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ENTER THE FUTURE OF INTERACTIVE ENTERTAINMENT

t must be difficult working at Core Design.

One minute you're pumping out cheap
16bit platformers 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 CD add-on. Then, as the prospect
of a Thunderhawk 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 real-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 fact, who were
responsible for her first outing, but none since.

Today this team is setting out to prove that
Core is far from the one-trick pony that cynics
so love to term it. In Project Eden, this month's
cover game, there's not a green spandex top
nor cutesy little backpack in sight. Read Edge's
exclusive report on p50.

Project Eden's host platform, PlayStation2,
is also examined in some detail this issue (see
pé&0). Sadly, for the second month running Edge’s
proposed Dreamcast feature had to be pulled
at the last minute. Hopefully the Naomi feature
(see p42) will appease Sega fans in its place.
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] ITombR der team shifted its
ayStation?, this S What happened...

Yu Suzuki and his

crew at Sega HQ show

; Edge Dreamcast F355

Y Challenge, Out Trigger
/ and 18 Wheeler

Edge travels to San
Francisco to discover
how Phil Harrison is
mapping out Sony’s
superconsole destiny
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Konami's next PS2 title emerges alongside
Climax's DC horror, lllbleed, while MSR returns

ALIEN RESURRECTION (P'5)

Edge dives beneath the bonnet of one of the
year's most promising PC racing sims
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SEGA EUROPE WAKES UP FROM ONLINE DREAM

Plans for multiplayer online Dreamcast games slowly emerge, but lag behind those in the US and Japan

Online gaming proved to be the main focus for Sega at this spring’s Tokyo Game Show. Several titles have been lined up to showcase Dreamcast’s |
multiplayer facilities, including (from left) Quake Ill, Phantasy Star Online, Marvel Vs Capcom 2 and Chu Chu Rocket. Most are confirmed for the UK I

06 EDGE




NEWS

related on to the floor at TGS - and it seemed to work

‘ Sega threw annthing and everything vaguely DC online-

m ith anline gaming becoming a key rallying cry for Sega is keeping the process as !ntu“jve a§ poss|b|e to avoid
Sega's Japanese and American divisions, Sega the esoteric nightmare that is PC multiplayer gaming,thereby
Europe Is preparing to come out of the multiplayer closet persuading mainstream gamers to increase their phone bills

and present its Internet games. As expected, support for

online play has been low key to date, with the recent launch ntroduction to online gaming, it's worth pointing out that
of several 'lite’ games designed to whet players® appetites the likes of cheguers, Go! and chess remain massively
before the big launch of Chu Chu Rocket on May 26. Edge popular online games for the PC and Mac. Indeed, the biggest
has heard from a reliable source that Sega is planning a online title In the world Is not Quake W or Unreal Tournament,
major marketing push for the title in Europe, but the but Hearts on the Microsoft gaming network - no latency,
company refuses to disclose exactly what this will entail. no twitch gaming skills required. Perhaps Sega Europe is

For now, then, European gamers will have to content hoping to shimmy in on this low-expectations market
themselves with the mini-games avallable free through Up next will be Chu Chu Rocket, Sega's devilishly
Dreamcast's Web portal, dreamarena. Created by Guildford addictive fourplayer puzzle game. If the US release is anything
online game specialist Fiendish Entertainment, the range of to g0 by, the game should feature a seamless online option
five titles includes Battleships and Connect Four derivatives, allowing players to simply click on an 'Onling’ icon, meet up
as well as a sliding puzzie featuring Soric the Hedgehog, with other gamers in the chat room and then either setup a
and a simple pub quiz offering prizes for the cleverest new game or join one already in progress (each game waill
competitors: Although this may sound like a rather limp also include a skill level indicator). Sega is keeping the

Heat.Net, Sega’s successful online gaming site, is branching across from the PC to DC. 10six is a realtime
strategy game of exploration and combat, and will be the first title to make the leap across to the console
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These early Dreamcast shots of Black & White
show that few compromises have been made in
terms of visuals. Peter Molyneux promises that
the multiplayer options will be exactly the same
as the PC ones although - unlike with Quake 11/
- there has been no mention yet of Dreamcast
owners taking on PC owners at their own game
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SPOTLIGHT REFOCUSES ON VIOLENT VIDEOGAMES

