




ENTER TH E FUTURE OF INTERACTIVE ENTERTAINMENT 

a t mustbe difficul t working at Core Design, 

o ne minute you're pumping out cheap 

16bit plalformers like Chuck: ROCk: and Rick: 

Dangerous, the next you're In bed with sega as 

one of the most prolific exponents of software 

for its Mega CO add-on. Then, as the prospect 

of a Thunderh{Jwk: sequel looms ever larger 

(the rent has to be paid, after all), an artist just 

happens to indulge a whim on his sketchpad, 

and an icon is born. Then it's all press junkets 

to Cairo, cruises up the Nile, camel rides to the 

Great Pyramids, and home in time for tea during 

whiCh you idly leaf through an Elite Models 

catalogue in an effort to find a human face 

for the monster you have unleashed, 

But while Core retains the spirit that put 

Lara Croft on a hundred magazine covers (the 

company has just signed up the fourth rea l- life 

model to fill her boots), Tomb Raider is yesterday's 

news to a certain group of creatives at the 
company - the same group, in fac t, who were 

respons ible for her first outing, but none since, 

Today th is team is setting out to prove that 

Core is far from the one-trick pony tha t cynics 

so love to term it. In Project Eden, th is month's 

cover game, there's not a green spandex top 

nor cutesy little backpack in sight. Read Edge's 

exclusive report on pSO, 

Project Eden's host platform, PlayStat ion2, 

is also examined in some detail this issue (see 

p60). Sadly, for the second month running Edge's 

proposed Dreamcast featu re had to be pulled 

at the last minute. Hopefully the Naomi feature 

(see p42) wi ll appease Sega fans in its place. 
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NEWS 

CALtting Edgp- ~ . gu2ingEdge 
~utbJ ~ ~(]ge 

The latest news from the world of interactive entertainment 
cuttlng(f~~g 

SEGA EUROPE WAKES UP FROM ONLlNE DREAM 
Plans for multi player online Dreamcast games slowly emerge, but lag behind those in the US and Japan 

\ I . 

Online "mini p'roved to be the m,in focus for Seg' allilis spring's Tokyo Game Show. Senral tilln han been lined up to showcase Dreamcut's 
mulliplayer fUllitin, including (from left) Quake 11/, Phantasy Star Ontine, Marvel Vs Capcom 2 and Chu Chu Rocket, Most ale confirmed forllle UK 



Sega threw anything and everything vaguely DC online­
related on to the floor at TGS - and il 5eemed to work 

~ ~h on li rJe gaming becoming a key rallying cry for 

W $ega's Japanese arld Amencan dMSIOOS, $ega 

Europe is preparing to come out of the multipla\,€r closet 

arld present its Internet games. AS eJq)eCled, support for 

onlW'oe play has been low key to date, With the recent launch 

of several 'lite' games (1esjgned to whet ptayers' appetrtes 

before the Ijg launch of CM Chu Roc~er 011 May 26. Edge 

has heard Irom a reliable source that sega IS planning a 

majo( marteting posh for the title in Europe, but the 

company refuses to disclose eX<lcttywhat thiS 1'1111 enta il. 

FOf now, then, European garners will have to content 

themseM'-S W1th the mini-games avaiiable free through 

Dfeamcast's Web p:JrtaI, dreamarefla Created l1t GUlktford 

oo li ne game specialist Ftendish Entertainment, the rooge of 

five titles ioc looes BiltIlesillPS and Connect FOur derivatIVes, 

as ~I as a slid ing puule featUring SOnic the Hedgeho& 

arld a SUllple pob quiz offering prizes for the cleverest 

competitors Altt'lcwJgh this may soulld like a rather lifTll 

NEWS 

5ega is keeping the process as intuitive as possible to avoid 
the esoteric nightmare that is PC mu~iplayer gaming. thereby 

persuading mainstream garners to increase their phone bills 

introdl.lCUOfl to on line gaming. it's worth pOinting out mat 
the likes of chequers, GoI and chess remain rl'I3SSM'!ty 

popular online games for the PC and Mac: Indeed, the btggeSt 

onhne title in the 'M.lrId is not Quake Illor Unreal TOUrnament, 

but HeiJrts on the MK:fosoft garmng net'M:>rk - no latency, 

nomtch gaming sl:ills reql.lired Perhaps $ega Europe IS 

Iloping to shimmy in on thiS Iow-eXpectatlOflS martet. 

Up neXl 1Nl I be Chu Chu RocJ(et, $ega'sdevillShIy 

addictive fourp1ayer puule game. II the US release is anythJng 

to go t7v, the game should feature a seamless onhne optIOn 

allowing players to simply click on an 'OnIine' icon. meet ~ 

WlID other garners in the chat room am then either set up a 

new game or join one already in progress (each game 'MM 

also IIlClooe a skill level jmica!OO. sega IS keeping the 

HeatNeL Sela'S su"essful online laminl site, is branchinl across from the PC to DC. 10s;" i5 a realtime 
stlalelY lame of exploration and combat. .nd will be the fil5t title 10 m.ke the leap across 10 Ihe console 
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These urly Orumc.st shou of 8/acll , White 
show th.t few compromises have bun made in 
terms of visuals, !>tter MolyneUJ prOmiSel that 
the multlpl.yer options will be exactly the same 
as the PC ones although - unlike with Quolre 11/ 
- there hIS been no mention yet of Orumcut 
owners t.king on PC owners .t their own lame 

The International pIcture 

... 08 £DGt!:' 

process as sn1jlie and tnnnwe as possible !O a..oo tt'Ie 

esoteflC ~tmare that IS PC muitJpIayer gaming. thereby 

pefSUUlg maonstream ~ to ncrease their phone bdIs. 

Afref ChJOIuRocte!. ~ tt'Ie battle plan becomes 

tlknred, as sega ElXOj)e IS bewIg ~ SIlent by ~s pafent Irl 

JaOan. i'tOWe'.'er, tile CO'IlIWIV WIll be st'oWing off tne Mllno 

PIrfy-st'r* game s.:nc SllJffle at EJ. whK:t1 presentS ~ 

wrth arCU'ld 50 I'fd.games - aIOI'Ig tt'Ie same hnes IS mose 
... NlI1tendo'S tun ~tle - and IOCkJOeS an onll!le multlptayef 

opooo Edge has discovered SOOIC Shuffle is hlghrf likely to 

be the second bI8 Crine tltIe ... Europe. tu! details are sp.me 

at present MOre oetaI5 ... Edg.'s EJIe\XlfI next montn 

FlIMef into tne ftrture. the only DreamcasI. ~tles wrtI1 

mu l~pIayer onWIe tubeS W1firmed lot UK release thts ~r 

are Qwke. and 8&Id;:" ~ - both we ... the auu.mn, The 

QII COfM!I'SI()"lIS DeIng tlardea by HarrrTlerhead UI'IOef tne 

supeMSion of xm C8rmack and IS set to l1dude e~ckJ~ 

new arena:S,IIl'(I(<M!d textures and IlgIltJng effectS. and a 

host of O!her new teanes. TIle tlMIlS aIso"MXmg on 
creatrIg a t.ghty ~ merface and smooth g<wnepI3y, 

altnough players set to access tne game tM:ugh the 

stanOard UK oto'oe system st-o\.tI prooatlly prepare 

t'ler'I1seI'Yes for narr()W-~ latency. Meat1'MUle. 8JtId: 

, wnne IS set to rXfer ail the murt(llayef ieatI¥es of tne PC 

verSIOn (speofoeallv, tne ~ and 8JtId: & WhIte world 

OI)OOIlsj and earty' tests 01 onIne play haVe been successful, 

Also on tne honzon are the rnarTi US games set to 

I'ICU:Ie ~ opbOOS (see tile repon next montn for 

oetailsl as well as tne fomIidabIe PflantilSy Star ()'I/IOO from 
sanK Team. sega has talked about 8 'MlI1dwide SImultaneous 

release fof tne latter. and as 1'5 set on JapaneSe release 

sdIedI.des for autt.WT"I1. !his may welt turn IJIl on E .. ooean 
shetYes SOOIl€( th8n Dreamcast 0WIle!'S could haVe hoped 

This IngeniouS RPG. wt1lCh has gamers getung IntO groups of 

Iolx and irM!st@tlngalT\aSSM!exOoslonooa far-off ~t. 

uses an icon-drrven COIl"IlU1ICatIO system 10 get around 

the rnemanonat language barner, little else ISI.nlwn as 

yet, but the VIdeoscreen showing footage of the game was 

COOStan\1y swarr(lE!(I by eage- gamefS at the TokyJ Game 

SfIoI>< an::! Edge's ()Ml expetlellCe of the title tuIes well. 

so. as far as Europe IS o:ncemed It'S a slim line-up, tu! 

one mat's varied and Med With trlple·A material, and there 

~e rrore l<!paneSe and AmefiC¥1 titles to come. If 5ega 

Europe has a manellng pian to match the Quahty of these. 

onone console ganllllg COUld welt proYiCle the boost 

Dreamcast neeos at thiS pre PS2 POInt In time . 
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SPOTLIGHT REFOCUSES ON VIOLENT VIDEOGAMES 
WoJfenstein 3D and Myst come out of the cupboard to cause yet more media outrage 

n he amount 01 research e:t<Imtning li nks betWeen 

.. VIOlent YIOeogarnes 111"(1 aggressKrl ill chlklren ~ liKe~ 
to intrease OYer the next few years. New stuOleS outlls/led irl 

the JoIJmi!I 01 PefXIna/Jty and SOCial ~ have made 

he8IkIe news and fuelled tears that stneter censorsI'lP may 

be ~ to rut cIoYm on violent content irl ~ 

The studies conoocted by Or Crall! ArIOer5on of IOwa 

State ~IY and Or Karen [)(II of lE!OCNr-Rt'r,fIe COllege 

warn that me medium is potentialty fTlOfe pemicious than 

el(/)OSOre to \IIOIent films and televlS!O!"l. The f,rst piece of 

research was a ~rnpIe COfrelatJon study M1ld1 asked the 

WljeCIS to lII'lSVoeI' Quesuoos on \nelr acaoermc recoros. 
aggres5IOI"I ~ V'ideogame preferences and IIITlOUIll 01 

tme SPel'I ~ games. Pert\aps IJIlSUI1lflStl8 Or 

Ar'I(1e(SOn reoorted that '\ne 3IroU1l 01 ume pIayirlg VOeo 

g¥I1E!5 was assoCla!ed wm bI.oer acaaeo:mc graoes' 
The second asked suIJfects to 'IX.U$I'I' a I'IIdOen oooonent 

by tlIas\ll'@tI'Iem...,tha'l1OXIOUSoM1rte'XllSe' afH!r playing 

ett/1ef I'otlIfenstflfl 30 ()( Myst. The SUOjeCtS of the 'M)lenstetn 

prograrrme (see NewS ESS) was equalty- ooimpressed by this 

new research He 5aI(I' "Yoo cannCII $llrulate in a Iaboonory 

the ~ SOCIal prODlems that people are concemea 

abrut. an(! ~ the actUal evoence SUppoMg a Id: 

~ meo.a W)IeOCe and real WJIence IS very weaI:-" 

Tl'IOugtI 11 0E!Ye1O\)rner!t<M effect 0I1IioIent games on 

cI'IIldmn rem3IflS a concern to psychologiSts, many bel~ 

Subjects were asked to 'punish' a hidden opponent by blasting them 
with 'noxious white noise'. Or Dill concluded from this that 'violent 

games provide a forum for learning aggressive solubons to conflict' 

group emmea biasts<M'fagrtg6.81 seconds, theMySl 

!P'OOP 6 65 seconds. Or DIll concluded from Ihe5e figures 

that 'W:IIem VIdeogames prOVJje 11 fon.m for Ieao:TWtg and 

practlSll1g aggrl!SSM! SOiJtlOl'tS to confI!ct' 

The research makes direct reference to the reeoage 

murOOrs In COlorado in which Enc I1ams ano oy1ao K~ 

ki lled 13 fellow studefits. Doom is CIted as 11 factor whiCh may 

!\aYe been IrlStr~tal Wl !heir psychopatlllC DeI'\<Mour, 

Or Guy Cumerbiltch, l'otlOappeared on Ct\OW'IneI4's 

'RJght to Rettf to dI:!rotJnce the 'DrSpatcnes'1IIOeo NaSbes 

mat the research cooaucted to date has been sunplisoc 

"The yoooger you are. tne more effect YIdeogames 'NIl have 

on you: ITIIWltanS Or Mar1c Gr1fflths, head of ps;o:;hoIogy 

al NOtU~ 1I'ent lXl/verslty "But the idea that human 

behiMour IS oue to one ISOlated factor 1$ nchculous· 

He makes a COIMOClng argument against cross-sectional 

Sh)(l1e5 and for IOOgltudlflal StudIeS 'where II IS poss<bIe to 

follow a gr~ of CIlIKlreflOYer 8 klng perioO of time' 

The AnOersorVDrI research can be fot.nd at 

_apa.org/IOlIrna~pSptpsp784m_htmI_ 

Wol(enste;n JO .nd Mrst were 
chosen beCluse of their 'dose 
m.teh', Oil! believes that they both 
share the Slme walkthroulh formal 

The Anderson 
questionnaire 

, ""me 1<><0' ~". f~"oo l .l~ 

."',",,~ .. m~, 
I '00", otteo 00 y<><> P~l, ,r,,'m' 

1 from' '0 I ,~'" ' ..... '-..01<'0' 
,""'eo' 

• HOW ""(~ """"'" you!"'; 

.. ,,, .. "" f><>rI>e., m~h' "" c~"'P'J,' 
~ W,",' 00 y<><> ,""' .. , .... ,,-,<,,, 
are ',",I '""1 """ .. _ w. t>oo 

,,,p«! '0 .... ' 10101.",",' 

The evolulion of. psychop.lh l No one wOllld expect a mll rde r 10 be commited with 11 Microsoft mouse, yet Ih. theory thll teen'le murderers such 
IS Kllbold .nd Ha rris were not only influe nced by videolames bUI were "lively 'educated' by Ihem in Ihe use of firu,ms I, prlvltent in AmeriCl 
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NEW WAVE OF PC 3D SIGNALS VIDEO CARD BATTLES 
ATI and 3dfx present new products in New Orleans, but nVidia steals show with its GeForce2 GTS 

... 10 €DG£ 

The Isle 0' Morg, a demo created by The Whole Experience to show GeFoKe 2'5 
per-pilei shading and hardware T&l (left: features diubled; abo~e: enabled) 

D he WindoWs fiardware 

Engineering COnferellCe 

(WinHEC), l'rtIich tad:: place at the end 

of M11 in NeW Ot1eans, witnessed a 

flurry of anl10UfJCements from 

compeung 3D graphics hardware 

devek:lpers targeting me high-i!nd 

user. Kicking off, 3d1x annoollCed me 

\A:J0d005 «XX!,1'rtI1Ch promises to 

deliver a fi ll rate of betwee!11.33 and 

1.47 gigatexels per secood, backed up 

by a set of features including full scene 

anti·afraSlng and 3dfx's proprietary 

H)uffer digital Cinematic effects 

engine. Bull'rtllle 3d1x has a well· 

established brand, nVidia's latest chip, 

the GeForce2 GTS, IS more impressive. 

The succe55£X 10 its GeFOrce 256 

graphk:s proce55£X Unit boasts a fill 
rate of 16 gigatexefs per second ­

compared with 480 megatexels for the 

256 - aoo a clock Speed Of 2IXlMHl. 

The chip is optimlsed for Microsoft 

Dmxtx and SGI OpenGLAPls, and 

featu res architecture coo~stent with 

that of oreviooS nVidia chips alongside 

a unified drJ\ler setup. The most 

important new feature added 10 the 

hardware transform and lightulg of 

its predecessor is per·pixel shadmg 

technology, enabled by the nVidla 

5hadrng Rasterizer (NSRI. Patrick 

Moynfhan of The Whole Experience, 

a development team based in Seattle, 

has worI::ed with nVidia and its new­

ch ip and is very positIVe: "The nfee 



NEWS 

Willl ATI's kly 

Evo/VG is Ihl linl "me 10 ukllull.dy.nuJI of IIa Gefor(e NSR up.bi litl", Tbl 11 .. 1 of dluil is l'l.tly 
Inh.nud throulh the nVidi. fllturl $IL MI(ros.ofl'$ X-Box will use. more .dnn(ed nVid!. (hip, of (ourse 

f.,ml interpolllion 
le(hnolop (lboYI), 
intermedllll frlmes 
ollnimllion Irl ttll 
rlmil of Ihe (hip lUel! 

trW'\I! atxM the GeFOrte dllpSellS that 

me features that are supported (rI the 

NVl0 arKI NV1S chipsetS are all tightly 

integrated wt~ Directx. wo.1o:lng wlth 

the GefQfce ellipse! was extremely 

easy The major featull.l on tile ongmal 

~ was the transform and 

Iightlng. 0r1 the GeFOrte 2 GlS they 

have almost aoubled the performance 

01 the transformaoo ~ ~ 

but atso the pule! shacIing stuff is ~ 

I~. CU' programmers are so 

excited about what 'M!'re gong to tie 

able to oowth that. ~'s oot iUS! a one, 

off SII'l1p1e elfec~ n's like a constructlOTl 

kll IQ( deW!lopjng surface st\aders thal 

IS 'RIY QlStQffiJSable. Essentially .,00 

CIW1 CQI'I'ltWle seven different po:xeI 

renDer SIageS per pure! PII)eIIne - !here 

are fo.Ir 01 !I1eIll ' ana 11 albN.> you to 

creale some SC(hsocaled ~ 

effects that are mud1 more SImilar 10 

prerer'(1ered per po:xeI WgiltIng effeos. 

"At tile very flasK: level 'M! can 
SlffiUlate thlllgS I e prong shadng 800 

DeI-I)Q!eI specuIar highlights. but that'S 

.IlISt the tIP 01 the ICetIer&- Tllere'S so 
rTl.ICtI ~ttllTUana match 

Ito5e ooceI shiIder pipeInes r1 

ddfeleot ~ that we ~ t\aYen't 

yet figured QJ'( what sort 01 ~ we 
can do l'ilth it. The opportU'1I!y IS !here 

10 explore ,I and set thJ1gs lIP In 

dlfferenl ways to see v.tlat kinds 

01 effect you can actueve.. 

A runber 01 PC OEMS and 

m.roparty boa!d mrnIfacturl!fS 

have anrou"lCed suppon for IWidia. 

WICk.OrtiI DIll, Ga!ewa't CCin'lpIIq. 

HeWoet!,Pact.ard, and creatIYe. 

ATI will mlnulllctu re 
.dd-in bOlrds bued on thl R.dlon 156 chip itsllf 

ATt, meanwnlle. is bullish about 

~ RacIeon 256 chiP, v.tIdl also 

SUPPQr'tS haroware traTlSform an(! 

lighti ng witn a lill rate of 15 Gigatexels 

per seconc All'S Mart HoImes is 

conflOeot, and points 10 a feinUre set 

that ne believes is COITpeIItM! With 

11'I\cIIa: "We support all ttree <!liferent 

I',1)e$ 01 ~ mappII1g. \\tIereas 

IIlebeYe I1\Iicia jUst supportS \WO. 

we \'e atso iIttrOckIced t:ey!fame 

II1terJXliatKlO, which IS another way 

01 making the software COOOr's !Ob 

easier. The leinUre set is cenalnly 

much more rich thoothe N\ll S: 

InDeed, With these cards roN 

lIPPI'oacrwtg such speeds, the feature 

set IS now al mpon.ant, but 11 'MI 

Ile the software ~who 

dI!aae wI'ICh IS the most useful- L5 

SIVlllllhildl?arty manufacturelS haYI Innouncld products bUld on 
lhe nVidi. chip. ElSA's GLADIA( boalds III ."udy Ivailable In the US 

£DO£' 11 ~ 
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BROADBAND SET FOR UK VIA BT SERVICE IN JULY 
Online gamers poised to enjoy always-on, high-speed connection to the Internet for £40 per month 

IIr.II Iter successfu l tnalsol A05L techllOlogy, BT I'IiH 

I.iJI launch ItS lTJi)ssm<lrket bfoadbarld portal arld access 

service in JUly, under the brarld aTopenworId For £40 per 

month customers will benefil from atwaYS-Qn, higtl·speed 

connection to the Internel.M insta llaUon fee of (ISO will 

be waived if customers order before June 3:1 Residential 

customers WIll inIIlally be offered 512Kbps access (256Kbps 

upstream), though from the autumn connectloo speeds will 

increase. Eventually ~ is hoped that the deVek!prnent 01 a 

Personal OJ)e1l'NOf1d POrtal 1'1111 enable users to access 

pe'sonal,sed content through their mobile phones and TVS, 

Bob Foster, generallTJi)nager for h1ternet arld 

multimedia applicatIOnS at BTopenworld, told Edge what 

he thinKs VIlli be the ITJi)JOf implicatloos of the selVlce for 

onhne gamers"One is that it will reduce the alerK.y for 

corM.mtional gaming. because the network is very fast. n also 

allows you to have th in client games, where the game can be 

run on the server arld It wdl be the image of the game that 

will be sent \0 you Because the Image can be sent \0 you 

fast enough you can still interact in rea lllme and see the 

game SO ~ will allcMl multi player games where the actual 

gaming engine ¥ld ImageS are all prOOI.lCOO on a central 

server and the images sent 0I.l1 to the players. Tllat'salmost 

an eXp<msion of the sort of W<1IS III wtlich you can do 

gaming, It also allcms you to Slan spectatlng online games ­

wtlich I think is as yet untapped, For example, somet.xxty 

cooI<l watch tv.o people playing DI'X¥1l even ifthey didn 't 

have DI'X¥1l run~ing on their PC at all, Wh<lt they'd be sent 

is the VIdeo image of the screen. ArId because the band'Width 

is fast enough you can get good enough Qua lity VIdeo that 

you could watch the game: 

Foster also expects the service to affect the wir{ 

-
- :;"=:;:::'~-

British Telecom has signed content deals with more than 
SO partners. inciudinl Gameplay.com and Gameswire.com 

"somebody could watch two people playing Doom 
even if they didn't have Doom on their PC at all. What 

they'd be sent is the video image of the screen" 

sottwJre is distributed " ~'s mucIl more feJsible to buygames 

on the networt and buy the firSl level, or get a free doWnload 

wtllCh is the first couple 01 levels of a game. see rt you like it 

Jrld then buy the whole game, In fact.I think probat>tythe ~ey 

thmg It\at it's gomg la 00 for games is the ability to dI:Monload 

software very rapidly, I can see the whole distnbutlOl1 of 

gaming changing with this sort of technology" 

n isn't clear hcmlhe move to bfoadband WlU affect 

en eXIsting relationship with sega, but according to se!l1Of 

vice presideot for content John Raczka, "That relationship 

IS SUTlpIy being e~ to be taken in other dlrect,ons, We 

are currently actrvely eJq)lorlllg content relationships both 

with sega and other ITJi)jOr console players: Grven the 

commitment of both Sooy and Microsolt to broadband 

coonectMIy. rt will be interesting 10 see Whether th...->y 

1'0'111 sir le dlstnootion deals wit~ BT when their CI)(lS()Ies 

are released in the ut( 

Finally, UK gamers Will soon be abie to enm Internet 

access at the sort of speeds their American counterparts 

have benefited from for some lime. though the news isn 't 

aU good_ SOme customers will have to wa~ up to six months 

to access the service. In itially <lVJiiable to only 3S per Cent 

01 homes in the UK. t:Jy the end of next year t~is figure is 

expected to have inoeased to 70 per cent MOfe than 3S.00J 

people have registered In interest. Jnd BT will be 

tal::ing preorders online Jt www_btopenwJr\d_com, 

The Openworld brand will be 
markeled throughout the UK 



PRESCREEN 
EDGE PREMIERES INTERACTIVE ENTERTAINMENT'S FRESHEST FACES 

REPLAY? YES/ NO 
Trimming down the flab in videogames 

D s thefe anything more hateful In a game 
than once tIavIng completed it being told to 

go throogh the Whole thing all over again? More 
Insulting 51111 IS being motivated to (10 so by tile 
otler of an extra weaoon Of, If you 're really lucky, a 
Ctl<lnge of costume for the next circu it Th,s IS a 
very rotten carrot lnoeed. The fact is. unless vou 
nave a very distorted seo5e of pOOe, playing 
ttlloogh a game for the second Of thil(! tune. even 
one 01 the calibre of Metal Gear SOlid, ulllmat~ 
proves unrewarclng In today's cfllMIC there are 
simply too many other hot games screamlnglor 
attention 10 warrant 50ch an Indulgence. 

Rep lay va lue is tOO often usW as a means 
not 10 improve the essence of gameplay but to 
COUnter accusallcos of Quesllooable Klnge\l'ty In 
MCtal Gear Solid this is excusable; in Blue S/Jf!gef 
It IS not Fran~ly. If a game cannot ofter a ~ent 
lefl-hour expenence the first time around It'S 
hardly goong to Improve matters t¥ changing the 
COlOur of 'fOUr charactefs pants fOf lhe secood 

Recently a developer to'd Edge that TOIIY 
H8wk's Staw/:looroms is the lunchtime game of 
ChOice Al l the cha llenges nave oocn cOfTlp lete<j, 
all the mcxJes exllausted, y(lt tile tllle still 
prevents more r~enlly acclaimed games from 

usurPing ;15 pos.roon In the PlayStallOO diSC drIVe 
It IS the functamental prrnc,ple of the gameplay 
e~perience that demancts further attent,Of1 
Because Tony Hawk's Skate/:looromg IS Simply 
sneer fun to play, 'e~ternal' goals are applied 
COI Iel:ting every Single lape within the career 
moae inside 40 minutes is the currenl challenge 

But s thiS just a Question of gane styles? 
While you woo~ ell!leCt Street Fighter 1/1 m"o 
Strlte 10 offer short DufStS of a(Jd,cuve, 
COOlpetlt1Ve gameplay which Win ~eep 'fOU COOlmg 
trac~ for more, Fmal Fantasy IX threatens to ta~e 
up Just as much time With its nJrrauve pull 

Bruno Bonnel l has enrage<l soITe segments 
of the gaming commun.ry Dy ca lling on 
devek)pers to shorten the,r deveklpment perIOds 
BOO, in turn, reduce the length of games" In theory 
thiS may actually be MO Cad thlIlg. Square and 
SCEI'S corporate mach,nes will always provoOe 
the sweePing epiCS: other smaller develOpment 
learns night be bener relgmng m their ambition 
!lrld producing games wh,ch demand your time 
OOcause of sub lime core game mechamcs ratller 
than flabby and cliched Story1tnes. In rea l,IV, when 
was the lasltlme \'01.1 playea a narrative" 
drIVen title through for a second time? 

