into the lighting effects. Blurred streetlights add
to the sense of speed while tracing is evident when swerving sharply

All famous Japanese GT
vehicles are included,
in "disguised’ form.
With upgrades
involving 120 parts,
you can construct your
own motorway beast

The on-screen map is essential for
navigation around Tokyo's highways
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ELDORADO GATE

To many people RPGs are merely medieval soap operas. Now Capcom
appears set to reinforce this view with an episodic swords 'n’ sorcery title

1/ A
mw.

The visuals harken back
to the 16bit era. Action
RPG fans should rejoice

The usual mixture of spells and combat are included. However, Capcom is
to stay away from the random battles famously employed by SquareSoft

Ithough it is not immediataty

m apparent, Eldorado Gate might just be
one of the most innovative games featured
within this issue of Edge. An RPG, resolutely
16bit in appearance - If appreciably hi-res
and colourful - it nas distinctive character
designs by former Final Fantasy artist
Amano Tenno. This intriguing Capcom venture
is no stroke of technological genius. On a
conceptual level, nowever, it is an early
realisation of a future form of videogaming,
an alternative means of prescribing
entertainment to the paying punter.

This summer, Capcom will begin to release
the first seven chapters of Eldorado Gate. Sold

Interestingly, a player's performance in one
bi-monthly release can affect the direction of
subsequent episodes. The onus seems to lies
on compietist dedication. But for financial and
design reasons allke, such dedication is not
mandatory. Okamoto-san, the visionary behind
Eldorado Gate, has already compieted the
scripts for the first six chapters.

The seventh, final part of the first episode
will only be written after he has viewed player
feedback. This is not just a case of an author
hedging his bets, but also a demonstration of
scripting on the fly, another emerging aspect
of interactive entertainment

As an added bonus - and, no doubt, a move

With an episodic bent, y z is this the most epic
the opportunity to individually and chronologically, they are due to to appease Sega's fierce desire to offer online RPG to date? Put 2004
develop characters appear once every two months, and retail at a functionality — piayers will be able to download as a date in your diary

over a long period will
be the key to Eldorado
Gate's success

Format: Dreamcast

Publisher: Capcom

Developer: In-house

Release: August (Japan)

Qrigin: Japan

)
>

modest ¥2,800 (E17). Thereafier, another two
episodes - again, consisting of sever individual
chapters —will be released, with the saries due
to reach its conclusion In 2004,

In terms of play mechanics, Eidorado
Gate can best be described as comfortably
familiar — it is an action RPG at heart. {its
developers are, Edge understands, no great
fans of the indeterminably random and time-
consuming battle sequences so beloved of
Square and its llk.) Each chapter takes
approximately a day to complete,

new weapans via the Internet.

Don't expect to see Eldorado Gate make
it to UK shores in its episodic, bi-monthly form
(if at all). As forward thinking as the premise
behind it may be, the western marketing and
retail machine is simply not up to the task of
Introducing it to 2 wide, multilingual audience at
this fast a pace, Indeed, it has yet to be proven
that it can succeed in Japan, a nation significantly
well disposed towards RPGS and, for that matter,
Inverition, Observing EG's fortunes =
following launch will prove interesting. L=
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STAR WARS RACER

Relax, Jar Jar Binks 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-turny section forces you to ease off the throttle of what amounts
to a seat mounted between a pair of stupidly overpowered rocket engines

3 ) 5 ’ Yy
. ﬁ!h. He @l@!m

¥ B

spring 2000 release date has been

m pencilled In by LucasArts for its Dreamcast
conversion of Star Wars: Episode | Racer.
Meanwhile the arcade version of the franchise
has been getting an early airing, though the team
behind Sega Rally 2 isn't working on a straight
translation of the title. Sega’s take offers players
the opportunity to climb into fourplayer
cabinets shaped in a manner reminiscent of
Anakin's pod, for 2 more immersive experience
than console owners will be accustomed to.

Four tracks that are thematically similar to
those of the N&4 game are being refined and
reworked for the arcade, with richer graphics
featuring higher resolution textures and a
consistent frame rate of 60fps. The fogging that
was the hane of the Né4 title is absent, and pop-
up is nowhere to be seen. The pods themselves
also benefit from a high-resolution facelift.

Another difference to previous versions is
the control system, which is based on two
throttle sticks. Easing off one throttle will enable
the pod to take corners and, with a little bit of
finesse, to perform a sort of airborme
‘powerslide’, There is also a boost button that
can be used three times in each race. It would
be a shame if this reworked control system

The game is powered
b;’ a Hikari board,
offering ramped-up
Naomi technology

Format: Coin-op

Publisher: Sega

Developer: AM R&D#5

Release: Summer

QOrigin: Japan

Clearly the highlight of the otherwise hopeless movie, pod racing was
an obvious choice for the arcade, where dedicated cabinets thrive

dispenses with the subtleties of the original
console title, in favour of appearance and
immediacy, but early word suggests that the
unigueness of the approach lends it appeal.

The sense of speed that will be familiar to
anyone who has played the LucasArts title can
only be enhanced by superlative, crisp =

graphics, making this a coin-op to watch 1=
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VAGRANT STORY

Final Fantasy Tactics producer Yasumi Matsuno brings his distinctive

style to a hardcore RPG that, unbelievably, is heading to the UK

HP I06+131
RISK ID WT

Phantom points assigned
to weapons and armour
ensure that learning from
adversaries is possible

A wireframe grid
springs into life when
combat is initiated.
This changes shape
and size depending on
the weapon in use

Format PlayStation

Publisher. Crave/Square

Developer. SquareSoft

Release: May

Crigin: Japan

it EDGE

el o

PG. Three letters which still strike fear into
m the hearts of many western gamers.
Although the Final Fantasy series did much to
convert many console owners who had

Phantasmagoric effects
light up the screen when
magic comes into play

special attacks) are

contain spells -

ant Story (lirst seen in its Japa

2 progress Is made not by nattering to first, battles promise to bec

2 me more exciting
every single NPC encountered but through once your options increase. Defending by using
careful management of the protagonist's skills the symbaol buttons is even possible ance

and itinerary, such |s Vagrant Story's depth that a experience |s gained
comprehensive ingame manual is included Problems are encountered in the shape of

should the numbers and percentages become zz|e cubes. These are biocks of differing
C 1eiming, It is even possible to clothe descriptions from standard crates to magnetic

$ (PPs). DPs drop through damage Alter receiving a giowing reception in Japan

r and tear while PPs increase during reshing to see a game of this stature make
nable the weapon to actually learn ts way to these shores. it may be a bit late in the
atures defeated. Maintaining both 1 day for the PlayStation, but that makes

tshops allow for repairs to take place publisher Crave's efforts no less significant
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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 makes an appearance (above)

erhaps the only disappointment of the

highly enjoyable Naomi-powered Virtua
Tennis was the inability to play in a doubles
tournament. The Dreamcast version of this firm
arcade tennis favourite aims to rectify the
oversight and enhance the oneplayer experience
with RPG and mini-game options.

“We made a tremendous effort to make this
DC version very special,” remarks producer Mie
Kumagai at AM R&D#3. "After all, the videogame
is born from tennis — Pong. How the RPG element
will translate to tennis is an intriguing prospect.
Initially, the player will be able to compete to gain
special prizes and tickets to tournaments around
the worid." Kumagai reveals that an additional
set of characters will be included to compete
alongside the eight of the arcade original.

The instant playability and intuitive cantrol
method which made Virtua Tennis such a hit in
coin-op form also returns. The character is
controlled by the analogue stick and two buttons
(shot and lob) provide shot selection. Afterspin is
possible with plenty of practice, and getting to
the ball early results in a mare powerful smash.

The fluid and realistic character physics have
also been Improved for this Dreamcast iteration,
Alongside using pro-players to improve the
mation capture, AM R&D#3 experimented with
light sources on the characters to create the
mast realistic effects, Hours of video footage
were studied by the developers - not only to
improve the movement but also to reflect the

Different surfaces are
offered. Ball physics
change accordingly

The lack of a doubles option was lamented by fans of Virtua Tennis in

the arcade. Team tactics and cooperation should play a major role on DC

behaviour and emotions at key points during a

set. Expect McEnroe-esque tantrums from your

opponent should your shot land on the chalk line.
The tension factor has also been

heightened through clever use of the PuruPuru

pack. Interestingly, a heartbeat rhythm is fed

through the controller which increases in pitch

as the exciternent mounts. With talk of WMS and

modem options, Virtua Tennis certainly looks

like it could shape up to become Sega’s =

premier 128bit sports title. =

Format: Dreamcast

Fublisher: Sega

Developer: AM RED#3

Release: summer

QOrigin: Japan

Fnregoinf the cute styling of many

tennis titles, Virtua Tennis gets closer to
the look and feel of the televised sport

EDGE 39
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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

t's been a fraught process

gathering game images from Jet

Set Radio sinca viewing it in
rolling video form at autumn's Tokyo Game
Show and getting a chance to sample it
first hand at the spring event (5ee News,
p12). Sega Europe has been cagey about
releasing screenshots of what might turn
out to be the most entertaining game to
grace any system for a long while

Could this be due to the anticipated
controversy that its graffitl-spraying street
£angs are expected to provoke? with
videogames already heavily under attack
from certain sections of the media (see
News, p16), Edge awaits comments from
a Stop This Copycat Graffiti Labby.
Nevertheless, JSR really does look

sublime. Exuding a cartoon style that will
s00n become & commaon sight in a new
generation of games, its Inline skaters look
completely Integrated into their world. The
characters are navigated around a 3D
world in real time — just how free the
player will be able to explore this world is

IUSIC game. An action

Ippermost in our minds.
Ign with great gameplay.

> impact will be immense”

still uncertain, though barely
indistinguishable transition between cut-
scenes and ingame action augers well,
Part of the graphical appeal is
provided by cel rendering, a technique
which highlights main characters and
background features by delineating them
with a heavy black border. The ingame

camera clearly tracks the character behind
and around scenery, which will be an
audacious effect If the finisheg version
manages to be intuitive and respond to
the characters’ swift movement

Edge recently sat down with the team
behind JSR in an effort to learn more about
this unigue project. A young bunch, they
are bristiing with fresh ideas

Edge: What other titles has the JSR
team worked on?

Kawagoe Takayuki (producer): We
principaity workec on Panzer Dragoon,
the second and third episodes. Then we
coded Sega Rally 2 on Dreamcast

Ueda Ryu (art producer). | joined for
the second Fanzer Dragoon.
Hosokawa Kazuki (designer): vou

all worked from the second and myself,
only on Azel, the third.

KT: Panzer Dragoon, Zwei and Azel and
SR2 are our main team achievements.
Edge: Sega's design concepts are
often very original. What are your
sources of inspiration?

UR: Before | joined Sega, | saw how Sonic
was greatly appreciated overseas and
especially in UK videogames magazines
| loved the design of the character, which
was totally new, like an underground
stream in the videogame industry. it was
very refreshing and | decided 10 join
Sega. But when | came herg, | was
surprised and disappointed since there
was only anime and manga-like designs.
It was not the Sega | thought it would be.
With ISR, | have been able to explore

my own ideas about design. There is not
any special Sega concept or insgiration.
It is my style.

KT: Before the game took its shape, it
was |ust a group of new ideas, Everybody
came with a few of their own. We knew
that technically the machine was able to
run them. But we had to figure out how
The team is vVery young — averaging 26 or
27. It is unigue Inside Sega and in the
vigeogame Industry. We started with three
peopie and we added three more.

UR: The others started out just as
helpers at the beginning.

KT: As young people they brought with
them new gameplay, new concepts and a
brand new vision of videogames. 50, yes,
for a long time JSR was a gathering of
new minas and gradually, as we put
everything together, it finally took shape.

| really want to stress that it is a very
young team. We have been told to do
what we want. And we have.

Edge: How would you describe JSR?
KT: it's all about Inline skating. People are
skating insice a city - not in order to hit
someone, but to fiee. A few groups of
people will try to catch the skaters. Why
have them fleeing? Because the skaters
tag the city. This Is its central premise
Edge: How much freedom will

the player have to explore the
game's environment?

KT: The game world is composed of
three main areas, which are Shibuya,
Kabukicho — a section of East Shinjuku -
and Tsukishima. There are no set routes
These districts of Tokyo are entirely made
in 3D. You can move freely, but with
limits. It is, after all, a game. City life is
also reproduced with cars running and
people walking, It all looks very real
Edge: Can you expand on the story?
Kikuchi Masayoshi (director): There is
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From top: Kikuchi
Masayoshi, Ueda Ryu,
Kawagoe Takayuki

4 17 EDGE

their territory, the first

s Other groups will

e Anyway, these markings wi
attract police atter The police will
then try 1o Stop the young people or at

least disturb them In their activities.

UR: The policemen will try to grab the
player. If they succeed, they will drag
life points from the skater. The player
will have to do everything possible to
get the police off their tails.

KM: We are working hard to allow the
players to write graffiti in the city freely
put for many reasons we cannot offer
such freedom. For example, it will not be
possible to paint all the way up a long
road. The graffiti spots will be localised
though various ways.

UR: Actually, you have a range of 100
graffiti types

ou can choose from
d in additon, the plaver will

ake NS own in a special edit

them or upload them to

me page. Other users will then
e to download them

Edge: Is there any particular meaning
behind each type of graffiti?