Wolfenstein 3D and Myst come out of the cupboard to cause yet more media outrage

ne amount of research examining links between

violent videagames and aggression in children is likely

-
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d Dr Karen Dill of Lenolr-Rhyne College

5 10 answer questions on their academic re

ageression levels, videogame preferences and a programme {see News EBS5) was equally unimpressed by this
time spent playing g aps uns new research. He said: "You cannot simulate in a y
Jerson reported that ‘the amount of time play piex social problems that people are concerned

yith kower academic grades’ about, and overall the actual evic

BAIMes was assi

The second asked subjects to ‘punish’ a hidden opponent between media vicience and real violence IS very weak

by blasting them with a ‘noxious white noise’ after playing Though a developmental effect of violent games on The Anders'on
questionnaire

either Wolfenstein 30 or Myst. The subjects of the Woifenstein children remains a concern to psychologists, many believe

Subjects were asked to ‘punish’ a hidden opponent by blasting them
with ‘noxious white noise’. Dr Dill concluded from this that ‘violent
games provide a forum for leaming aggressive solutions to conflict’

would you feel

gro Myst i as been simplistic walking home at night on campus?
R gures he younger you are, the more effe will have 5 t do you think the chances

. N —_— 0N, =St -1 . e = = ha women will be
that "violent videogames provide a forum for on you,” maintains Dr Mark Griffiths, head ¢ :

raped in her lifetime?

practising aggressive solutions to conflict’ at Nottingham Trent University. "But the idea t

The re ch makes direct reference to the teanage behaviour {5 gue to one 1solated factor 1s ridiculous
murders in Colarado in which Eric Harris and Dylan Klebold He makes a convincIng argument agalnst cross-sectional
killed 13 fellow students. Doom Is cited as a factar which may studies and for langitudinal studies "'wnere it is possible to
nave been instrurmental in thelr psychopathic behaviour follow a group of children over a long period of time'

Dr Guy Cumerbatch, who appeared on Channel 4's The Andersony/Dill rasearch can be found at

Right to Reply’ to denounce the 'Dispatches’ Video Nasties WWW.apa Org/journals/psp/psp7Bea7?

X

The evolution of a psychopath? No one would expect a murder to be commited with a Microsoft mouse, yet the theory that teenage murderers such
as Klebold and Harris were not only influenced by videogames but were actively ‘educated’ by them in the use of firearms is prevalent in America
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NEW WAVE OF PC 3D SIGNALS VIDEO CARD BATTLES

ATl and 3dfx present new products in New Orleans, but nVidia steals show with its GeForce2 GTS

4 10 EDGE

The Isle of Morg, a demo created by The Whole Experience to show GeForce 2's
per-pixel shading and hardware T&L (left: features disabled; above: enabled)

he Windows Hardware
E Engineering Conference
(WIinHEC), which took place at the end
of April in New Orleans, witnessed a
flurry of announcements from
competing 3D graphics hardware
developers targeting the high-end
user. Kicking off, 3dfx announced the
Voodoos 6000, which promisas to
deliver a fill rate of between 1.33 and
1.47 gigatexels per second, backed up
by a set of features including full scena
anti-aliasing and 3dfx’s proprietary
T-buffer digital cinematic effects
engine. But while 3dfx has a well-
established brand, nvidia's latest chip,
the GeForce2 GTS, is more impressive

The successor to its GeForce 256

graphics processor unit boasts a fill
rate of 1.6 gigatexels per second —
compared with 480 megatexels for the
256 - and a clock speed of 200MHz
The chip is optimised for Microsoft
DirectX and SGI OpenGL APIs, and
features architecture consistent with
that of previous nvidia chips alongside
a unified driver setup. The most
important new feature added to the
hardware transform and lighting of

its predecessor is per-pixel shading
technology, enabled by the nvidia
Shading Rasterizer (NSR). Patrick
Moynihan of The Whale Experience,
a development team based in Seattle,
has worked with nvidia and its new
chip and is very positive: “The nice