No one would qUHtion the Ibility of Metal Gear Solid " nd Final FantaJY IX to hold your ilttention 
for prolonced periods. Tony Haw#r's Skattboarding, however, un prov. mort "bsarbinc th"n both 

(PS2) Eido$ (1'164) Nlntendo (DC) sega 

HaW\I ome<pIe I $lip -- tIISIay has ........... tnIII lOOI<rlI:....,1y rNII$IIO;. 

name~sn:e1lS ... only as good asll'lelr tenr.s P"I!"' alien "M)JI< -~-_..-.:el;JSln'lOt'!h. Gynamocs. • ~ /ofm DesI. _lI"'Y don"t r.te d prtmlSl"l~ 
lIlis r..-naird one of the oS anytt ng ro lIO .,.,. the tfItmseI.oes to!,) ilel"1OU$I)' fMtures """'" ~ MS me 
most r1lrigJ1ng 1'F'S'I to westbr~'et1011 1$ 0011"1 expect ManO et /It Slreets in Juty Edge ""ill! 
emt'<ge r1 rn<;ent ~mes fi""'" set f<>r greaI!"Im. to go chooglng the ~ ~".IooI:t>ef~ 

PRE SCREEN 
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PRESCREEN 

PRESCREEN ALPHAS 
METROf'OUS STREET RACER CONTINUES TO IMPRESS AS KONAMI RETURNS TO THE 17TH CENTlJRY IN SevEN BLADES 

M ErR 0 PO LI S sr~R;E~E:T~~R:A=C:E:R:;;============:;;;:fc!'IIMAT : DC O( VELOPER: allARR( UfATlONS 

Tom !'OUr back 00 MS/? f1lr a moment and SlunG Cre<lborlS' mast~ ..eer relurns IooIung prel!Jef t!\an CWf AS It'le 

gilfTle nears lIS .......,. release tile oevelocler nas started tot\Jng LIP the effort IJMWed MOre It\an JS,<XXl pIlOtograpllS, 

401loo.x$ 01 V1<!eO footage, 250,00J 8111T11~, '00 traul ocXetS 10 lOr1don aM COO~ deveiOprnenIl'iOur1 nave 

erSUled XI e&rs from '2 manul,kturers can De r~ 3rOl.nd \tlree dIstricts on each oIthe game's!tuce CItleS 

(london, Tokyo. san Fr8rlC1SCO) MSR 10Cl/S0e'S on drMng $ki ll aM IS I)aSed alOl,l"Oj a selles 01 ,aces an::l d'la llenges. 

In also played in realume so that a player's local time zone Cletermmes the time 01 day in the city that ISH1/! races on. 



SEVEN BLADES 

PRE SCREEN 

FORMAT: PlAnTATlONJ DE VELOPER ItONAM I 

foreogr.ers Trom m~l<n land Japan, the IICtion 111 ~ BliIdes 

occvs 0fI the ISlaro:l of Dellllla. r~ lex a OIJtch 

tradl1l post. ThIs nod lOW<Vdsl'lstonc.lll autr'le!ltlCItl is 
QUICkly tnOermoned.lhough. A ma~ praugontsl soeoausofll 
111 dose corntIIII weaporwy IS !IDle to tr.-.sform IIllD a rObQt, 

while IM D/1ySK;a1 weabIess 01 a female CNrIlCter s 
COI!'(IeII$aIed /of trv increazl for~.1IlCLdong 3CCe5S 

to ~ guns. At;OOn IS akin to n:mo R8Itler, thwgh 

~th playefS a~ 10 mtch !Ie!WeeM the !WO l1efoes ~'s 
hope(! the Iln iSlle(l u~e Will offer a l ~tIe I'I"IOI'e finesse 



PRE SCREEN 

MARt 0 rE N N~I SL!!6..,4'--____________ ,"o"'! •• """"''''NINlENOO 14 IJ[VHOPU: CAMElOT 

1I ~IO GOlf os 1If1Y\hIrrg to go l)y, \his offen!1!l from NlntenCO is oest!oed 10 

tlfeak a few LTA rules. HJttJn(IIh8 tIaIl at !he speed 01 light ana PlCd.ICrog 

fireoaDs n JUSlIVoO 01 the more fancdul fe3tures. ThougJ'I the prneoIay ..... 

toe sompbsbC, 0I'Ie MOll !Of SlICe SI'OtS anothef for • ShOtS wdI enaoIe a 
range 01 strokes. The USUIII suspectS ret\ITI WItI1 tte aodollOfl 01 waugI 

LU'S"S Qan: '1Wt!1' £1'ef1 YOshi ~oeen n;Iuded - though how"hRempIovs, 

tile racket ",, 11 00 lfIIerestong to see. W,lt! a 1~\'€foptJOn and talk 01 

Game ~ compatibi lity, Mafia TennIS SilOukI rival the real iStIe Wt...a TennIs 

• L ~ . " 
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,. ~ .. -
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• ' r . .. , .. ' " 
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DAVE MIRRA FREESTYLE BMX 

PRE SCREEN 

fORMAT . PlAYSTATION OEVHOPER: t -A. ' ~ 

likeable TIlta:S/lI!<, Skate & DeStroy. this BMX ~tl!! feat ... es 
none...oo.:l class nOeflln adO'lIOn to tle eponymous tell­

tunes world CI\aITOO't All 0PeI11nCk system lets you start 

WIth sunpIe mcts DeIore usrc moIifiefs to ~ 

~ .,.::u reoenoore; and gamepIay IS IooI<tn8 orcmsang. 
Sctledlk<J lor iIIllIUIUI'M release. the ~tJe·S set to 10 head 

10 hea::l agall1$\ a fofthcOl'Tllll8 Matt ~hcensed pne 
from Twy i'/aWk's Statcti0.3ralng developer NeYe\'soft. 



PRE SCREEN 

COMMANDOS 2 FORMAT ' PC DEVElOPER, PYIO STUOIOS 

e~rtSIO!1 pac;;: ana, as fir$! report(!d O'l £ 83, now a seQOJeI_ A ~ game i!'Og'l1e 

has been deSIgned, and a!ongslOe \tie fam.lo« 'Outy Half Dozen' \WI tie a few 

new faces. The taCtlCIIi comDal sm gerYt nas DeCOme ~ CNel'crowoed 
s.once the 1irst bile appeared. bUt WIth !I'll ICbOI'I 005erYeC Jfom an .some!rlC 
VIE!WI)CWII. Pyro ~ IlC(W'C !hat a WIOeI raonge 01 dofhcul!y levels. erI\aIlCed 

graonocs, lluoO Cllaracter anmaoons and SI.C)eOOf enemy AI ..... 1IfIPI'E.'SS CNeI' 

the :)0 graphocs of ,ts tOO'(l"'btDr$. ThI$ game !.hOuIIl be as CPU-lfieOO~ as its 
preQueI, too. wT1101 natural~ ramps UP ItS aP!)eal to~s 01 age.ng mactllrMl'S. 



f rom SOftw<Ift' h¥dt111as a reoutauon tor pmduang IO(K1rlIWef SOftwafe. but tI1is a/le-~ 

adYenture coukI finaIy be the game 10 dIange lIS fortl.ne$. The rwne 0nei'l'00rI1I may DerrI'e 

from the f1l(:l !tat after sever_ key encounters the pIayeI 'MU be able 10 fofge a MW ctwactef 

to JOII1 the tealTl The ~ dI!fiMeIv leans lowardS acwn RPG eIernenIs, Mth the oortY 
I'IMng to lend off SWiIIITI$ (It III1I!mIeS \Iihd'I natUfally De<X:me ITQe t'l/ItIOrate as the p1lt' 

progresses. Ewry!I"ong 1nCkId"'8 the COI'IlM lai<es place In rmmt ano, U10ugil sub-rrIIssIons 

nave been prOlll''>ed, the ftnal goaIlt'lICS Iht' party to a partlCu!¥I\I nasty CU1geon prOlected 

by an all ·powerfu l 00vl1 AJ I fantasy·....::w1d foleplayingcJ~ seem present and wrett. tnen 

STREET FIGHTER Ill : THIRD STRIKE 

PRE SCREEN 

FORM .... T: PL .... nT .... TlON} DE VELOPER' FROM SOfTWARE 

fORMAT . OUAMCAST DEVElOPER: ,",PCOM 

The most exOtlng prOSllE"l Streer F"mef • TIwd 5aike preseor>ts W1 be the aboloty 10 PlO'o't' vour 

beat 'em up mettle onltne Rather than offermg a lOOrmmefll: Of vs mode, capoom has t'fIOeYoured 

to Cfall a combat rallng ~sm wthch ~ has dmsteneo tile 'Grao& Judge system' A rank ....... 

beawariJedlO the player baSol:!d on parameters such as combat Style. seconds remaining. technIQUe 

ano:I energy 1t'tI. CertalI1 SfJlIeI Fot/lIter senes favoootes. such as CI'tu'l·U anCIl(t'n. rmke B we4Q;JrTle 

rt'IUTI. v.tIlle lOur ~.e 11tr0000ed to male up a total 0119 BOnus d\a'acte<s ...... alSO 

be Ilia 00It'. CIearl): tIllS $hOo.jd be the most III';WIIy ~ IIlSt3ImenI 01 the _ to 4ate 



SORCEROUS STABBER ORPHEN 

this u!1lJSl.0l game caugtrI tile attenuon 01 many 8tterlOeeS of the S(l(111g Tok)o GiMne Show 

(nO!. me<e!y DeCause ~ an olibs<:MuteIy I.II:II<:ffluS bile, even oy /aPIItle$e game stardardsj OO'phen 

tile I'oizar<! ~ IUS1 one of ttveoe charocte<S serectable at the start of tile game Three scenanos 

are also lI'Vaolable and motiVatJOO to rorge on through tile InlOgy 1$ oltered through !he add,1IOn 

01 a bCn.Is level s/looId these tle completed COtnpansons to 1llm/) RiJ/der are alreildy beong 

maae, tIuI ~ sriJlJber Orphen prOYiOeS the p!ayer WIth access to DotIl magK: and 

~apon-DaSe<I ccrnoat with," an RPG struCtIJ"e l.I$I one of many IantaSy-tt>emed PS2 OtieS 

a.nerJ!t1 .... ~ ., 1ap!Ir', ~ seems set to eot/le'r shroe Of fall on I\:S tleIW1CI 

PROJECT IGI 

FORMAT"", PLAYSTATIONl DEVElOPER: KADOKAWA 

fORMAT: PC DEVElOPER: INNUlOOP 

PrO;eCIlGrs IeYeIs can be 3PP<00dIe(I ., a vanety of ways SCOUt out an enemy compound, tor mtance, 

and tne DI3)'I!i' can etthc< anerr(ll to tale 001 sentroes Of 8\IOICI OCtOCtJOO OY ob5e<vI/lg the gu.JfdS' paUOlS. 

Fences ..... Inovt tlafbed wi re can 00 \.Cared, an(] tlunkers can De ncgot,atOO U5Jng ladders. Planning alld 

seieclJng wesWlS lor the tasI:. ., I\ar(I WIll tle cru:ia Great emo/laSlS 'S beong placed on tlullet phySIcS; 

most ObjectS 1!1 the game wii react Mfil'rent/y to tile c.eI ore et!'()Ioo,'ed. flImsy COfl\lgille<! woo ShOuld 

aumpllllncle!' ~ fire. whereas steel girders tan cause DJIets to rICOChet. i'mI€' thIS 'shOOIer \IliOkel" 

.. 22 GHM' 



PRE SCREEN 

FI NAL FANTASY IX f ORM"T, PL"UTATlO N OEVELOPER, 5 UARUOfT 

The return of \'05I'Iitllkll AlT\aOO to artistic clutteS 011 FI/I8I FIKIUJSy {)( marl:s a reintroduction of the 
SWOfOs !lOO sorce<y tee! of earlier IIlSta1ments on the senes. TlIefe ..... De etg!tt dlaractef5 on tOlal, 

Nd'IIOII to IIoWn special abilities by ~ ~ the Vanc:lU5 ~ 011 ofIeI The same weaoon 
can tleStow a (I,tfefenI .... ty depen(Iong on the person USI'lII It. ana ~ , weaoon iIbiIty IS used often 
~ ~ DeCOmeS oenMnent and can De l/bII5eO IMIIlCuI «IUoDOl'l8 the weallOll- ThIs should De 

the DeSt~ ePISOOe to appear on the PlaySUII on and. tleSPrte the ompeno;\u'lg II1lr\XkIClIon of 
PS2. 'oWl no OOUOI appeal to fllflS oIlhe seroes ancI coukI even sell as many as pari seYef'I did 

ILLBLEED 
Cornlng from the o;Ieveloper resp:ll'\Sltlle tor IIM! dI$o1IIPOIntmg BIIMI StJrIgflf, II!bI!Jed's r.arratNe toc;use$ 

011 a horror meme par'< wtlere "'SOtors are otfefed $lm It tIley make '1 ttl rough the haunted house IIItYe 
With less emphaSIs 011 action than Pfevioos SUrvIVal tIOfror e~perleocl!S. vou're tree to move around tile 

noose -~ I\/IS oeen ~gned 10 snoct and 101 - ~tn some , ,sce evenlS promosed to trOUOle j'OU 

at Vinous pCNnts. E\'I!I1If yoo successluUy aYOOd the ~ traps, some Of the more stressfuleYents tIaVI 

a oonmerttlli ~ect on Y'» dlaracte<'s Ileart rate ano:l tIlood DrI!SSl/fe (snown as ~ OtI$Creeo'l) Let 

U_ gel: 100 t.&h and ','Cl)''' erther fautt 01 suffer e.CIIac arrest Presumably ootv in IIM! pme.1t1ough 

FORMAT: DREAM CAST DEVELOPER: CUMAX (iUPHICS 



HITMAN: CODENAME 47 

ARMORED CORE 2 

fORMAT: PC DEVElOPER: 10 IHU U ClIV( 

AUll'T'ptJJlI to qect a level 01 reaM 10 11 game 3DOUt !he mor..,. d<lOoOuS proie5SlOn oIlhe assass.tI is 

asking /Of trOUCle. DUI Htrman COo:»name "7 ShOUkl also bring a 1ev. CI\aI~ to man.x\! garners. AS ., 

real bfe one of these \'oill toe the diSPOSal of (!eO)(! tlOdies. OOt t/'IoS IS 5eI to toe lUSt one 01 a muftltuoe 01 
taCtlC3I 1)(00000S whICh Wln nave 10 00 overcome by the use of stUItt1 . n IS oot clear whether the SOkJIef 

a( FotWfIS pa!l1 of gratllilO!JS iIOie ~ I I toe tilken, or ncIeed ~ bIooa staIns ..... 11 hav!: to !le dea<eo LOll 

I;)e!lln(l you. DU\ thiS too ..... 1 nave M<OCIe England gJIiI5Iung 'IS teetf1 wnen it mates its oerut Edle 

rMdefS W1 howeYef, be atJie to JUdIII! dlSl)aSSionately wIIeIhef ~ ~ arn/)I\IOII 

fORMAT : PLAYSTATJON2 DEVELOPER: nOM SOftW .... u 

T'Ie laIest ao»lIOI1 to !he CiII'O'I oilo1Oilfl('Sl! med> gilIITIe§ ""I tle!hl kst trtIe ava..aDle tor me 

~t.ltIOI'I2 tu use Ill> "'* POI1IO JOII1 two madwIes for mu~lpIayer pneplay. The ~ vt'I'$IOII 

of the hl'Sl ArrIIOn?d COte was one of ItS strong \XlOIltS, DuI !here are a vanety of pIiJy mooes. ncluOiI'I& 

a Mir.slorl mode, to ado:! onepI.ayef lOngevity l'iere. Apart from that the pne IS an update of the orl8JnaI. 
trlOogh w.1h a mOH! sopruStlcate-d system of ~pgradlng mechs to me e!Utrl\ that n IS POSs.OIe to create 

a pefsonal'se<lIogo""1Il a ,~UtlOO of 128>c128 ~s. r.atufa~. Will toe given the!uII PS2 treatment. 

... 24 £DG£ 



GUNGRIFFON BLAZE 

unliKe the two prev'iOUS Wlstalments III !he QJnGnffrxl sena the tnord episode w not apoear 
on 5ega's1\ardWar1', MOO P\ayStatlOO2, ~me preyIOUSd\aPlefs" ~ take po:ace 1I'I11X1S1· 

aoocaIypIlC world dMdea onto PObtocal blocs. 11'1 v.tIdr reso.xtlI$lIf'e lightly comested '" SSIOII5 

are sa IQ range from escort ana lllfiluauon IQ StraIgIlt!orwan:l oewuctlOn. (Dj...,. take DIICfI 
In S<I( foekls of actron, There IS alSO I c:trcoa! 01 mechs. WIth some regKlNI vanaoon. from the 

1'lNYI~ armed and armoured Germ.!n 1'f)f'SjOOS, IQ the SQrrt~ Frencn ~$. P\:lWe<.ups"'" 
De M,aOle in !he form of items WIth whlCl1 medts can De CUStomsed, aoo a MaSS Energy 

OelectOl' Wl!1 enat>le pl.ayers 10 assess InreatS In ~e of a raoar 

ANArH RONOX, __ _ 

PRE SCREEN 

FORM"T: PUYSTATlOI<n DEVElOPER. (i"~ 

_ _________ -.JFOIUIIAT: PC DEVELOPER: IOH STOItM 

iO'1 Storm's CWtt!.f--e1gine!l RPG drawS ever nearer reIe.5se, SeC apnst the Dadaflll) 01. oeseneo 
aite!l atv, lne game leanxe5 seven dllrraatl!s, ~P to tMree of 'M\OdI can De COI1trolled at any CW1e lome 

Despcte USing a fi rSlpersOO SIlOOI 'em up l!fIgine. the combat system ~ lurn based. OUt features 
art:l!'I'iICIlVe environments. NOtaI:lIy \Ilefe win not be I!Irj ranoom COI'I'Itl;)t encounters. aoo illlhou:gM 

wrote(! ~ SIlOuICI ena1lle AlIP b!! tnprOYed. It IS 100 e.ty 10 S1JoI whether tnos 'C!laOClf element 
WI~ be rmsea Arother Illfl(W<llIVe lelltll"e IS the nterface, w!)oC1I COI15ISIS 01 a 30 dlg<taI representatJOn 



PRE SCREEN 

TONY HAWK'S PRO SKATER 2 FOR",AT: PLAYSTATlON OEVELOPER: NEVUSOFT 

IIlI!V1table Ivet mucn anUCIpated) PlayStatlOll2 &ppearar>:e. Bette< lllSUaiS, 13 Skater5 WIth InOiYi<luaI trick 

lIStS. rTl;jw.oely 1IT'(lr(M!(l rl'I.Itlplayer ITIOOe$ (onc;LOrc a speof1c Yeft O:lmpeIJIlOOl, lIlterl'labOOll IOCatlORS 

and customISatJIe optO'lS (yOu can tW8ilk eacn rJ tIle~· I'\'IOIIe setS or )IS 0_ your 0W'1 

CIIiIIlICIer), E!I'ISI.I'C oleSu',lIJohty WlappII1g up me prcms.ng packa&e <$ a state park edotor that gwes 
access to 100 a,f!ereIlt elements (~ rails. MII.p.pes. rue) to t:IuIO some suprl!'ll1ely 'rail' Iocat.oDns. 

GUN 5 P I !K"E~ _ _ _____ ______ _____________ "<o"."""",,", ••• ,,"".,",""ul>'O""'~·O".",""'"H"O,.","",,,,.",.,,"," 
caocom WII ono;e ." rTllrle tne seam rJ ,IS establJSIled dlarocter msit'< for 1tn:D SI'IOOI 'em up, 

wtlICI1 will be released NI Japan NI tlOlh Oreamcast &"lOl NaOrTI>-~ con-op lorm Arthur from 

Gnr.o../S & GhOStS wiG De)oine<l try Cllmmy and Na$ll 01 srreet FlghrOf lero lame, aIorlg ""tIllIW new 
dlBlacte<S. set 1/1 the futUlt. tile govem:ner1t has 5e11t OUt a sceOal AA~'IIoOO\ FOrCC to do Mttle 

wotn terrorost cnm,nas,. E«n dlaracter wI n"ye 1~ (lrfll!!em ~ v.tIIr;:h sIloUd De lam' Ill( to 
fans 01 Capcom'$ prevIOUS pne$ - Nas/l'S SOrIIC 900m amid: W' ~ture. for example. The pme 



STARTOPIA 
OrlgLrJill1y 111100 $paCeSr31J011, MUCI:y FOOt hos been f~ to change the 

name of ,ts tonrCOI1lIng Slmulauon/realllrTle Slriltegy game for legal reasons. 

Players will ~ to renovate a serIeS of space staoons to attract passmg 

aliens atld create th rNing intergalactlC communmes. ft is anticipated ttlat 

there willl)e eight races on tile game, each I'o'Itl unIQUe reqlllreme11ts- Witl1 

a blend of resource marJagemen! t/\at OO!itsa groop of fomrer Bullffog staff, 
It os not ~ clear what will prevent this from becolTmg a stralghtforwar(l 
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PRE SCREEN 

MO HO 
Taking its lead from a number of diverse t itles, Lost Toys is starting out in an 

ambitious mood with its future-world actioner. But will today's punters buy into it? 

You're a criminal and, what's worse, you have to fiRht for your freedom. 
fortunately, there's no Wolf or Sharron Davies amonR these gladiato" 

No need for biped worries 
such as running - in 
MoHo the characters use 
a roll er ball mechanism 

Fo rma t: PlayS latlon 

Publisher: Take Two 

Developer: l ost Toys 

Release: July 

orig in: UK 

28 £DO£" 

O 
ost Toys' first ouhng has ta~en infloonces 

from a nch range of genres LClOk closely 
and It is p:lssible to Sp:lt elements of Splndizzy, 

smash TV, Road Rash and even Tooy Hawt's 
Skateboarding ma~ing gameplay cameo 

appearances. This mu(!ure of Sl.lCh diVerse 

elementS ma~es for an intriguing title, yet the 

PlayStallon market has hardly been renowned for 

taking urusual concepts to Its bosom $t11ny'S 

MOl: and Wild 9, though impressIVe in ambitlOll, 

both failed to woo punters out of their cash 

impetus rather than a traditional bipedal 

mechamsm. The momentum and smooth 

movement provided by negollallng curved 

surfaces and ramps has been implemented 
tremendousty well. Take to the air after a 
particularly high jump and the camera follows 

the action smoothly. Control, tOO, is intUIII~ and 

responSive and MOHO certainly promiseS to haVe 

a great deal of pick-up--and-play value. 

variety IS offered through gMng the player a 

senes of challenges ins<de each pnson fac il ity, 

Much of the fun of MoHo may well derive not from completing the 
level but in employing strategies to beat the gold medal time 

Finding categOrisation difficult. the 

ex-Bullfrog team prefer to labef MOHO as an 
'all-actlOl1 arcade-style game set on a unique 

future'MlfId' AS a criminal of the state your 

only means of securing freedom is to enter 

the gala!<,{s gladitorial contests, which 

comprise of ten incarceration facilities 

containirg the varklus battle arenas. 

One of Ii~ characters can be chosen, each 
have d,ffering physics propenles and attack 

combos. Crucially. and this is MOH(;'S real 

defining quality, the gladiators have one smgle 

rollerball mechanism to provide motion and 

Dependmg OIl the difficulty level, anything 

from five to ten challenges WIll be avai lable 

complete an al lotted number and a new Prison 

comple~ is opened up for play. This ensures that 
no single level wi ll frustrate progress and, 

although around 80 le~ls will be ava ilable, ooly 

8S per cent of them wi ll ha~ to be completed. 

Challenges range from SImple races to the 

finrsh lifl€ against robot competitors, l ights 10 

the death USing clubs, mallets and swords: 

Powerball, 'Nhich asks the player to collect 

spheres and hur l them onto metallic poles: and 
King OITtte Hi ll , 'Nh ich, as the name suggests, 



Use tile beautifully realised morplling hmdsupe for som~ llesthdic action, Thl$ 
can be brought about by dulloying the powerhll undernuth your opponent 

demands !hat you must orotett your I'IigI'I 

platform nom the 0\tIeI marauding compeutOl'$. 

The IanOSCapes v.t11C1l must be negotiated 

can be as treacnerous as 'fIl'Jf oppooe!1lS and 
prOVIde many of the gamep(ay nuances. O1fferent 
textures affect me physiCS of the gladkltor­

rough patches of ground stoouO:I be avoided II 

QUick 1l/l1eS are 10 be scored, and anytllor'rg Irom 

ICe 10 water 1Iflpe(jes DfDgfeSS In both subtle and 

damagin& ways. ThOugh the chosen Cl'laracter 
has both a Drake and damage gauge Ifley 

deplete With overuse and Ms lrom opponentS 

resoectivety The Drakes. In partICular, really 
must 10 be uSC(l soor lngty The lack of an 

instam Stopping rr.al'lOe'l.Nre often resutts 1ft 

Wild ~aps towards the end of particularly 
prec.arKlUS arenas aoa tnlS adds a refreshlog 
stra:~ element to the gafl"lel)laY. 

MoHo's grutut strenltll isn't its fighting elements, but the race for 
the finish lin~, A bonus 'Iolf mode (not shown) proves terrific tun, too 

PRE SC REEN 

Despite the compact nature of the arenas, there's a challenge In trying 
to complete them in tile quickest time, and a medal for Ihe winner 

The arenas are very rompact (most need 10 
be completed within twO mlOOtes) and a gold 

medal woll be awarded !or super-fast ttmeS. 
CoJIect enough gold medals and bonus arenas 
become availabte, IndeeO, mllCh Of the fun from 
MoHo may well derIVe not from completing the 

WNeI but In emplOying Strategies to beat the goI(l 

medal tlITle. AttemPt'"' ambillOUS ~aps or usn"lj 
the morptlln& IanlSCaOe (all mpressM!.JOQkJng 

effect prOOuCe(I tJy oestrO'fll'lS !he powernan 
beI1eath 811 enemyllO rlfld fastet routes woll be 

an iOCentM! 10 repWf many levels. 
A comprehensIVe mult iplayer spilt-screen 

mooe is also available and runs at a DrlsJo: 
frame rate. MOSt of the challenges available 
in the smgteplayer game can be accesseo in 

multl~, and, wn e the rtgtrung elements of 

the game are currently weat. the compet1bOn 10 
find the QlI!Ckesl route to the fonlSh line in the 

race games IS both frantIC and fun. 
Les.s allstract than it was at the origina l 

concept stage, MOHO 51111 rema ins an unusual 

c\ep<lnure from the norm. lIS gameplay IS soIkJ 
enough, II'IOI.Igh meeong robot: corrpetrtors 
along the way often pr(M!S more frustratrng tnan 
fun. If tins element can be tweal::ed 10 prOYlde 
the pleasure !hat SlrrpIy fT10Wlg arOllflCl the 

envtronments prOVIdes then MoHo couICI prove 
a SUrpriSing hit Playstatior'l seQuef fans, 

however, WIll Still tgnOre: It regardless. 