KM: Well, we 0o not know yet if we will
give any meaning to the graffiti but we
are examining this idea

Edge: What is the goal of the game?
KM: Essentially, you have to extend your
territory by spraying graffiti. The rival
gangs will then have to react to stop you
There will be events like the arrival of the
police or a criminal organisation. But |

ine game Drogresses.

UR: Put simply, you have

certain amount of points 10 clear a stage

And bonus games can be acc
depending on the score you get
KT: Thare is a very simple story in which
you have to defeat a supreme evil, The
police are one of the most commaon
adversaries Then you'll have a mid-stage
boss, which s a rival team, It may be, for
example, a criminal shooting at you with a
gun, protected by several fearsome dogs
Then you have the true boss

Your only way to defend yourself is by
fieeing and your only weapon is graffiti. A
few of the visuals will appear realistic -
gunfire, missiles fired from a helicopter,

etting scorched Dy a missile

xample, the bad
ke the gangs you

Edge: Did you choose audio that
fits the graphical style?
KT: It is difficult to find a

be accepted woriav

GM which will

There are many

differences, especially in the music figld

However, we are working closely with SOA
and SOE on this Issue. In a general sense,
we will try to include as many street
culture elements as possible. Music will
be inspired from this idea - hip-hop,
house, and so on, There will be also a

DJ who will be very hip-hop looking.

UR: This D] has a central role In the game

]

A rare moment of calm in the
me. Arrows serve to deliver
nstructions on further progress

He will infarm the player about police
movements, and he will perform DI
technigues in a very stylish way. In the
game each skater has a radio watcl

and uses it to communicate and hear
the DJ via radio.

Edge: Did you look into making the
game playable via the Internet?
Takayuki: The game has no online
features except a home page. As the
director explained, the player is able to
desgn his own graffiti. So it will be
possible to upioad or downioad the
gesig
tems availabie, since JSR will not offer
such a feature There will be an internet
ranking option, though

Edge: How many play modes are
available in the game?

KT: Basically, the game is oneplayer only,
s0 don't expect to see twoplayer or online
game modes.

UR: There will be several modes, like a
time attack, a race mode and a race
attack. We are working on them now.

ns. There will not be any ingame
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The authorities are not especially happy about you Iagﬁing their city, which results in a number of police chases (main).
c

Gamers into Tony Hawk's Skateboarding will find mu

to enjoy here, with grinds (top left) and plenty of air (above left)




KM: All we can say at this stage is that we
are planning to include several modes in
order to enjoy the game and demaonstrate
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 particularly spent lots of time
on this problem. The difficulty is that
lapanese users are very sensitive
compared to the Americans or the
Eurppeans. Yes, many people in Japan
suffer from motion sickness after Using a
Doom or Quake view system. | personally
cannot play more than 30 minutes with
Quake. So we had to have both a dynamic
camera angle and fixed ones. So
depending on the given actior, or
location, the game will use @ moving
camera or a fixed one.

Edge: How many characters and
stages are there in the game?

KM: There will be four, if you consider
the map according to the visual Images.

If you compare JSR to other standard
games, there are more than ten stages

n this game. There are two characters —

a boy and a girl

KT: No! There are about tent

UR: | don't know if we can speak about it
but... Okay, it is possible to make a few
enemy characters join your group so the
number of members will increase. You will
ntral room - & garage — where
you will be able to choose your character
Actually, it will be possible to customise
this garage. Regarding the stages, there
will be some by daylight and others by
ayvening or night. However, the time or the

nave a ce

3210 &5

=EXxX3
1517

weather will not change during play.

KT: We wanted to add the possibility of
playing on the enemy side

KM: Yes, but we didn't have enough time.
Edge: Are the moves different for
each character? How many different
moves are there, and how does the
player execute 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 certain
number of moves available for each
skater. They change according to the
character you have selected, How many
of them are there for each skater?

KM: There may be 12,

KT: Really?

KM: Well, you have front and rear.

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

KM: | mean you have two basic
techrmigues you can use in many ways—
six when you are going forward and
anather six backward. The moves

thange ifyouareonaroadorona

half pipe. 50, yol: can get a maximum

of 12 maves per character.

UR: Let's say ten

KT: Yes, there are ten moves. Regarding
the graffiti, you have to reproduce the
command displayed on screen Lsing -

the spray button and the analogue
joystick. Sometimes, yolul will have to
perfarm several moves in a chain to
accomplish big graffiti

Edge: What was the most difficult
aspect during development?

UR: At the beginning we had to figure out
how 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 to take
control of rival gang members. Behavioural differences will be only marginal

! PRESCREEN FOCUS

Designer Hosokawa
Kazuki demonstrates
J5R's unique visuals

|about how to implement them. So we had

t0 conduct a great deal of research on the

Dreamcast code to see just how far we
i couid make our ideas work. For me, | had

to think about how my design could adapt

to a 3D world and an an action game. | had

Ito do much research and experimentation,
|KT: What about you, Hosckawa?

THK: well.,
| KM: Hey, don't say nothing was
limpossiole for you..

HK: Well, no, In fact, there is this chair of
mine. It is too relaxing so | had a very hard
ltime keeping awake
| KT: Seriously, the challenges were guite

varied, We had to explore the hardware

to its limits. Nobody has ever done
Lanything like this on Dreamcast. We
dtried to push it to the limits.

UR: Yes. We studied, for example, the

PowerVR2 closely and we have been able
to make things that are impossible on a
PlayStation2! For example, the textures are
very colourful and detailed. The P52 would
not be able to handle them because of its

weaker memory. Anather example: we
exploited one very interesting aspect of
PowerVR2, the modifier volume, managing
‘the shadows in a very realistic way and in
treal time. The game runs-at 30fps and is
able to display 16 characters without any
{13g in performance. There is also a very
{ high number of polygons. We reinforced
this aspect by using several techniques
|i:0 make this polygon number greater.
{KT: The 30 world s complex. You can
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The game’s visuals mark the beginning of a new trend, which Sega is

dubbing ‘cel shading’. Infogrames’ Wacky Races uses a similar method

skate in the underground, for example - in
the subway or the sewer. But you can also
£0 inside buildings D on to the
roof. You can also jJump from one roof to
anothet, Within the lirr

which

the area,

Edge: How do you think Japanese
gamers will respond to JSR?

KT: t released much
niorm ut the game in Je SR
first ed In the autumn at the Tokyo

Game Show, At that time, we showed a
during
of the show. Then we

2cond video, only bwi

t video in Dreamcast

Partners demo GD-ROM. We even added a
short text to give an jdea about the game
But we kept details to a minimum so that
people still thought it was a 2D game. The
first true introduction was at TGS 2000,
UR: Many peopie still think it is a music
game, Though from the beginning an
action game was alwa

minds. Since we made a unigue

meplay

2 Immens

KT: Yes, | re
make @ major impact. We warkeg hard to

deliver a totally new trend and feeling to a
Dreamcast title. TGS was the first time we
had shown a playable demo or even a real
video of the game.

Edge: Will the overseas versions be

ly think we have a chance to

Rather than simply passing checkpoints, the ability to tag becomes an integral
element of the game. Several areas must be tagged before the level is finished

different? If so, in what way?

KT: Essentially, there will be one additiona
map. It will come before the four Tokyo
areas, This new map will certainly have a
S taste. | just came back from the US
where | visited New York and San
Francisco, | don’t think we will recreate

gither of those cities, since they don't

offer @nough spots for inline skating. So,

designing this additional stage will be our

which Is scheduled for August

UR: Why not use the Crazy Taxi city?

KT: Yeah, good idea! It is not easy to

find a city with many spots ta skate

and spray graffiti,

Edge: What about the spray paint
you can collect in each stage?

UR: They're not items. They represent the
spirits of the city. Common people cannot
see them. Only skaters can. The sprays
provide fife points and paint. it is like Sonic
or Mario where you collect coins

Edge: As a relatively young team,
you've clearly played lots of
videogames. But Jet Set Radio
seems to represent a new genre,
chiefly because of the way it

looks. Are there any other games
that you look at and think you'd

like to have been responsible

for making them?

KM: That's a difficult gquestion to answer,
A game you like very much is guite
differant from the experience of having
worked on one A game is more about s
developer’s ideas. So, for me, it is still
another person’s ideas that count.

UR: We are In a position to turn our

cus after releasing the Japanese version,

dreams into reality. But having said  |——!

that, we all still love Zelda on Ned, 1=
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les in the offing, Sonic’s father is exploring new avenues.
how shakeable percussion instruments figure in his plans

s the creative force behind Sonic plant a flag with Phantasy Star Online.
m the Hedgehog, Yull Naka is no After touching on the Internet capabllities

stranger to developing surreal of the Dreamcast with Sonic Adventure,

worlds inhabited by curious creatures. PSO s going one further and shaping into
His two current projects, Phantasy Star the first online RPG experience in Japan’s
Online and the strange, hypnotic Samba home videogame history.
de Amigo, are proof if any were needed “| made the first two episodes of the
that after 15 years at Sega his creative series which were traditiona! RPGs,"
powers are still In abundance: Naka-san tefls Edge, | wanted the new

It is Clear that Naka-san (5 keen to Phantasy Star Oniine w embrace a whole

new experience: This game s the most
obvious way It offers totally new
perspectives as the piayer is completely
immersed inside the game."

Though PSO offers a oneplayer
offiine game, many features can only be
accessed through close cooperation with
online companions. “Teamwork is going
0 be my main concem for this title,”
continues Naka-san. "it will be possibie to
clear the main guest of the game alone
but that would onty account for a small
percentage of my whole vision.”

The world is enough

The game world has been kept compact
to prevent endless wandering for littie
reward “| don't really fike tities fike Final
Fantasy or Dragon Quest. You have a very
long story and it is necessary to travel
miles and miles; sometimes getting lost on
the map. | prefer the player to be focused
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group skulduggery should the players fall
out. When a player Is dead [t s up to the
athers to decide what to dao ~ they can he
kind and restore his (ife with & potion, or
take him to & town and ask @ magician o
resurrect him. Alternatively they can be
callous and ransack the bady of all the
iterms he was equipped with

It's good to talk

Not anly will the characters be able

& communicate traugh onscreen
mteraction but aiso through a talk
nterface; A great deal of thought has gone
into the way players will communicate
onling. Because Naka-san wants the game
10 be truly global, three methods are being

consigerad: “The first I5 a common chat

using the I.’{'_\-’{Iard or the controller - the
message appears in a bubble above the
character The second one is based on a
set of keywords - when a player from cne
country uses one of them It is automaticaily
transiated, 1'm thinking about five of the
most bsed languages in the world in
addition t0 lapanese, Then there s the
third one, which will be based or icans.
They will be very easy to undarstand ang
will allow basic communication,”

PRE FOCUS

Naka-san is particularly
focused on creating a
workable communication
m. In one mode, typed
alogue will appear in
speech bubbles (below)
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Combat exudes a feel that
will be familiar to fans of
the series. The entire game
has been built upon proven
values, inhfacdt. which should
a e hardcore

gm. The magni?ii?m
visuals are icing on the cake
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Amigo’s Naomi-board origins have led
to an easy conversion process, the DC
version retaining all the vibrancy of the
coin-op. The game's specialist hardware
has proved maore difficult to bring over

Rhythm action
On the surface, Naka-san's other project,
Samba de Amigo, 15 a stirkingly different
project than 2s0, But he malnlains that
they both set out to relnforce friendships
Sonic Team's maraca-waving music title
even has a Love Love mode, described as
perfect for a date as it will evaluate the
harmony between two people The
roncept |s revolutionary, relving on two
maracas fitted out with motion sensors.
Naka-san 1elis Edge that he got the idea
In a moment of boredom while tapping on
his desk with a pen. *| knew then that |
wanted a game based on tempe,” he
remembers. “Wnen the idea of maracas
came to me | went straiglit to see the
technology R&D gepartment. | was toid |t
would be possible with a budget of
¥50,000 or more for the comtrollers. This
was not suitable for mass-market users
s0 we developed the coin-op Instead.”
Naka-san stuck solidly to the ideaof a
consale Amigo and eventually convinced
the R&D stait that the peripherals could
wark with other games. "It is the first time
sensors are to be used In a hame
videogame and at such a low price This
system offars brand new passibilities

Below; “Okay, who
pulled the plug out?”

imagine a baseball title, 8 HOXINE game: or
even a game like Phantasy Star Onfine
You could use a sword controller!”

Sensing motion

The Dreamcast version even brings more
nnovation, to take full advantape of
Arnign’s party spirit. The motion-sensitive
cells an either side of the coin-op screen
have been moved to a rall on the floor,
This seems the best salution to Naka-san
and solves any potential problems from
differing TV models: “There is also a carpet
attached to the rail for the players to stand
on. it's not vital to use this but therg are
marks informing the player where to
stand. Plus, it’s a coo| design”

As well as the Dreamcast’s arcade
mode there IS a challenge option.
Complete all your maraca assignments
and you can became King of the Fiesta
Party mode explores marry twoplayer
possibilities. The Baltle mission pits one
player against another to perform combos
Points are awarded (o the most
rhythmicaily skilled. And an intermet option
will be avaiiable for those with ambition to
become interpational superstars As well
as the download of completely new tunes,

mini-games can be accessad to rank
players al national and international leveis

All the noises coming from Sega
remain positive — tdespite the successful
launch of PlayStation2. Although software
of the guality of Crazy Taxi and Soul
Calibur have done much 10 strengthen
Sega’s Image, Edge is stili awaiting a killer
title with the depth and longewity that
Online promises When asked about the
Dreamcast’s progress so far, Naka-san
remains bullist about its popularity and
future prospects " was very surprised by
Dreamcast’s success, especially in the
US," he admits. “The maching now needs
some great titles to sustain its growth. The
PS2is a great release as hardware but as
4 game sysiem it is not that good. This
gives us the edge. A good line-up will be
the focus again, Now we have all the
sarvers in place the DC may at last geliver
its full potential thanks to the coming
online titles and services.”