Without bump

Evolva is the first game to take full advantage of the GeForce NSR capabilities. The level of detail is greatly
enhanced through the nVidia feature set. Microsoft’s X-Box will use a more advanced nVidia chip, of course

thing about the GeF

the features that are supported on the
NV10 and NV15 chipsets are all tightly

Integrated with DirectX, Working with

the GeForce chi Vds extremelty

ir feature on the original

rce was the transform and

2 Qur programmers are so
excited about what we're going to be
able to do with that. It's not just a one-
off simple effect, It's llke & construction
kit for developing surface shaders that

Essentially you

crfeate some sophisticated fighting
effects that are much more similar to
prerendered per pixel lighting effects,
"At the very basic level we can
simulate things like phang shading and
per-pixel specular highlights, but that's
ust the tip of the iceberg. There's s0
-

much opportunsty to mix and match

pipelines in
different ways that we really haven't
yet figured out what sort of things we
can do with it. The opportunity is there
to explore it and set things up In
different ways to see what kinds
of effect you can achieve.”

A number of PC OEMs and

thirdparty board manufacturers

ve announced support for nVidia,

ing Dell, Gateway, Compaq,

and Creative

ATl will manufacture

add-in boards based on the Radeon 256 chip itself

ATI, meanwtile, is bullish about
Its Radeon 254 chip, which also
supports hardware transform and
lighting with a fill rate of 1.5 Gigatexels
per second. ATI's Mark Holmes |s

confident, and points to a feature set

We've 3iso intrc

ad key frame
Interpolation, which is another way
of making the software coder's job
easier. The feature set is certainly
much more rich than the NV15."
Indeed, with these cards now
approaching such speeds, the feature

set is now all important, but it will

NEWS

With ATI's key
frame interpolation

technology (above),
intermediate frames
of animation are the
remit of the chip itself

Several thirdparty manufacturers have announced products based on
the nVidia chip. ELSA’s GLADIAC boards are already available in the US
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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

fer successful trials of ADSL technology, BT will

m launch its massmarket broadband portal and access
service in July, under the brand BTopenworld. For £40 per
month customers will benefit from always-on, high-speed
connection to the Intermat. An installation fee of £150 will

be waived If customers order before June 30. Residential
initially be offered 512Kbps access (256Kbps
upstream), though from the autumn connection speeds will

Customers w

increase. Eventually it is hoped that the development of a
Personal openworld Portal will enable users to access
personalised content through their mobile phones and Tvs.
Bob Foster, general manager for intemet and
multimedia applications at BTopenworld, told Edge what
he thinks will be the major implications of the service for
online gamers: "One is that it will reduce the Iatency for
conventional gaming, because the network Is very fast. it also
allows you to have thin client games, where the game can be
run on the server and it will be the image of the game that
will be sent to you. Because the image can be sent to you
fast enough you can still interact in realtime and see the
game. 5o it will allow multiplayer games where the actual
gaming engine and images are all produced on a central
server and the images sent out to the players. That's almost
an expansion of the sort of ways in which you can do
gamming, It also allows you to start spectating online games —
which | think is as yet untapped. For example, somebady
could watch two pecple playing Doom even if they didn’t
have Doom running on their PC at all. What they'd be sent
is the video Image of the screen, And because the bandwidth
i5 fast enough you can get good enough guality video that
you could watch the game.”

Foster also expects the service to affect the way

12 EDGE
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British Telecom has signed content deals with mare than
50 partners, including 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”

software is distributed: "it's much more feasible to buy games
on the network and buy the first level, or get a free download
which is the first couple of levels of a game, see if you like it
and then buy the whole game. In fact, | think probably the key
thing that it's going tc do for games is the ability to download
software very rapidly. | can see the whole distribution of
gaming changing with this sort of technology.”

It Isn't clear how the move to broadband will affect

e

BT's existing relationship with Sega, but according to senior
vice president for content John Raczka, “That relationship

: Id
is simply being explored to be taken in other directions. We BY e

are currently actively exploring content relationships both
with Sega and other major console players.” Given the
commitment of both Sony and Microsoft to broadband

The Openworld brand will be
marketed throughout the UK

connectivity, It will be interesting to see whether thay
will strike distribution deals with BT when their consoles ‘

are released in the UK.