Complete I (trtlln 
number of the aUDited 
chall~nlt!5 on fiI(h 
prison Itvellnd 
you'll find Ihlt new 
(ompl~ns optn up 



PRE SCREEN 

ALIEN RESURRECTION 
Film ti e-ins a re notori ously poor timekeepers, and Argonaut's new firstperson 

Human enemies will 
<lppur, but the <lliens 
are more unnerving 

Format: Pl l ySta tlon 

Publ isher: Fox In teractive 

oevelope" Argonaut 

Re lease: September 

Ori gin: UK 

30 £DO':: 

shooter is no exception . Has the three years of development been we ll spent? 

A ome three y!!a rs in me making, Argonaut 
1:1 hopes that Alien Res!!rrectJOl1 Will blend a 

firstperson experience With an atmos.pl1ere more 

reminiscent of surviva l horror AJthough a 

thirdperson incarnation of tile game was largely 

complete before EClS last year, the deciswn was 

taken to sWitch 10 a firstperson perspectrve In 

order to better COfJ'/t!y the haunted-house-in­
space theme of the films. Alren Resurrection Will 

i0oi:: dated alongside next -generatiorl lltles but ~ 

promises to e~tract every laSt drop of juice from 

SOny's grey box. with the game featUring hlgtt­

poly enemies and enVironments showcasmg 

dynamk: lighting effects, plus speci fic animatiorls 

for different damage locations. 

Although the controls can be contusmg at 

first, there is a range of options to customise 

them. and the first of ten levels affords players 

the opp:lftumty to get used to the system. 

Starting In medias res, Rlpley muSt explore her 

immediate surroundings to find out what is gOlOg 
on, Players will have to adopt the role of three 

Nine weapons are expeded to make an appur<lnce in the fin<ll g<lme, but 
some of thue will be specific to p<lrticul<lr charaders, such as C<lll 's laser 

other characters as the game progresses, each 

With distiflCt attributes and weaponry available 

to them By way of example the android, Cal l, can 

take more damage than Rlpley. Plot and structure 

are each heaVily based on the celluloid original, 

W'th the ultimate goal being to reach smuggler 
sh ip, the Betty, and escape from the uSSAunga 

Puzzles appear to be standard flrstperson fare, 

With save points dotted around the shiP and 

elements of resource management th rown in 

While thiS is all standan:llare, Argonaut has 

worked hard at conveying a deeply invotving 
sense of atmosphere throughout the game. From 

the very start. playing Alien ResurrectlOl1 is a 
sl ightly disturbing experience, 5OI..Ind effects are 

remarkable, WIth the du ll throb 01 the ship's 

engines tak ing the place of music. and a 

constant computer chatter that may also 

provide clues to the canny player Dual Shock 

effects are also striking. Md though the aliens 
are slow in compar ison to those in Aliens 

versus PredatOf - or indeed the fi lms themselV€s 
- they anack from all directions and are an 

insidious and dis.coocerting threat. getting 

tougher as the game progresses. 

With a fifth instalment in the movie series 

looking unlikely for the near future, thiS title will 

doubtless keep franchise devotees happy, but it 

should also have the potential to appeal to ~ 
fans of qLJallty gameplay ~ 

• 
if ' . 

)1- U .. 
-~ .. 
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Loutions in the game 
will be !<lmiliar to fans 
of the movie, as will 
the lacehuggtrs, whose 
aHuk$ will require the 
use of an autodoc 
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Shadow of Destiny will1tand out as 11 welcome change from the violent, blood-spattered titles that haft besiesed tile Plirl'Stal1on over the put few 
ytars. More puule-based than light-lest. Ihe time Iravel asped will test the grey matter of garners more accustomed to usinG violence as 11 solution 

E 
\'er Son«l 8/()fWiJro lurched on 
to the PI~ySt<lttOIl1ol.lr year~ ago, 
the 3D aaventwe has be€n 

domiMted by blooct Silent Hill, Dino Cfisis, 

D2 - ail were COI1structe<j aroornl l!KIeous 
beasts, wll\€fable humans and rmssi\l~ 
~realms. ~Ity combmmg the thrw 10 
stage scenes Of ~era-heavy MU!)$. 

Perhaps it 100<: J new conso/(l- 'a console 
deolgr«! speofH;alry to /le p!aced beneath 
the family TV • lost1ake g3!l1!:! deSIgners 
out 0' their ooseSSlor't \'I;lh SIlOCk and 

vioie!1Ce, ancI to or.w tMm to lI)I 
some!hirtg lotrly new Which is wny 
SI'lJdOW 01 Desrirlywll be aiming 

sllaight tor PI~t<ltiOn1 this w;ntcr 

But hold on for a second A fam ily 

advefltum? That SOUrlOS Ike a nightmare 

How could sucl1 a nwnstrosay W()I'f:7 Well, 
accOfding to Junko Kawano, the director 
of the garr.€ (aM tit! 0111\1 female game 
director at KOnam'), it worl(s jUst lirn any 
other b,g oovcnturc of the last loo' years, 

with juS! one ·ngrediem missing. 'AS in 
Biohazard or SIlent Hill, \K!U contr~ tile 

lead character in a 3Den\li rOllment I't1lOch 

you can exp;OIe freelY: she explains. 
.YOU use the aTl3ioguc pad to look If] 
any direction JQ\J want aoo a:1 ttle 
acuons are D\'rformed thlQIJgh pressure 
on jus! ooe button. NOw, tile most anginal 
pOint IS there are no baules 1.1051 of the 
game is based aroond puZZling sjtLJat,oos 
which tile p(ayer has to so've, Md \Cl do 

this :he hero must t,me travel.· 
Yes, time tr3"C thal', the other 

interesllng IMoval.OI1. snJdow of Deslttry 

IS pert-aos the first game In h,stOfy mat 

begins WI\II Game Over, ,ts hero stabbed ,n 

the Ode!: before you elJ!lfI Pfess a button. 
Ttie only wiJ:f for.o.ardS '5, W€II, I>ac~fds. 
And lNlt's tIl€ idea, "SO a mon n,mled Eike 
is ~illoo SOmoone stabS him from behlOO, 
ana he ooesn't know why: begins 
KawallO, wTlO can-re up with the inilkll 
concept tooyears ago wf1i!e working on a 

PlaySldlioo game e<!mffl 7IvmBee RPG 

"E,.;e's SOUl arrives in a strange piace 
wnere a mysterious man. a ~il1d ()f 
fonune Wller, tcl's mm that rt VI 11 be 

po%iOle for r,m to'goback t~rougll time 

and prevent hiS death from happening. 
EIKe is therllrallSjXX1ed hac~ to Earth 

Time tra\IeI - that's the other interestillg 
innovation. Shadow d Destinyis pert1aps 
the first 8/II11E! in history that begins with 
G<me over. its hero stabbed in the back 

:;v minutes Defore his murder-" SO It's a 
case of game on, again, 

BUllhis is ooly ~Ile beginning FilCh 
time E,~e ITldrlJges to evade J deat~ 

selltefICe 3flOthI'r lOOms up to ta~c Its 
place and !!IIentual/y the p!ayer must 
tr~ to foor differertt lime periodS - 1500, 
1900,1980 and 2(00 - to lIf'Ifave, the 

rr.ystery of Eo<e's -der':lty and prevent his 

£00£ 37 , " 



GOlD Kit.o Is ,tn".1 m,n.cer It Kon.mi C-pule' En~ 
Tokyo. Junko K'.lno is the only fem.l. "m' dj'ldOI at ... ~r 

1.I"1I""'1y 0i!m1Se OI1Lo! iF "' If' "'-' lE.' 

rtsPeCts. thCIl . 'I'!>a pUZZle game a son 
of 'M'se \'otIOdunnlt ;)1 eacl1 stage !tie 

playef s;rrply has tof.gure out 00w to 

~fII E;~e'S (lea;" Ltrul«! &ohazIJrd et 

ai, X really about Slef'Kl,ng I'WlUrs 

expI( • '1d acIm'~ 111. env '()f\rnent:; 

GO:lO Klt60 !!'le game s PlOOoiW an(! the 
gerII:- ' ,I ITIilMgef of KeEl (W'1(I ~y 

worke<l OIl $Jler!f HI I c~~ 10 'In 

ImpOrt< ~t to note thai' pi; ~ aoesn', 

111is appears to be a wry cerebral project­
something garners aren't reaIy used to with 
console titles. But then, it appears the \eim's 
gameplay influences may come from the PC 

Format: PlayStallon 2 

DevelOper In-houH (KCH) 

olilm: Japan 

... 38 £DG£ 

have m ~nl'rroe wI>L'" .... ,ng aroutld 
eactl \l1NI'I. He has to pr tne dealt! of 

hIS character from M PP8I1", SO re WI 
Mve to focuS Ofl t!1.s Issue BeIte'Ve me. tie 

WlU n.sve to use the tlITIE' ""selyr 
n.MlacI 01 creattng a senes "J! 

spl1'l ..... 1flI ef'III\fonn1erl~. then. the Shadqw 
ofDllSlIl'l)' team has set ~ "ll' wnQIe game n 
one Cl'Jfldensed to'M1 pao:;(e<l WI\h fea!~rm. 

and ILlee WIlt! rooms for the Player to 
inl"El~!lgale ACcording to Kewaoo, trIOS 

f<C lt'OOS iocdllOfl was ~'recI t1,r German 

towns and the team spent mon"" 
resean:f\lng h"ope.. ll 'I)'wgetthe 
detaiZ correct From INhat Edge 'IaS SC!oM 

the a~tentoo !oOe!.31l is ir\01ee(! Impressrve 
w,th pel;()(l architecture ar'l(] faSl1i01\S 

recreated oerteclly (0( each !!fa 

theV h8Yen'{ 8,'IPfoached the~ 

tme Ira\lel ossve I~t Y. either. "llle 
problem w~h tlITle I~ ~ t/'Iatl creates 

par9do~es: Kawano POInts out "f.of 

example, Ult,O(jucing technologieS 100 

K_llno's wo,kslllion, cwerflowinl with cuu!, isn' tlltypiClI in Jllplnese devcos. 
When EdIt vhlts, Iht enti,e te.m turns out for. demo of the ,lime (top Illht) 

adVarlCe<1 for a SPeC" p<>rlO(I WJUId 
,.rtMl~e \1"fy ~0I1S 1NQ1I)Il5. Using a 
t~ter III 1500 WOUl<llllfflly people - tIleoI 
l'<OOi d th in~ the fire was com;ng trom your 
hafld ' YOU see? And, 01 coors.e, il you 
ch<l:>ge ~ 111 the past I1 'NIII have 

CJirect ClJl1seQlJ!I1CE!S on me (,l11)re_ 

"COi'IVefSat>Ol'l5 are also affected 

Gorog !lack 10 tile same pellO!l ~ar 

tunes, you ma'\' meet the same character 
aver and 0YeI agam, 001 he will always 
gr~1 \'00 as It100gh he's meetm& \'Ol.o for 

the flf'Sl tme_ ~I, ';OUr dIa"ac:teI 

would rememoer nm ana so what EKe 
says 'NIU ChiInge accorn.ngty_ so. you see. 
It's hard IQ( us 10 get the an paradoxes 
'MIrk,ng CO(fectiy " K'taO-san agrees ·Yes,. 
1\ kS r!ard, very 1\a<lI,. But no one !M!f sa.a 
tr)'I<18 SOIllettUrtg r.ew woukl be eaY-j, 

It comes as I !Ill' surPl'!>l'. ltIen, to 

learn ttlat the tearn has Deen Wiltcn,'li 
films based aroo~ t me Ir~ ~ 
spe<:,flcally the '88C~ to the future' senes 

"tfs tlee!'I 1:etestlllg 10 urderstand 

now thIS meme has ocen aqJIOaCne<J 

prev!OUSIy: says KiiWWlO) BOoo<S on tile 
subiOCt llall(l a'so been stLJd,OO TtltS 

appears to be It very cefeDra l prOject 
somett1ing g3mers dreo 't ,eaIty U$l'd to 

VOltl COI'1SOIe I,: es But men !I appe." tt>t' 
team's p mtPiaV tl'lfluences ma.,. comf 

from the PC r.llner t"an P~l(It'l)l'\ Or 

N64"' am tolal~ Immersed 'n ultima 
Dn~ne: oom IS Kawaoo. "I ~ IMI$ game 
and spend IT\&"1Y houfs 0!1 i~ e..-ery nigtlt' 

YeS, ' rea'ly ought to get scme sleep.' 
"for me 1\ <s Ag9Of Err.pire 2,' ~ 

KftaO-!af'l_ N'J WOI'I4er tht"{ve I:rroken all 

t110Se Re5iCef1r EVIl rVes so declSNeIV 
AS for (toe grapnlcs eng,ne. apparently 

SJI«Jow will I)e rcgt.rlarly throw-illi 
7!J.8O.OOlO 00tyS a\Xlut the scree<1, 3O.1XXl 
for \tie llICI(g'ounds aoo 6-7,000 ror the 

characters - of WhIct1 there 'N,~ oIteo be 
eoght on ~ at once. The tatm IS alSO 

\\tQrl(,ng O!l special effcctS, trying 10 explOit 

• 
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some of the omque ab IIIl'!ool 

PiayStatlOn 2 untapped by tfP6 

d i $<lPl>Ol'I"'WUnc~ Ut~o!'i 'At tI'le 
rT\OItlI1!'It. l'ery ffow.n. illC~ ~ 

loA " '"8 on Ihc sce:leIyand the e'WIt 

r'(\OVICS,t:)'I/"g ~ seveltll5flOO!S!Cl gel 

the beSt 8 fl11t." SJy$ Kr\a().san .• ~ 
~ .,.~ e-.oeruly ns ilgtlt 1Itett'd 
ItJrou8!l w'ldows, WTIe for _ real: me 

Shadows. et.: In \tle ..... ,11tef envIrOnment 

i1e charaqer will WJlk 001 Into IrE snow 
.-.d oE'<We fOOlPnnts, trnl cak1 Wm 1T\Ci( 1' Mi5 
br"~ VIS(I'e as corodenSaUOO, and so on 
~ t'lOlJlPl. any tr~1 of a 

lE' :mup-sl)ie '1YOMd W'lere ~ 

~ In/eal: ':le and :-.e seasoosaJ'l' 
'I 00 to an ~ntliff'.aI ~ SIIOuId bIi' C<l!>1 

asoCe. S/ladow a Desm,y Sl,lerns to be a 
series of comroIIea se' -p.cces, e~ w m 
t."Ie ~ speoflo;: task s<rve £'i:e froM nls 

• 

Th, l eml openl with the ""0 dyln" haw Ins: betn st .. bbed in tile back. It's then 
up to the player to tr,vel beck In tlm, 10 try and prevent death from occuninl 

pra.Jtlall'led dM\1, "The- momeflt of day or 
",gtlt ana lhe weather are f,xed acco!'(Jing 
10 tne ITme tn tile game: cont.rrns (lOO­

san. "f'lU$. as the game reQUlI'cs!tle player 
to act qu~UJy In SOIV'1'18 eacn SlllJaHon. 1le 
v. not haw lime 10 1lO'I~ changesin the 

~t or weathe<, l'I)J canrot Wilo!I klr nlgfll 
10 cort'o€' or for tile 1S"'1 to StOO E'. f .... ,~ 

have 10 act ~eIy to Pffl'o\"Ilt n~ 
(Ie.'IIn from ~g' 

ThIS ~ $OUI1Cl1 .e toO tr-..ch 
pressure. Dut Kona'l' SI!efTI!; to I\IIW 

created a kind of III ·bIJ'~ 00fIt"1l.lE"S IeiJMe 

WIliCt1 Sits easily WlIt*\ t'~ garne'S lXIIque 
Stf1 .ott\.11e ""There Wl.De numerous ways 
' )r ell:e to a.e. so the ~r haS to work 
out !"IOw :0 Pf/M!C"lt :hIS frCITI ~. 
recaps K8wano ~Each ~me lie (lIes, 
\t'ovgIl. ne w~ retum to the Strange Place 
featured at the beginning of the game 
where the fortune teller w 11 gNtl tllm Of1e 
more Chance. and a \Illat cllle. Then the 

~r Wi ll &tan agalll luSt Defore the 

PRE fl i E'. FOCUS 
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Using. si ... ple cipreHe 
lighter MS interest;n, 
tonse-quente5 in a ti ... e 
period w1Ie.e such 
technology does nol yet 
exilt (aboft). A fortune 
teller (left) supplies 
invaluable assistance 
a, you progress through 
the " ... e. The ove.~1I 
,raphical styl. is oddly 
reminiscent of Silent Hill 

£DOE'39 ... 
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hWlno Ind her lum Ire experimfntina: wilt. I num~, of c.mfrl .nrles 
In.n .tttmpt 10 m." th~ r.me tr.m.IlClOUlly cinem.t1c In mood .nd feel 

The rame is let in a city 
with a German feel. The 
.ppe.ranee chln~fS in 
Kcord.nce with tIme 
periods, and nhaUllive 
rtJurch lends th • . 
.am • • lIthenlic ity 

rnomc"tOl deiI:'i ana muSt react 
accOCC."8 to !he t' 1lI~, Inde«l. 
Jl1.~ after tile s:aotmg that be#IS 1Ie 

ilame, me lO!t~ne \eIIe!' adV'$S Eike to 
st~1 sometnir>g metalltC LIP t!'le bac~ 01 

hJs snort to defloct the blow when he 

ret ums 10 Eartn. The ~U"st 006 It, then. 

pertlailS ~ on looong <Or a 
s.tdiIlIe$S·s~~1 tea tray. 

SO no'iiloter>ce, and a secona ct".ar>ee 
every lime you d;e' 50uncIS Uke a breeze 
.M 01 coorse It lsn'l T~ tsjS a PvZZ'e· 

based adYeI,ture Y;i!h the ~I$ 

~d on t~~,'lg rat'1e ttII>!'I ~'i 
SIJ'VlW'lg. Also. as '", sa-(,R~ hIll. 
the garntl'lg Stf\ICtUre IS r..!~ ooen 
there ate' IT'luIUp!e endings IO!" big ore, 
appa r(!r!i'l, aM several leS$&r 
0ICtl~'l18IItS). so I,'ere's 51gnlncam 
~BY apoeeL ArId even Y;ltfIOUt !hat. 
':J1ao;:an 8I'Id QwaooprtlmlSe.t p/dJ'<'1i 

V:II! «'~: COlefl "loin 
WIlt< tlT1!'{\a'Nn ol:he PS2 e'iI,,~ mitf 

be fIfit:~ fof gSrT1efS ro ~am 
tnetr~tQ lmera...."ti"'~MlefIl 

me . "$:011 of S DVD p!a)o.::o W't/l me 
~ Is OOUr"id to at"dC! mJ!llons of 
people W"IO have ~ "",-,Sl(Je<ed buy,og 
ill ~ be!ore - 00YeIcpEIrS ITJJ~ leam 

how to read1 t/lis nevv ~I.ld'ence K:I30-S3I1 
certainty ag.>ecs, ~ PS21aor1Ch was a 

• 

Ken is C\lrf'ently workinr on implementin, spec:iIIl effeds, includinr li,hl 
fihering throu,h windows. realistic-looking flames. .nd relllime shadows 

.JCcess DeCai.ISe of ~ 0\Itl video 
t;; "'PBL~_ NCN< the IflaChne is in rrratlY 
l'\I)'I'eS 'M1ere ~ • ..ere not:espertaHy 

1l1".z;:l!C~~~ NCMtltle'Jao De 
tempted ~ ~a)' ~_ (m Yef'I corn.cUlI.r 
tt'\ey WOUl d not tJoy~t~noar(! gamer ~ue~ 

II I~ Important then to (jeo,o(>IOf,l lilies lor 

Ints new, but Vi")' '" ~ targetaud'eflCe 

Sl'YOQ.v Of DeStIny o;;;.;:::l De seen as a re" 
ustr I,: e SInce ~ has J'r; vt:lIeoce aroo. nl 
ha«! Il comDlicated 3(Ioon seQ~e[lCeS. 

COUIO thiS a :;tgn 01 t'ling~ 10 come? 
wlm PS2 i\ImII1I ~ a genull'.cly new 

~~eoce. it'! aurll!!f1ce that perhaps 
DOtJg!lt the 'Ne tfle as a OVO player fi ~t 
and J games ma~ second. ~ !TIOfe 

games fO/II:1ov ~"" ruleS Cl films 'a~')o;I' - an 
:hoseof~S7 Ganes tnal o'fel 
dense piotI>rJi, WryweofiC set,pleCes, 
doceMt cna'actensanon and ;nteresung. 
'I01V'n(~ :t','111'l8S? Alter the hiOeous 

ex~, 01 tile eany '90$. COJItI t/'O 

7.e'ac\.1/EI '\\:Me ftnally bE.' about to rore 
~ age' T'IIl re.-eIopersof Snaoo.vo( 

i>e's Nny certa'nty ttlink so. On ttllS 
e'Vloonce they rroy tle rlgt1t ~ 

• 
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Ferrari F355 Challenge 

The biUnt chalienl' I,cinl the DC Yersion of FJ55 is the '055 of 
dedkJllt d controls, Inouln SUluitl -P" is confident with the res ",I! 

"At first I thought it would be 
1 is a true car simulator 

featuring I think people who 
are real . appreciate it" 

;)OWt'I'S/IOIng ano SU;:.e" ,;.'wgoo vehICles -
I"Ie F3S~ mooel neeo!. careftll hard :'18 

t tomef$ lt'e '" be taken W(lOtI1 '0'-

SU2U1:J san prom,~ 1".Jt t"l' Fen81 

hllndt"1!: ana ~CS haY{' all oeen 
'iIlthf$ly (ecaPt~"ea 'or:he oreamcast 
YefU;!l -AS me arcace, the I 'If S not 

\l.~ u!1l':e(l element b<J: takes mto 
OCCOV"t several aspectS, ead'l 01 whi,h 

",,11 tIiM! 11 dlmet Impact on !Me car 
bet1avoour It 15 the exact conversion oi me 
arcaae " Rather tNIfIjU51 a physICS englf1e 
UI"~II'ts cue from a si~gle blOCX polygon , 

tne code ""IIWKe Into account tile 

fee(!1)OCI; from m.my arc:...; 0: JC'':ljl 

tyr(S, s.u.~rlSIOI'l and I - terate 
too QUICkly after a sharp and the 
w,-'begontoSlipoutofc :JI ~: 

~ tfll'Y uuense. aor-g trIE' Ill¥" ... no 
00\0b! that l/1e fa. t~, ,WI e Jer error 
ana not wtt :~e .... ,IITIS 0' ~ l/1VsIcs. 

10 keepori wrtn 5eioJ's pus/llr 
P'O""<lte 0fl1ir1e gamll'lg. t'l'eamcasl F, ~,;; 

w otter certam crume cnallert;::" 4h 
SUZl.t:.-satl ferr>all$CO)t It "k~ I 11 

T,'Tle A!!lK~ mode W1~ be 8WI!aDIe wr. :n 
wo; , reg'Stet troe IOD eigI1 stes\ -vetS A 

~~yer spllt-s.c-eetl optIOn IS ~ 

availa~e. althoub'l' sc:rne ~tJjl..w1 >elosl 
to ma,n:a,n high frame rJtes. ,rem Is aJs.. 

t~ possitMlrty for (lie tWO ~ers to play 

via the l ink cable: continues SUW(r-saf 

'WQ have xept the same numbef of 
CH1;WIS - si~ and there w,1I also be a 

Ir8!I'!II'g mode as irl tne arl<lde ver~, " 

A more WI'I'Yl1Or1 trell(! tor rao~ [,res 
IS to t')' and go for the ~t cars ~ either 

to' ct'o:""ie from or 1~ race ag;J "SI on the 
sa. y,,'he!1 asked 1 tile n55 

• 'CE' prOYe<l a ~ foctOf 111 thl$ 

:urrent c! mate the Sega p'()(!~ce' 

(IeIer"ojs or.; deaSior to IIF'~ tile game 
,0 lUst le ITI()(IeI "At firSl I thOOg!1t ! 

WOUld tie . '1"01U18 out S:XE tne game 
'r :I! s>ml 'I.:l1or learun~g the 

FefraP 355 ''linx people .... 'tlQ are rP('. 

A)fTIOb le ~ansWtJI apPfe c: .... '1' 'I 

IOC!!I mere 1$ onlyone (;(If model 

It aJlo'I'>'nCI us tQ realty COf'centrate 
"f1 the dnv:'l8 pnyslC5.' 

C~r1y, the arcade game 
incorpora:es Wf13t 5UZu.i calls his own 
05 ·YOU cou ld Insert data from other 
car ~s and experience for a fWl 



~ 

6/ (j 

@~ " jl @W41@@ 
(o)~. ~ (:JP'41@(:J 

Vlsu.lly. thel' is little to differenti.te 
this from its arude p.lrltnL Edit 
hopes thtClImeplay Iltm.ins u dos. 

ITUl\i;lfS another car - tile P GI Ir 

>err,," 3SS Tl1e realism !eve Will 51 ~ """ 
and the car p/l~ respeaeo so. could 

easTy make a rea;~c GT droving gal")e 
¥er,' QI.l'ct~ · A VMS OP'>On toen'e< 

(I<fferen! car physK;s \YOlli(l certa. lty be 

Jnlntnguing pfOspeCI, %,1 SOZ utl san 
Win no! cooflrm a'T/' sucIl fea; ~·e. 

A realrsuc drNl'lg ga i"'le is esserl1lai 
for today's $pl'ed.huog!y marKet 

..... rtness how ",' t€'"ldo s:./'i'fell frOIT' 
not haWS one OreaMCilSl f 3S5 
C11<i/1er11l1t IS an ex-{ rog prosoect and 
~ ~n 5ej<I many Irier>d$. AS fOr 
a releaS{' Cla'f!' "1"1" only on 1i1e 
deVelOpn'lent SIde,. S<¥ SUZU~f.san 
'I rT'US1 say. I don't know ar1Y1~."8 aoout 
the mar~:I~g issues. I gvess an 
aI'IIlOUncement would be m~ 

dUring EJ Let's S,IY In 2O.Xl. '. 

. '''' 
~'S/8 ' .3 1 PIS I to: 

'RE l'"ocus 

The fint true lulisli, race, for Ornmc.sl should 
ensure pl.y, n mike full USI! of the tutor •• 1 option 

£DO£ 45 ... 



Vu Suzuki's producer partner shares his feelings with Edge about the nuances of 
the firstperson shooter, a troubled coin-op market, and jumbo steering wheels. 