In the online battle, Neka believes
Sega has a healthy head start: “SCEI has
to start from scrateh. its 2001 deadiing
could appear optimistic. 5o In this field
we still have a lead We fusthave |
to use it wisely" MiEn
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The world’s most prestigious sports car manufacturer. A fiercely
contested international one-make, one-model race series. A three-man
team committed to taking PlayStation2 to the limit. Strap yourself in...




PRESCREEN FOCUS

LCIOr ANNOLING
to get it restarted have been abandoned. The

k of actually running on time untl now has presumnably taken its toll

A fully functioning unit is apparently on its way from Manchester, but it
ke an hour to get here: As it tums out, this estimate 15 only half nght

the bme Tamworth is agam a distant spot on the h n, some 120
minutes have passed, and the only entertainment in that time has amved
in the form of one of the conducior’s (numerous) announcements aptly
terming the senvice a "complete fallure”

Still, this leavies time to catch up on background mformation before
focuising on the game, which, as its title subtly suggests, is based on
Feman's Challenge senies. This one-make, one-model intermational
championship started in 1993 for customers seeking to race their Feman
HSMMWWMMMCJMMFB5

lines

entury

you can imagine how news of a game bas

allenge senes was received in the Edge of

exhausted engines and five-hour train journeys, could damp«:—:n
enthusiasm, Optirmism remained high once the game's developer, Brain
in a Jar, began to demonstrate ther work.

The three members of the codeshop. (marm director lllllu-
Gd-hl. art director Carl Dalton -
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frustratingly overlooked Lander, Edge a year ago had the chance to play
a demo the trio had put together which featured a 360 Modena-esque
on a simplishc track. Even in such prmitive form the software showed
massive promise, displaying the sort of playable handling characteristics
most finished racng products fail to deliver. Acdaim saw the demo, tog,

and before anyone else did the deal was signed.

Building a virtual Ferrari

A year on, things have evolved massively. In the demo room at Brain in a
lar's Chester offices, Ferrari 360 Challenge is already running on the
team's AMD compisters (PS2 dev kits should have amved by the time
you read this). I's an impressive sight. Already, the prospect of seeing the
finished praduct in another 12 months, once the team increases and
implements all of the game's aspects, is thrilling. But for now :
comespondent grabs the wheel fara
is absolutely excellent. Throw the 360 Ch
car reacts exactly as you would ex
powersliding around the track’s :
bout of over co

PRESCREEN FOCUS

Though still far from finalised, the game already delivers the kind of
realism/playability equation that so easily divides this genre's leaders
from its backmarkers. Some 20 laps later, the way the car wends its way
around the track, the way it sets tself up for bends and how it behaves
mid-comer still inspires. In a drving garme, there's no better reward.

"I've a worked a lot on the car madel and on the fricion model for

| the tyre against the ground — how the four whee's work together”

5 Wright, who was responsible for Lander's impressive physics

I “The code for all the wheels is the same regardiess of whether
IS 8 driven wheel or not, so there's no hacks in there — it's ying to
‘behave like a real car. We start off and make it as realistic as possible
and then start changing the physics to make it more playable”

Al this stage, there's only one car on the track but anather seven will
Joirt it in time for release. Like all racing game developers, Brain in a Jar
pramises the CPU opponents will be exemplary and to do so it has
embarked on an experimental quest to introduce A-Life elements into
a racing game. Specifically, it's using genatic algorthms. Think of a gene
pool full of genomes. The team starts with a random set of genomes
that approximate a randam driver's characteristics. Initially, the CPU diver

'hasmldeaﬂfvmatrt'sdnmg It's simply using a set of gl
ol
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Although these are work-in-progress shots (elements such as track background detail are still at an embryonic stage) aspects such as smoke effects and
lighting routines are already effectively in place. The time of day will change in real time throughout races, skill-testing night events are planned




“We typically take 20 or 30 mutations from there — just slight changes from what
the first ane was and we let them have a go on the track” explains Wnght. “We put
them on the start ling, gve them a minute of track time
and see how well they do. They don't know what they're meant to be doing — they'l
either hit the wall, hit reverse and go storming down the track, or do nothing — a lot
of them do nothing. But whichever does best, whichever one happens to get the fur
thest down the track, we pull him out and make him the parent of the next generation.
So it's survival of the fittest. After a couple of hundred generations we start to see
thern going round the track”

And with this, Wright starts a new selection process for demonstration purposes
while he elaborates on the in-game implications. “There's negative selection for
crashing or going off an the grass. A score is calculated — they get points far how far
down the track they get and points taken away for time spent on the grass or hitting
the wall" he says. “But | can change the selection process so we can get different
driver characteristics, so that if | score them on how slidy they are, for example, 1t will
encourage drivers that kind of get the back end out a bit. So we should be able to
get different driver personalities”

While he speaks, Wright's AMD Athlon has had the chance to run through a few
generations (each takes a minute of CPU calculation). The abject of the selection
sequence in this case concentrated on steering, and already improvements are evident,
with some cars making it past the first corner and setting themselves up for the second
bend, getting progressively further with each generation. This is just five minutes’ wark,

f course. The team members have got info the habit of setting the selection
procedure at night before returmning to it in the moming and checking out the results.

“The best one we have so far is lapping about eght seconds a lap off what we can
do, but we've got a lot more to go," says Wright. “But it's fantastic to see it work when
it actually produces a guy who appears to be taking the racing line around the track”

Having witnessed it in action, it's difficult to disagree.

Owning the dream

But given the current standard of the market, a racing game either packs its boot full of
distinguishing features or face etemal existence as yet another nonfinisher of the
fiercely contested videogaming grand prix. Ferari licence or no Feman licence.

Precisely because of that licence, however, 360 Challenge is to add new elements
to the usual mix. Understandably, with the proposed release date still some way off
the team is reluctant to give too much away. "There'll be a lot about the feeling of
ownership," promises Gabriel. “Buying the car, what it means to actually own a Ferran
or to drive a Ferar, the histary of Ferran — all those things will be included in it It won't
just be a racing game with real technology. That's where it's got to start from; we need
to capture all of the passion.

The game plan is to include three play modes. First, an arcade option sees all of
the front-end visuals and in-game screens altered to evoke a genuine coin-op feel.
"Then there will be two full on seasons for the 360 Challenge version,” divulges Dalton.
“There will be an exhibition mode which will be the 360 Challenge car but will
probably have more realistic handling than the arcade version, and there won't be
anything like damage — if the licence permits us to do damage. It won't involve: stuff
like tyres, fuel and pit stops, and they'll be shorter races!” Current Brain in a Jar
convention indicates this first championship could follow a knockout structure. "We
want to do stuff like having car numbers on the cars,” continues Dalton, "so that you
just get a number when you first start the game and if you race through exhibition
mode and you get a third of the way through the championship before you get
knocked out, the next time you go back into the game you get a new number that
represents how far you got.

“tnid then there will be a separate, full-on 360 Challenge mode which will be able
to have tyre wear, the most realistic handling, and the damage and prize money, and
you'll have to pay for the upkeep of the car and stuff like that. But it's still very open at
the moment and as we get more people on board for the team we'll be taking on as
many ideas as we possibly can’

The idea of damage isn't new, of course, but it is one that is sadly missing from the
majority of recent racing games. Manufacturers usually adopt the emoneous stance that
allowing their licensed products to suffer virual visual damage somehow reflects

negatively on the actual quality of the reaHife article, failing to realise the irony that
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The shortest track currently runs for a length of
2.5km, the longest 4.2km. All feature several types
of kerbs (constructed of polygons, naturally)
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A twoplayer mode is planned (fourplayer action

isa
aest

f

ossibility), as is an improvement in the cars’
etics (each currently uses 1,500 polygons)

when free from punishment most players drive like demented joyriders, hitting
everyone and everything in sight. In ferran 360 Challenge, the developer's suggestion
of in-game damage promotes clean racing. “We really want to get this sense of when
you're driving it you don't want to crash the car because it's your car" explains Wight
"When you go round the comer you don't want to use the other guy to help yourself
round it because you're going to saatch the paintwork and you don't want to do that
because it's your Ferran’ If you do, you'll have to pay for it. And from the moment car
maintenance is financed by your virtual winmings, you'll often see uncharactenstically
sportsman-ike conduct from even the most notorious of cheats.

Of course, in-game damage has numerous other positive gameplay implications,
and it's no exaggeration to say that Ferran 360 Challenge would lose a sizeable chunk

of its potential without iL Here's hoping Ferran agrees.

All around the world

At this stage; none of the car's 1,500 polygons are disturbed by impact. "But it's
not as efficient as it could be,” admits Dalton. *| mean there are a lot of places
where | could probably get rid of polygons and | could use them better somewhere
else” The finished models are naturally expected to sport more triangles once Brain

in a lar gets to grips with Sony's 128bit architecture. Improved, too, will be the

dircuits. Of the seven planned, offering various configurations, only Ferrari's
test track is modelled from the real thing. The other six — in Germany, UK, Swizedand,

lapan, Hawail and the US — are inspired from features associated with national

sethings and offer a welcome mix of speed and technigue. Dalton elaborates: “The
LISA track is going to be based on a lef-handed oval and then a right-handed
international section. The German track is long, fast, not particularly technical. The
UK track has been designed as quite a technical track so it will have dips and crests
and quite tight chicanes, and we want the Swiss track to be an alpine dircuit, so

it's got lofs of aests and dips and also a road section that will do switchbacks 1o
come back up to the track”

While mast of the game's circuits are reality locked, Brain in a Jar is keen dude

one or two more fun-based examples. “The Japanese track will be a city circuit so

theyll be around a city centre with lots of right-hand comers and straights — with neon

and stuff like that — and probably a longer section that will run up into the hills and
come back round again," continues Datton. “That section will be a dual carriageway
and you'll be able to see the cars coming past the other way!" Expect the Hawaiian
equivalent to incude American-style banked comers, and don't be surprised if they
happen to wrap around the base of a volcano.

Hawng put in significant mileage on the team’s product throughout the day, Edge
leaves in an unusually jubilant mood. Here is a racer that promises to deliver a
technically stimng, wisely structured and utterly playable expenience. Importantly, it looks
set to do the Ferran licence justice. "We are very passionate about this,"” reaffirms
Gabriel. "Obviously we believe that we've got the ability and the technalogy to create
this but this is a huge opportunity for us, to be given the respansibility of 360 Challenge”

Given the evidence, your comespondent is convineed and leaves Chester with

the reassuring feeling that the Ferran 360 Challenge licence 1s in firmly reliable  ——
hands. Which is sadly more that can be said about the train journey home. ]
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Some of the Ferrari passion is already unmistakably present: sliding the tail out in one of Maranello’s finest around the team's test track is one of the
most rewarding virtual racing experiences Edge has witnessed. The car handles beautifully, offering the realism/playability balance so many racers lack
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It's taken two years and involved having Acclaim’s offices painted red. Little has
stood in the company’s wa%when obtaining the Ferrari licence. While the ink on
the deal dried, Acclaim’s CEO (and Ferrari Owner’s Club member) unveiled more




ccaim has landed itself the most important licence in the racing genre. The passion

with which Italy's Ferraristas — the famed Tiffosi — and car lovers alike treat Ferrari is
unequalled within the motor industry. It transcends language, intemational borders, race and,
to a certain extent, reason itself Rod Cousens, Acclaim’s CEQ, is neck deep in that passion.
This deal has been one of his life ambitions. And now it's his.

Edge: How would you describe the effect of the Ferrari licence on Acclaim?
Rod Cousens: If you look at the market in terms of where software is sold, you can look at
two categories: sports and racing. | would say that Ferrari is the most significant brand in the
racing category 5o | believe it becomes the backbone of our product portfolio going forward
as Acdam, and | expect (o take 2 significant percentage of that raong category with the
strongest global brand there is. Not only is it the strength of the brand in terms of just the
car mark. Strength of the brand in terms of passion and emation has no equal. So that's
what | think it means to us. | think it is the brand 10 get and we have got it
Edge: There are a lot of Formula One games out
there at the moment - what sort of direction is
Acclaim’s going to take?
RC: For a start, it's Ferrari. We're not focusing on any of
the other constructors that feature out there. We
haven't got those rights, and nor do we seek those
rights. Name another one in F1 that has the presence,
that captures tt all — there 15 only one Ferran. We're not
going to be a ‘me too’ product: if's not going to be a
simulation, it's going to be fun, probably arcade, and
it's going to be very focused on Feran.
Edge: No one's ever offered the kind of
complete Ferrari package you're talking about.
How has the manufacturer reacted?
RC: | think they've acted very positively. They're now
talang a far broader perspective of the games business
to see where it takes them and what it means, If you
look at racing, parficularly this season, you've had
people like Compag and Yahoo coming into F1 as
cigarette sponsorship moves oul of the category. | think
they're far more attentive to it
But | don't believe that secured the deal; | believe
it was the passion that we showed. We decorated this
office red, so when we'd gone down and made our
pitch to Ferran and told thermn what jolly fine chaps we
are and why they should be working with us, we
wanted to get them info this building and when they
came here we had Feran memorabilia everywhere.
When they walked in we had the flags, we had the
wheels, we had the product to show them, and we
showed them commitment. We are commifted to the
brand and I'm personally committed to this brand. So
we wanted to demonstrate that it is in safe hands and
that we are going 1o do a hell of 2 job with it
Edge: Looking ahead, you've got an F1 game, you've got a 360 Challenge game...
RC: Well, it's not going to stay there. One of the things that is much rurnoured that | can tell
you about now — we weren't going to talk about it until E3 — is the sales and distribution of
the Segz F355 game on DC and we will be doing that. We will be releasing that product
around September this year Imagine a scenario where we're going to come out with £355
Challerige, we're going to follow it with 360 Challenge and then F1. And Ferran wins the
constructor championship this year. | mean, that's pretty sexy.