Firally, LK gamers will soon be able to enjoy Internet
access at the sort of speeds their American counterparts
have benefited from for some time, though the news isn't
all good. Some customers will have to wait up to six months
o access the service. Initially available to only 35 per cent
of homes in the UK, by the end of next year this figure is
expected to have increased to 70 per cent. More than 35,000
people have registered an interest, and BT will be Jj

L
taking preorders online at www.btopenworidcom, .=
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EDGE PREMIERES INTERACTIVE ENTERTAINMENT'S FRESHEST FACES

REPLAY? YES/NO

Trimming down the flab in videogames

s there anything more hateful in a game

n than once having compieted it being told to
go through the whole thing all over again? More
insulting still is being motivated to do so by the
offer of an extra weapon or, if you're really lucky, &
change of costume for the next clrcuit. This 15 a
very rotten carrot indeed. The fact is, unless you
have a very distorled sense of pride, piaying
through a game for the second or third time, even
one of the calibre of Metal Gear Solid, ultimately
proves unrewarding. In today’s climate there are
simply too many other hot games screaming for
attention to warrant such an indulgence.

Replay value is too often used as a means
not to improve the essence of gameplay but to
counter accusations of guestionable longevity. In
Metal Gear Solid this is excusable; in Blue Stinger
is not. Frankly, if a game cannot offer a decent
ce the first time around it's

har I\, going to improve matters by changing the
colour of your character's pants for the second
Recently a developer told Edge that Tony
Hawk's Skateboarding is the lunchtime game of
choice. All the challenges have been completed,
all the modes exhausted, yet the title still
prevents more recently acclaimed games from

usurping its position in the PlayStation disc drive
t s the fundamental principle of the gameplay
experience that demands further attention
Because Tony Hawk's Skateboarding Is simply
sheer fun to play, 'external’ goals are applied,
Collecting every single tape within the career
mode inside 40 minutes s the current challenge
But is this |u"~r ..]u.’b:nul‘l of gar"r: .),IE-U

competitive g"ym"p'ey ( keep you coming
back fcr more, Final Fantasy iX threatens (o take
up just as much time with its narrative pull

Bruno Bonnell has enraged some segments
of the gaming community by calling on
developers to shorten their development periods
and, in turn, reduce the length of games. In theory
this may actuaily be no bad thing. Sguare and
SCEI's corporate machines will always provide
the sweeping epics, other smaller development
teams might be better reigning in their ambition
and producing games which demand your time
because of sublime core game mechanics rather
than flabby and cliched storylines. In reality, when
was the last time you played a narrative- -
driven title through for a second time? g =

for prolonged periods. Tony

No one would question the ability of Metal Gear Solid and Final Fantasy IX to hold
- mﬂ's Skateboarding, however, can prove more

Edge’s most wanted

Identifying the hottest incoming blips

Time splitters World Sports Cars

(PS2) Eidos (PC) Empire

appeara
this remains one of the
most INtrguing Frss
eMmerge in recent times

= m
s anything to go by the
West brothers' effort s
firmly sat for greatness

(N64) Nintendo

Mario Tennis 64 MSR

Bizarre
|5 Promising revolutiona
features whan it hits the
streets in july Edge might
take a look beforehand

themselves too Serio

Don't expect Mario et al
to g0 changing the trend
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PRESCREEN ALPHAS

METROPOLIS STREET RACER CONTINUES TO IMPRESS AS KONAMI RETURNS TO THE 17TH CENTURY IN SEVEN BLADES
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COMMANDOS 2

=, FORMAT: PC DEVELOPER: PYRO S5TUDIOS
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FORMAT: PLAYSTATION2 DEVELOPER: FROM SOFTWARE
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by an all-powerful devil. All fantasy-world roleplaying clic Seam present and correct, then
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vels can be approached in a variety of ways. Scout out an enemy compound, for instance,

and the player can either attempt to take out sentries or avoid detection by observing the guards' patrols

crumple under he
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FI NAL FANTASY Ix FORMAT: PLAYSTATION DEVELOPER: SQUARESOFT
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TONY HAWK'S PRO SKATER 2
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MOHO