Coin-op Ollt Tri9per worked but whn two or more cabinets were 
linked, so effectrve mUltlplajer modes wtre . n .bsolllte necessity 
fOl th DC version. hrly evi tne. bodu well for social players 

<t 4b £DO£ 

OUt Trigger 

m oom ana Its FPS ClOneS MY!! 

• strangety beer1 oYer1ooke<l In 

the east. not least because 

Japanese garners frequel'ttly claim that 

motIOn SICkness befalls them whef1 lhey 
attempt to sample the most extreme 
examples Out tngger. a f,rs~ 
!iOOoter ,n coin-op form W1th clazzhng 
graPhics. was therefore somet~lng of 
a surpnse When it appeared on the 
Japanese arcade scene last year 
producer HlrOSlil KalilOkil tellS 
Edge how sega Is Dnnglng the 
experience to home users, 

Edge: \'lit at ..... as ~ 0 ralL.lfl 
DE '\Cl Out 1> ,;:-er' 
Hirosl'l l Kataoka: -me .5O''tIttOf'l COO'IeS 
51,a 'h,fr, om o._<e , .:IOOOt" Th,sl:ll1(! 

r \ the west IXIt 
nolO"' 'IlIT SI'.. 15OI15.~,rsw 

DecauSe the comrOls fOl' Doom ana Qvai« 

!' on P!: USIOi 3 "r'lOt.'Se Console 
:or'trc=:-s I:3rmo: ~ The second 

pOInt's DeCauSe 01 hV' network costs It 
IS S<rntIf'y tOO e;<JJenSl';'l! ,n Japar Il'llhe 15 

IS almost fie!. I realTy w¥<'.e(! ;(' ""*' 
Doc:m-st'fe He a'1d SIlOW tile .IlpaflI!S 

pjayers a:'l;')ther kllld of t,pefIeI!C lO­

tll~l had IQ maklj US!! 01 tne arcaQewnc 'C 

a otayCOSts ooly ¥'OO (oommon k'" i)f1II 

Crt!(fili III'S not auempUI18 to be a 
COMpetitor 10 Owke - Out Tr,,,,~ef'ls really 
alrr ~g to SIlOW Jap.:lnese gamt'P.' that 
ree ate otne, fun gameplay $tyl4;S. 

Edge: HOW(li(j tile arcooe llerrwon 
perform In Japan 1!1(! the US? 
HK: 18 W/l(>('J(>r I'\aS tlC<In a great success 

on tloth Japan and the us. our Tr/ggf!r 

hoW!'Ye<, pe1Qm1e(1 weli 111 I303Il t:ut 
Qt.::tc Dad 11'1 the US 1111$ is doYIr to the 

cost rat'ler !~a"l the game. :11Ougn_ 

ur king four cabof\ets together appears le 

be tooexpen"'lif! for the us ma'~et The 
fee(l!)a(:1:: atlOut the game Itself has 
leefl good so I !lOpe the Dreamcasl 
~rsion wll be S<JCcessf;J 
Edge: Pfes<;mab/y lhe NJoml to OC 

COf1\ICrsion went smootrly 

HK: The software PJ~ was very easy_illS 

nrm very 'M)1i kllOl'/fllMt COflwrtlflg a 
Naom, Dfogram to D'eamcast IS not ume 
consuming we simPlY 1'00 to thirt aDOliI 
what win be added to ma~e the game fun 

on a ~onsolt', Bllt IlOWwe are going 10 

wor~ on the netwOrO: PJfl of t~1$ 

(OI'IVeI'sion .mo SlflC€ my team and I 

haW not muc~ CXDl'f1CflCe Jfl:nos 
part>eula' f'fllll! w~ be the most 
d~ficuft part of the oevelOpment., Ye,w, 
Ior'Ig flIg"'t$ of hanl wor'o: to come' 
Edge: Are mere il."Y V151Jat a,f'erence~ 

~, "'~ 'WOlferSlOl1S7 

HIC: W~ ". 'lpl3'jer 'he see any 

dI''efences ano he W": "'.'IlIy, 'NO' 80111 

M OKYlS are exactly l/le same, The frame 

rate r.; a,oO l(lentlcal , NON, some ret;Wres 
may be ~ (leta41e(! on D<eamcaS! b!.! It 
'MX.Id De harIllO rotlCe the a,fference, 
waned to ~eep ;~e sameQlI1l"ty in 

grapI'lli;S an(! 3(1irnanon It1aI WOf~e(! in tte 
aft Ide I'm quite proud of the result 

Edge: Will the lOurplayer mode make !I 

to lhe Oreamcast 'lersooll? 

HK: Of coorse. the oreamcasl versioo 

had 10 Include multiplaV€r optlOllS. so. in 



With Ius RAM tmm the N.oml bNrd, the Orum(.st .... l'$ion oH.NI I.ss detailed 
tnturn, but Ka"ou-S,1In b.linu you h.v. to look dosely to noti(. a diHeren(. 

aod,!.QI1 10 \tie stand.3rd solo arcade 
\'efSlOO mere Will be 2P and eveo 4P 
modeS. 11' the 2P mod€ the sc'een is 
dMdeO tntO rl()nlontal s~nflS. II' :~ 4;> 
mooe me s.crecn w,11 splilll'ltO fQ:,Jr areas. 
we manage!l1O keep the fr.lme r~'e as 

hlgl'1 as tile solo mooe Of COJrse. to ertpf 

lhe 4P rnoole I recorJ'll'ler)(j ','OU I1iIYe 11 

large stree'l' 00 the graphiCs \SSlIe. we 
had 10 make haro choices to Keep tne 
SPeed There w-'I be 001y one perSPeCtive 

av",~e in mu~ oIayer - 10 me arcace 
there are actually two y,ews DOth tl, fCl· 

and f,rStPerr.oo; Dreamcast WI I be 
ftfSlpers()11 0!11y. Also. mere wiU be fcwf r 

po/'jgOOs I:AJt agi'lln I promISe :l'.Jt !flit 

qualIty level IS great and that the .Dl¥ 
..... 11 rouce no d,fference 

Edge: Are y()I.; {Tlpiemen[,"X ¥f'I f'xtra 
[l(.-'5Oe(,·'c !1'lOIles7 

HIC : YeS. tnere w I De ma~y FirSt. as you 

know. ttlere .,." I be these SOIl-screen 
rnooes In ooeMoon lothis tIlere will be IWl 

edit op"on The player will be ab4e to 
deSIgn !~elr own cMf<Kters. f!I1lPS ~ruj 

stages "'here are no plar.s for a stOI)' 

mooe at the momel1l. 1iCM'eIIe'r. tl'ere IS 

the oo6ne mode v.1'!idl ~.., iI'lCiooe 

dre.atl"lmatCll ana team COODer.lllYl' - thp 

red team aga,,'lSt the blue. for e0T'1P18. 
I 001'1'1 t'lI'lk trrere .... i1I De any capture-the­

ftag mode SrflCe '! would mao:.e 11 (00 

SImIlar 10 Quake A chat sys:ern i$ uroer 

6eveIopment to anow players to 
COIMl~"1Icate together_ 
Edge: WIl<lt dO you tnlrK ffidK<;S OUt 
Trrgger (ILfferem to Qua~e7 

Hie: They \000:; the same but there are reat 

differences. Tlle tirst Important OOE' s t/lat 

OIJt Trrgger IS an iI'caOe game SO !WO or 

wee m'nutes \'OlI have to achoew! a hlgtl 
SCOfe iII1d Clefeat your iIOversary It IS very 
soeedy gameplay 111 a Short time. All 01 II1e 

design has Dee'1 fOCl.lSed on thIS III'taOe 

ga"T1eplay, ThaI Cletermlnes the Shaoe and 

length 01 the 5-t~ ana the soeed Of me 
CI'IIlratte!: yes. the ptayers have to enJOY 

an IntPrlS(! experence In only twO Of tf\""!e 

minutes PluS. In OUt TrIggf):rYOU can get 
meCliliS to boost your SCOfe that are 
cf~Clal to the gameplay In QUat() you can 
play w thout vour attention 00 tne cloc~ 

Ease: A.rry plans !of iI PC version? 
HI<; People in my 'eam would I~e to make 
a PC YefSlon. l1Hswouid tap Into me US 

PC if ne ma.-.:et iI'1CI ,t'o\QUld De very 

-'~restor-g to de\oeIOP a versiOn USII'lg ttIt> 

full capaDd11!eS of Sega con. I v.ooI(I lcM 

10 see my game gotrtg the same way as 
Qwit,e ., dllow '18 DreamtilSl ana PC 

users to battle ~ OUt W~I ThaI would De 
toOl But, once aga in, there'5 ~o PC 

verSoOt'l pI.lned at tITiS rnorTM'ln! 
Edge: The com-op used a trackball 
for contrOl HOw have \'OlI implememed 

m s on the Dream<:3St? 
HI<: YOU w,iI be able to playWth the 

Oreamcast coo:rOller. althougtl l con/es<; I! 

IS rot me best WilV to ef1/O'1 tne game we 
wo' Introo...ce a mouse ~ M,crOSOft·s 
bt.ol\daro PC ITIOOCl Tte Qua,ltY IS muc 

h,g:hef tNln the satum's onell Stili dO 
IlOI koow ,fwe will relea>e a boxed set 
1<"ICludlng the game and me mouse. The 
ITKllIse olters intuitive contrOl Slmi'ar to 
the PC I'm not S-IJre if a Ih irdparty moose 

w; I be compatible wltllN( Trigger, 

Edge: 'NIl OUr rngger beYMS cornp.o:'~' 

Hie: I'm s.peak:lng with melT' lefSOI my 

learn at».;' ~'at I WOUIO ~ke r use t as 
a secona screen ""'\ere con!~ 
IOfOf"'laIlon woutI appe<;. Jniy ro I'll! 

PRE FOCUS 

K.ltaou-Siln d.ims thet 
the DC "!'Sion will allo\ll' 
pla)'f.'fs 10 dulcn th.ir 
own cher.den .nd maps, 
.Ithouch it's nol)'f.'t 
known whelher or nol 
useNl will be .ble 10 
shllt such d ... onl1n. 

, t 10 notice the difference. 
I wanted 10 keep the rm - i:'y ~ 

and animation 1hat worKed 
in the arcade. rJ Oi the result" 

p<ayer! have a feN other.ocas bul 

notil'flg has been decldeQ yet 
EOge: 'MIen W1C me game De released? 

Hie: Snce the netWOA: deveioP"T'lln: '5 
oory JUSt StJ~,ng , really camot give tIrf 

WE'f 'c aa:e I'm ~om:.." ~t a SllTlUr.!rIeOUS 

release In the US III'ld ~pan I mUSl 
conies!; thilt I have a part, Cella!" IntCt'est 

In the us market SIIlCe I find the 

deVelopment going 00 around 

segacorn very mlcrest lng 

£00£' A7 .. 



T 
hougt1 sega IS renowned for 

ItS game-retated peropherals. 
Edge doesn't senously expect 

18 WlJeeler's most dlSuncuve ongmal 

attribute to be lNilllabIe for the 

Oreamcast This (lynamlC HGV Slm 

was IIt$IlIfed <VId created around a 
piece of fundamental dll1ltng kit that 

was bfougtn mtO the R&O AMn offices 

by one of sega's cablllet engineers. 

Edg' spoke to K.at~·san about 
tile polennalfy difficult conversioo of this 

unusual and often manic driving game 

Edge: Wr,~'e did IMe concept come from? 

IS 'I lUSt a lOS,ca l extenSIon 01 sega's 

'There is a major change 'le 
Hk' 
greater 

.. 48 £DG£ 

think that cabinets will have a , experience 
with 18 Wheeler " " 

!Ilf (It I?, tlo:!:.ed on Dfofess,O!1'S suc' 

.- F"eF _~~ iandCra.>yTa.I\I? 

Hlroslll Klltaoka: We It ¥ Idea d,d r c' 

anyone at AM2 In 'ao 
th :ame If mo. called Go\! "'"'10 -_ He ~ In a ".:l. :ruck;:eenng 
~! and SlId It .....:uo oe gr8iI1 to make 

J ga-ne L.$Ifl& th,s k Ild of blg truck 

mechaf'lSlll wewe'l! e)c"ed aboo..1 the 

Idea ana.: bee311e a c(Yf\!)lete P'OI(l(t 

for AM] AS regarcts Ule I'fofess..onal 
seres i~ It was a surptl$(' 10 me, I 
"ean. I d id not ~11OW the game was to be 

part Of ttlts Sdleme until. IlOtocea a sea1 
on ttle callrnet whiCh sal(! that 18 1M1001f'( 

was a par: of tile prOfesSiorlal .>erres. 
I hadn't been Informed! 

Dri¥ing a lluUish ju.uern.ul m.y nol $ound like idul videoglme m.leri.l, 
bUllhe coin-op verSion 01 If Wheeler proved bolh compelling.nd rew. rdin, 

Edge: Du\,! ~ J 

'leur 1)01'3\ • !he 1 Cl tne pne on 

Drea~ lnout tne v.tJeeIl 
HK; me arcade caDinel l5...ery $Ile(lal50 

IIIIl' tlIKl' 'uld other wi1'fS to enjcry tI'Ie 
<;on< vers.on. The ooIinI! opbOI1 will De 
one O! them, in aoomon to many SCltorli$ 

we iI'lCOrpOtatt(l :0 make me pr le Iur1 
and accessoe. 'l\e 0Il1ine 'eature wdI 
'Je3ValIable fOf:roe Japanese ~lease, 

thougf1 we may no! 'M t mE' to COI'IlI)I , 

tNs 101 the US Of Eur~ release A 

mu~'I)I<Jy(>( 0\l!1OrI allow ng twO ~5 t( 

comoete IS C,IrIef'tly In cIeveKllJll1elll. 

frame raw 1$ tile same dl:IlOUgtl !(owe­

C3'S Will be competing 
Edge: \'IN! IW5 ~r go.lI wr.eo Cle\'~~ 

the DC verSIOIl, and have yoo achieve<! It? 

HK - ., grau·· cs, iIf'·'T'.a'O(lI1S 0·'1 speed 

~re e).x:tly the same as the arcacIe. i' (rl 

very sansf'ed Tl'le game was a great 

.:cess ;f1 me arcaoe. esoec.aJ1y W1l'le 

us. We tn"'iCr~ec "le cheaoe' starII1artl 

caDII'1ef verso"! If' I.aS ~gas dUJlng me 

;aoe ~ rt InCludes a bog wt>ee7, t~ 
MO we tlad a very gooo feedbac~ from 

ooeralor1. EYl'I"II~.I3OO1\ where f thwghf 

we INOUkI make 8\ler.lge saieS, the game 
pefI )'~ very welt, SO users !I<:e thiS trtle 

I tflClI.CI'! ,I .... as a gooa game 10 POrt 10 

D<e(lrTlC(lst so f11O(e players could er'IJOY It 
Edge: The gam!! was cm.ctSed 101 being 
tOO easy - 's the DC YefSlOll h<lrder? Does 
~ OfIef mDle tr.K(S and trucks? 
HK: W{'II, the game fedtures a truck 

crossIng tne US Irom the east to the weSt 



The Parkins CNlllense mode (above centre) hu been updated for the DC version. 
with difficulty levels rlmped up and I sllw of new. more wlrid tests th«lwn in 

liOWeVer. tJecau~ ,t IS an arcaoe game 
you afr~ at tile .... ~t::oast In a very short 

tlmel For the DreatneaSt verSiOn I wanted 

the pIayef 10 efllO) tile lan;!SCaoe and the 

arrvir.g so we !TIolOE' ' !1C gJf!1e less sPeedY 
The traCkS WIll be mu& longer Plus :"e'e 

,s tlle Parting Chal!enge.1 realty iOYed th tS 
feat~re in the arcaoe vtrSOn but ~ was 

tOO easy On Bfeamcast trLi S parklflg 

Chalte~ge will have a g~~tcf cm~s. 

Tnere will be plenty of chaliel1gC5 for tile 

pla~_ MOSt pe(l()ie will spena most 01 

meor time 011 tI1($ p.l'ttCI.i.i<lf !'lOde' ()ttIer 

t rucksOf' :'3(1:s1 I (IOn': know ~t thl$ 

momt'l'I Thele tS a oonus tr;lCl{ 11 the 
}(Ipa"ese Vt.'fSlOn. a oekotora !DC<:Orllt>on 
Ti"ockl. as In tne arcade In tile overseas 
versmns. it's available from tile Deginning 

Edge: !r>e areas In th(> garne se;>me(l te 

)'fcr' ~oe'al d,ffe'enl ways fOf \'O'v to 
'~p. 't.Jt bew~se of the Mle IimH 

W<o • any time 10 see ~'1em all DO 'fVt 

plan to include some ~!nd of c; ;l3'8I 

.. dl 'M)Uld allOW p&ayers 11' go 
&f l!l tr ilfMrcnment freety WIt )! 

fla'>'l ngIOWOfTYa~t'aong' r .!cts· 

HK' mere w, 1I De a slOry mode, at:l'!ougt> 

18 W/'r('('lt1rwl~ rema n a racing game. 
Edge: Me there ally OC,soeci+ - features' 
HK' ·n .t.1OO to the on ft fc) !L !U'Ie 

/1,1' ~ used to S!Q'e <lata aDO.It YOUI 

JW ,Ck An eo: mooe SIlOOkI De 

T e' t11(l player mate a 
CU~:("TlISl)(l or personalise.:! mode' 
Edge: After 18 1'o'11ee1er. Namco released 
'tS O\\lT1 trUC~ game IS tnis a new trend' 

HK. I tr Mn ga >s are very d l!!erent 

.. " XI's I,t le IS mo<e coo tCaI 
It t'l tie IS more su:ted to t!"le 

PTe' ... vtOU' !8WIl8eIe" 

Edge: W :J you O"l~ abol;'rt'oe 

flaggnp ,a<kW' 

HI!: : Tt- ,IS I )I good in JaJ»n 
af1(! g.or: ,1'>I<)rS(! ~ tile US 8~ well 
mer~ I; a major omnge In tile srcaoe 
martet an(! I tn l ~k tna: cabinets wifl 

have a gfe.lt ~r II11POr".aoce The 'ecef1t 

e~nc.c Wl!~ !8 wne&er isorOOf of 
:~ So W'1e!l yo~ offer a very onginal or 
f~nny e.perier1ce, players ...... U be 

l~leresled I tt'lIm.' v.. expkXc tt'IIS aspect 

more ~ t~ future. We need 10 offe' the 

kiOO of thi ngs you canr'1Ot exper,€'lc@ 

w th a home VlOeOgJrTle system 

'" FOCUS 

DreamUlst " wh« ler 
will offer online modes 
Ind VMS compatibility. 
IlIowins you to store 
dat. lor your own. 
ptfsonalised truck 
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The Project Eden team promise 
suspense at an times, which win 
be generated through the use of 
morphing enemies. Menacing 
gan~ members can tu," even 
nastier at various points 

~ IS fiIIrlg IhoJt Flqea fderl ~ ~ ~ h t... frst ilrre p.JSI.1!fter 

Cue's ~ kl reN ~ ~ oM ~1IfTlO'Jd pII!ITIIeS. 

E-.e1 it"e d>oice cl. the ·....,.d "Eden' ~ st.<prisngI; ~ noIM f1 

the re<.pea r/. SIiIttI1g aIre5h ilfter LYd ,., "" drk ~ ~ 
ViIDlm N brb ROOer pro<Las tu..! beo::<ne foml..o!IJi<: h.Js bee"l ~ 

00 the cm by C9"'al>:;n5 ~ Adrian Smith. 'W&rl> CUI h t... next· 

ge"lefillin f:xrh !Iadt!r: r.e ~ ... WJ r/.Ier ~ <i!lerent" 

~, tt>:x.@>. r ~ !he brb Ratdrr frardlo;e IhoJt M; al::wed d We 

01 Frqea£den's~ oM <Cq>e ID be aeated W-.ereA1.Yl1 goo.oe 

d rt> ,., O<der le< Ew ID eQsI. i..Ya h.Js lint Frqea Eden her ....,&et 

se: '" the futl.>"e ....t...... sky-<rie ~~.e the ~ 

oM the rich oco.pj 1I-e ~ I!wII, the <ltrl"IOSphere r/. Frqea Eden I'i 

the oV1!ithesis r/. lis bbbI ro..nterpart Cue ~ stiI beI1g <AfI!!"i i!bout t... 
"",,awe oM """,ill P a/lIs ~~, ~ the ~ of geneIX; 

~ ~" m1Ip" "*, t v.o.id noI: m 3 gred! ~ of !he 

~ 10 Ic<esee SO"n!! b'd cl. ~ ~ \l'ft'8lOt~. 

/utI..fe eqoj.IaIenI: cl Eden 11th heart r/. the pk:t "'We deOded IM ~ 

v.oe<I' ,..". aIxJ.JI ten diIIerent ~ cl enemy 3 pi;lye< "'" ...-.:nJr1TH; 
~ Gavin Rummety, the ~s ~ -we I'oCflth Ihe 

geneIX; raMtKJn ~. 01 a:me. ,)S 3 b<:n..tS. h5 ~ ~ 

t... trrilxml ~ ISSUe ..t.e<eby nend"men ...., ~, 

~siTU, ~ It"os tire. j(s"~ 

~,Ftqea Eden ~ "" ~ ll""'" Ilspre;ll:rt 
me of Rl.m'ner)'s f<Muile titles ~ (:M(s im<MmJe MJI8il dasso::, Hred 

Gws. NIlIualy, ~ the twx 3D 0I 1M Ilde" ~ 'M1I1 d U 

~engine ~ oMl'otOlI~lObea~~ 

GlIl1O'fd system There ilfe kd- and ~ ~ tl dl:lo<;e frr:m. 
depeo:iog C01 the Moe<'s pr6erence. and these Gln be ~ to Slit the 

S/IuilOCtl at har>::1 Nedti"/, "" o.oe<~ ~ system h.Js been 

ir.::orpor«<ed - ~ IM ~ vi>en l"ll dw<Xter tS fleeing d ~ 

nasty foe, he. she Cl ( can stiI ..rn oM m. " ~ 
The hi hemes at y:;u ~ ...., part 01 "" crl>dn poice hee sent 

0lI. tl 00 Profea £den's ~ enwms cl. sa.m and vIainy, frml these 

d<:t>b:1 t>egrvVlg5 the Cae ~ pRn1tSe Ihat rl-.e ~ ~ ~ 

oM ~ At, y:;uloo;e ~ ~ ~ sln'trul~ are 

~ ... d siTU losnm ID HcI-Ue - il!1d mt.d1ilrre h.Js been <;f>eIlI 

C01 txm the """aIM> and faH ~ 10 <i"dW ~ n Ak:ng I'.I:h 

rlM"~ m..tSde mcM.'I"T1eI"IS ,., the ~ f¥3 vhh rro.oe oM r.:lori 

er-.emoes.ro..nd the rocrn ~ been ~ 10 ~ "" """" 
iIalesscl. lhe turnn ~ I'I1--.en ~oo.!heir [ps <Ye 

~ ~\VIIh the sand. piI':ll"ItSeS ~ stuMt Atkinson 

"Il"ls WJ be rn;n, than """"" 'M:'"d:Ni ~ ~ - Cue ~ 

~ 10 ",*",t>!he~~ "We Gln iISSIfe)OJ ~ 

tu..! a VHY ~ t* to td," S¥ iIII<.ir'w\ ~, 
L.ooIcing iYGUld !he room ....me ftqer1 Eden ~ COOlilg 10 /ruIi>n, 

Edge rv;:oOCes h !he frst ilrre !he dnl:aI il!1d <.ndJttered ~ 

I'eihaps It's ~ h5 te.1m Ms,..". been here h d few ~ 

aitt-o:J41 Edp 1IIroost suspect; thaI: desk5 dmere<! WIh 1t>e e<fllIY c..;L. 

QYIS ar<I pIlLl oo.es crrmv.:rly ~ WIh ~ teams " 

frcw-oe<j '-\X'Il1:rt ~ EveryIITtg " rnie<ed ;nI Ms lis place, 

CWr Hell Boyd (le-.eI ~ arxl ~ Ms a desI:. WIh ~ 

In.&lI!IIayIng d10p iI - lou<-<du ~ <:i Po;,;che sp<Xts c.IS. 

"It's my r1Cffi~ h ~ the!l"'fl"." r.e ~ 
llu..@1 ~~WSYiOMYet..,r~~~ 

pem1s die tl be ~ iI: ~ Slj In..sr~ 10 _ KJe,,:s <n;e ~ 

dS ~ldI befl: LI5ed ~ I:rt!he ii<>.s cl H<#Ue oM '1'h!! MiII!i.: 

, tri. 0'I0Pi <:i Eden's I.D.J.'t' q.WIies P z.wed ...t-.en tJd.lIe came 

o.A,' ~ Immery. "t18TW"ded ~ thaI: FPS ~ ,.,.ro-,\be pit 

.t:w: ~ h!trner M /IS r f """" needed, IIl1!I. m.lf1y KJe,,:s.-re 

roIllflllIy ~ by me Jx,i.rlIIII-1t...,.- M,o, iIleo" 1nIe, vh're a 

ru:rber <:i peq>Ie rrrne t>!he s;rne ~ anLsrn. 

But Profea Wen stOI has m.Yl\' q.l1IiIles IhiIt Pam1ety coofderdy 

~ v.iI hillhe m.lII:: I'oI!h ~ The ID doilraclefS Il.M- varied 

dbl!les ;n:1, MWe garres iO.e Jef Fi:xcP Gemn' ~ate ~ ~ ~ 

Eden 0:IIer'i by Mving oil ku ~ e>isI ,."u,;" ~ at !he l<nIe tiTle. 