The Sega connection

Edge: How does the deal with Sega work?

RC: You have to remember that F355 Challenge is a Sega product; Acdaim has not written
this product. We'll be selling marketing and distributing that product around the world, mther
than Sega themselves doing 1t, and that's because we are committed to Ferran. And look at
the line-up ~ we've announced that we're shipping DOAZ, we're following it up with F355

PRESCREEN FOCUS

Chalienge on the DC and | think both of those products will be as big if not bigger than,
say Soul Calibur, which has been the biggest to date. And then you go into a whole next
genetation situation where you're geing to have 360 Challenge out there on the PS2, on
Doalphin, on X-Bax and on GBA. You're going to have £ in exactly the same way.
Edge: What do you think of F355 Challenge?
RC: | know Yu Suzuki. You look at him and he's one of the legends of our industry in
tenms of what he's produced and his whole group has produced, and this is a guy who
has been captivated by Ferman and wanted to produce something that reflected that And |
think that F355 Challenge is great. We had to beat that. Now, | know that came out of a
coin-op with four Naomi boards, but we weren't going 1o sell it short. We targeted the
next-generation systems with this and the standard's been set. That's what we felt. You
have to do it. When we started geting together [Acclaim and Brain in a Jar], the belief in it
was just that = and you knew. That's the only way | can describe it, that you knew, And you
knew it was night. and we had to work together. We absolutely knew. That's why I'm excited
about this whole proyect, more than | have been
about many things in recent years. | love discovenng
new talent, | love discovering new product.

Probing the brain
Edge: So what's the relationship between
Brain in a Jar and Acclaim?
RC: | believe in what [Matthew Gabrel] & doing.
| belfieve in his peopie doing the assembling. It's
finding talent, it's putting them together in one
place, it's gving them the resources 1o succeed, So
part of our role 1 to place n their hands a huge
responsibility, which is producing the finest product
- 360 Challenge — so we're giving them the brand;
1 don't know many brands in the world other than
Coca-Cola that have that awareness. We rate these
guys enormously and we figure that what they have
in terms in technology, mamed to the brand Ferran,
15 @ very powerful weapon, We basically want them
1o buikd 3 great developrment studio and produce a
great game for us. I'm entirely confident in him and
his people, as | think he s with us. We're trying to
do everything we can. We're going to put music
into this game, and it 1sn't run-of-the-mill music. We
will get rock stars who are passionate about Ferran,
who own Femaris, writing music for this geme
Edge: Er... not Chris Rea, surely?
RC: You've got lots of them, 50 you've got the
quality all the way through. And these guys, why do
they want 1o do 117 Because it's Ferran,
Edge: It’s fair to say there was some
apprehension in the Edge office prior to the
Brain in a Jar visit. There was a fear that this
might be yet another missed opportunity.
RC: And you'd have thought that we'd sold out it we hadn't done it But | can tell you no
ane [at Acclaim] wants to walk back into Maranella [Ferrari's HQ)J and feel they've lat them
down. I've driven the car and also been round their track and it's a real buzz. You can't
explain it You get on therr test tracks and when they take you round with ther test dnvers
you never cease to be amazed. You wonder how they do that and it's that same kind of
feeling. | don't want to walk into that building feeling that they've got a product which does-
't five up to the name. | want to walk into that building and walk tall and know they've got
something that they're proud of and that we'll do the next one.
Edge: How much of that Ferrari passion will you inject into the games?
RC: For Ferrar, it's accessing young kids who've got dreams to have a Ferran and this is
going to simply confirm to them that as they grow up and as they get behind cars this is
something that they want to own. This is the ulimate car 10 own. You can talk about
technology and reliability in other cars, but there is nathing like a Ferrari, and so we want to
get that out to them. This is the nearest some of those kids will get to their dream, When

EDGE 3
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deal, |

0 et go of th

"o for an answer and because of that it's gone beyond
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brand and | think that meant a Ic

Edge: On a personal level it has to be the most

exciting thing you've ever done.
RC: ¥ e ‘b
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sround me, Well
games industry, | low
continues 1o excte me. But this
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q0¢ ild make it happen

The Italian job

Edge: What was the hardest aspect of the
deal, other than convincing Ferrari?

RC: I'd say the hardest was m

well informec

shown into oer ar hat are shrouded in se
Edge: Do you think you'll ever get to a stage where Ferrari will share most
of its information with you?

RC: | don't think we're

there yet | do believe that's the tionship and the bond that

| would like to build ¢ en us, Il would be great | don't know if any other mator car

manufacturer will ever quite get there in the type of relationship that I'm laying out
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The road ahead
Edge: Where do you see the racing genre going, with the amival of new
machines such as PlayStation2? -
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Rod Cousens’ next dream
project after 360 Challenge
will be a Ferrari Formula
One title (prototype
wireframes shown left)
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Edge: To close on a general note, do you see a danger of losing
certain types of games as the market moves even further towards
mainstream acceptance?
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The definitive monthly assessment of the world's latest videogames

Body form

agree that the ision of real
Ing games has substantially
wards achieving true-to-life
experiences over the last couple of years, After all,
there's something perpetually unsattiing about not
dealing with the genuine article. 1t's not uniike owning
a £12,000 Porsche 356 Carrera replica rather than the
1al, That VW engine g
deep d

the game’s other aspects,
changed. For playability, reasonably authentic
dynamics bring a whole new set of consequences,

Think Konami's Thrll Drive coln-op. If nothing else, |t
ourages cheats from bouncing their way around
tracks or using opponents as braking alds
lease Trouble is, most car manufacturers we

poosted efforts to collision

't allow
Some of

specify their

of car damage.- While developers machinery in Square’s Type-S may be able to roll, but
ated on improving handling dynamics visual damage is not incurred

and visual detall, this area of realism has not seemed Licensed rally games have no such small print
jrtant. But the arrival of the 128bit generation Mechanical destruction 1s fundamental, And

st it into the [imelight whereas ance you would have been lucky to see

a dislodged spoiler, F1 games have undergone a
damage revolution, with blown tyres, severed
suddenly suffer wh

o0 Imp:

'ré racing around GT2000's Seattle

8 bend with the speegdomeler's
riple figures
ain-finge

and mechanical failures becoming the

y distuption, norm, it's time for all racing games to follow suit

g for the

ICens

Cars in Square’s Type-S (left) can roll - so can't GT2000’s (centre)? Both would benefit
tremendously from visual damage and realistic collision dynamics. As would RRV (right)

value,

Fverage mark = not, as many

halisve, sever out of ten

Videogames on the Edge

This month’s PS2-shunning clutch of softs
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The arrival of the rather Stupidhy ft n 2DDro: ed

One of Edge’s favourite

jon H
Edge’s office with a Game

o

original. Ama Boy Color version of one
six-year-old of his p tions. And
15 &till a lot more exclting it's a great | ackage
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TEKKEN TAG TOURNAM

48 EDGE

It might look a whole lot prettier - fighters are incredibly detailed and
brilliantly animated - but this is merely a revamped version of Tekken 3

m cking off the five-year-old
Tekken franchise on Sony's

conv
present Nameo with something of a
dilemma. Giver the worryingly short

development time afforded to

team (Tekken T:

than Inserting

titles into the disc drive - allowing
Zealous PS2 adopters to get t
fill of Tekken on their spanking

tinkering with
1anics, new ideas or radical
evolutionary moves forward. The

nt was set be

play me

ay one
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UU'UB"{I_ Format: PS2

Publisher: Namco

Developer: in-house

Price: ¥6,800 (£40)

Release: Out now (Japan);
TBA (UK)

TENTS

HATLUES '

Backgrounds in 77T serve as eye candy only: unlike DOA2’s, there’s no interaction with your surrounding world. But at least there's plenty to look at and
the supporters surrounding the fights add massively to the moody atmosphere. It's just a shame the game's tag option is a strangely under-used feature

and other than the implementatio

’—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 materialisﬂ

that wasn't better implemented in
previous versions. Thi

regarded polygons beats the same old heart

nothing here that

15 at the magic 40fps tance

whereas in Tekken 3 True Ogre was

uneven - a great detail. But it
brings no gameplay implications

Most of the ground in T7T is a falrly unintetligible mass of
polygons, here things are much

EDGE 5 »
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True Ogre (above), looking more like his ‘usual’ self after his last, distinctly blocky appearance. Lighti
excellently implemented throughout and you can take your own screenshots via the bonus gallery option
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With the exception of Unknown's (above left), the end sequences for the characters use the ingame engine (top left, centre), though they are far shorter
than previous Tekken end sequences. Because they're detached from the fighting arena, backgrounds can serve to break the illusion of a solid 3D world

infamiliar to Tekken

5. Unlock time attack, training, sury vell stick to pla

Tekken 3 for all the difference this

ten of the 20 that you start with and Is wonderfully abstract and th

a at le

ken Bowl mini-game optior tself prove

ast as attractive as latest instalment makes.

ars in the menu. Proving the main meat of the package This is Tekken as |

Nothing more, hence

approaching the series for the
time sho
all, a sour

Character detail is
clearly more advanced
than that of the 1999
TTT coin-op. But it falls
some way short of the
quality of, say, Tekken
3's prerendered footage

Tekkens h

b S g -
FrERPEATY Y

|

Edge rating:

The bonus Tekken Bowl game works wonderfully well and its addictive

quality is likely to take your mind off fighting for lengthy periods of time Six out of ten
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Format: PlayStation2

SNCOK ) 250600

Publisher: Capcom
WM.OREN =

Developer: Arika

Price: ¥6,800 (£40)

Release: Out now (Japan)
TBA (UK)

Open up the extra nine characters
(for a total of 26) and you're faced
with a selection of familiar faces.
As ever, E Honda doesn’t make it

and versus op

15 are here, but the

1 Fhis is a more playable beast than its predecessors,

N sporting decent visuals with some impressive

special effects during outlandish combo sequences

main game ¢

re tham al

required of them

is where the

ula face up to first

The fourth battle A

twoplayer action can be found

lons {offering various

dellvers more tag action, while you gain a medal. The aim is fighting permutations) are stil
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Train Ace, your customisable character (top), and rou can spend experience points on new moves which you can then use in the main game. The end

sequence (centre) is one of the best ever (wait til

you see it in action), though the game would benefit from offering a more substantial oneplayer mode

available, but it's the straight
twoplayer tag mode that is likely to
fully engage the majority of players.
There's also a fourplayer setting, but
serious players will probably stick to

the two-on-two tag mode, as ather

options tend to disintegrate into

free-for-all chaos. And that can be

entertaining for all the wrong reasons.
A notable inclusion is the

’Tor 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 partﬂ

The structure of the oneplayer game is refreshingly different, but don't
expect any revolutionary touches when it comes to the core gameplay

character edit mode, which allows
you to build up a fighter by gaining
experience points from completing a
set of training engagements and

spending those points on purchasing
special moves. Again, the language
barrier may make successfu
completion of some of the tasks
rather difficuilt, but it's an interesting
and worthy addition that should
reveal its full potential ance

iti

the western release arrives.

In play, while some of the
sluggishness of the £X series (when
put against the immediacy of the
original SF games) remains, this is
a more playable beast than its
predecessors, sporting decent visuals
with some impressive special effects
during outlandish combo sequences.

SF and EX fans will port their
skills across with immediate results,
while newcomers shouldn't find
things too daunting after a couple
of bouts. Ultimately, SF EX3 does
everything it has to, without striving
to stretch its values too far Which
Is & shame - but you're still left
with an eminently playable, totally
engrossing and reasonably ) e
pretty-looking beat ‘em up. 1=

Edge rating:

Seven out of ten
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RIDGE RACER V
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In typical traditional Ridge fashion, the seven tracks (which are reversible)
share large sections. One is even identical to the original Ridge Racer circuit

t month's there's no

poInting regularly aut of the

to take an SUS

Iy count Is nign
ook curved —

bed genre of wa

atition Is therefore absurdly urge to drive or

Scenery is impressive but details
such as glowing discs (right)
should be better implemented

istog

) ur polys
around a polygonal track. Eventually,
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The second view is mostly useless,

Blaciﬂg the camera too close to the car's

oot. Engine noise is shamefully weak

ack of the grid with 13
ahead of you, your finger

malintaining a dy 7000rpm

[~

all Ridge Racers. But then you reallse
that for all the suspension travel

witnesse ays, your

as though It
sorbers. The ride
s more stifled than previous Ridge

games, while redefining the notion

aver having

Throwing

to the finish lin
competition

Trouble is, everyth

way It o ers, the

and infallibility of the CPU
cept when they drive

That's true

af course, but

Format: PlayStation2

Publisher: Namco

Developer: In-house

Price: ¥6,800 (£40)

Release: Out now (Japan)

structure is showing its age. If a follow-up is planned it should introduce some genuine evolutionary elements

You need the odd jump here and there, of course - it's all part of the Ridge experience. Sadly, the series’ ‘

veyved by the P51 games.

That RRV is rushed shc hock

But that It's les
than (ts predecessors (with the
an of Revol

enthralling

possible exc ution),

Id. For racing exci

standargs this 1sa m

y soulless,
unengaging and haif-hearted attempt.
| rac

game criteria it's

The twoplayer option

seems feeble - when

— other PS2 racing games
manage 60fps with all
scenery still on

Edge r1ating:
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FANTAVISION

It may not push the P52 to its technical boundaries (backdrops are not made
up of zillions of polys), but Fantavision is a visually engaging experience

everything surrounding it she

be underestimated. Enter Fantavision,

DU

emical additi

e surface, thin

ink them

Hopefully the game’s obscure nature won’t dissuade too many casual
gamers from parting with their cash. Fantavision deserves huge success

From top: Fireworks
go up into the sky, you
select them and then
decide when to set
them off... preferably
before they die out.
It's a winning formula

7% EDGE
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Format: PlayStation2

Publisher: SCEI

Developer: In-house

Price: ¥6,800 (E£40)

Release: Out now (Japan);
TBA (UK)

(rain or snow), psychedelia (which proves outrageously trippy), or translucency (top). Several levels of subtlety only reveal themselves after extensive play

Save your replays and then enjoy the show through eight possible camera angles, as well as beini able to add a multitude of effects, such as weather ‘

working on what's already In the air

n eve on the next wav

yerate game of catch-up
Is possible but it
wift thinking
S the simple way of playing

1, but it I1s unlikely to get

e eight levels

ypen up, Including a harder

of extras

y of other
rotechnics sets

2Nt on
you

’_On the surface, things are beautifully simplistic: waves of blue,
green and orange fireworks get fired into the night sky, and it's
your role to link them together before detonating them_]

could miss other fireworks, hence

oints and energy
3 Make an occasional appearance,

rs, DONUS |

= that's Ompiisne wu're

whisked off into a bonus round of
pyrotechnical madn

55, where you

nainta

ches zerg, Getting it right Is an

easy way of replenishing energy.

Simple enough, you cor

de

Shallow, even. Before you know it,
though, hours have passed, yet the

one more go' factor remains firmly in

his 1S the most iImg

game to be powered by Sony’s 128bit
architecture to date, as well as being

one of the most enjoyable tities Edge
has had the fortune of getting its

among the most charmingly

endearing and piayable, toa

Edge raling

Eight 1en

Presentation centres
on 1950s American
family imagery. But

it will further confuse
those unable to

grasp Fantavision's
supremely odd concept
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AD OR ALIVE 2

RTAGK O&

The assortment of fighting styles
is complemented by joint

manoeuvres, but tag team bouts
can only take place in one arena
(DC version shown on this page)

hetha ol O
m It to be in gOOC

ple th

b o

celebration of the natural g
displayed by the game's female

scerning gamer,

s The mo:

tnougn, will D more impressed by

the equally alluring gameaplay.

notice that the emphasis

Dreamcast owners will
be ‘treated’ to the sight
of Kasumi and Ayane in
school uniforms (above),
but the basic gameplay
remains the same in
both versions

shifted to the underwear of the

Signi tare tne

nvoiving and balletic contes

the t

game. The

aunch and kick,
a third button which combin

to master, as in the original Dead or

chthe e
between fighters. There are a
number

weaker than others, on the whole

there is a fine balance.

of distinctive fighting styles

ana

B arms int

enviranment and in other places
2 es 31 var nts

gingont
lIs and pillars can
InCrease aarme

wa

to an opponent

oy an electnitied bamer. It's wartl

noting that the PS2 version
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The P52 version (shown on this
page) features different outfits
and more arenas. Graphically
the game is only slightly more
impressive than the DC version

ncorporates a wider range of

based on the

quickly, as there is no way to
axtend the contest beyond one
round per bout

2isatlme

no extra Costur 0 uniock, In

contrast to the PS2 jteration. A

executed t

ompelling in mul
Feat :
environments akin to Power Stone

ring multi-t

CHRITICAL HIT!

STADE Ou

Format: DC/PS2

Publisher: Tecmo

Developer: In-house

Price: $45/¥6,800 (£28/£40)

Release: Out now (US/lap)

’:eaturing multi-tiered, interactive environments akin to Power
Stone, with more complex manoeuvres reminiscent of Sou/
Calibur, this marks another step towards a true 3D beat ‘em uﬂ

X Manoeuvres

em up. Crucially, though, it

acks the enormously captivating

oneplayer game of the latter. it will

There is little to gistinguish

between the two versions In terms of

gamep

offers more luxu

the anima

Sega’s. The

fewer arenas and requires more

Edge rating;
Eight oul of ten

The final level in the
PlayStation2 version
takes place in a
dreamlike arena. In
the Dreamcast version,
the action is clearer

EDGE 21
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With four arms and a wide variety of destructive weaponry, it is little wonder
that Max is responsible for more onscreen violence than his two colleagues

octor Hawkins and Max, a

professor and a six-limbed dog
with a penchant for action, join Kurt
Hectic, mild-mannered janitor and the
0 of the piece. Once again they

MDK2 is one of the better-looking games available for the Dreamcast.
Its selection of spot effects includes the output of an atomic toaster

E rom the first cut-scene and
tf reens with their

2 Jack Kiroy who has far more fin

cartoon graph

through to the final boss, Bioware's human counterpart. While Hectic the

sequel to MDK retains the offbeat takes out switches using his sniper alien-eating plant in the corner of the
pe, Max simply destroys the

mhile levels featuring Hectic are similar in tone to the
original, a more direct approach is used to complete levels as Hectic's sniper rifle makes a

welcome return, with an

MEIX, WhO h’c'iS fal' more ﬂrepower thaﬂ hIS humaﬂ COUﬂterpall exotic range of ammunition
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Format: Dreamcast

Publisher: Interplay

Developer: Bioware

Price: £40

Release: Out now

MDK2 presents a varied collection of alien adversaries, ranging from the larger bosses at the end of levels (top left), through to jeering underlings (top
right). The cannon-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
further dexterity-from the player. Most
of these are side-scrolling levels in the
style of Scramble, in which various
items of debris must be avoided, but
one notable exception is that in which
the player must guide a fish through
pipes that are infested with mines
and larger marine-life specimens.

The game looks impressive
throughout, offering a variety of
environments and well-realised
aliens, as well as an apparently
accurate map of the heavens during
Hectic's early levels. The action
moves swiftly from Earth to the
corridors of the mobile space home,
Jlim Dandy, and beyond to the alien
homewaorld, peopled by jeering
aliens and egocentric bosses. Large

portions, though, are murky and dark
to the point that it is a challenge
simply to see what is happening.

It is perhaps fitting given
the re-release of Strider packaged
with Strider 2 for the PlayStation
(reviewed on p87) that, despite
showing off advances in complexity
and variety of gameplay, MDKZ
represents a throwback to the days
when videogames were a greal deal
less placable. This is not necessarily
a good thing, though. Some levels are
simply capricious, particularly some
of the subgames, and getting
through them can be as much a
matter of luck as it is skill. Many of
the subgames also abandon the
intuitive controls of other levels in
favour of a more sluggish and
rudimentary approach. In one level,

for example, you need to avoid
oncoming asteroids by simply
moving up or down.

MDK2 is an audacious attempt
to subvert conventional attitudes
towards gameplay, representing a
move away from fixed modes of
play. For this, Bioware must be
congratulated. But in execution,
the various styles on offer do not
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 distinctive concepts and
pushed them in interesting directions
— but such rich potential has [Rr=
ultimately not been realised. | =

Edge rating:
Seven out of ten

The side-scrolling
subgames are an
amusing diversion,
but surprisingly
unforgiving. Limited
controls do not help
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The number of aliens onscreen at once can result in hectic encounters (top n'gh?. In such circumstances you must eschew the long-range weaponry on
hopl

offer and get down and dirty with the aliens (main). At this point it's a matter o

ing that other squad members are attacking in a similar fashion

The scenery offers a
welcome diversion
from the featureless
corridors so often seen
in PC titles. It also
proves to be a critical
gameplay component

hrust to prominence by the

release of the once-ubiguitous

D

en

Organic Art package

Artworks of late,
ement that a
would be
bundied with cards carrying GeForce
256 hardware, However, it seems
unlikely that this fully fledged game
will capture the imagination of the
media and public in the same way its
arty curio predecessor did.

Set in a future in which genetic
enginearing is widespread, Evolva
pits the player as the commander of

ur genoh
the abiity t
unrelenting alien parasite.

Ot adds a t

nutate at wil

| element

inters, equipped

to the familiar litany of science-fiction
B-movie fare, the game itself is an

gttempt to co

SYTIErg

Fittingly for a game originating
from a team headed by William
Latham, Evolva is visually resplendent,
boasting lush, interactive organic
expanses to explore. Dynamic,

b
muititude of beautifully rendered

Brsaries at one time, as the

56 le graphics allow for a

’—C—ooperation 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

84 EDGE

aliens scurrying to engage In close
quarters combat, supported by the

long-range bombard of their

flame-spitting co

horts. Indeed this

cooperation betw

variety of al
dramatic onscreen but a significant
component of gameplay.
The ability of the genchunters
to mutate at will provides a nove
approach to the guestion of power-
ups, since the bodies of destroyed
aliens provide the raw genetic

tional shoot "em ups is
necessity of butchering the local
fauna to provide new weaponry.

And although there are apparently
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Crucially, the frequent pyrotechnics
and carnage are both vividly rendered

mare than a billion different
possible combinations of mutation,
the evolution of genohunters is
shaped to a large extent by a number
of disappointingly linear puzzles.
These require the Iinteraction of a
particular mutation and some part
of the environment in order to
progress, such as the destruction

of impenetrable fiora with the flame
thrower, for example.

Also dissatisfying, given the
developer's ambition of defying the
constraints of a single genre, is the
clumsy control interface that prevents
the full exploitation of squad-based
tactics, which are necessary ta
complete the game. This is only partly
remedied by some noteworthy Al. It's
a shame in that the use of four sguad
members, which in theory lends a
strategic element to proceedings, is
made slightly redundant.

At times the three genohunters
provide excellent support, but there
are too many moments of extreme
stupidity; it is frustrating to see a
laboriously stealthy approach undone
by the reckiess charge of a fellow
sguad member, and more so to see a
genohunter jump into a pit of lava.
These problems are even more
apparent when playing a multiplayer

Effective cooperation between squad members is essential to
progress, but the genohunter Al often leaves something to be desired

Format: PC

Publisher: Virgin

Developer: Computer
Artworks

Price: £30

Release: Out now

Nl ﬂ-‘] Wﬁmﬁh‘ﬁ

game. It's extremely challenging
to attempt to mutate a character
while being shot at.

Essentially these shortcomings
make it necessary to play the game
as a thirdperson shoot 'em up and
it is easy to forget about the option
to control other genohunters except
to leave them behind. Combined
with the sophisticated threat
presented by the aliens, and the
sheer number of assailants, this
results in an uneven challenge.

Evolva is a competent action

A wide variety of
enes can be collected
rom alien corpses,
which can then be
used to provide your
genohunters with a
range of weaponry

game, setting an aesthetic

standard for the new generation

of PC graphics chips. Nonetheless,

it represents a missed opportunity

to push back gameplay boundaries.
The emasculation of a large part

of the player's firepower by a
deficient control system preduces

a poarly paced challenge which
ultimately leads to a frequently
fruitless experience. RlE=C

Edge rating:
Six out of ten

EDGE 85



TESTSCREEN

DIER OF FORTUNE

Format: PC

Publisher: Activision

Developer: Raven

Price: £30

Release: Out now

The plentiful suptl',r of ammunition results in a limited use of the trusty Pig Sticker combat knife. Though an effective weapon, it is not as satisfying

as the more pyro

inetic variety at your disposal, all of which deal destruction in an exaggerated manner to countless numbers of faceless bad guys

The sniper rifle is
essential to Mullins
given his constant need
to avert attention. It
also enables pretty
close-up views of
exploding body parts

36 EDGE

espite its emphasis on blood
E and gore, the latest outing for
the Quake /i engine brings back
memories of those other soldiers of

the action, which
hotspo
from Kosovo to Irag v
Afte

e introductory levels, Mullins is
ed new missions by two
compatriots, Hawk Parsons and Sam
Gladstone. At key moments, Parsons
makes a prerendered appearance
introducing new objectives, or

opening up a new area for Mullins to
explore. Excellent graphics and a first

the woefully in
result in the snig
weapon of ¢ 2 10r many
Igh the use of 8

Ir tight now, it requires the

SUsp

disbelief to consider It possible to lean

ension of a large amount of

around a corner and take out a group
of sentries standing only yards away,

one by one. And yet throughout the
game, battie-hardened mercenaries
will react to somebody in the near
being shot in the head by
standing still. As the game develops,
the threat increases by waves of

the game is

nt than any

ombination

other game of its

of B-movie plot, cann

reductive morality, pseudo-re
setting and exaggerated violence s

even in a title aimed
at a mature audience. =

alarming

Edge rating:
Seven out of ten




STRIDER HIRYU 182

TESTSCREEN

Contemporary visuals and old-
school play: a mix worth checking

n terms of visual appeal and
n agility, Strider Hiryu ranks as
one of the best characters ever
designed. Combine his acrobatic
skills with some wonderfully inventive
and remarkably daring level design
and you find a title that, even 11
years after its original arcade
release, continues to impress,
The game's snowy mountainside
section and the reverse-gravity level
will forever be cited as some of
videogaming's finest moments.