They <Ye d ~ . ..oo.d Ix ... :!'!: GYter ~ !he ~ il!1d I'i a good 

dI-<u.nder, <!bIe to lJSe \'ao"llUS ~ il!1d proreaed I:rt go:x:! ooncu; 

Mnor£> I'i !he ferrule ~ e>pert aI* to hi!d into temTIilIs il!1d 000r 

~ AI'deil5 " the engr....,.- a/!he ~, ....no IS r&xatr px! ~ 

~ and ~ devees; t'<1"t6 ~ Ihe ~ and ~ 

slow robe<: at the !mm, 'M1I1 oxeIen! am'OJ and !he ibiky to I'dI:h5tin! 

har-;h ~ lhe~fl<M:uscl.~~ilfe 

ItJy ~ then. The ~ il!1d ~dyrI.J:TO::s n; 
...,ried asso1menI r:J ch3Iac!ers rtroduces sI'o.JO:j enII..fe 1h/JI Prqecr Eden 

M't;.s: ordher......-mbeHcl{ffe, In taa.1hrt.ng ~,)S ~ d prklfi:y,)s 

~ h !he Ftrp:t Edffi team. The promise cl. a ~ 0JCge'~\lVe 

mode " "" ~ saI..tO:Jus prospea, too. 
~h5Muislx:'A-Trom'cI.~~f.liIsto~the 

is! <:i oc..m oM ~ lit Ihei' <isposdI m.Jy wo )OJ (HI!;f, Slch "" 

ngenrus '''''''''''' C01 otit'f 1h/JI Pam1ety has ikent;:;j its ~ ~ 
ID 'M ~ >ffiioo cl. SW ~ W - CO""I5idered homilge to .....mer 
serrroaI tJt!e.1n it; ~ mode,~, Profea Eden's tlgh--tedl 

gizrros rrusI be lI5e<:llO~ m.lf1y ~ ~~the 

game. A !We! rJe,.;ce, foI irsarx:e. " " Big Trak-;;¥e ...n:le ....od! Gln be 

~~Srl\IJIIdj.lefUes The~~'MII-,'Il:s~ 

dNce Ilb"Je .-re rnmertSe, ~ " ~ Lix:til"-CIV o..~:""" ,1I>Ied wilIl 

lrim'IIIlIlbIedlel:nic.ll fI.rne5 ...-.dt'<1"t6, yax rOOd. " "'"_< .~ 

or I:Xl ~ 10 enlef the <:OIT1JIe<- ~ 'JOU 'itI tu..! ~ ""'""" '" JOO' 

~ f "'" be m.oen ~ the IwmfU gas= ID """""' a !WIdl 
Cl 00I0o: "" 00jed: oM ~ l"ll <peSt 

Mne5, ~ oM 'AIie<-6; TIle Di'eo:is Cut'. senty glTI'i 

(....od! can be pI.=d ~ p«tro areas) ;n, ill at }OUr !eMl'S 0Sp0I.Jl 

~, !he """'"' "'" be ...ewOO frcm dH' petSpeCINe I lOO so IMsIt 
De5j:i!e offering "" <'<hOC "'""f a/Irorures, Core IS \:.eoffi kl .--rbJe Prqea 

fdffI ,.,;m "" ~ I:<and r:J ~, Fa' its gadgets 10 v.OO. ~ 

,."u,;" !he I'oCfI;J. !hey net.'Cl1O be My ri::orpcraled 1"110 !he !r~ et 

!he g;wnepbrr. l..i":4: a KNer h me p.m:Ie ~ fX, il!1d I\lefl ~ !he 

an:epI foIshootng<ldlOO ~i'> noI:OflIhe fdffi te.1m·s~. The 

..."...-,bIe. dvnan"C ~ h> coo.'J engender promise ID be ~ 



vigilance 



Morp/1ing, hacking acd dynamic ern.ironrrents 
li"e ~ ~ cl ~ ~ rl'IIII"ipoJaII ~ cerIiIrif p-.e" ~ 
hMkd ctr\Jr'I ~ cl ~ ld!n Ieam E:neme5 begr1 iIe ... a YfJV 

~ fdn1: tit' oxrasr.::ni!I pep ~.,s t-6111e 11 U!I a.tug habI 

c:r1he IJIlI of ~ <1C b ~ UIIef. ~;os)<Xl" bIl! desa!rl!k fle 

iIM!I!.~.()'\~~~ 

~ fle<'lbiltt II maph ~ b8::.Ju5e d ther~ ~ 
~ IJ!, kltSd ~ b~lo1IIDI.· enIh.I5l'5Mcn5<ln. N8~ 

one ~ ~ ano;r:fN'I1 - a \OOlIS dog ~ tl1ha5e seen 11 

~~- Edp _('(l, .. Iis!.~~atwllla 

quO. ~ d 1tl!! rn::use 1he ~ ~ and. n rM'tme. !he dJg 

~nkI~e-en~~w::Udha<.e1!Oo..tlo! 

~ nl@pIOIflMcJlhedog fU'iIWlg ~ JUI. t.en pbIy 

~"'*> ~ l.(:J,ea3f\lan""'e. is iltI ~ and ~ 

~ kw" ....,. ~, ~ too, maph m:" WI'i<d n:I gn.oesomc 
~ "Ihs one.' <100; Atknson "I.tJrm nto a I<u-legged spodef 

wIid1 ~ out SIl'oIk spders between 1!51egs." A Iw. o!her rrarbc!s 

dtle ~ &*0 learn 1/II4l,~, 

1N-lI!OSDl itto" ~.., l>o= ~ m> aonrt P.a!ilef Ihan I.!JJq 

the ste*1 ~, CCOII ~ 0JP'I.'d mmd b idl-upnse df1d lime 

pI!!ISUe'> /vl1flClesmxlbe ~ smiIar 1I RrsIdert &rI~ r,.art !My be 

i'dIdI!d n:1 W. 5lme ~wlbe ~ cWJe!s'" ~ 

!oQI!le ~ El no:a:e AI ¥"I m<lITHJ: ~ ~ ~ w.!h1g 

~ \he ~ ""'V ~lr.rISb:m I'm OIl!' cl CcR'sger'dC 

m:r'I5tI!IS and I\J!h 'P6 -... ~ ..... ., deM!o: Qld.1:u!.e o:t 

~ _Ioeypcns. Ahu;t 0-.'" a ~ i!CCr&'I~ 
Cl d:u me;!'I.nsms'" be lranbc afIaors. VoW! memeo; fa5t4'JllOld'rog. 

Ihe pi¥! musI q..dIf '\q:I1he ~ d.I!I5..nd1 o:me '4' CfI lit 

'KJIe!n <lime ctn8:f ~ t.l1Il@'r!heledT1lehatderfle 

~ 1I hiJd<. Ihe I'T"ICln! <iok ~ _ 1I de.!I ....ch. 

E.ldl ~ h.Js IG own <k;In:t ~ II"Id ~ (eft ~ 

_ rrodeIed on '--Pool ~ tu IIIso pranose I;) be ~ 11 

!her (lWI1 ..... 11'115 ~ ~ ~ .r.v yet iUnmery pn::rr6eS IhIl 
--..,. .... be ~ - 1he pI.Jver 5hoJd ~ f>eo" (lWI11OiAe ItY\:JI..ijI 

!he ~ """ lA$.I.!II and ~ ~ "LrIedw.l5 6 gr9 
~. he ~ ')'.'I !he INek ~ ~ txl __ We hoM> ~ tllT\oWJlan 

a baLn::e ~ ben!! ~irlear ardbeJlg m~· 

A U3rtoon interlude 
NWJ •• _ ... t6~~¥ld~~ 

~ Edp m e 0!!IlCLU"ef WIh ~ big Q:no ~ 1Ji-no5I 

llJ"IeIl ~ Ile JIrl and ri;te' .-.aId cl ~ tdm is ~ by 

tie ...... J-I(afdr(~ Nooot. 1ft ~ il.a ~ ~ ~ 

wiIto .. ("od's ~ aa&Rs. ~ all ~ ......nd 1I>e edges 

1...t.:n15'11hy("~f&oelocI¥IlO ~~)Herdt~ 

~ ~ ~~ 1tri.::kmn:! alT"."., W!~ II't 

~ both arwnar; behrd~' 

The I" . dI.JIicIer I'; ~ ~~...no is ~ <AA III 

J:saM!IIhe ",..rery betn ~ !iUV! ~ in ..... ....md 

~..m~~_F""'fltohmil!Ke)'~hemusl 

MII!mlI1O ~ DfIie' :Oh lard, v.I-ood1 nhJeo; t-e-dng '4> t.e ...-
d <1 ___ t!MI ,1'Iho!t>I ( Un ~ an opert...oo:l to mpbre. !W, 

1NI1!>~ ~trIpreventerdess~~. tie 
~n the ~meom.look ~ I.ItJItII* ~ IJ(,. 

~!or all =tIOr6 to:-!:':"""'~~:~iii= ~rn"lr,* ~~~' 

-"'.... it $rJ'\IJo5 ~ et""" 1J~ 
.....:e. To it greaI <:<III:nI Core I\.IJII't. 

, 



An audience with 
~ AdMn Smrtn N:s ~ It>!' o:Oet's ~ la the 

T fl!I8'l$ ot ~.IS dedr!hat h<s entN"'-'$I!'\ for ~ 
pTlI'S remans II'lt.X1 IJ!tm>d aro.n:J r.s rIfce (~the I.Mi! Wt 

~) .-e: I rurOO- ri IL¥ In( ~ ~ ....n:l do!! la. Thc:ug!l 

M ~~ tIof S<1'J1/IM, a t=rt~ ~ ~ 

~1~~.IS...eIvIl'1 ~brln( a5pO'IlI 

--. PfC8""""""" kl 'f'le ~ ........, VlI'\ I '- mv ONI w;x::<;* 

~fIXII'll"',""~~a.d1 be"".o-\J'tj ".. """" 
~ _ ~ rr.:q or;Dr-.: ct..n<n 11 """" "1'11!~. deow" r'lt 

t;M.wIv. EdJe .:$ ... rrwld d '"' ,....., .orqe a I.&> Ivt~ 

E.: Kow did !be whole <OnU9t of Tomb RGldet-come 8bout7 

Adrilon Smittl: The main <l'Mlg m.. c. the <lea w lobtt Card ~ I p.j 

my tw1d on my heal!, lcby was ~ " b!tJ Ib:ier - he .nw 
la'~, af:l'I aM, But 1hefe ",,*.b! 01 ~ v.OO!fOI ~ 11:hose 

e.m,- d.IyI \\I!h ~ L.Op 1he <,ha,,,,,,,,, ",Id ,", nrpoIa\IOj!. ""'O!fa >y5It'mS 

.-d settng ~ 11 ~ ~ was a ~ ~ d!wIopment proce 0$-

E~; Did ~ '-e lily' input into the idN behind Pro;«t Eden? 

AS: No.~~IrOO1~"_ !C>1/1 - me 
~flEdcn""",,~_"""'oo. ~ gcitl; 

f?oder.... • WIIS c.r..n wIL ""' .. """ ~ ~ ~ III 
£dp: Itow much of I JIfObIe- QII 11 be ........ onp..IldNs 
'*- JtllIe due to.....,. . oelop .... nt mn..1 
A5:"""~lIia~, tt ~ ro / w Ndin t. ~be le ... 

I\dI'Sh 'Mt" the dM..upmen1 p<oceo;& ,: xI we push 00 peopI' d ~ DII 

!T"()Ie, T"", 'it" ,rs L d ""'8 ~me in~' 1!Ie to cIo "..,ythI .. .ve .... 
QUOIe keoen D I-«p ~ :IOV>Tl >0 Ih.;n game< _ ~ r'. h9> QI.Jo5IoI)o 

bo,.( don't ~ IrfI betw'o<J.- ~.~ I'I.'f'; Ioo.Ged t-. "'* "-!8't ... 
iIf*TtS ..:1 _ pU • klI cl ~ o;n I'JOd If' ~ .... Iht 

CJe,:fr. tOe_ 'NI': "'- ,. ~ ~ ape: A acod ... 
bn,R' " _rlhe~~"'" 

P' 'NI of 11-.. game. 
&1ft: HDwdlflgjlt Ir; 11-. ...... ' _ .. ' ., ............. fI'IJ 

AS: ~ '. , t\Ne .. " ... , - qL ~·!MnI!b~ ith . " >I 

,a...t ' '* ~ '- pid<~ "P 01'1 't1r *" 1NIC M I\fI 1\ a 
_~ trNt ..... xwogO<1 lhe~ . >fo,e<tS wor 'lc.lII 

.. »801; (;< DdP/li'I. ' jus!: ~"80'~~ ~ ne>I!~,Ilr:n 

,.,.am. we at!' ~ fU!lA* " M ~ c( OU; .~ ~ 

AS: Ccrtanlv. ; !o, • w ern!! has ,I,,,,"" 

Md~ ,:jlt ~ i.~,- -,,'~, .... 

~ ;; "'-- .... ~llu! .u ' 

~1jIIfT'oe." "" 
Ibtkt_a~' 

l~don~ ri. 

w:~· 

E.IIp: s.." ............. 1.-.11 

AS: iltdfltlll!w. ,.~~- tt;.. ""'ge ..... li '-We 

,-,,-,~., ~tu' "'~IIrT\I''''' II .... be6 -...tde.--hng. 

~~!t'ot'~~-.or..,.,~¥Id ..... ~WId 

lJ _ a verv wc::essllA~, t m.gI1: k pos$It>It< :0 !ll()IJe UQ \l;' a 

_~ tu \:.rrtl Ruder i5 'kmb':~_~~' .. :: ~:::::~~ btMI __ ~ "IfAp!S<;Il 

Edre: How did )'OIl ruct 10 lhe poor re< .. ption of o...mea5t 
Tomb RtJJder both crltlally.nod ~om,,",rti.oI1y1 

AS: IIhri R was and R wasn't a ~ We rT'o1<k no bones ~ (lOt 

w.!5tI't d separa1e/y ~ prodt.<! and I thri: ~~ <Q~ 

""""' ..-.NI: they ......,1 and ~ deYeQpcd pn;d.ods /lit ~ 

~ 'M:'fe , ~ ()/ ~ tor Ihs, One. "'" ....,.wed to SI4'PO't 
S!'g! n:I ~ 'M:- id "- taie'I "" .I long arr-.,. U,!IP b.J,d n:I do _ 

~ We, ~.eeo t:)rthe~tn'don'tttriw 

~ ' UI~w 1"l<lm:....1~1Dcw...m: 

Eel",: ~ you upt'rienced ....,. difficulties dt'wIopi"l for PSl1 

AS: No' ~ ~E tI1 fI!;)!(!_<DIl5I1 .... ",,,,",,_ ~ 

vo+!r:h ~ gee!O abrut ;;. a Iom!ting facto. )<.)t I 8' ,»..e thM ' 

Sldkes hoJ.· b 1 ",!cl 0;0 mid> that JrtJsIS' ~ f\Jn <ffllf/ 'IV ill 
tt.em. nwy w • tc I a much 1'\, ~ p<JNI!I'fuI m I'\@' 

EcIf"; wt..t is Cor-. lib WII'ht'n dudl.,.. hits for I ptDdud:? 

, . "' 
1h·\t>.WT\1he _ "" I"" ~"6 'h!W:l~ 

le gel r bo :r; DIll ~ _" a CD!4*' cA I ...... · fM!1't .... ~ 

t>mg n • -'* t.d,J dcdlt5 ar>d '-e n ItJis ~ 1Ilrot"s, "".I: all 

me or.m , . , " ~ ' a r Idy ') st<YI /Ill< 

ldp: How do you lIMp tNms motivlted llnclloy.11O Coft7 

AS: ~,. ~ • '!T oedoml,~to<lO"l~ """~Mhus. 'N(, 

1 '" . tr JU, 'Y' le cre:oto.t ger>.A 0fl ~ (eNn. [~hasa 

'WT'-'-r ...... ' le 6 d1 .. , ~peqlIe i!len:fIOO~<lbou 

~.-d5, :.uI....". 00.1: ~~ re,cb. w. OM' 

Edp: FioYIy. to tnc:I Of! I U II note. how do )'OIl "-'cl'" ..... 
.......... ] She _ to pt u .. ,., IIWhet .. -acar,s 
AW: tri Me 1 I Iee~, IIIIOlkI I 'IU approad:1 to I ........ 
bea:rnesol'l5i:>le .... ..<::e-l ...... '" ~ye{ me 

ddI.IS \8. ~.'f1" ,ye weo)- ftw '" 1UT'her. 



think ' creative freedom 

'5' important to 

who works 

don't 'like,to single 















U~7Jr;-.~· ~Edp'5 mit, Sorr{5 R&O 
stall p~ a fMCinating 
t.fr~ demo whid! ~ 
just how N5i; PlayStationl's 
US8 ports (:(IU!d afftld tile ¥Rly 

IISet$ mtefiCt \...th galTH!1io. 
Pluaed into the hOSl consoII'. 
a boftom..af-thHne, pc. 
compabble usa ~II wa. 
\Md IS bnd d IntltlOlHllSdting 
device. the lOOI. d!!Y kit 
~e.:.tc:tIy.tS. 
nonnaI PS;! console WOlIId) 
~ the digital 
~ ~ aod II'3r'I5I.1bng 
the ~ts of 11 pl.!,tic 
w.>d (abow) into the 
~ of 11 b.r and chaitI 
OI1S(feen. upect J~ 
~ in particular to 
n...e a field d.ry with such 
~ but inlmediately 
etfeaM! functionality as !hfs. 
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Insen reality to continue 

Cl ere's a thought: there's no such thing as an 
arcade racer. This isn't as outrageous a claim 

as It may firSt appoeJr T11 ink aoout It. The onty reason 
wI1at IS Stili referred to as arCilde-IIKe racing existed 

in the first place was SImply down to the fact 
developers didn't tlave enough CPU pow<lr to 
integrate realistic dynamics Into the.r games H'S 
not that they dian 'l want to. simply that they 
couldn't AIl(I so an appr(lX'm.1non of the w~ ~ 
car handled tlecam€ the norm, arK! gal1'eplay 
e~ded up heavilY dependent on who was doing 

t~e appro;"mat,O<l. It was all very hit and mIss. 
In many ways It S\III is, of cour~, NOWadays 

a surpriSingly delicate b<lance must be stnxk 
between realism aoo playabtllty. With ~s \WO Gr~n 

TUrismos, fex instance, PoIypIlony tends to get it right 

Others - arid this includes newcomer Square Wlth this 
I1lOrlth'S Driving Ematu;>", TyptI-S (>ee pU) - Sllll have 
plenty of road to ma~e up. O!l thil wtIQIe, though, the 
resulting software is encouraging. cooemasters, 
responsible for the super·umealostic Micro Machrnes 
franch ise, is allle to throw ,ts mechamcs at the 
dIverse fields of touring cars arid rallying and still 
manage to do a rema,kable job. 

Not IN€ry developer is managing tM uansltlOf\ 

w'thout nlCCUps, however Sega, a company that 
for yea.s has come up Wlth:;.ome of the best ever 
arcade racers (inc luding ()(JrRun aoo Super MofIaco 
GP, 10 name t>ut twO), appearll'(l uncomm<tte<i to 
fully integrate comprehensIVe dynalt1l(s Imo' seg~ Gr 
and the title erlded up paYing the price in deflated 
gameplay. Ironically, othe~ within the same 
company lead the way I'U Sutuk"S F355 Challenge 
COIn'op IS a supremely oalancll'(l !>ImulatlOll that 
appears 10 be making ilS way to Dreamcast with 
playabll,1Y Intact (>ee poI2) 

rtenc". it you pr"'",, there no longer sllould be 
such a th ing as an a,cade-type raCIng game. At least 
not In terms of dynamics. v,deogamlfig 's headed 
lowards a crossroads where you have real<stic ,ace,s 
heading one way and racing s.ms the other. And just 
as IOfce-leedback steering wheels have made PC 
s<mulatlOlls such as GraM PflX legendS arid Rally 

Championship unmissable ,ame, than stupefy,ngly 
frustrating. there's no reason wtw -when properly 
(Iooe - 'eallst<c racIng games sllouldn't be as playable 
as tooi, a,ca<:Ie afi~est~ In lacl. most people 
probaDly laded to reallW hOw much 01 Daytoru USA 
or Sega Rally's dynamICs were rea lity-based 
And that hardly spoiled the tun. dId ,t? 

Evolution. No one wou ld dllre reluse iI driving gll me with OutRun's dynilmi<s these dllYS, so why 
do cerLI in ind ividuills feel so threa tened by the rtl liSlltion thllt ~ rClde handling no longer e~ist$? 

Videouames on the Edge 
Games the team kicked back w ith this mo nth 

" -
, ' 

, , 

,,-- -
Gradius IV EXclteblke 64 5amlla de Amigo CoIln MCRae Rally 2.0 
(PS2) Konami (N(4) Nlntendo (DC} seg! (PS) Code masters 
T1le GradJU.1JI e1emem Arriving jl.Jst too la«' to ilrI'1 ga~ rEj)r<SUlR AnoU"" game to mi.,; thIS 
of Kooamo's twIl--in-<>ne tie incluced in this month's 'Mag+<;al SOUnd Showe!', issue's ,eview OOad,,,,, t1/ 
pa<l<age IS best Igno<e;:i, testscreoos, thiS 64b1! 000 of !he legefldal)' ~ wtusl<er, Ul"S proiOf<geO 
but lIOn loor sel\l€S a, a UP<iale is 1)<(;1)/ of me tunes from OUtRun. ,;mply development tme appears 
nafS(l ,e-nlIMef of just how rICh""" 01 Ninterdo's could not tie igro:)re<l tly a to nave paid 011, "";lh some 
ctlalleng;ng a game can tie. Wftwa,e bacK catalogue l<'ary-eyed Edge team g,eat mul~PI"""" options. 
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TEST SCREEN 

PfRfHI DARK 

The AI, for the mosl part. is exemplary, Opponents will attempt 10 pick up 
dropped wupons or di sa rm you, perhaps surrender, and even feiln delth 

The innovation in PO 
comes from welpons' 
slKondary functions and 
the game's many other 
gadgeu. Transforming 
you. laplop , un into a 
sentry Jun is Jusl one 
m.jesllc touch, Others 
include lIo.lInl spy 
camelas (top) a nd 
X· rIY goUln (cenlre ) 

a I ever a game demancled 
better !echl'lOlOgy, Perfecr Dart 

IS It Appearing three years after 
GOIdenEye and four years Into tile 
N64'S existenCe, PO puShes Nlnterl(l(rs 
tonSOIe tleyOnd the hlTllts of lIS 

technical aMtleS, requIring you to 
'n~est In a E~panSlon Pa~ If you wish 
to Indulge in anYlnlng ol~er than a 
mlted version of the glOrIOUS 

mult,player optJOn$. Edge a~mes 
mosl t'lardcore N64 oevotees alreaay 
own suCh memory·ennan~lng 
haraware, OUt for those whO doIn, 
It COUi(l prove one of tne WiseSt 
lrM!Stmems they'll ever ma~e 
Without 11, PO IS massIVely restricted, 
but WII~ just 4Mb of extra RAM it 
suddenly metamorphoses into the 
most astoundIng FPS expenence 
currently available, 

WMe the narrative, which sees 
carrlngtOfl Institute covert agem 
lOaMa DarK ban~ the evil dataoyne 
cOfPOl'allon 23 years from flOW, ,sn't 
QUIte as adventurous as Edge had 

Originally hoped, It (loes at least take 
you to an uncommonly ~aned set Of 

locatIons as you Infiltrate, (leactNate. 
incapaCItate and exterm,nate your 
way througtl nIne misslOOs spread 

over 17 levels (exdu<M8 DOOuses) 

The majOllty of these span vaSt areas 
and are at least as sublImely deSIgned 
as anything GoldenEye can offer, 

PredICtably, PO shares much wah 
Rale'S fllSt FPS venture lie(@, the 
levelS are also sollt IntO tnree degrees 
of d ffiCUlty With the number of 
m,ssion oblecti~es increaSing the 
romer the 5etMg If you fail to play 
througn the hIgher dIffICUlty levels 
then you're not geuJflg tne full 
expeflence - fiMh the game In Its 
lowest sel1mg and you'l l walK away 

feeling that some of the elements 
appear disappointingly underused 

BUt the sensatlOOai beauty of PO, 

as WIth GokJenEye, is that wmle a 
specIfic apPItance IS occaS1OI\811y 

reqwed for certa In ta sks, moSt of the 
time you're free to deal with 
Sl tuatiOl1s as you see fit And It'S the 
same for most of the f"l1SSlOO 

ob,ectIVeS - ff!\N Of them dictate an 
absolUlely linear approach. Coml)ne 
that WIth the Glze and comple~ity of 
some of the levelS and you'll be 
surpnsed at the number Of 
permutallons ava!latHe to you In 
other wordS, It'S an intell gently 
developed game that rewardS 



PO has too many supreme touches 
to mention here. Suffice it to say, 
you won't find a better FPS 

intelligent play, the implications of 
which should not be underestimated 
the resulting sense of immersion is 
unparalleled It 'S what de';nes PO and 
GolaenE','e as the best firstperson 
shooters the world has to of ' er, 

And trat's only the oneplJyer 
game, RJre has added a twoplayer 
co·operative option Jllowlng two 

individuals to work together through 
the misslonsm whlclf'- other than the 
occasional frame rate problem - is 
magnificent, introducing a whole I1€W 
set of strategic options into the 
equation, Simi larly inspired is the 
counter-operative mode. wnere one 
player cortrols Joanna whi le another 
forms part of the dataOyne trOOps. 

Then there's the combat 

Simulator, where the most 
comprehensive set of multi player 
options yet seen resides. Aside Irom 
30 challenges (anYthing Irom standaro 
death match to more inventive '~ing of 
the hili" .type scenarios). and a lew 
preset games on offer (free·for·all or 
teamwork·tmsed). there's the main 
one- to lourplayer comtml. you can 
add CPU simulants of varying 
personalities at any stage (a maximum 
of eight players per arena is imposed) 
and. il you wish. segrega:e everyone 
Into teams (aga in. up to eight), Classic 
GolaenEye arenas mak.e a return but 
many others have t>een specifically 
designed with multlplaying in m,M, 
maximising refresh rate and game play. 

It'S an excePtional admtlon to an 
already une<lualletl package 

If there is a gripe t would be a 
techl1ical one, The frame rate. for 
anyone used to the smoothness 
offered by current PC FPS titles. is 
initially disillUSlOlllng but. alter a 
while, Chances are you'll be!oo 
engrossed in the action to notice. 
TWOplay!!r co·op and counter·op 

aCllOn has more significant moments 

TEST SCREEN 

Forma" Nintendo U 

Publisher: Rare 

oeveloper: In,huU5e 

Price: $60 (HO) 

Release: out now IUS); 
June 30 lUll:) 

A mUltipla/el mode \Ibove left), Ttaining is challenge·based (above 
right). Oar suffers b urry vision if you get hit or drugged (top right) 

IIts an intelligently developed game that rewards intelligent 
play, the implications of which should not be underestimated: 

01 updale trouble, particularly dunng 
more open areas, anc fourplaYi!r 
combat can also serve as a reminder 
01 Ihe host machine's lim,tallOns. 

Regardless. Perfect Dar~ refines 
GolaenEye'S phenomenal gameplay 
whi le massively developing its 
multiplayer components. It falls to t>e 
as revolutionary on as many levels as 

the resulting sense of immersion is unpa ra lle le~ 

its predecessor but, If you're a 
N64 owner, consider thiS utterly 
indispensable entertainment. And If 
you don't already possess N'nterdo's 
console, then you really no 
longer have an excuse not to 
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DRIVING fMOTlON TYPf-S 

By current sund.rd, the (11 mod,l, "e • little on the bnlc side .nd motion 
blul is used libe"lIy, At lust the selmlon offen some desi"ble muhinery 

Keepinl YOUI " Cet on the bluk stuff with I ny del'" of competence 
requires silly concentlltion levels .nd continuous dlrection.1 input 

O he last three months h<I\Ien't 

been paltlClllarty ga.Jd for 

VKieogarrung's hlgh'Pfofile racers. 
Eve!1 befOfe the race began, sega 
Grs alt~ to overtake the GfiJ(! 