But Strider 1 isn't on test
here, although the 1989 original is
included in the package with its
sequel. Most will welcome this,
even if it may surprise you how
unforgiving and occasionally
frustrating '80s games could be.
The star of the show, Strider 2,
has been converted from coin-op
status, just like its predecessor.
Immediately, you'll notice the
game is easier — your character
can now run an command, unieash
special attacks and perform a life-
saving double jump - where
directional changes mid-jump
are also possible.

Capcom has wisely refrained
from tinkering too much with the
original formula - all the major
elements that made Strider 1 such
an irresistible proposition have
been incorporated Into the sequel.
In a sense, then, this is more update

TIME O1""35
SCORE 00153903

The sequel retains all of its
predecessor’s main ingredients,
ensuring the end result is as
playable now as the original was
some 11 years ago. Captivating
static manga images are used for
depicting the narrative (above)

material than a true successor

Split into six missions {of which
only three are initially available
uniess you complete Strider 1),
Strider 2 shouldn’t take more than
an hour to complete for those
prepared to throw caution to the
wind and charge in, aware that
infinite-continue options allow
progress at the stab of a button.
Approach matters with a little mare
care, however, and you're rewarded
with a better final ranking which
should affect subsequent bonuses.

It's wiorth noting Strider 2's
presentation - a factor so often
overlooked. It's simply gorgeous. From
the sequences detalling objectives to
the beautiful static manga-style

Format: PlayStation

Y
=1

RO
'gE ooog 1401 Publisher: Capcom

Developer: In-house

N
R
—

)

Price: ¥5,800 (£35)

Release: Out now (Japan);
May (UK)

TIME D227
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images sandwiching missions,
everything is done with tremendous
panache. As is the way the g2ame
Incorparates sprites running around
polygonal backgrounds (bosses, tog,
are Usually made of triangle
resulting in a mixture that suits the
game’s style particularly well

Despite Its use of 3D elements,
it still looks like Strider, retains all the
funidamental components and plays
as wonderfully. Like most coin-op
conversions, longevity is an issue,
but this one’s compellingly replayable
The resulting package is one =
arcade fans should not miss.

Finishing the arcade-
faithful Strider (above)
opens up an extra level
in Strider 2, and sailing
through the latter also
introduces new playable
character Hien (top

Edge rating:
Seven out of ten
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1 2000

Format: PlayStation

Publisher: EA

Developer: In-house

Price: £35

Release: Out now

Qualifying can be a
tense affair, which is
improved with the
addition of the 107 per
cent rule. A flying lap
option is available for
more impatient drivers

Monaco is the sternest test of EA

Sports’ mettle. Slowdown is evident

when traffic begins to mount up

t will be a learning year for me,”
n remarked F1's new golden boy,
Jenson Button, before almost taking
a point at Melbourne. 1 will have to
|earn th Jits. I've only played
them on my PlayStation so far”
A remarkable statement and an
indication of just how far driving
simulations have come since the
heady days of Namca's Pole Position
Certainly, If Button were to pick
up a copy of EA's first interpretation
of the sport he would not be
disappointed. This game is competent
in all departments. All the tracks are
faithfully reproduced, and, noticeably,
cormers have to be taken in the same
ear as the drivers themselves would
use. Roadside scenery clicks along at
a good pace with little pop-up, and

Opponents’ cars are
far more brittle than
our own, allowing
or Schumacher-style
tactics if all else fails

STO o
PENALTT

Flags, weather effects, and stop/go penalties add an air of authenticity.
Replays, however, prove disappointing, with poor viewing angles

the sense of speed is convincing,
However, there is something
hollow at the gameplay heart of F1
2000. Where Edge demands the thrill
of pushing the new laguar R1 to its
limits, clipping kerbs, rolling in and out
of tight chicanes at 200mph and, most

titors

mportantly, fe

skillful overtaking manoeuvre,
game is merely as good as - but no
better than — most of the other F1
fodder that has come and gane
through the office over the years

It is disappainting that one year
on this game is neither as visually
stimulating nor as exciting as
Psygnosis’ £1 29, Only in the Al
department does EA's effort take the
cheguerad flag — but, thol
are less ‘twitchy', the effect is still one
of rivals avoiding rather than
competing alongside you.

A quandary for any publisher of
a Formula Gne game 1s finding that
delice nce between appealing

to both the hardcore FT enthusiast
who demands telemetry failure and oil
leaks and the mass-market punter
eager for an approximation of the
sport with steering assist most
definitely engaged. The fact that F7
2000 only allows semi-automatic and
not manual gearing Is indication
enough of EA's target audience

In its defence, though, there are
some delightful touches. Wheels
which begin to wobble after receiving
damage work themsalves loose and

labels on fresh tyres are merely
cosmetic, they do show that loving
care has been lavished on the game
Though not the fresh and exciting
debut many had hoped to see, F1
2000 at least proves to be the refl
and consistent johnny Herbert |
of driving simulations. S

Edge rating:
Six out of ten




CHOICE CUTS FROM THE VIDEOGAMING VAULT

RIDGE RACER

As the fifth instalment of Namco's arcade-nurtured driving series hits home on PlayStation2 (see p76), a trip back to
Ridge's premier outing reveals an experience that has weathered the unrelenting ravages of time surprisingly favourably

[ R R ] =T IS TR I

4 1 1 a/] 2 O’ 7"966

u f ever a game signalled the arrival of a new age in videagaming,
this was it. Never had such rich 3D environments been navigable
from the armchair; the game romanced even the most cynical observers

the instant they set eyes upon it, and laid the foundation stone for

videogaming's ine le move into the mass market.

The ambition of the project remains the stuff of legend. Namco's

System 22 coin-op board was a ternfically capable lump of hardware,

and with less than six months to rebuild the Ridge Racer expenence in a

convincing fashion using the relatively humble PS architecture Namco's

staff performed sheer videogame-engineering magic.
With only two variations on one track, the immediately apparent

delights were scant, but longevity was assured thanks to hidden playing

a selection of secret cars. And the core dr:v-ng expenence

cely entrancing one, making the RRV experience seem

comparatively limp. For a six-year-old game, that's no small feat.

Publisher: Namco

126 EDGE

The first Ridge Racer was a gaudy title, in stark contrast to later instalments such as Rage and,
especially, V. But the vivid colours underline its coin-op roots - this is far from being a sim title

Getting air at this juncture made for a replay highlight (top left). The switch from afternoon to
evening was handled with subtlety (top centre). Videogaming’s most famous tunnel (top right)

1994 Developer: In-house PlayStation
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The videogames world never stands still, riding the breaking wave of advancing technology. In this regular column
Edge puts the industry’s progress in perspective with a look at yesteryear's headlines: five years ago this month

n he drive towards making e e
; 'y | 3D0: The story so far
videogames somehow ‘cool’ began

here, with an Edge cover dedicated to the
wark of creatives at Psygnosis' Liverpool
HQ. Inside the issue, talk of Leftfield and
Apollo 440 contributing audio tracks for
Wipeout hinted at a new direction for
gaming (a path game designer Nick
Burcombe continues to tread five years
later with the forthcoming N-Gen Racing
from his Curly Monsters codeshop)

Jamingly uncool by comparison, the
3DO format commanded eight pages of
coverage further into the magazine, as
Edge summarised its performance to
date (‘well over half a million’ unit sales
worldwide over a penod of 18 maenths
seems rather quaint today).

It was a good month for software,
with Tekken and Daytona USA grabbing
attention, But while the PlayStation and
Saturn played host to textured polygons
aplenty, Gex turned up on the 300,
proving that the 2D platformer wasn't
yet dead (it just smelt that way)

Elsewhers, Shigeru Miyamoto sa!

Miyamoto-san: “[Others seem s with Bl sher Yikancs
to] imitate the surface [of what ,“fl‘:_“s'f‘ ﬁ_"‘: °;:“° ‘fed . Clockwise from top left: futuristic racing gets its first outing in Edge: Sanyo
we do] and end up making YT WY, P O joined Panasonic and Goldstar in the 3D0 party with its TRY unit; 2D
very badly balanced games” CD-ROM, the legendary Kyotote. " — action in PlayStation Gunner’s Heaven; .mf:sm Saturn Daytona USA
rephed: “1 shouldn't falk about t_.." L_—
Did they really say that? | Did Edge really say that? | Testscreens (and ratings) |
| Shigeru Miyamoto: “Historically Nintendo s the only company that has '3D0 has yet to play its rump card, of course: M2, Tekken (PlayStation; 9/10), Daytona
sold more than ten million units of hardware. The claim that Sony or Sega Trip Hawkins could still have the last laugh USA (Satum; 8/10), Binforge
would be able to sell as much hardware as Nintendo sounds uncertain”

Or he might give up on hardware completely | (PC; 7/10), Gex (3DD; 6/10)

PIXELPERFECT

Every gamer has occasional moments of sparkling excitement, be it the first time Speedball booted up, or completing

Sabrewulf. Here, Les Edgar, chairman of Vis Interactive (among other things), recalls a simple yet inspired action puzzler

t was with some relief that | was able
“ to bin my Tandy TRS-80 model 1 and
move to the awesome gaming power of a
Commodore 64. However, it wasn't until the
arrival of the Amiga that my imagination was
stirred by what was about to happen
While contemplating this, | whiled away

many evening hours
alled Boulder Dash. This was later officially
eleased as Emerald Mines to a resounding
silence in the market, mainly because
everybody who had an Amiga or ST had
already played it to death. It was a shame
because, as far as puzzle games go, it was

brilliant — essentially & four-way-scrolling-sort-

.a',mg a freeware game

of-topdown-perspective-collect-the-diamonds-

while-pushing-things-and-not-letting-other-
things-drop-on-your-head-or-eat-you affair.
Not so interesting, you say? Well, consider
that this had a gazillion well-thought-out
levels and another two gazillion twoplayer
levels — all properly tested to require pixel-
perfect timing. In my opinion it knocked the
socks off Lemmungs which didn't follow on
for another five years or so. Oh, and it fitted
into 16K of RAM, and it was free (sort of). If
you get a chance to play this on your Amiga
emulator on your 600MHz Pentium (I,

don't miss it! Then you can tell me =3
what & sad bastard | was. AT

Boulder Dash is Les Edgar's preferred poison
yesteryear. The game enjoyed many
sequels, of which this (above) was the first
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Technological Advance marches on

Japan: Will the new Game Boy Advance prove to be as enduring as its predecessor? it
would have to see Nintendo through to the year 2010 to equal the Game Boy's populanty

Whatever t

se, the company has started the publiaty ball rolk

arst s Impress:

remain scan

Cambridge-based ARM corporation (which provides advanced maobile phone technology), that

1s the most INMgUINg part of the ceal, allcm.-rlg he unit

liver Intemet access via cellular
phane connection. This will allow users to exchange email messages, participate in muitiplayer
games, download software and even chat online,

Nintendo chairman Hirashi Yamauchi emphasises that the GBA will be a personal
communicatons terminal as well as a gaming system, with Mobile 21 brought on board to

develop for Dolphin and GBA to ensure that connectivi 1 the two remans sm

ackwardly compatible and with double the battery ifespan of the Game Boy Colos

ntendo handheld & shaping up to be a very neat package. Nir

And don't take the mocked-up Super Mario 64 as an indication of power, either.

In order to be efficiently portable, consumer tech has to be eminently practical: these curves may look sexy, but the finished device will be more akin to 2 palmtop organiser in shape

Pushing game development back into the bedroom

UK: Following the success of its eay music titles, FastTrak Software is based on C and Aascal. Plus, it's open-ended enough for experienced
hoping its new software will create a new generation of bedroom coders programimeers to use, even if it is only to test concepts and rough ideas
to imagorate the industry. The DIV Games Stud

package introduces A planned upgrade will allow users to create games in 3D, but the
amateurs to the creation of sprite-based games. nitial release will be enough to create a wide variety of games, including
Comprehensive tutorials and sound and image librane

n-op and console favourites. Once created

induded, and the system uses an

oreviated programimi

h should further attract budding coders.

These four titles were all created using the package. Users will be able to exchange codes and ideas on the Game Studio Web site at www.div-arena.com
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Game Boy software joins big league

UK tunes in to TV gaming

& 200 The 8;11.11:: of Shiloh
o

IN A ROW

The Battle of Shafted Arrow
The Battle of Little Big Horn

The Battle of Wounded Pride
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750

CINA ROW

0

IN A ROW

UK: With software production lead times of
three months not uncommon, the Game Bay
has ahlways been the most accessible console
platform from a development perspective. But
Infogrames’ Martian Alert is bucking the trend,
with a ‘proper, near-£1m budget and a two-
year development cycle — stats more akin to a
fully fledged PlayStation or PC project,

Why is the company spending so much
time and money on the project? Because its
intention s to make it the ‘next Pokémon’. Its
daing this by exploting the dozens of cartoon
characters made available through its licensing
deal with Warner Bros. So, instead of Fikachu
and Bulbasaur, gamers will be presented with
the likes of Daffy Duck and Foghom Leghom —
like;, Pokerman, players will be able to share
characters by linking two Game Boy units.
Handheld gamers will be able to see if
Infogrames’ cash and time has been well spent
when Martian Alert launches on May 10.

MOTION PICTURES

1 Wha played the starring rolfe in the 60's
stage dramatisation of Ohe Flew Over
the Cuckoo's Nost?

; 1
72 Kitk Douglas

M
Fa

Two Way TV's line-up is far from suited to
hardcore gamers. \iewers now have the

opportunity to answer “Turkey” to all the

questions posed in ‘Family Fortunes’

UK: The country's first fully interactive TV games senvice was launched by Two Way
TV in March. Using the Cable & Wireless Digital Platform, the service is now available
to more than 85,000 homes in the Manchester area. Two Way TV games allow up
to four players in each home to play simultaneously and compete for pizes. Games

Counting the money men

UK: Bedroom coders of the '80s

have once more made it high on

this year's Sunday Times Rich List
Starghder programmer Jez San
(pictured) cruised into 198th
place, with a cool £150m fortune,
while Codemasters’ David and
Richard Darling are said to be
worth £80m. Rare's Stamper
Brothers might also be getting a
few drinks in at the weekend —
they came in at a respectable
271th place, wath £115m.

If not the earth, the geeks have
certainly inhented a fortune.

are not ikely to appeal to the hardcore gamer, however, as they consist of simple titles
such as Minefield, Anorak, Two Way Trv and String Em ln. Trials have shown significant
demand and new games will be intreduced each week. The ultimate plan is for users
to be able 1o join in with all their favournte TV gameshows, quizzes and sparting events.
Although initially taking advantage of cable's realtime, twio-way broadband
function, Two Way TV's system architecture can be operated across any platform,

making worldwide access viable through digital cable, sateliite and terrestrial viewing.
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Taking the Pez

US: Something of a black
market has emerged on the
Intemnet for Pez collectables,
and it's being driven in part
by Nintenida characters,
with this 1998 range of
popular faces (right)
demanding a $32 price tag.
Readers who remember
buying the quirky
dispensers while on holiday
in Majorca might benefit
from a quick search in the
loft - though never taking
off in Britain, certain Pez
products have been traded
for up to $300 in the US.
Pez still retains a strong
presence in the market
place and has dversified in
range to indude watches,
pens and fidge magnets.
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If Nintendo characters aren't
your bag, Wamner stars Taz,
Bugs and Tweety feature on
these Pez pens. At §11 for all
three, are these the future of
dot.com investment?

The Force is strong in this one
Canada: Scifi nuts have taken fanaticsm to the next level: the
race is on to construct the first fully functional light saber.

Dr Marc Nantel of Photonics Research COntario has
been working with laser technology for mast of his career and
is busy attempting to fashion his very own Jedistyle weapon
The selfflimiting length of the enargy blade is the most difficult
obstacle, he observes: “Laser beams are parallel rays of light.
They'll go very far at the same intensity” Nante! also points out
that a laser sword without a fed length could be a liability.

“If you were in a circus-type situation in an arena, the characters
would kill everyone,” he suggests.

A simple way of preventing the beam from going on forever,
as he notes, is to use a hacksaw-like design where a reflective
absorbent tip could keep the distance down to a metre (the cost
clearly being to the authenticity of the device's aesthetic). Nantel
has also been working with a design which focuses parallel lasers
in a tall X shape. Though not strong enough to cut through metal
objeds unless the beam is directly focused for a period of time,
the laser blade could sever a head without buming a hole in the
ceiling. Which will no doubt be wormying news to anyone Iving in

the proxirnity of any comic stores or Games Workshop outlets.

These light saber examples are built using Grafflex
camera flashes and will cause no harm. Fortunately



Computers plot future of personal air transport

US: Computers are now used in just about every field, so
it takes a spedal kind of non-gaming application to make it
into these pages. And here's one. Though questions are
still being raised about the reliability of the latest Moller
Skyear (if the engine cuts out gliding is not an option) the
company's president, Paul Moller, remains optimistic
about the vehidle's practical and commercial potential,

The M400 Volantor uses the latest VTOL technology
and is operated by a fly-by-wire systern. Computers control
most of the navigation and cuise abilities while
responding to minor inputs by the pilot. The car boasts
speeds of up to 350mph at 15 miles per gallon and a
safety parachute is included in case of emergencies.

Moller International is already taking deposits, and the
eventual price is expected to dock in at around £80,000.
If Moller can realise his ambitions, the Skycar could bring
joy to George Jetsonwannabe suburbanites everywhere.

Early models (above) used go-kart engines to provide lift-off. Will the Skycar
replace the Nissan Skyline GTR as the status symbol among industry players?

Reverend exorcises resident evil

US: One in ten computers in Amernica are possessed by Satan, it is being daimed.
While increased storage capaaty has proved a boon to most, Rev lim Peasboro believes
that an electronic version of the dewil urks on many a hard disk. After conducting lengthy
research and gathering firsthand testimony from his parishioners, the Ceorgia dergyman
has become increasingly concemed about these seedy drives. "I leamed that many of my
congregation became in touch with a dark force whenever they used their computers,” he
remarks. "Decent, happily maried family men were drawn imesistible to pomographic Web
sites and forced to witness unspeakable abominations”

In an upcoming book entitlied The Devil in the Machine' the preacher outiines the
mast effective ways of preventing Lucfer from spreading his technological terror. These
indude regularty deaning the hard dnve, making frequent back-ups, and exerdsing

extrerne caution with a modern. Which, of course, is almast an anagram of demon.

Ferari steers gamewards
UK: Guillernat's Ferrar-licensed
steering wheel has motored into
Edge's office, revealing itself to be
the definitive unit of its type.
Available for PlayStation,
Dreamcast and PC, its strong,
sturdy feel and force feedback
should give even the most
reckless driver a responsive ride.
The gearstick is suitably effective,
and with extra gear levers beneath
the wheel within reach of
outstretched fingers, there is
scope for adapting racing styles
for different games.

The PC version (tested) docks
in at £90, and the console
versions will retail at a similar rate,

miking it an enthusiast's device.
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Palm videogames go plug'n’play

US: Handspnng, founded by the people benind
the 3Com Palm Computing platform, hopes to Data Strea m
transform handheld computing with its new device, T T
The pocket-sizad Visor is compatible with existing

Palm Computing products and can be customised

Swindon hosts UK's biggest LAN party

UK: Swindon Town Football Club provided the

veriue for |3, the biggest LAN party the UK has
seen. A total of 440 gamers were invited to
test their fragging abilibes over a 56-hour
penod, from 9am on Friday March 24,
Though participants were asked to pay a
nominal fee of £40 and bring ther own PCs
and monitors, the event was massively over-
subscaribed. Gameplay hopes to hosta 1,000
gamer event before the year is out. Sales and
riarketing director Andy Mee was ebullient

about the weekend,
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“These events go from strength to
strength,” he daimed. “They allow gamers
to pit their skills against one another in a
competitive ervironment and in some
cases leam a tick or two from some of the
professional gamers” Sweden's top seed,
Doomer, and arguably the UK's top two
players, Hakeem and Sujoy Roy, were on
hand to provide tips on how gamers
could lose gracefully.

In the past, organisers have complained
of hygiene difficulties at the event —
apparently the most obsessive players
demonstrate an odd fear of water. This time,
13 provided shower facilities and a list of
cheap B&Bs for those seeking a scrub and at
least one night of sleep. Sponsor Red Bull
provided the pep-up for everyone else.

Multiplay.com offered the organisational nous. It all became a bit too much for some. Bless

using an expansion slot Planned expansion
modules for the device range from MP3 audio
players and digital cameras to wireless modems.

The modules are similar to Game Bay

cartridges in appearance and ease of use. Although

the device will dearly appeal largely to business
users, there will be several game cartridges
released for the systemn, as well as the prospect

of networked games in the future. Tiger Woods

PGA Tour Goff from EA Sports i already available,

featuring gameplay that will be farmilar to any
players of similar golfing tities, albett controlled

with a stylus. Roll on Visor Tetrs.

The handspring
comes bundled
with a cradle to

of data between
handheld and PC.

of colours, it's a
cool counterpart
to the PalmPilot

allow the exchange

Available in a range

Shigeru Miyamoto's anticipated
release date for the next Zelda
game on Dolphin: 2005
Number of chapters to be
contained in the second
Shenmue game: o to fve
Literal English translation of
the word Shenmue: chessy
First day sales of Sega Saturn:
200,000

First day sales of Sony
PlayStation: 100,000

First day sales of Sega
Dreamcast: 150,000

First day sales of Sony
PlayStation2; 980,000

Amount of digital TV
households in the UK by

2004, as predicted by
Datamonitor: 33m

Amount today: 9m

TV owners who watch daily: 78
percent

Mast popular TV show in
America today: 'Who Wants To Be
A Millionaira? (32m viewers)
Viewing figures for the final
episode of NBC's 11-year hit
sitcom ‘Cheers”: 93.1m

Current top-grossing film in
America after 26 weeks:
‘Amencan Beauty' (398m)

Box office takings for ‘Scream 3
after six weeks: $84.4
Percentage of young executives
who in tests remembered the
email address imnat@the
happymanhonest.co.uk after
five pints: 82 per cent

Amount who remembered
tracy_smith106@dial pipex.corm:
34 per cent

Amount of A4 pages churmed
out by the Edge office laser
printer since July 1996: B1 350
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Tarwater
Animals, Suns & Atoms
Kitty-Yo

if Berlin is the new Seattle, KittyYo
5 its sub pop anc

German post-rock/electronica axis,
as they sing in English. Tarwater are

unlikely to cross over

sensibe at are always
tempered by stem expenmentalism
for every draft of surging electre-
pop there's a funereal drone. Precise
and unsattling. The joys of Frishling,

DJ Food

Kaleidoscope

(Ninja Tune)

DJ Food began as nom de plume
for Coldeut's Matt Black and
lonathan Moare, producing the
legendary senes of D) Brakes LPs in
the earty '90s. Now the DJ Food
soubriguet has been bequeathed 1o
Coldcut acolytes PC and Strictly Ke,

In the five years since their last

album, the DI Food agenda has
been tugged and stretched out of all
recognihon 10 INcorporate Jazz, nose
, word collage and generous
helpings of Debussy. Light years
fram the usual scra
table fare, Kaleidoscope ushers
in & new era of sample mania.

v-and-mix

fu

Sofa Surfers

cargo

(Klein)

Austria's Sofa Surfers {along with
Pole and Bemd Friedmann's Nu
Dub Players from Germany) are
finding inventive new techniques
for spreading the deep bass
manifesto; Cargo is built on mock
solid percussion foundations
underiying a visceral bass assauft
They take the familiar spliff-fuelled

surroundings. Under the paving
stenes of Vienna, perhaps there
s a beach.

gt | e

L

J
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TRIGGER
HAPPY

DataDyne Company

Author: Steven Poole

Publisher: Fourth Estate
ISBN: 1841151203

Site: Perfect Dark makers seek talent

URL: www.datadyne.com

DataDyne, the sinister-looking organisation

featured in Rare's forthcoming title Perflect Dark,
has positions available for enthusiastic graduates
with & good degree. Careers range from gene-

sp

entiang corporate package is promised.

The giant ‘company’ detailed on the Web

site specialises In genetics, pharmaceuticals,
and gene science and mirors the company

that is part of Joana Dark's nemesis, Edge

can detect a dever publicity stunt. Judge the

firm's credentials for yoursalf,

ng technidans to forestry engineers and an

TRIGGER HAPPY

They have been debated in the Houses of Parliament and
the object of mass media scom, while some say they
pose a senous threat to the hithero unshakezble might of
Hollywoed. The question is: how did games get to be so
popular? In this unusual critique of games, Poole mixes the
language of literary and film criticism with plain English to
describe the evolutionary and revolutionary changes in
games over the past three decades. "Trigger Happy' is
more than a timely reminisce over games history, it is a
critical look at the creafive achievements in games and the
experiences they offer at the twm of the millennium. It is
evidence of the broad public acceptance of games as
something more than just kids' play things. That a highly
regarded publisher such as Fourth Estate would print a
book focusing on videogames is an indicator of the sea
change in popular attitude.

Armed with a fanciful collection of enudite quates
and references, Poole draws the connections between
games, popular culture, art and film. At imes it becomes
overblown, with cultural, philosophical and artistic
luminaries. such as Plato, TS Elliot and art historian E H
Gombrich making guest appearances, but Poole's motive
for this is dear. He attempts to elevate games enticism
away from the hardcore gamer's viewpoint in favour of
pseudo-highbrow deconstruction. No mare ‘the great bit is
when you get to blow the monster's head off, Poole is
interested in defining and discussing the fundamental
qualities by which all games can be compared and uses
them to make a eritique of the state of the art
Soundtracks, scripts, animation, gameplay, artificial
intelligence, virtual environments, cybemetics and aven
ethics come under his microscape.

Poole feels most at home delving into game details,
but makes a good stab at some philosophical issues in
game creation, too. It's long been fashionable to talk about
the convergence of film and games, but Poole is wary of
those who predict the downfall of the Hollywood
blockbuster, devoting significant space to arguing the
fundamental differences between games and film, and
mounting a convinaing case for why their much-touted
convergence would be pointiess, nat to mentian
disappointing. He believes that truly great games are those
that create ther own intemally consistent world — with
Zelda: Ocarina of Time meeting his the criteria in terms of
internal coherence, but Tomb Raider falling pitifully short.