TIirismo Inmctllse had alreacly been lost 

in the on I¥1e aftE!l the mechalllCS failed 
to ~ on the correct gameplay 

:;eltlllgs. some :J) oays later, Ridge 
Racer v foond ItS gearIXIK stubbornly . 
stuck 1'\ r~ after tulnlng up at tile 

track oIfemg notIwlg more than SIX' 

year-Ql(l play medIar1Icswrapped 1'\ 

pretty graptucs. A month on. it's CWICItI'IeI 
ClXlesnop'S turn at the wheeI_ 

Square muSt rIa\Ie sm~ at the 
prospect of NMng tile PS2 realiSm-

!By exaggerating the amount of wheel turn necessary to navigate 
at low speeds, and doing the reverse for higher velocities, Square has 
created one of the most obnoxious handling models in recent histo~ 

racw1g martet (even if such a c:oncept is 
arguallto( extinct - see Testscreen 1ntr0l 

all 10 rtseIf after the expected 
aonouna!fTle!1t that GrxnJ v.ouldl1't 

make the coosoIe's Iau1dI d<1'f \'et ~ 

1}pe-SS frIaI state. management then 

Pfest.maIJIV aIOwed the ream to go on 
hoIioay, as II tliSSftAy unaware that 

mvch was still 10 00. 

T11e maH1 ~ mode offers a 
choice of seven ~ IM! 
manufacturers and three traeks to uy 
tfIem out on, EVery trne you WIn a race 
VOlJI efforts are rewaroed WIth cars and 

rJeW CIrCUits - SO that ooce you'.oe 

QPened everything up you find 11 
manufacturE!($. 4O--OOd fllO(Iejs and 
seven raong wnues (WIth an ema OWII 
track aYaIIabIe in trne mal onI',1. 'MIiIe 

an otMous penchant for Jap.yese 

marQi.l!S is notICeable, the car range 
has been reasonably se~ted With EU 



The JGTC models (.In be 11 nightmllre to conlrol, even wllh 1111 0' the driyinc lids 
on, Get 11 corner right, though, Ind for 11 brief momenl (n .. rly) 1111 is forl,yen 

representatives Ferrar~ POrSd1e, 
Bt.'W, A/fa IIomeo and TVR also 
inch.lded. ~'s oat the most balanced 
selection. hOWeYer: its tendency to 
focus illOStt)' on road-legiII ~ 
cars rnears tIlat, cortSeQIJeI'1tI, the 

Inclusion of a OisappoulWlgly IlflUted 

range of All Japan GrancllWnng car 
CharI\pIonsh(I rro:IeIs arK! rrlf MO 

rally-prepareo vehicles emerge as 
someti'W1g of an aft~ 

HavI1g seerrWlgIy Ie.m: nottwlg 
Ifom sesa GrS Structural prOOlems, 
Type-S dMOes its races intO Ioor 
categones reIaUng to ~ 
oertoorooce and !hen aIoNs you to 

enter hlgher·specced fOUr wheelerS 
against relatrYe!y feeble macI1inery so, 
tne moment you'Ve won a categOry 2 

tal - say, a SI.baru mpreza -Ifom 
IirlISIWIg fIfSt 11'1 a ~ race. there 
are no safeg.JardS to stop you from 
entenng iDJ remau"III1g k1HIY category 3 
eYeI1tS and Pl*'& frNJi from !he N~ 

SIMa typeS that permeate ItIat partICUlar 

OIYlSiOn WIth monotonous ease. 
But structure IS/I't 1)opeo-S'S major 

prOOlelTl- Edg' admires SQuare's brave 

atterllPl at ~ a new set of 
tlandbng dynamics for players to 

expenence but 11'1 aoog so. n has go! 

the wt.oIe reabsrTVplayabil'IY equatlCll'l 
draStically 'MCII'Ig. The de\IeIoper may 
dann tIlat this IS as realIStIc a model as 
you'. currently finCI. ThIS SIIT"(lIy 1511'1 so. 
By exaggeratlfl8t1'le amount of ~ 
turn nece5SafY to nav:gate the car at 

low speeds ana aoog the reo.oerse for 

like most Hunsed driyinggllmes nowadllYs Ihere is I dluppoinllnlll(k 
of poInD nil dlmllt - but lit 1"51 Clrs fhp Oftr if you get it ftry wronl 

TESTSCREEN 

Format: ' l. ySI. ,'on2 

Publi$her Squlr' Soft 

Developer: In ·IIOIISI 

Prke- V6,'OO tUO) 

n e tUK) 

(jlytn Ihe detlillewel SqUlln! hill included in the bilckgroYnds IInd 
working dnhbollrds it's. shilme lur chilnges lire not IInimllRd 

higher velOCitIeS, SQuare haS come 
up WltIl one of the most obr'iOJoous 
handI~ models ~ recent history AfteI 
some practice all of the cars up to and 

1Od1ldlng category 1 are manageatlle 
but the Mili;hiness of the JGTC vetudes 

becomes lXIbearatlle. And that's WIth an 
of tile aSSiSts on - Edge challerlges 
anyone to get a tap ., without inclOents 
in srnuIatJoo mode and WII'I that race. 

Ottler problems nctude the 1I'Ia~llty 

to set up events for lOnger than flVl' 
laps' d'sapjXlIrmngAl, and hon"enGous 

IoadLng umes..lt's a SI\1Ime: It can stin 
offer moments of genuine satlsfactK:>n_ 
But again, itS I\an(III'lg model \'ti ll cause 
mosI garners 10 Itvow down their 
joypad 111 despair DeveIope'fs take 

flOIe: It IS the semDlance of 

realoty I1Iat garners truly crave. 

fOUl oul ef len 

2 --, • 

" ~-
-, 

The twoplllyer modll 
(.In provide some 
liIughs. while the r.cing 
Khool Inches you 
bilSic rldlll IrIlJedorles 
IInd br.king polnls 
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POWfRSTONf 2 

Firing oH §everal missiln from a sub while crashing into. Ilader is typical 
of the vislI.1 hyperbole in Power Stone 2. As is the alien in the corner (l eft) 

O he first Power Stone was a 
revelation for garners familiar 

WIth Capcom's excellence in just two 

dimensions. The expansive arenas and 
unfettered approach to power-ups had 
never been seen on a conso le before 
Next to the comical~ exaggerated 
envi ronmentS of the sequel. though. 
the anginal s~ms resnained. But 
whi le it may seem contradictory. this 
lack of resuaint has actually resulted 
In a more balanced. line~ honed title 

Sitt ing down to play Power Stone 2 
for the fi rst time can be Quite a 

confusmg experience, sonce the 
amount of action onscreen can 
make It easy to lose track of your 
character. Stick With it for just 
a couple of rounds, though, and it 
qu ic~1y becomes second nature to 

navigate surroundings which make 
those 01 the original appear 
antlquatedly static There are five 
baSIC locat ions on which to fi ght. as 
well as two boss stages and three 
extra stages not ava. lable in the 
oneplayer mode This may nOt seem 
a lot. but all of the basic stages 



The shop ~re~ (nbon) is mort 
confined th~n tht loc~tjons 
featured in the story mode, 
npecially with four players 

feature further sub·areas as rounds 

progress The Blue Sky Area, for 

example, commences on an airship, 

featuring three gun turrets, which 

slowly disintegrates until rema,nmg 

combat~nts must continue to light 

whi le skyd,ving. I1 you're IUl:Ky or 

wise, you'll pick up a parasol at this 

POint to help slow your descent to 

the final part of the course, which 

IS a multi· tiered arena featUring two 

catapults, a tank, and a waterfal l that 

can all be used to your advantage 

On top 01 al l this, there is a 

OCWl ldering mul titude of power·ups 

on offer. Long-range weapons, short · 

range weapons and health boostS 

feature alongside more bizarre 

articles, SUCh as skateboards, 

mantraps and ba ll and cha ins. AOd 

the Power Stones themselves. 

These added an Interesting new 

dynamiC to the game play of the 

onginal, although the, r eXistence was 

at the expense of the other goodies. 

By toning dOwn the Impact 01 power 

fusion attacks 10 the sequel, bouts 

are more than just an attempt to 

obtain all three Power Stones, and 

are more free-roaming as a result 

There IS also a campillgn mode 

that encourages players to use as 

TESTSCREEN 

Format oreamtast 

Publisher: Cl pCOm 

Developec In-house 

price' VS ,800 (£3SI 

Release; Ou t nOw (Japan) 
TBA (UK)?????? 

lNext to the comically exaggerated environments of the sequel, 
the original looks restrained. But while it may seem contradictory 

this has resulted in a more balanced, finely honed gam..:j 

wide a variety of the Items on offer as 

posSible in order to unlock a range of 

new ones, which can be traded or 

combined to form new oI.lJects. Other 

play modes Inclulle a muluplayer 

optlOO for up to four players, and both 

one and twoplayer story modes, each 

of which features !WO bosses. on the 

way to meet them for a final head-to­

head, players are offered a choice 

ot areas to fight in. Completing thc 

game unlocks characters, Items, 

arenas and speCial options. 

In essence, Power stone 2 is 

about chorce. Wrth each character 

ha~ing prooounced M'erences in the 

way they play, one round of combat 

can Involve everything from the 

Power Stones to power,ups and using 

the environment to your advantage­

includmg the gun emplacements and 

catapults that are present in some 

arenas. Add 10 this the freedom of 

choice from the liarious plJY modes, 

and the number olleatures that can 

be unlocked, and thiS is a game that 

w,ll engage your interest for SO'Tle 

tIme. Given the time constraints 01 

reviewing such a game for a monthly 

ITIiJgazine, it IS perhaps a good thing 

that Edge wasn't able to get ho ld 01 a 

coin -op cabinet to test VMU 

compatrbll,ty, though there's little 

doubt that thiS will further Increase 

the longeVity of this title. It seems a 

shame that the small user base of the 

Dreamcast will prevent it from tasting 

the w,despread adulation that 

it certa,nly deserves 

fight out n! ten 

There are only two 
extt, (hradtrs 10 
unlock (lop), but a 
sle .... of exlrl ilems 
can be unlocked 01 
crealed in campaign 
mod e (,beve) 
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~UR ~IGHHRS 

At the end of u(h of Fur Fighters' si~ worlds ,lite the compulsory boss encounters. The bosses are geneti uo lly mutated relatives of the furry warriors who 
must be buten to bring them back to their usual cuddly selves. Above, Tweek the dragon battles his mother Gwyneth at the end of the first world 

m ad Ra re suddenly dropped its 
N64 development tools and 

produced a Dreamcast game, the 
result couldn'tl\ave been any more 
accomplished than Fur Fighters . TIle 
Rare influence shines through every 
aspect of the game Irom its 
wonderfully stylised cartoon visuals 
to a Qu irty sense of humour. It also 
successfully combines various 
gameplay elements, challenging the 
player with shoot 'em up action, 

Fur Fighters has a deathmatch mode where up to four players can take 
part in the appropriately titled 'Fluffmatches'. Its not its strongest suit 

78 £DG£" 

puzzles ana platformery. It'S the trod 
of gameplay mill that Rare frequently 
does so well, providing an 
impressM!ry- varied alld emertarn ing 
videogame experience, 

Bizarre Creattons may have ta~en 
inspiration from Rare's bac ~ catalogue 
in developing Fur Fighters (aspects of 

GoldenEye, Banjo·Kazoole and Jet 
FOrce Gemini are clearly evident) but 
deserve enormous cred,t for 
producing such an accomplished 
Dreamcasl action/adventure It 
buc~ a trend: white other companies 
are content 10 implement lazy 
conversions of their PC properties 
on sega 's maChIne, th iS is an 
eminently distinctive worK, 

Fur hghters' plot involves the 

Bloleld·IiKe cat General viggo, who 
has typ ically Sin ister plans for wor ld 
domination. TO Keep his furry 
enemies occuple!l wh ile he embarts 

on these megolamaniacal act i ~n i es, 

the fel ine Villain has kidnapped all 
the Fur Fighters ' babies and hidden 
them around the Six areas of the 
game, He has also genetically 
mOOlfied parents and siblings into 
six monstrous bosses, 

The objective, tIlen, is obVIOUS: 10 

rescue all the babies and defeat the 
boss relat ives to return them 10 the ir 
original state. before encoumering 
Viggo in the ultimate furry face-off. 
However, the bJbies can only be 
retrieved by the .. own parent. TIlis 
is the game's best feal\lre. It is 
necessary to play as all Six Fighters, 
each posseSSing specific stil ls and 
nuances, in order to reach the cl imatic 
batt le With Viggo, The fu r Fighters 
TeleportatlOll oevice is used to swap 
between characters (as with DK64'S 
barrels) and these warp points are 
dotted around the environments at 
strategIc POlOtS - often wnere ifs vital 
to play as 11 speCIfic character. 



TEST SCREEN 

format: D".mcall 

Publisher' Accl.lm 

De~IOPer. ~llIrrl CruUon$ 

Price, £ID 

Releas~ : Jun, 

Fur Fighters ' environments Ire lull 01 inlerlctivl sClnery, IlIowin, you to 
U!ie _Ipons Ind cunninl to discover - or bllst open - "id den areas 

man. ~ke DK64,1tis SWItdw1g 

tletv.ee!1 cnaracters lIltroouces no! just 
variety, but elemental)" puzzle conteot 

CrOSSlllg a body 01 water, /of examoie, 

reQlWe5 the ~ talents of RICO 
the per!gI.Wl. v.t»Ie paw marks on 
plal/ofms suggest 1JIiene the ca\'S 

dimbiog abilrty wiN cane in Mnc!y. Other 

Fur Fighters nclude Roefus the SCOIt~ 
dog. who can dig through soft eant! to 
reach new areas, and lWeeI:: the baI1y' 

dragon, 'At1o hasn't yetleilmed to ~ 
but C<Wl gkIe across gaps ilia Spyro. 

ThiS ragl)ag I>lJnctI of furry tleroes 
must taKe on 24 massIVe levels full of 

OOddies to shoot, puzzles to soNe and 
p4atf0rms to negobate, in a game so 
full 01 too and IrNenbon that it's a real 

breath oIlresh all 00 St>ga's madllne. 

"The gaming eI1V1fonmeotS are all 
tleal)\ifu l ~ realised, From a buStling 

metrOp()liS calleO New QuaC~ City, to 

DIroI:opoils - a dinOSaur·srzed house 
with gigantic furruture to negol)ate -
it's certan,r varied, TtIese environs 
are, predlctabo/y, teerrung With VtggO'S 

anthropomclfptnc henchmen 

With its aP!lropr iate, considered 

aesthetics, the comedy viojence 01 

Fur FlShrers is wortt1y of note, it 
often tlas the feel 01 a sulNefsr.le 
interactIVe cartoon, With its ctltesy 

characters blaSting each other With 

big guns, and ooz ing fluff rather than 

gore w th successful hits. 1115 replete 

with thoughtful touches. For example, 

each Fur fighte r has Its own theme 

Wne, the daft Character VOICes are 

reminiscent of Cl'Iarhe the tat (from 

the '70S safety aoverts) and baOO.es 
fulfil a comedy rmperalM! when they 

wrn 00 their heels at the Sight of 
intimidating flrepower This IS a title 

With genuine personality. 
Fur Fl8hterS is one of the best ~tles 

available on oreamcast II'S at! all too 

IIlfreQoent ~ to come a(Jl)SS a 
VKIeogame oesrgne.:l with such t!1ougtIt, 

With so many di fferent iOeas ai'lCl 
challenges. It has an intelligenW Judged 
balance tletv.1!en shooting. puzzling 
and piatforn'llng. and there are even 

Thllntuitive control 5yst.m hu the Idion buttons controUin, directions. 
trilP" lor jumpinCI"d 5hootinl. The 1",IOI"e stick movts thl tImer. 

Iwith its appropriate, considered aesthetics, the 
comedy violence of Fur Fighters is worthy of note. 

It often has the feel of a subversive interactive cartoo~ 

several bonus games on each level, 

Thus far, tile Dreamcas!'S most 

nolewortl1y fare nas invanaOly beeil 
eojO'f<lble bot S/lOrt·1ived arcade 
converslons. DC 0W0ffS now haYe lesS 

cause to cast COYe\OUS glances at 
similarty styled iKNentures 00 other 

/omIats, DfCa.u5e fur fighters IS 8 I'tie 

tJursnng 8t the seams With 

entertalrwnent and Iastlfl8 appeal 
With fTlOI'e satisfying mul\lplayer 
gameplay (the FluffmalCh mooe 

can prove frustrating an practtee) 
I1 woukl nave tleen a welco:ne ~ 
surprase 01 even ~er Stature, 'l.5 

figb! DUI Bl len 
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HCO THf DOlPHIN· DHfNDfR Of THf fUTURf 

!Ne to the dolphin's redlless insistence on remaining a mammal while living in the 
sea, Ecco's air supply must be replenished by surfacing or seeking 0111 air streams 

Playing an aquatic Doctor Dolittle, it's possible to 'sing' to other sea 
creatures, asking them to help. New challenges a((ompany new allies 

IP.'I mid a fresh wave of public angst 
IiI over Violence In Vldeogames. an 
aquatic adventure featuring a fnendty 
dolphin seems perfectly in tune wnh 
the current Ze itgeist. few the DOlpf1ln: 
Defender of/fie Future is S-ega's latest 
I.Sparty title. code\l by Hungary'S 
Appaloosa Interactive, With deep 
financial and creative Involvement 
from the publisller. 

A secornj sequel to 1995'S million· 
se lling Mega Drive fCW tfle DOlphm, 
this new iteratIOn lands ECCO W'th 
aflOther battle to S<!ve the Earth. 
Plotted by scj.li scnbe Davld Brin 
(http://WNw,klthrup.comrbflnlmain 
htm). the story is set against a 

background of imminent invasion by 
'The Foe'. the efforts of which are 

IThere's a slac~ness in feeo the Dolphin's design. 
Ambitious gamers wi ll undoubtedly find their way through 

but its family·friendly themes will place it in less able han'::j 

brought 10 a head when the great 
crystal that shields Earth is shattered 
by an attack 

Eeco's Quest begins in a peaceful 
bay, where vanous other dolphins and 
a pail of whales consPire to teach tile 

basics of steering sea mammals 
ASsone\l twiStS, turns, cnarges and 
fish -catching are all within lepel toire, 
and al l astoundingty wel l aOlmate\l 
However, just as In otller Irt les which 
ask the player to navigate a 360 

deglee space it is sometimes easy to 

lose sense of wh ich way is up ­
especlalty In some of the darKer. 
more cavernous stages 

As ide from bearing names 
redo lent of bad 19805 metal bands 
(,seeds 01 poison' and 'Sleeping 
Forces of DOOm' are tWQ of 34 

hilafloos entries), the stages are vague 
In (!()sign from earty stages onwards 
Undermined by the need 10 maintain a 
reahs!icalty murky draw distance. the 



Hilline then switches raises I nd 
lowns the water level in a cylinder 
within al;anl pumpine stltion, 
IlIowinl ,ou to jnlss to later I"els 

level oes.gners needed to lead !he 

Player Dy !he (OOnIe) nose. They dIOSe 

I'lOI to. "''!'I11e' a temporary map can be 
st.mI"IlClr'Iell'J' I'IOkIIIlg down Eeco's 
crackling sroar blast. It introoes too 

helMly on !he acuon to be of much use 
Larger areas often need tour ing several 
tunes befOfe they become lamil",r - ~ 

trme- ancI patreoce-wnsurrnng flaw 
eorrmon to roost maze-based games. 

CurlOl.lSIV. [eco IS able to eXIt 

certain areas WithOUt hilVlr'lg 

comPleled key tasks, some of whICh 
prOVIde InlormallOO neede<llor laler 
stages. There's a slacl:ness in !he 

game's oesrgn whlcl1llJrts in I\S 
murky walers like a boars cI1am, 
wa,!lng lor players 10 tangle 
lhemsc/v(!s in it Ambitious garners Wltl 
undoubtedly find their way th roogh, 
bul the fami ly-friendly themes Of Eeeo 
Will pl&Ce It In ~ able hands 

0tI'Ier aspectS 01 !he game are wett 
conceived, sucn as !he schools of fiSh 
v.nrcn can De I'Iamessed Il'J' ECCO to 
help IlII'I1 \I'IrOI.IgtI SlIUil:JonS. 0r'ICe he's 
been taugIlt the 'SOr1gof FISh' Dya 

feDow OOIptun, the hero can squeak 3t 

\tle fISh ancI ttley Ioflow twn. Ligl1t f~ 

can be taken into dart caves 10 

Illuffilnate the way, poison fish can 
foml a guarlllng nng. Others are 

Simpty food, used 10 recover energy, 
\laryirg in cotour and nutr~1OUS \latoe. 

Eeeo's many foes, incllldmg The 

FOe, can be fought in vanoos ways. 
The CIOfplUn's pnmary anack IS 10 
cnarge ntS enemres. wtllcl1 are often 
sharks.. Larger ene!Tues have 

shockrngty abrupt ~es, Often 
swaJ/ow1ng Eeco With a Sillgte gulp. It'S 
also POSSible to cotlect a power-up !of 

hiS sonar, creating a blast force to be 
reckoned With HO'NeV{'r, hl-:e many of 
the game's other toys, there 's no 

Immca,ate and reward,ng teSt bed for 
Ecco 10 try hiS new-found skllls. 
DefICtenCles like thiS draw the hne 
between the work of the h~es of NCl 
anet tnat Of the rest of the world 

mere's no doobt that AppaIoosa Iias 

tlUI~ a WOI'IOerfIJIy IT"ITlI!fSIYe game 

'MJI'kI. and the efforts Of lIS arwnaoon 
team are I'f\POSSIbfe IlOI to a~ 
Tim FoiW!'s fTlUSICal score Is afso 
~ed, orsplaying a senSitMtY to !he 
tltle'S oemeJrlClUr too often lost on 
weStern vIOeOgame musroans. Huge fun 

can be had sJmptycurllngand spurting 
ECCO arouilCl hiS under.;ea workl 

fcco the DOlphin is a v~1 
actYenture, one that is sure to keep tile 
player busy for Iongei than most of the 
Dreamcast's back catalogue IKIdea 
togetller. But !here's an umortu'l8le 
IlIandOOSS \0 the game bl:!neatti lIS 

gIo!.sy VISUals.. AI::\K.ln$IlI!i.!d clearer, 
more rewardrng COI15eQuences; levels 
Wand you where ttley shoukl direct 
~ Simpty lacks the visio!1 !hal typlffes 
Similarly spfawtlng N64 epics. 

5ega Europe's auempt 10 linance 
innovative. 10nger-laSling lilies lor the 
European market has SO lar borne 
three unusual anet cred,ble near­
misses In Red Dog, Toy Commander 

and IIlis game t.'ore populiSt man any 
of ts stabiemate5, tile pressure IS on 
MetropoliS Street Racer to grve I\S 
DaCter the triple-A M 1\ so 
Dadly needs Raf! on July 

Sewen DUi ol len 

TESTSCAHN 

OevelO!)er ... ppalOON 

Price; U O 

Releue: June 

hller st ' lt! wuh 
E((o throueh .lien 
eralt and musin 
Industrial (ompluu, 
all la,ered with a 
remlrhble . mount 
of e,aphic detlil 
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TEST SCREE III 

DOGS Of WAR 

Form~t. PC 

Price no 

Relelse: Out now 

~ndK.llp" VII)' «Insidle'flb/y 'IS tM playff protrH5eS tllrouEh tile missions 
and tile terrain must be used for tKtiuladYantilp. DockyarG Cla~ ("&hI) 
mU1i1 be delitroyed to prevent tM Mantili hordes OYf!lWbelminK your force 

A l ame containin, 
~'r:.nl)' 01 Iny kind 
woo dn't be complete 
without the sniper rifle.. 
~" can lOOm into 
their prey u$lnl the 
window, bottonI left 

r.I or a game prid ing itself 
.. 01'1 the t l ie 'aCIIOl'1 tactics', 

DOBs of War DisappointS by falling 

somewI'Iat short In both <lepartments. 
While Edle acknowledges tllat there 

IS a oeamlullv crafted and powerful 

game enllOe orMng the whole 

ej(j)eftenCe. the title's IndIVIdual 

partS,li~e so many lne~penenced 

troops, ~d the game o.x~ from 

cruShing all opposit ion in its palh. 

some players may be discouraged 

by the fact that the game offers shOrt 
mISSKH'lS ralher IhaIl aft escalating 

war lhough SilICon Creams llas 

patE~ntIV OPled 10 steer clear of battles 
wtIiCI'I 18~e IIf1 eyemng to complete, 

DOgS of War levels tend to be loo 

ShOft - JUSt YiheI1 the game gets going, 
the mlSSlOllIS over. Dogs fJf War Offers 

a selles of skirmishes rather than an 

OI'1golng tlIood·alld ·guts campaign. 
me difficulty balance is also 

somewnat uneven. While early 

mlSSlOl"lS auger well, deHYeflng Clear 

oo,octMlS wrtllluSt enough resources 

10 complete the task,later miSSlOl"ls 
can pI'O\Ie lar too easy 

From the outset 01 Dogs of War 

the pIaver can controt \WO lacbOI1S 

the warmonkeys and The Impenat 

oroer Once eight mlSSlOl'lS for each 
haVe Deer! com~eted an aciClltional 
facl lOfl, tile Mantal race, opens up. 

Tak ing Its Inspiration from 'Starstllp 

Troopers', Sil iCon Dreams has 

IOYented an alien race of bugs in the 

Man181 which are proloonCIlV Cllfferenl 

00th tacncalIV and aes\hehcalIV to the 
prevIOUS \WO groups 01'1 offer. 

The Manlal offer a lange 01 

StrlitegIC options. and wh e enemy 
AI IS at IIITle-s baSiC (mostly following 

preset routines) the IndiYiduallevels 

00 offer a gooCI ooal ol Yariety. One 

e~cellent el(;)mple leaves the ~ayer In 
COl'1l rol of a lone gunner In a section 

reminiscent Of Mera! Gear So/id he 

must sneak around a pnson complex. 

oe5troy a generator and free hIS army. 
nllS IS all COntrotle<:l via a 3D 

CM!ft\eacl camera which IS 00th 

IfltUlllYe and smooth. IndrvKlual uOlts 

C8I1 be controlled directly by a SII1gle 

CloCk of 8 mouse buttOl'1 and the press 

01 the return key. Untonunaletv thiS 

IS atl too often necessary as Units 

aSSIgned commands can get snaggea 
0I'16O\'Iroomental debri S - ChOOsing to 

take a route dlrectrv 10 the destinat ion 
rather than going around otljecls. Tttls 

ratilet' aSl:s the olayer to beco-ne a 

nanny, not a field marshal 

HaVe the p.auence 10 live with 

$IJch nm frustrallOl'1s anCI DOgS 

of war can be an enJOYllble romp. 
n is Just a pity that the game Ines 
so hard to camouflage _ 

sul)tler beauty at its core. 