“Tngger Hapoy' explores how games interpret
existerthalism, linguishics, aesthetics, culture, their use of
psychology and their status as works of art. It is perhaps
the first serious atternpt to understand just what makes
some games great. Where it efrs on the side of technical
detall, it makes up for in enthusiasm and engaging
argument. A seminal piece of wark
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VIEWPOINT

EXPRESS YOURSELF IN EDGE — WRITE TO: LETTERS, EDGE, 30 MONMOUTH STREET, BATH BA1 2BW (email: edge@futurenet.co.uk)

find your comments regarding

female members of the Thief
2: The Metal Age development
team (page 32, EB2) to be ill-
judged. In a cheap attempt to be
female-friendly at the expense of
your male readership, you suggest
that a female influence explains a
less violent, more suspenseful and
intellectual approach to the game.
While it is true that deft fighting
could be employed in the original
game, this was not due to a lack
of female influence.

Thief was a pioneering title and
as Steve Pearsall (Thief 2 project
director) attests in several online
interviews, some levels were
more stealth-based while
others were more grounded in
combat/exploration in an attempt
to cover all bases and test the water.
With fan feedback clearly supporting
the stealth dynamic over combat, it
is the former that 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
team should employ their inferior
intellects on mindlessly violent
games and leave the development
of Thief 3 to the females?

Poof ‘Antagonist’ Daddy,
address withheld
Yes, the preview was supposed to
land the editorial team loads of
dates with super-fit ladies. Damn
our foolish, misguided eyes.

n n reply to Bruno Bonnell's
statement (News, EB3)

that games should be shortened
down to five to ten hours of
gameplay: Sir, you have completely
lost the plot on this one.

You only have to look at the
history of gaming to see that

longevity and replay is one of the
greatest assets of the all-time-great
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 great software.

Were Elite, Carrier Command and
Monkey Island short? Zelda 64,
anyone? 20-plus hours, easily.

However, if you are having
trouble releasing finished games,
let me suggest that with the
explosion of the Internet, there is
a modern alternative. Ship a game
with around 20 hours of solid

Force, Counter Strike and Team
Fortress Classic. They all add
significantly to the longevity and
status of their title and developer.
They also energise the fans. For
example, | run a successful Web site
with over 14,000 words of advice
and guidance on just one character
from TFC. If Half-Life had only had
five to ten hours of gameplay would
anyone be excited enough to create

these add-ons? Would | have been
bothered to write my site? | doubt it.
No more pathetically short games
like Driver or HOTD2. Leave them in
the arcade, please, Mr Bonnell. |
want longer-lasting home games

‘You made me analyse which titles | find myself

returning to. Titles such as Tekken 3,

GT2 and Mario 64 Never gather dust for good

reason: they are all playable in chunks’

gameplay, and then commit to
developing the replay value with
multiplayer and add-ons.
Consider Half-Life, and then
consider add-ons like Opposing

(roll on TF2), leaving the candy floss
(such as Crisis Zone) as they are:
short, sweet, and a pound a go.
James Bell,
via email

There are clearly two sides to this
argument. Spare a thought for two
readers to whom Bruno Bonnell's

words may have struck a chord

he 'Size Matters' article in E82
ﬂ raised one of the most relevant
and interesting gaming issues for
some time. | would regard myself as
a keen gamer and devote as much
time to games as is possible,
considering | have to fit career and
drinking into the equation.

You made me analyse which
titles | find myself returning to.
Titles such as Tekken 3, GT2 and
Mario 64 never gather dust for
good reason. Despite their size and
complexity, they are all easily
played in bite-size chunks: a few
hours at a time. Titles such as
FFVIll and even Zelda 64 require
days at a time to really get into.
After a while they almost seem
like a chore. Make games as big
as you like, but they need to be
easy to return to.

David Walker,
via email

have always had a burning
I] passion for gaming, from
standing on upturned milk bottle
crates to play Space Invaders,
through nearly 20 home systems
and countless credits in the arcades.
But | recently realised that the
amount of hours that | have time to
play games each week is on a par
with the number of original games
being released this year.

The games market has almost
lost its ability to inspire me to make
the effort. | am in university, in a
relationship and have a part-time
job. Gone are the 12-hour playing
shifts. How can | complete FF
Tactics when | can only play it



irregularly? The gaming industry has
aimed more towards the casual
experience with each passing
generation of systems. It will reach
its sadly inevitable, logical
conclusion once Microsoft has
gatecrashed the party.

The only hopes are with
innovative developers and
network gaming, where the wheat
can be separated from the chaff.
Gaming still has something left to
offer hardcore gamers for some

time, despite all the crap theyll
have to put up with.
Paul Powell,
via email

egarding E83, p59: ‘Motion

capture is one possible
answer - even if it is merely used
as a guideline for crayon-wielding
staff to work from".

Don't you think this is a little
harsh? | find this statement
somewhat annoying. | happen to
edit motion capture. I've been in
the games industry for as little as
three months, after spending four
years in post production.

| read your magazine because
it's the only one | take seriously. |
respect your views and enjoy
reading the intelligent content. |
don't expect comments such as this.
| would hardly describe myself as a
‘crayon wielder. Motion capture is a
good platform for up-and-coming
character animators who wish to
study movement and form —
animators that don’t yet have the
necessary experience to create
stunning ‘hand-animated’ moves.

Please could you refrain from
using such narrow-minded
comments in future, -

K Ribbons,
via email

Developers: are your visuals staff
the weak link in the creative cycle
when it comes to nous? Or are they
merely misunderstood? We'll collate
your responses and publish the
findings in some sort of impressive-
looking scientific fashion next issue.

am bitterly disappointed with

Sony. The Japanese launch of
PS2 was the worst launch seen in

| was in the US during the
Japanese launch; | enquired about
PS2 and found the average price to
be $700-780. When | got back to
the UK the average price of a PS2
was £1,000. | have since learned
that auctions have driven the price
up to a £1,500. Game importers in
this country should be ashamed.
Richard Stringer,
via email

‘Is Ireland the only country that has breamcast,
but no Internet ON consoles? Outside of
Japan, hasn’t Sony sold more Playstations per
head of population here than anywhere?’

the past ten years. It seems that
most importers’ opinions so far are
of disappointment, not only
because they are embarrassed to
find out that almost £500 is spent
on a machine which offers a few
days worth of enjoyment at most,
but because it offers absolutely
nothing new. My friend and | spent
the preceding week of the launch
in anticipation of something really
special: followed by dismay.
Ridge Racer V is the only decent
title of the crop and it is short
lived for anyone remotely familiar
with the franchise.

| have fond memories of the
days | first switched on a console in
the first week of the Japanese
launch, Unfortunately the PS2 and
its launch titles hold no special
place. | read on the Net that
Japanese shopkeepers were
buying back PS2s for double the
amount they sold them for shortly
after stocks were exhausted. If |
were resident in Tokyo | would take
that offer and buy one back when
some decent titles such as GT2000
were on the release schedule.

went to my local importer
on Wednesday to buy a
PlayStation2. | walked out with a
Dreamcast. PS2 release software
must be the most lacklustre and
disappointing of any new console. |
almost felt guilty that | had not
supported Sega’s excellent machine
upon its original release. PS2
software will of course eclipse its
rivals as developers get to grips
with the machine’s difficult
architecture. Until then, no amount
of technical promise will make up
for a lack of truly next generation
software. So | shall amuse myself
with Sega's ever-expanding range
of excellent DC titles.
David Steer,
Hammersmith
You meant to send this to the

official Dreamcast mag, didn't you?

here is often talk about how
us Brits have lost our identity
and culture. | think it's about time
something drastic is done. It really
annoys me how so many people
buy new FIFA games every year, not
knowing that there is a far superior

footie series originating from ol’
Blighty: Actua Soccer. Most people
probably don't even realise that FIFA
comes from the US, but they laugh
at the Americans for their ‘worse
than even us’ football abilities.

We spend millions buying their
inferior simulations of our own
sport every few months.

It's not the public’s fault for not
knowing the ins and outs of the
industry, but | think developers and
publishers should do something
about it. If every game originating
from the UK had a small,
recognisable logo on its box, next to
the ELSPA age rating, | think it
would encourage people to buy that
product over an imported one. It
would be unreasonable to think
that publishers would take up this
step immediately, so | call on the
UK games community to start the
ball rolling. In future, if you make a
map, skin, mod — whatever - for
release on the Net, just put ‘UK’ on
the end of the name of the extra,
This would let everyone know of the
map's nationality and if we get
enough quality maps with ‘UK’ on, it
could show how great the British
editing community really is.

This may be a bit harsh on the
overseas industries, but it's not 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 west.

When a British film launches, it
causes a huge splash in the English
media. ‘Waking Ned' was a
mediocre film that wouldn't have
got a look in if it had 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
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Python, Lara Croft and the Spice
Girls. Let's show them how stiff
our upper lips really are.
Daniel ‘Mad_Sk8er" Nemenyi,
via email

have noticed many games
“ companies are trying to merge
many of their consoles into other
mediums - it has already happened
with the Dreamcast. But what is this
leading to? Sony promises DVD
compatibility and is looking to make
the PS2 into an all-in-one
entertainment machine. This may
seem like a good idea, but then so
did many of the games industry's
failures at the time. | believe this
merging will not win favour with the
core games machine owner, but it
could suit the average T3 reader
looking for the nicest piece of kit
Merging is not always good
news, as history has shown. With
many ‘all-in-ones’ the final product
is usually a compromise; tele-videos
were small and unappealing
compared with a widescreen
television with a digital TV decoder
and a quality VCR. | think the PS2
could end up as the computer
version of tele-videos - once the
PS2 is launched, DVD drives will
dramatically improve and so could
other planned components.
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
whatever else, however extravagant.
Simon Taylor,
via email
The PS2's DVD-playing capability
isn't intended to compete with that
of dedicated players - it's there as a
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mass-market consideration, not to
appease movie hobbyists.

ow that Australia finally has
its Dreamcast Web browser

and an ISP set up, is Ireland the
only country in the world that has
Dreamcasts, but no Internet on
consoles? Outside of Japan, hasn't
Sony has sold more PlayStations per
head of population in Ireland than
anywhere? Even though we are
admittedly a very small market, the
500,000 PlayStations sold here
show that we do actually exist.

Sony set up a dedicated Irish
SCEE office, and it has paid off. Sega
Europe keeps telling us that it is in
negotiations to have an Irish ISP, but
it has been saying this since the
European DC launch, and we've
seen nothing yet. Apart from delays.

No wonder Sega can appear
dead in this market, and I'd bet that
other countries have been treated
like shit by them, too. | love the
Dreamcast and acknowledge that
Sega has some fantastic titles for its
machine, even if plenty of
forthcoming titles have been
delayed. But as a company that is
supposed to provide some very
basic things for its customers,
| think Sega compares poorly

hy has Edge shied away from
pointing out one of the most
critical features of the PS2? Could it
be that even Namco couldn't deliver
what it had promised? Compare the
original screenshots of Tekken Tag,
populated by dozens of onlookers,
to the screens recently seen in the
press and on the Internet — a barren
affair. | don‘t doubt that PS2 can
deliver the quality shown in demo
form. But Edge has done little to
show this weak link. Instead, it is
quite happy to continue comparing
the Sony machine to Dreamcast and
downplay Sega's attempts.
On one hand, Edge shouts
how great PS2 is and then hangs
its head in disapproval at the
quality of titles available at launch.
PS2 will conquer all and DC will
ultimately only appeal to the arcade
fan, and yes this is the first
generation of PS2, but were you so
forgiving with DC? Edge should
consider its own perspective.
Keith Cox,
London
Sonic Adventure scored eight out of
ten in Edge. Now go and read this
month's PS2 game reviews.

reat article on PlayStation2
(News, E83). It's always nice

‘PS2 could end up as the computer version of
tele-videos. DVD drives will improve dramatically,

S0 could other components. companies should
stop trying to dominate all markets’

to SCEE, which at least keeps
half its promises.
Wes Webb,
via email
Next month’s Sega feature will
look into this area, along with
a number of crucial others.

to read Edge’s sober analysis after
all the drooling hype that other
magazines print. At the risk of
sounding like a pervert, I'd 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 exactly will you play
it? Dare | ask what peripherals
might be involved?
Kevin O'Reilly,
via email
You are an ill man, Kevin,

am tired of the negative press

Pokémon has received in
recent tabloids - all this talk of how
Pokémon is the cause of many
playground feuds, how it promotes
greed and teaches cunning tactics
to our children in order to succeed.

Pokémon is a product of
Nintendo, a company renowned for
its strong views on the importance
of friends and family. It is designed
to make money, but isn't that is true
of any product from any profit-
making company? Pokémon is a
game of collection, nurturing and
strategy. Its cartoon series clearly
portrays the importance of friendship
and teamwork. Greed and
unsporting behaviour, depicted by
the Rocket team, never succeed,

If kids can't behave themselves
in a good manner when trading
cards, then it is down to their own
philosophy and code of conduct. Is
Pokémon really the cause of all this
greed and anger between children
or is it just indicative of poor social
behaviour among our children?

Of the disgruntled parents, how
many actually know and understand
Pokémon and of its underlining
messages? Not many. So it leaves
me to ask, what kind of person
bases judgement due to their own
ignorance? Computer gaming seems
to be the scapegoat for so many
social issues, and Pokémon just
another avenue to escape the truth.

SaiTong Man,
via email
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