Smn DUt DI ten 
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SHOGUN' TOTAl WAR 

The bitm'PPlfd ,,'phics don't be" 
dose scrutiny. H_vel, they CO"HY 
Cl lnilge on an !lnp'falleled Kale 

1":1 ('IV gaming seams h811C be<ln 
.. mined as ruth~Jy as ,ealtime 
strategy. The geme IS so artlstlcally 

exhauste(! that any tiling atypICal IS 
seized upon as evK1enCe of a revival 
l'he novelty In SIlogun form wars 
case is that it has successfully 
managed to realise and tllcnd several 

ideas troW to flO avail in othc'litlcs. 
and has come up Wlltl a possible 
p!'ototype for the fUMe of the genre. 

Shogun is Dase<l on the colour, 
Iffiagcry and inUlgue of 16th CEmtury 
Japan. wnh the player comrolllng the 

resources of a historical clan, The 
eventua l aim 1'18 battlefield COIlQl!CS1S. 

temtorla l acquIsition alld diplomacy is 

to exparl(l the Clan'S influence umlll!S 

leader (the D<iln'lyO) IS acknowledged 
as Shogun of Japan. BOrrowlIlg from 
the mectlamcs of DOardgames, Cl RISk­

stYle mosaIC of prtMnces PfCMdes the 
bad:dr~ fOf tile combat Here army 

pieces are moved across a map of 
Japan WIth turn·Dase<lluxu,iousness 

Infrastructure may De oe~k1ped. 

trooPs rl'Crmted. intelligence gathered 

and plans hatchea. But once a 
territory is targeted !of hostile 
takeover. Shogun SWItches to a 30 
erMronment for a tactlCat resotutlOfl 

The forces mustered in the 

Strategic section arc placed at your 

Format: PC 

Publisher: E le~tronl~ Ani 

price £35 

Release. JUn, 16 

Shogun is bol§tered b,. r.fined oriental usthetic. Cut-scenes .re inspired by the won. of J.PJlnese director 
Aklr. kuros.w. Ind the front-end is IS sh.rp IS I S.mu"i', ht ..... Only till httles aren't minim.list 

realMIe disposal in tlattle scenes that 

are l'Ieavlly IIlspired by traditional 

wargames. The ~ IS on 
ntuahStlC combat. WIth strICt ruleS 
governing the 0CIl0n. Troop typeS 

each have their place in the food 
Chain, and marshalling them corre<:tly. 

rather than ImprOVlsmg ad hOC 

SOlutions. is key. A number of 
prep!'osrammed foml3l1ons Simplify 

command of the army. tI1OugT1 the 

fickle Interface Sill IeaYes some 
control Issues un~ 

Terrain also plays an unusually 
imponant role. Like a golf green. it'S 
tne lie of the land tnars imj):Jrlant. 
all(! me Starkly defined lines of the 

Dattlefields enable the player to SPOt 
oefensable hlgll groond. amllu$ll SPOts 

ana OtJIflankmg opporturutieS. 

The oeSlgn etemems force the 

player to fight OISoClplined battleS that 

take their cue from warfare proper It 

requires more commitment tMan the 

average C&C bash. oot Shogun 
succeeds on three fronts. scale, 
AI and IflVONemenI. lhe blUnapped 

troops can De shunted around the 

SoCreen in their thousands. Wheeling 

blocks of troops collide and end up 

heaps of messy dead - perfectly 
depict ing the carnage of warfare. 

Shogun's Simple rules of combat 

are ideal !of the CPU anct It putS liP a 

cre<lJtlie Challenge compared to other 

RTS games. Finally. the wedding of 

strategic SoChemlr'lg With realllme 

combat creales a campa'gn far more 
IllVOlvmg than any 'story' -based game 

Shogun is no title for the C&C 

dilettante. It'S a serious strategIC 

urxlertaklng that points the wJ'I ahead 

- a less IlIIfit·hearted route. but one 
mat's far more rewarding than 

the old RTS foonula 

Eight out 01 [en 

The plot is determined 
by mons in the 
strltegi( section Ind is 
resolved b, pl.y in the 
tutial sedlon 

£00£ 83 
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KIRBY 64: THf CRYSTAl SHARDS 

format NU 

Publls~r' Nln lendO 

DeVeloper HAl Uborltory 

Price: VS,IOO (US) 

1'- " ' 4, -• • • "1- "" ,., . . 
.... •• ·• .. 1 ~ 
~ 

fOiT~?OI' 

AvoidinCllllinc 
.... rdrobes (.bovl ) .nd 
ridinC pimbldr; (top) 
II1 just some 01 the 
skills thlt must be 
mlStered to Sft off 
thl Dirk MI Her 

Aimed firmly.t younCer C.meIS, Ihe vis .... ls in Kfrby 64 boISlI PoUmon-style 
simplicity .nd cuteness.. n does nol m.lch Ihll inf.mous title in telms 01 
comple.,ty, Ihou,h, .nd it's unlikely th.1 Kirby fevel ... ml.k. hold in Ihe UK 

f'i': n the day of liS release In Japan, 

.:. KJIO'; 64 sold JSO,crn COPIes. 
AlthoUgh there is a danger of 
developers becoming complacent In 

Ihe face of such huge brand loyalty. 

Ihe 64bil outIngs for Mario, Link 

and even Donkey Kong have each 
rewardtKl fans with InspirtKl updates, 
makIng full use of three dimenSions 
to pUSh the gameplay envelope. But 

If fanS of Kirby thought that their 
blob· like hero was going to enjoy 
s.mllar treatment thIS lime around, 
then they WIll be blttefly dl5app:l<nted 

oeveklper ana klngllme Nlntelldo 

bedfellOw HA!. MS aYOIOeIl the 

headaChe of addlllg any tiling new to 

the strIJC(Ure of preVIous versions by 

reallSIl1i the sequel In 2.50. Featullng 

30 graphiCS, the <lCtlon oortllnues to 
taKl' place aK>ng a linear plane Once 

agam tne p,nk pUfloall muSt take a 
SiaM against marauding oar~ Matter, 
us.ng his mea ana truSteo technIQue 

of Inhaling anything that stands In the 

way of his Quest In Oiller to pick up 

shardS of a magical crystal By 
swallOWing certain enem,es, KJrby can 
aoopt their speocial attacks, WhIch 
range from transform,ng IntO an 
If'IOesULlCt!bIe,bOU1Oer to being able to 
generale electriC sIlock$.lJ)Igulprng 
two baOdoes al once players he can 
mur: and match to obtaan an even more 
dlVefse and enhanced range of arms. 

SOme levelS offer vsrliltlOllS on 

mls baSIC tfIemE!, featullng sfed or 
mine can noes III ~'Ucn obstatles 
musl be lMlrOeo, ana levelS are set 

AClion I.kes pl.ce in I number of environments. Bul despite the pretty 
Irlphlu, there Is little to distinguish this tllll from 10 platfOlmels 

In a woe range of ellYlronmentS wlm 

a I¥ge number of bOsses. In short, 

~t1)y 6d takeS the fundamenta l 

elements 01 the 20 YefSlonS and gM!S 

lhem a grBpIllcal sneen that befits the 
capabilllrts of tne N64 But g~n the 

progress that has been maoe In 
platform gaming on NlnteOOO's 

conSOle, and gll't!n Ihe arnyal of next 
goneratlon hardware, thIS IS al l a tad 

unaerwl1elmrng, even thOugh the 

There Ire a number of bosses 
.od sub-bosses (above) to 
enliven proceedings, sadll they 
flillo mount Iny ltal chi fenge 

cutesy plot and appearance WIll 

urMlOUbttKlly serve to stJfT'U.ltate 

younger players. 

WhIle a rehash may be enougl'l 

for oewtees 01 the senes, me 
D!ggeSt problem lies 1101 in the lack 
of ollg'nalrty, but rather the lact that 

the game is over too soon, YOUnger 

()layers attracteo to ttus title may well 
have already honed Ihen skillS wom 
lIIO(e tesung lilies, and mature 
gamers WlM have no problem finrstllng 
the game In one SItting There is 

$lmp/y not enough Originality or 

iongE!VIty on offer Ior ("by 64 to 

Stand out among the wealth of 

InventlVll platformers already 

available on the N64 

five DUI ollen 



CHOICE CUTS FROM THE VIDEOGAMING VAULT 

NEMESIS 
Known in its native Japan as Grodius, this horizontally scrolling shooter followed previous Konami legends such as Scramble 
into the coin-oj:! hall of fame. In its day, encased in a nondescrip_t. multiQurQose cabinet. it had to sell on gameplay alone 

T1Iis boss (main) - perNp5 N6MsiJ',1IIO$l tHflnlnl vi_I element - w.u oddly 'I!miniKf/It of tMt of 
!>hoMo. in tJm you could not ,each its vulnet,bl. we,k spot without bre.ki"llhfOUlh protKlin Irfers. 
E~ tt1tn. only. clired hit _Id brinf.bout ib demise.. Power-up pods we," the ,.me'. wmIKJ' (ri&trt) 

The E.ner Isllnd huds (richt) which 
worniled PoIo-likl projectiles at !hI! 
pi..,." '" ~sslc im'l" thoIt few 
will"ye, 'OfI"L l_ls which could 
be forclt-$(~lIed yertiully (above) 
.Iso Idded to the I.ml!'s impllct 

Manufacturer Konaml 

126 B)Q" 
1985 

D ($ doIIioJI: 10 be harVl WIIh Kcmm b ~ to 

mri. the '"""" aI the first two ~ consoIe5 
from SOrry 'MIll ~ _ I 01 thos, arguably the rrosI influential 

shoot 'em up sonce the se'Ve'5 ~"S" ...ne" the ~kes 
of GaJawn, f'hoeIllII and Moon OestD ruled the !'~ 

The game's demoog ladO( wM <IS Nborat~ power-op 

system, ofIems craft custo!TloS<!lIOn on so.~: 'speedup: 

'mlssil,,,. ~. 'Iase(, 'opbOn'.od 7 . The lo!beI'opbJn' 

ha«Iy saw "'I tww: 01 fit !hIS ~ power-<lp cid, 

howeYe', o!S ~ produced • 5IaYe energy orb ...tlid11!WT11do:,ed 

your aafl's KtIOnS. Strong lour 01 !hem toge1hef and j'DU 

had oJI1 aI-poo¥erl\A thalli 01 "-'~ blob sodeb:i:s. 

W1hOlI: NemeSIS,1he!e may tI.we been nof?~, HoJvong 

w oe! that. though, 1he!e v.rud be no ~, ent>er 

'hhich some would wy 1SfI't such a b.XIlhing 

Coln·opfvar i o us 



EDGEVIEW 
The videogame world never stands stillJi..dlng the breaking wave of advancing technology. InJbiueglllar (olum!) 
EdC~Quts th_e industry's Qrogress in QersQective with a look at yesteryear's headlines: five_v_ears agp this month 

Edrl! issue n, July 1995 

il he hunt for the Ne>:\ Bog Thing -
oneweorve 01 whether 01 oot ~ 

woold """"","1Iy ~ a reality 01 not 

- got the bene! of Edle when is5l!e 22's 
rover ~ host to an "'dustri.JWooI<ing 
b-lckdrop 0'>Il'I which edrt"",,1 promise:! to 

offer. look into. ""'" format whdl 
woold 'lIlke 3D graph>cs performaoce to 
new levels of le.llism', In~. Mark 

c...ny, pre<;ident of U""",,",ilnteroclrl.'!' 

Stud"". da i~ that, with the M2 loom, 
'we Me entering an era whete the p<1rT\<lry 
limnaoon v.1II be 001 irMguwtions ' 'But 

300 is stnoty limifing who 8"lS to ~lort 
this power' ,.n the rltO<t IOM of editonal 

Did Sony's 'come one, come "'" policy 
'edDy i0oi:; like wdl. 00d ideiI to 3005 
m<lrlolgement at this point? 

"" " """"J 

3DO~;,;,.;' to' h iiM 

The laguar VR unit: about liS 
f<lShion"ble IS that abysmal 
purple sweater, IS it turned 01.It 

EIs.ewt..<e" E22, a~ format 
""th a 5O<d1 led 'Dream Te.lm' policy 
began 10 expenen<;e pr<.>blerm. "We have 
m<>de • conscious deasion not to rush 
the Nintendo Ultra 64 to marret,' Solid 

NQII,chairman How"d Lincoln An 

uncon0ous or :;ulxonsdous decision on 
Ninteodo's p<lrt would:;urely h.;,v" ~ to 

Maric 64 oot bemg qurte 50 !rMz,ng. 

In othef news, At!" ,eiedsed shots of 
it; .klgu.Jf VR unit. Nee<.l1es:; to~, ....c:J 

thIS little ~auty ........... made it l...S 

Clod<wise ff{lm top left: Edge examines Japanese RPGs, predicting that 
tliey'llsoon be making iln impilcl in tile UK; Trip Hilwkins' new baby bikes 
(entre sage; Ml ilt work on iI (OW; tile ground breaking lumping Rash 

DIe! they really say that? 

InIe!pl.1y V«U~ VP Dick lehrberJ: "M2 and it; rMutoonary design and grolmdbre!Mng 

f.,atu~ prowJe us wrtIl an excellent vehicle to <.Iei'-'ef 001 soitw! fe" and meet oor ~Is 

Did Edge really 
say that? 

Last 'One of ed inlm: "The 

Tests c reen s (and ratin gs) 

Jumpiflg Flash (l'S; 7/10), Gunrl!"f's /kavM (PS; 6/10), 

Aslai (SI!, 5/10), Fu" TIlrotr~ (PC; 9/10), F/Kjlll Unlin1!ted 

to stay on the It.ading edge of this f~t-p3Ced industry" Not one for PR 5P"o'k at all, then SNES d~ better' Sniff (PC; 9/10), Bum Oul (Jag; 4/10), Slam 'n' Jam (300; 7/10) 

PIXELPERFECT 
Even'_gamer has occasional moments of sf!arkling excitem~nt,~ejt tbe first tiroe.5Reedball booted up....QU:ompLeJing 
Sabrewulf, This month oli Wright of Brain in a Jar remembers~go_o_d (eason for buying~f!ensive microcomRuter 

1":11 BC Micra'; """., only owned by kids 
.... wrtIl rich p<lrents who thought lit:1e 
Johnny would get a head start by ~ng a 
proper compvIef, not one of those toy Sinci.lir 
things. Fortu~ I had a couple of 1rterX!s 
wrtIl rich p<lrents. 

Revs w~ introduced to the world On 1984. 
The geeky school COffiPl'ter dub w!S !bout to 
become the geeky R....s ~nd fl'~ dub, Most 

raong ga~ up to thIS potnt didn't even ~ 
corners. Those th.Jt did were the wiggly, bendy 
road vanety <lia Pvie FOsiIion. H~I~ was! 
game that had proper CIrCUItS; you cook! see 
corners appr03dling (no pop-up) and plan 

YOUf ~"" throogh them. The tracks had hil ls, 

crests and d~ Yoo cook! even drive the wrong 
way. Try damg that in Pvie PoSItion. 

Then m..1~ was Iht! CIlr model, Wth adjustable 

aerodynamics, the CIlr coold slide and sp<n, \'00 
could ~ur>eh the c.J r ~ kerbs. and thefe _, no 
alrtomatic tran5ffilS5IOO for the skil!futly d'la llenged. 
R....s could nghtfully c.J1 itseH a simulatlon. 

All thIS on an 8brt 2MHz 6502 at a tLme 
before the term '3D engLne' WaS coined and 
polygons per second could ~ me!:;u~ wrtIl ! 
stopw!tch. H would be rMny yt'ars before any 
other raang game even ClIme dose. 

In a straight figh~ GIona S~p and Hugh 

""ngLl1e would boo:!t Schumacher and F2 
Ka»:Jnen any day 01 the w.:ek. ~ 

A visual tour de faKe, Well, 
by 1984's standards, maybe 
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Microsoft's peripheral vision 

USI\IK: Miao5ct MI be ~ MO ~ procU:ts tl ~ ~ '.w1gI! 

cl ~ ~aIs 1'1 Cb:Jber.lhe firsI, ~ le sn!egi~ IS 

It.e SmegIc COn'wT"¥Ider. ptU<I. £60. ~ fA G 1eII.twnded ~ 

ns IS «enoed l) ~ the ~ in! !T"O..I5e by wms "" 10 

n CCIITl'noltIds.lJse's .... be .. to as59' ~ 1oS5b 10 one ronvn.rd 

<nd real<d COITY1'I¥Ids dunns games, asN r-o lIIl5eS. Edge IS IT1OI" 

e<ded abouI the Game \tW;e, Ihco.Jtl, I'hd1 wiI enIbIe ~ 10 Iat.ort 

enerrnes, corrm..ncate wm ~ and set up g&neS or<er the 

~temet <=- ~ tAN, et,' \6in81he ~ and COITlfTI¥Id >00 ....th • 

p-ogr~ button$, crine gamm can erI1>e< dIM Cl use V!Xe 

o:m-nands 10 I.I"IdMake ~ wk:s like ~ a weapon. ~ 

it's v.o:1h £50 t) be able le onsUI: yaI ~ n re.JII:me? 

A new W<!If 01 stlooChg 

UK: ~ pnmowit ....... 

Ii5Ipersoo shooII!rs fllTW1d. 

Saitek'slatesl ~al1Iarl5Im 

d dlhe b1aIcrls ~ 

~tllhe~tlan 

ergcncmo:. pad ~ a rBft 01 

.., """""""' -~ IS prograrrrnable .-d 

...tiI!~oI.lS~ 

dNef and mate ifoe a 1itde meR 

~ is noIlhe mosl 

~lII'gU1'Oef1IfofPCFI"S 

~~tl __ E40of 

'CheI1lnIs -1I"l:Io..\tI1hose ~ 
~ a:wlOds r<llher ~ 
may no! o...en1Iy Md a belle.. 
500ticn Edge's moneyw::U:l 

be on a ~ ...enior\ ...nictl 

w:::Ud ~ eMence toe 
ruH'C ~ FPS e>perience. 
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(out there) RE PO RTAG E 

lhe ~ ~ modu'" is madt. up 01 I'M) 

eItmtntJ (~and beow ~). whi"'the 
SIr~egic: Convnander (bmw) is an ..rHn-ono! unit 



Granskningsnamnden 0 
Sweden; tt Ws ~ Iii<efy that Sweden'~ yco.rth vd be 

p-oI"t>ited from w.JKklg the Ft»:&non "'rIOO1 series. T!-Os speWI 
~ng dttaO:; rrotysu¥tgle the ~eOUlcl F'oW.nII and Pbdl,(s 

W 'M>'Id ~ before the Cf31e rexhe5 x..~ 5hores.. 

Gr~ the territCW'{s TV.....ru:trlog. ~ th.nthe 
c.mooo brwk.s the ooo..ntry's 5lrd I.;.w.; I'h;h Iwl ~ ~ <It <hIdfeo. 

'It could be ~g..r&>d ~ d rne.:ons <i furthemg unvnerWI 
rne<escs,' convnentOO wa:chdog ~ Had Karnpm.1lnn. 

Ftom one religion to another, A:IUmon continues to d"1Vide public 
opinion. ldce failed to ascertain the Pope's CUlTen'( Poktmon count 

Ultima: Humiliation 
U5: Mlencan Lf!rmo faoatK::s_ ~ in i!IITISllbout OngIn's Iast!'l.<l 

releases. Wliie Ltma: Asrens.oo was 01Irised fa 1tS!'IIJTlerOU5 bugs. 
Ultimo 0VIe: I?enoissance Ms 9Jffered ~ ~ 10 .~ ri the 

most ~ and elaborate crxJt,' ~ to be pOOIished. K> appease 

angry mOOs the officiil1 /.boo ow.e 'M'tl ste offered this apology: 

"MliIe we call delay the release to our ~ we cannoI dMy the ...tai 

release, and Ihu5 ;ou may see the 00. ~ 1:0<. 00 the ~ 

01 yr» I ~ soIt.oiare store. {))e c.oosurroe(s ~ was 

~: '[QigCl] Nve b<okert the bor>::! c11JUS1 ~ game- and 

a;.rpct<ltion: 1Nt there's ~ a game in the t:oc you're~. 

U/(jma Online. 'M11<;h _ aM that ~ you'r~ going to let them down .. 

vatican 1 

Italy; The v~ meanv.trile, Ms strrx\gIy ~ the ~ 

phenomenon. Sat2OOJ, the ~ teIevisKln statm ron by the ItaI.Jn 
Bisi"q:>s' Coofereoce from the ValKal\ Mt!d that I'rl&:hu .nd fnendo; 

t;;r..oe 'r.:> mc<ilI side eIIecl's' ao:l focuses 00 the '!leS oIlIiendsIlIp 

between the tr~ and hi!; f\:lkemoo', The fact that the tMOOl SoffieS 

hoIs g.med a 60 pe< cent ITIoloI'l<.eI. share on the c!liIcken's ~ 

iII.Idieoce doe5 noI di5n.rt> the ~ ..tlo see the sirnpIo! stories 

erv:ooJ(~ dWdren '.., the dM"ecbon cllT\dgIMIK:<l and ~, 

The r.ewsp<!peI' Corriere deIa Sera com:nented: 1hri is • _ 

pilp<lI ~ fcI the IoltesI craze', GIalny gets i1to Gcrne Boy 

Japan: NuyeI. the ~ 

rll'W ~ rrOOW>e from sr,ger, 
Ms b<= deveq.>ed to \3'<e 

advantage 01 c-.e Boy Cob 
ted-noIogy. Patterns can be crd'MI 

00 the h¥xt>ek:I aod ~ to 

the rrndwIe ...... the Iri; ~ 

AlternatNely, doiie5 ;n:I dol 

CIJStumes ca!l be crwted from 

300 prepmgr<WTYT>ed p.31temS. 

The ~em IS ~ in /.My 

Md MI cost ¥SO«l.1JC(l 
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Monster TetJis scaJes tower block 
us: Part <lit eo:perirnerIt and part soenc:e 

~ the I.Jrgest TetJi5 gMI"le 11 the 

v.uId can r>CM' be pIorred aI BrOMl 

1JrWer5ity, Rhode IsI.m1 St.lI'Iding at 

96 metre5, the ktn5 g¥ne beats a past 

Dutd1 effort at the Oe/ft ~ and 

v.i enter the Gof1e5s Book 01 'MlIId 

Record:> The small team 0121 SI'.K\ent; 

ill Tedl rIou!;e o::nstructed the 

00e0game ~ by ~ more 
IMn 10,(0) ~ ~ to I'oQOden 

flames. The tailing ~ are 

Dpef-ned by 11 0JSt0m-h.0Id <runt 

board-; and "re ru1 on a dm fle!'M)r\; 

contmled by lilu<. ~nde<!; loNe 

bt!en ~ 10 play the g.>rne, ...ndl 
was <lIigruiy controIed 'MIh a SNES 

jaypad - roN 50rly 00:>ken - sn:;e 

replaced with a ~rd_ 

Keith Dreibelbis and Soren Spies, 

tv.ool TM ~',o..s.gn ~ 

~ ItJ!. prlJI"d as bo!h game and 

<lII onstdIl.JlO\. "Tho. ancept IT'M'Iy Ms 

todo'Mth~IRm~ 

,,;.000 garTW1S.' comments Dr~ 

·Fo!~....ooMs"""'~-V 

too IT'I<.Id1 T!"!nS and kx:ted M squarish 

buildings, it is ea9f to 5I.lrt ~ 

Tem:s tms on tr.=" ~ COS! of the 

projea came in allIlder $1 ,reo, but 

pt;,ns to ilire a ~ band to play the 

Tem:s music may LP the biI considerab!y. 

"iI 130 £DG£' 

n,., Atneric.<In Women's World Cup-winning sqwd has taken 

the sport's popularity of !he spoIt 10 new heights. Is this the 

holy grail ~ 01 !.-.pp;ng into female gamefS' ~es? 

The Terns- art inst"IIMion can be -.. from 

the local fr~ay and has attract~ a S,6lt 

dfoal 01 mM", attention And no, the 

sf1.utth! ~ not make an appearance 

Female gaming grows up 
US: Doe\. Ma Hamm Socrer 64 ~ a sigroif>::ant dolrtge in the Wi'ly 

~ _ the fen'olle ITIilM? AIte Bctbto Super Spcrts and The Spice 

ems u:rne5 " game pttd>ed towards femakls, ~ wrth a ~ more 

rmrure foo..rs- South Pe.lI: IMI be attempllng to "'P nto the popul<vi!y 01 

the spqt in the US v.t.ere the 'Mlmer1'5 !liItIOo:"W tl!1lm noI rrit noId5 the 

~ Gold but the 1999 'MlIId C\4l trophy. ~"expected thlt the game 

M model the ~ on their ~ ~ '" <b-l1 expect Ill\.Id1 

dumhng do:;w.n v.t.ether Of rIC( the offside rule is orrl.ded is ¥IOIher ~er. 



Gadaffi and Hussein miss out on PS2 
Japan: Fe.n N ~ epM re5InCIIQn$ w:Ud a.miI Sony's arTbDon 10 

shop 1hree rniIon !,I'll!; t> IxdJ ~ and UK shores 11t!he end 0/2001 

hM been ~ ~ ~tl ·na.O' au1IneSwi ~ /head k"" 
kilq, I.bfa and NorIh r.aea 'NI no! ~ be able tllIT'flOII Sorr{s console. 

'liade Mmtry 0ffDaIs..wre a:o:emed 1kIt !he COIl5OI! ~ was 

smiIar 10 thaI used in ~ g.jdMlce systems ¥Id ddn' v.ent Ihe f'S2 10 IaI 

II'IIC !hi! I'0I'OI"I8 h.Yd5. 1'1 1998 sirrIiar 'dew;es' b ~ use >W.'fe fculd in a 

North ~ so..t>rn.xr.. 5Iri I7y !hi! SoutIICDn!¥! fTIIIrtNy. MIssiM! guidMlce 

$Y$IemS cf:en use rl10ISIted GimefilS I'kodl feed bad<. images to a rernore Iiring 

5Ia\lOn; !hi! tta,«!J::ty can !hen be ~ed bv .. operalOl. Commeo!Jng on 

possilIe mitaty use Kenichi Fuku .... wod: '\\le coJd noI ~ 

becaI5I! of !he r.ec:e ~ in !he .QI5IJ'( 

Iapane5e Trade Mini5Iry Officials 1ft concemed that ~2 could be 

used !of mitaIy purposes. Islhis an Nto'aIe hype ~ 11 ...ut. or oM\ae? 

CIocl!Mse ffom m~in: Ghoub 'n'CIlasts. ~Atms.nd UN Sqwdron. Sadly, 

you'll have 10 apply . utt-otic ciga..dte bums to !he ~ {right} yourwlf 

wanted: dungeon bLilders 

Though ~ will not be a~ to aafl a game to ""ite !he ~ of ~ found in 
Final Footasy VIII, RPG Mo.!;I!r may inspire !he naI ~abon 01 MiyamolO< to • ~ clesfff 

us;~ lhe~responsi>Ie IofFtfPJerl.loliJt!Foolhe ~ .. ~IO '*'-the 
~ RPG Mckr fa !he b1nat CanceIeo ha! DITIe5 ~.Itw: CI.l<$rIJOICoI' k( IS 

do:! ~ in lap«!, ...tlo!fe lIS aR.t;Jy iml G Ihonl n:arroaeon. ~ IhI!> CIlrM"!!OOn IS bosed on !he 

IT"OSI ~..ewn, (slh!ytJ rrit be feIe.Jsed 10 MIenc.a. The ~ ~ ~ for Ihe 
CU5lOIT'I5OI!al a/ SIOies, ~ p.1Itf sysIemS. rT'ICIIlSle!5 and ~ The datIJ IS SO'ed on 
• SWICIMd moemay card and Ulf\ be ~ \10th Iroends v.OO also 0Ml a <X:9t' ci!he game. 

Emulation: the next step 

ut(; 1'hosoI!>M1O h.M! ~ spaa! and a ~ ~ 

10 play 16bc a.><lp da5socs on tIlO!I' ~ PC ~ be 

~ "'!he AIadePC. The GIbnelIS ~ repIeIe wG1 ots 

0Ml tUII .... 1'1' ~ moroIlIlI'ld JCII'SlId;. panel. .. '*" 
in)tU PC. ....-.:tI fits neMIy dl fie ba!or ~ and you (a'\ 

~ tno5e fO'IOU5 aI!mloms sper1 in !fie dIip 5hop I..tiIe tulbng 

011 KI'"O:i The AIc.aOePC ~ at f900 ilO:1 c:cmes bI.ndIed wIIh 

a (D.RQM ~!he ~~ a1M4Mf and Cap;om 

da5socs suet> .ss UN 5Q00dr0n, MERe, Stnder, ChixI5 'n' CJIOStt 

and Side Alms. 'MI: IWM' •• rt.ldepc.com for rT'OO! I"lfoIr.'IatlOn 



(out there) REPORTAGE 

Taking an ad break. Dreamcast style 

Japan: Vde<;.game TV <Id5 from ~ Io!ve been gp.oen the spcOghI 

WIthin 1hese P<'8\'5 on m:;te 1hln one ~ in the p.l5t Theo" recent 

M"" SIdtUS Ms been da.-.fl to few not~ ~ n.mirtg lop. 

New, ~ 0l0nnt!I5 IlI1d 1jpilg of tile Dead 5pO!!; make amends., 

1. [Typing) h . .. 1. ' ___ L ' l . · ttle._ .' 4. ' ___ Sir. -' S. SiX: 00tter 01 keo;board. "Ooaaoohr 6. SFX: mor~ k~rd datter. 7. "You ~re .. You 

are so fMtr 8. ~ you ""'" her]" 9. Zom~: ·" .... ,gM 1 0. "Ahalwhahr 11 . vo: "Extenninate all the .om~r '2 . • ~ of the Deodr 

... 132 £DO£ 

1. 0$>enS 00 ballet ~ o;c:eoe. to ~I ballet music audio accompani~ 2. SfX; ffuiiing! 

l . "Tchu! Tmu! TdUl!" 4. ·Okay.let'~ get him" 5. "Up. down, up, down r 6. "Tdlu! Trnu! Tchu r 

1. "Up. down, up, down r 8. "TchtJ! Trnu! Tdm r 9. [\t}i(:eoYetJ"You too can tie a dance maste r. . ,· 

10. ", .. and push the aliens back!" 1 I. "Spoce Chatlnel5!" 12. "It's a total failure! I car.not st09!" 

DataStream 

UI( mobie r:h::ne ""'" in 
1 990:~ 

UI( m::biIe phooe users in 
2CtX)-. , .... 

rurt:.er d ~ S!OO<.ms 
(~)~inthe""'" 

<I¥ f<IoMns lJI( kvd>. 42,000 

_ "8" rurt>erd ~2 
....... .ad ., .\lpoIl P'" d.>r 
45,4$5 

_age.......-t>erd~ 

Lri!s "*' in l.1p¥l per ~ " 1'5 
~d~owner.; 

~ 00 the s.g.. ~ --~ cl CO<l5IrnI!I'S 1111 MCV 
pal <iscQ,eed v.oJd rU lib! • 
pt> ., theirfer~ ~ 
inO.Nry lin4 

Estm1Ied .......... 01 """""f 
ElSA\. ~ wa-; 1osI1O pr<Ky 

iastye¥' Ubn 
~ cA peope Data 
f od5 In< l000::I 10 ""-fy id> 
~J5'IIo 

~ 01 rdJstnoI f.wne. Data 
Fad$ ne ~ wm! linked 
ID oicd"d <OnS<rIl'tion: _ 

~aI\<Ul&~ 
.,L,d ou for • d<Le ";" ......... 

ao:ortk>g to • ~ """"'Y' 7O'Iio 

""'~d\<XTIg~ 
rl:ed Oll.fa a~";" 

pI-one:-



(out there) MEDIA 

OAVIO HOLMES 
BOW DOWn TO The 
ExIt Sign (GO Beat) 
n.e twd ... lItoff ~ ~ Bnl>5h 
1lur&...t.dI '-~ !he 
IIldIdra bleprrI: o.e Ihe pes! 

.,-. Ne 0eitI11 \ti!I5'-cor..:. 
Ses!so;n' """ Pm'o1I Scream·s 
'XImnI', '!kM DIMfI To n.e E.­

.·"o~e&.d""w<d 

~IG "" shote~*-­
Bobby G r-- CrI "SO. 0:( (tt"Is 
..... $ 'Aa:ellraw() am HCtne. 
hos~"~~ 
c.J5I ~ re <7MI...t.dI ndudes BIueo; 

~ ~Jon Spfn<:B and 
ew-'h:I<,o ~ MiIc!Jna. n.e 
osA:os,,1b..rn ~~ 
memIk tcI:J!», 11""1' cool and ......... 
AMONTOBIN "'-(Nlnja TUne) 
No.....::l"derTobrl'sllstlr~ 

o 0... MorrIS cdaboraoon -Ihe ................. " 
~¥<=~Ihe 

rrusic yOO d e>;>ed 10 r...:I o..Ms 
btne.Ith Ihe ~ 01 'tll>e ...... . 
aI begq<alNf~.....n 
Ihe I'¥U jw p:l"tie 01 "Gel \\::u 

Sr«t On" """ Ta.- Tan ManIis"; bu: 
~ssoon~"",,--'" 
,..... bIe_~dad-e""" 
~ ..... ~ 
BELLE & SEBASTIAN 
FOld Your Kands Child, 
You walk Uke A Peasant 

"'"""'" >a.rtI1 prope' Ib..rn frcrn !he 
....-ne Sa:II!zsI1 enserrt>Ie. The 
bIo5somina; 01 i ~ NOo:1hom 
Scw.i on/\..o!no! has ~ ~ 
hIr SIYId. bu:. ~-""'¥ 
"-:l8ele & ~·s I"ISlIoIr 
.... rIdoM. tt"Is wool ~ 
}I(U 1I"WId( ~ yWve ocoen 
b¥<d .... fey pc:a51In1! I) """" 
~!he mall pOoWIiI'I. KIf¥i ..... 
~ .. ..-..; 'Fc*!\\::u 1-IIrIdl.. ' 
!OeNeS ~ ~ 0I1he __ 

DVO: DEEP BLUE SEA 
(Warner HOme VIdeo) £20 

0001 

Wow 
WOW 

.... 

II's ~ df!ia.AI: ID IiIo! Rerrry Ka!Iir1's IIIOIt AI cf I-.s ~ eIIon:!; 
('~, "DIe Hard Z 'Tlloo lJlI1g Kiss ~ share f1e same \ad< cf 
refn!mert 1Nl aIien.Jtes as IlWIY Wv.es as iI: I!nCI5. v.tiI! 'tlI!ep BkIe SeI' 
IS re different • manages ID poSJ !he ~ ~ ID' IlPN IMt 

Keen I) in:! I Oft br ~s ~ Sl:lI!l"tSS on., ~ 
lob deode ID ~ erivJnce fie br..-os cf ~ shins. ltU:IIe IS, hi. 
~ their -. ~ ~ and appe!lI!. ~ you can spoIlfle 
frsl: (cf~) pb holes, much ~!ranD(: ~and dLoted 
bbJd perme4IIeS tie S(Jftn. • ~ ail be YPry er.".abIe for aI!he ""a1E 
~ Ihoo..i;I you cooJd .-sue Us ail pJ~ ~ for ~ 
~~pic:nni5~~andfreoecf~and!he5.1 

5OI1Q keep)OJl" sp9.efs n const¥lI died. Eotras (COITYT'oeI1Iafy, 'maI<ng 
~ featurettes. deIeIed scenes and a stiIs gaIery) ~!he paO:.age. 

WOW WOW 
Potted opnon ~ Wfo!l ~ ;. &9; ID fnd. ~ 
from Ihe bIoadsheo!ts ID BIg ~ wks hM! a ~ 
cf t.MuRs lhey'd ~ teIf you ;b:Iut Even Edp's 
premun 'PecJe has room fer ~....mhy $lie _ BuI 

...tlefe cb you !p for a ~ ItJcm..iWl appraISal cf....nat 
lri;s .. h! ~ and ~ o::men; cf lhe Web? 

WoN WoN IS. ccIeaaJ cf 5haIl5h esMfO on 
obsa.e SIIeS 1M t-..1< bad< ID h! oI<HchooI Web, WiIr 
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VIEWPOINT 
EXPRESS YOURSELF IN EDGE - WRITE TO: LmERS, EDGE, 30 MONMOUTH STREET, BATH BA 1 2BW (email: edge@fulurenet.co,uk) 

O 
t seems that the more things 

change, the more they stay 

the same. A reader 01 Edge since 

issue one, I'm struck by bizarre d4!j~ 

vu reading the last several isSIJE'S. 

It's almost like a typical Hollywood 

sequel, with bored movie producers 

re-using the original sc.ipt: Seg ... 

unleashes new platform, the 

industry anticipating it will be 

trounced by a more powerful Sany 

machine following soon behind 

(which it does), while Nintendo lags 

so far behind it finds the battle 

already lost when its (a lbeit more 

powerfuQ machine belatedly appears. 

I'm a victim of this strange 

repetition of events myself. Tempted 

but not convinced by Saturn/ 

Dreamcast, I piE-order my PSX/PS2. 

Read the previews/reviews of lap 

PSX/PS2 software with increasing 

O!'xcitement. No doubt on launch day 

I shall plug in my PS2, thrill to the 

joys 01 Ridge Racer V and Wipeout 

Fusion just as I did with the original 

Ridge Racer and Wipeout on day 

one of the PSX - only this time 

around I've got a few more inches 

on my waistline and a few more 

grey hairs on my head. 

It gets worse. A year or more 

after PS2, seduced by sexy graphics 

and the endearing rep of its 

software, I purchase a Dolphin. I 

thrill to grl!at gameplay aft l!r bl!ing 

jaded by too many sequl!ls on PS2, 

thl!n get only more jaded by lack of 

software support lor the Nintendo 

machine in the wake of the market 

sup!!riority of Sony. Fast forward a 

lew more years. 5ega announces 

new machine. Rumours abound of 

PS3. Nintendo's machine fades to 

obscurity as the nex\· nex\­

generation hyp.e begins. _ 

I mean, really. Pretty soon you 

guys might as well forgo original 

134 £DQ€ 

copy and just reprint Edge from 

issue one. Maybe you are already .. 

lan C Smith, 

via emai1 

Fear not, unless anyonl! demands a 

second look at issuO!' 36's O!'ight-page 

spedal on the future of data 

storage, EdgO!' reprints won't happ!!n. 

r::I ascinating Edge articlO!' 

1.11 recently on gamO!' length 

/,Size Matters', E82]. It has become 

apPdrent to me that the computer 

game industry has a misguided 

notion of value for money. There arl! 

many more gamers in their IDs 

nowddays. Most of us don't have 

game for d couple of weeks, 

returned to it, dnd ~came so 

confused by the legacy of hdlf· 

so~d puzzles I threw down the 

controller forever). 

Most of us wouldn't think twice 

about downing SO quid on a night 

out so why should we feel cheated 

by 50 quid for a couple 01 nights in? 

A tightly constructed game 

delivering lQ-15hrs would ~ a 

grl!at dl!al more satisfying and 

manageable than 40 hours of dazed 

wanderings strung out across 

weeks. I'1!rhaps I'm just gening old. 

lake, 

via email 

'Yes, I confess it: my journey in le/da 64 

ended at the Water Temple. I couldn't 
play the game for a couple of weeks, returned 

to it and became so confused I packed It in· 

time to diligently explore the 

vastness of Ze/cio 64 el al and end 

up abandoning the thing (yes, I 

confess it: my journey ended at the 

Water Temple . I couldn't play the 

O 
disagree with L Pip!!r's 

predictions (VIewpoint, E83) 

that games with emotional content 

will become the stuff of dreams or 

niche market Emotional content 

goes beyond thdt which the gamer 

is able to express through their 

keyboard or joypad; it is influenced 

by environment; a character's 

development through behaviour; 

reactions and impulses to 

circumstances. The physics 01 these 

environments and character 

~haviour can ~ programmed, but 

current console technology has its 

limitations when emulating the real 

world 000k to MGS as an example 

of the best a console has achieved­

Dreamcast is yet to deliver an 

equivdlent).ln essenCl!, Ihe 

marriage between hardware, 

softwdre, consumer dl!mand, and 

expendable incoml! has not yet 

bei!n consummated, but we 
aren't a million miles away. 

Anyway, I shall return to my 

bottle of 8ud and gawking at Ms 

Croft's growing dssets. 

Scott Scott, 

via em.il 

E"":I he problem that both many 

.. of your rl!adl!rs and sega 

thl!mselves have is that the 

Dreamcast is a console for hardcore 

gaml!rs and that to me is a great 

pity as Sega has always produced 

lun, rewarding games. I would 

much rather play d pick-up-and-play 

gaml! such as Crozy Taxi than d 

game that is trying 50000 hard to 

not ~ a game, like FFVII. 

With the games now ~ing 

released on Dreamcast it bewmes 

absolutely clear that the console is 

aimed al the hardcore gamer. 'Whdt 

12·year-<Jld will go out and buy a 

fishing rod controller along with 

Sego Bass Fishing? 'What kid will 

pay £70 for a Bame thal uses a 

maraca controller? Nonl! . The people 

who will, though, ar@thosewho 

have Brown up with the company, 



game obsessiYts. or those who un 

look past the simple g~meplay 

medlania, the not so mind-blowing 

graphics and SH what lies inside ­

and if it is a Stga conversion it 

normally me~M it's a damn fine title . 

That person to me is the 

tI~rdcore gamer, the person who 

isn'l won oyer by mullimillion 

pound advertising budgets, who 

doesn'l buy the game on the basis 

I~I the wHflshots on the back 

look Soad. or simply bKause 

everyone else has it, Ihe person 

who un SH ~ s~me for wh~1 it i'S­

some fun - inSlead of IryinS 10 

itltroduce e motions and PR waffle 

into Ihe equation. A hardcole gamer 

i'S a Stga same. and I for one am 

p!'oud 10 be ulltd one! 

r.:II inding myself mort of a few 

LII readies quite recently, I 

decided 10 lake another look al 

my modesl game collection. 

Regrettably, I had to admit to myself 

Ihat rd 1'101 actually completed any 

one of them. Since rvt always ~n 

ver., seltctivt about me games I buy 

my colltCion un be described as 

comprising mostly 'A-dass' titles 

aaoss me thrtt major console 

platforms. Hence, I could give 

myself no rtal excuse for 1'101 trying 

to make a gO of any of these games. 

This, I think, is a situation many of 

your readers will alw find 

memselves in. II's always w 

tempting to move on 10 the next 

major release, setting aside any 

current game 'for future completion' 

- a dale mat,. in my experi@nce, 

becomes evt\'-more unlikely. 

So, I pided up Soaic Adventure 

and began to replay the game - Ihis 

time wilh the allOWed intention of 

getting my money's worth out of 

whal i5,. after alt a quite excellent 

game. What a revelation. I never 

realised I had such an accomplished 

and joyously entertaining game in 

my possession. I've similarly 

redi5Co~e.ed ttle deligtlts of Jet 

Force Gemini and ttle entire 

PlayStation Colony Wars trilogy. 

And mat lot i'S just for starters. 

But mi'S approach to my game 

into them - and my appreciation of 

just what it i!; that makes w many 

of thtst games worthwhile i!; 

reward enough for choosing to 

purchase them in the fif5t place. 

Phil Ford, 

vii emilil 

Finding the time to even sample 

new games t!Yery week, let alone 

play them 10 completion, i!; 

betorning more difficult as more 

'Hopefully Nintendo will will have learned 

through experience and produce a console 
that is competitive in terms of attracting 

both developers and consumers aliKe' 

collection has had other benefits. 

Now I think I have much better 

grasp of the value of a game. 

Certainly, as a consequefl(e, I 

understand what is really meanl by 

',eplayability value'. fof me, a tn.oly 

'A-class' litle will reward ttle player 

no matter tlow long o. tlow often 

the player ctlooses to stay with it. 

Games like Ze/do, Sonic and Jef 

Force fall easily into this utegory. 

Other games, such as Ridge Racer 

ryp. 4, Crazy Taxi and Wipeout J 

offer me instant gaming hits, with a 

minimum of fuss, and continue to 

ju~ify their place in my collection. 

Perhaps I am one of the last to 

SH Ihe light,. but just in case I'm not 

I do urSe your reade~ to lake a 

similar re·t\laluation of Itleir current 

game colleaion. You migtlt be vel)' 

pleasantly surprised by whal 8em$ 

you ha~ luded 11Way .11 the ~d of 

me shtlf. Why not pid out one or 

two choice titles and set yourstlf 

the challenge of actually SHing 

Ihem through to their finallevels1 

I fttl as if my original 

investments in those games is really 

paying off as I delve ever deeper 

publishtfs and platforms enter the 

fray. Think about it in a year's bmt 

there wiU be six forma~ vying tor 
development 5Upport. Something 

will haw, to g~ 

I":'t laystation2 is all powerful," 

I..iI the dt\lelopers er., as ttley 

lunge for ttleir dt\lelopmeot kits, 

Quite a WIry state of affairs for poor 

old Nintendo and Sega who saw 

their last conwles die as a result of 

non-existent thirdparty support. 

Hopefully Nintendo will have 

leamed through experience and 

produce a wnsole that i!; 

competitive in terms of attracting 

b-olh developers and consumers 

alike. They know now ttlal ttleir own 
litles (regardless of qua lity) are 1'101 

enough 10 selt a system alone 

and require support from 

companie"i like EA and Square 

in OI'der to uptU.e the market 

(I'd like to SH tlow f~r PS2 

would get without those two 

dt!Yeloping lor it!). tw one who 

plays llideogame"i really waflts 

Sony 10 monopolise the industry, 

because lack of competition always 

tums out to be bad for the 

consume. (just look at Miaosoft). 

Of course, me future isn't as set as 
Sony would like us to believe. The 

market tlas changed since the days 

when the PlayStation ruled and it 

seems that only Sony hasn't 

changed wilh the market. 

Connectivity will pl~ a key role 

in the next round and only Sony is 

waiting for broadband 10 arrive (If it 

ever does). This le~ me door 

wide open for me big Nand Stga, 

beuuse multiplaye. gaming is me 

future market ttlat only they will 

tlave access 10. Give me Quake 11/ 

on ttle D.eamcast afld I'll go out 

and buy one right flOW, it's as 

simple as that Once people realise 

how superior the multiplayer 

uperience is, they'll look back on 

singleplaye. games as 'w '90s'. 

And when broadband does arrive, 

they un release a broad band 

modem for the minority of 

users who will tlave Itle service. 

The Dolptlin tlas the opportunity 

to achieve set·top b-ox status ver., 

quidly if it plays DVD movies and is 

online from the start. DreamuSI 

was designed as a games machine 

but as yet has not received sufficienl 

high-quality products.. I'm SUil! it has 

enough grunt 10 compete with the 

Sony machine, but it's wffering 

from the same problem as ttle N64 

- Sega un't Cl!rry it alone. Hopefully 

the N64's death (de"ipite tile quality 

lOftware produced for il) was an 

alarm bell thal rang loud in 

Nintenoo's ears, and ttlty'll mart.et 

the next machine with a differenl 

audiefl(e in mind. SOny won the 

last fOUnd on impulse buys by 

'twentysometiling5' and shifted lhe 

market appropriately. 

Neil Munto, 

vi i emil ll 



O 
US! want to say a BIG thank 

you for setting the story 

straight on thE' whole PS2 situation. 

Finally, somebody has had the glltl; 

to stand up to the hype. and deliver 

reviews on the merits of gameplay, 

rather than fla shy graphics and 

media I!ype. I was beginning to 

think that I was the only person on 

the planet that could see through 

the hype machine, and realise that 

SOny haven', deliyered anywhere 

nea r the goods it was daiming to 

(ie, emotion in games). For a 

tonMlle that was supposed to 

rel/olutionise the industl'f, a ll Sony 

have manage to deliver are bloated 

wrsions of games that already exist 

on the ageing PlayStation (RRV, rn, 

SFEX, etc). I just feel that it's a great 

shame that the real innovatOl'S in this 

industry (Sega and Nintendo) seem 

to be left by the wayside while the 

mass market SlIck up to anything 

with a SOny badge on it. I won't be 

buying ~ PS2 until $ony delivers 

something at least hall as good as 

the brilliance that is Shenmue. 

Mark Buckland, 

via email 

The early software has certainly 

disappointed, but it's unfair to 

blame Sony, whose in-house 

cI~loper1 produced Fantavision, 

not m, RRV or SFEXJ, for that. 

w:'W s suspected, the Japanese 

l&J Play$tation2 launch was 

populated by rushed, wholly 

inadequate titles. Dreamcast, in 

comparison, has had the most 

quality titles at launch (and soon 

thereafter) of any console, ever. 

How long before people stop 

following the $ony PS2 tr~il blindly? 

As l'~e sa id before, I bougbl a 

Dreamcast on the day (at midnight 

in fact) of it5launch. I won't be 

buying a PS2 until they come up 

with at least live good titles. I 

haven't seen one on sale yet. and 

don't envisage there being five 

quality titles by the time of the UK 

launch in September - or, as is 

rumoured, in the New Year. 

$ony executives must be 

laughing all the way to the bank.. 

What must Sega do to counter? 

What they are doing already. Will it 

work} No. But the gamers should 

keep the fa ith, and at least \ve buy 

quality rather than the next PS 

update for no good reason. 

Martin-Pierre, 

via email 

D 
was under the impression 

that ~ideogames \vere starting 

to go mainstream. After seeing the 

recent Dispatches 'documentary' on 

Channel 4, I wonder il things have 

mo~ed on at all. Never have I 

witnessed what I see as such a 

hatchet job on gaming. Putting 

aside all the obvious arguments that 

there is a sizeable chunk 01 the 

market now over 18, my depression 

stems from the fact that journalists 

can ha~e such a shon memory. Sex 

and violence in society has always 

had to be given a fall guy rather 

than addressing issues. A century 

'new' discoveries about the evils of 

Time Crisis etc there should be a 

balanced opinion from both sides of 

the trenches. Where were the 

industry visionaries so often 

featured in Edge, who can offer 

a stout defence over such 

sensationalist attacks? I am all for a 

balanced debate if the public cries 

out lor one. But what will neKt 

\veek's edition locus on - perhaps 

the correlation between smoking 

Marlboro cigarettes and divorce 

statistics? The mind boggles. 

David Walker, 

Norfolk 

Videogames don't lead to violent 

behavioul? You've never seen four 

member1 01 the Edge team play 

International Trod & FrekI. 

r:I ameplay advancement is a 

I.!JI big issue at the moment, be 

it in racing, sports or action titles. In 

most games I am supposed to be a 

hero/sportsman/whatever with all 

the abilities of the best in uni~erse 

but all my senses are being 

deprived by the fact that I (the 

player) am disembodied from the 

entire experience. Sound may 

provide warnings to me in stereo, 

but not exactly where the danger is 

coming from. My 'natural' response 

'I am all for balanced debate if the public cries 

out for one. But what will next week's 
edition focus on - the the correlation between 

smoking Marlboro and divorce statistics?' 

ago, violent boob \vere condemned 

by the establishment. Then the 

knives \vere turned on films 

and e~entually videos 01 the day. 

It seems that computer 

entertainment is neKt. 

For a programme offering such 

would be to turn my head, but I (an 

only move my mouse . we all know 

stereo speakers do not provide the 

same inlormation as ears do in the 

real world and TVs don't show 

180-degree images. For instance, 

when being shot at in Hidden & 

Dangerous, the character I'm 

playing should automatically turn in 

the direction of the danger, so that I 

can at least have the chance/time to 

avoid it - like in reallile. 

Being outside of ~ world looking 

in I need all the aids possiblt! -

because using a mouse to react to 

entire vinual environment is tht! 

equivalent of being paralysed from 

the neck down. When every enemy 

actually 'lives' and 'breathes' in this 

world, we are very lucky that most 

computer enemies are thoroughly 

stupid and stand and let you shoot 

them. Artificial Sensory Assistance 

(ASA), no/ just AI, is the future 01 

gameplay. Us 'tunnel-visioned, deaf 

and crippled' gameplayers playing 

against ultimately intelligent 

computer AI in two years' time? 

We don't stand a chance. 

W.th ASA games can become 

not easier, but more convincing 

and enabling. and therefore fQ;rer 

and less frustrating. In turn the 

market may well expand further 

beuuse ASA will make games 

fa r more intuitive and accessible. 

More importantly people can 

begin to rely on real world 

experience rather than just a 

primitive virtual experience when 

they play. Wt! should all have a 

better ch~nce to win. This isn't 

becal/Se "m a bad game player, 

I just don't like being killed by 

something I could have avoided 

ill'd been equipped with all 

my natural senses. 

Jason wt!lIs, 

via t!mail 

This is an interesting one. As far as 

interacting with videogames goes, 

an awful lot of effort is going into 

changing established processes. 

look out for a ft!ature on this very 

topic in a futurt! issue. 
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