Taking its lead from a number of diverse titles, 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 fight for your freedom.
Fortunately, there’s no Wolf or Sharron Davies among these gladiators

ost Toys' first outing has taken influences

L fram & rich range of genres. Look closely
and it is possible to spot elements of Spindizzy,
Smash TV, Road Rash and even Tony Hawk's
Skateboarding making gameplay cameo
appearances. This mixture of such diverse
elements makeas for an intriguing title, yet the
PlayStation market has hardly been renowned for
taking unusual concepts to its bosom. Shiny's
MDK and Wild 9, though Impressive in ambition,
both failed to woo punters out of their cash

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

impetus rather than a traditional bipedal
mechanism. The momentum and smooth
movement provided by negotiating curved
surfaces and ramps has been implemented
tremendously well, Take to the air after a
particularly high jump and the camera follows
the action smoaothly. Control, too, is intuitive and
responsive and MoHo certainly promises to have
a great deal of pick-Lp-and-play value.

Variety is offered through giving the player a
series of challenges inside each prison facility

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 label MoHo as an
‘all-action arcade-style game set on & unigue
future world'. As a criminal of the state your
only means of securing freedom 1S to enter
the galaxy’s gladitorial contests, which
comprise of ten incarceration facilities
containing the various battie arenas.

one of five characters can be chosen, each
have differing physics properties and attack
combos. Crucially, and this is MoHO's real
defining quality, the gladiators have one single
rollerball mechanism to provide mation and

Format: PlayStation

Publisher; Take Two

Developer: Lost Toys

Release: July

Origin: UK

Depending on the difficulty level, anything
from five o ten challenges will be availzble.
Complete an allotted number and a new prison
complex is opened up for play. This ensures that
no single level will frustrate progress and,
although around 80 levels will be available, only
85 per cent of them will have to be completad.
Challenges range from simple races to the
finish line against robot competitors, fights to
the death using clubs, mallets and swords;
Powerball, which asks the player to collect
spheres and hurl them onto metallic poles; and
King Of The Hill, which, as the name suggests,
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Use the beautifully realised mnrghin'ilandsu e for some aesthetic action. This
can be brought about by destroying the powerball underneath your opponent
demands that you must protect your high
platform from the other marauding competitors.
The landsc 23S Whicn must De negonated
can be as treacherous as your opponents and
provide many of the gameplay nuances. Different

textures affect the physics of the gladiator - Despite the compact nature of the arenas, there's a challenge in trying
rough patches of ground shouid be avoided if to complete them in the quickest time, and a medal for the winner

damage gauge they
jith overuse and hits from opponents
respectively. The brakes, in particular, really Collect enough gold medals and bonus arenas
must to be used sparingly. The lack of an become available. Indead, much of the fun from
instant stopping manoeuvre often results in MaoHo may well derive not from completing the
but in employing strategies to beat the goid

beneath an enemy) to find faster routes will be
an incentive to replay many levels.
A comprehensive multiplayer split-screen

maode is also avallable and runs at a brisk

Complete a certain
number of the allotted
challenges on each
prison level and

you'll find that new
the complexes open up

he quickest route to

ames is both frantic and fun.
Less abstract than it was at the original

concept stage, MoHo still remains an unusua

departure from the norm. Its gameplay

then MoHo could prove
rising hit, PlayStation sequel fans,

MoHo's greatest strength isn't its fighting elements, but the race for

the finish line. A bonus ‘golf’ mode (not shown) proves terrific fun, too howeve; will sull ignore it regardiess




ALIEN RESURRECTION

Film tie-ins are notoriously poor timekeepers, and Argonaut’s new firstperson
shooter is no exception. Has the three years of development been well spent?

Human enemies will
appear, but the aliens
are more unnerving

Format: PlayStation

Publisher: Fox Interactive

Developer: Argonaut

Release: September

Origin: UK

ome three years in the making, Argonaut
hopes that Afien Resurrection will blend a
0N experience with an atmosphere more
cent of survival horror, Although a

person incamation of the game was |argely
H-mrl te before ECTS |ast year, the decision was
taken to switch to a firstperson perspe
order to better convey the haunted-house-in-
space therme of the films, Alien Resurrection will
look dated alongside next-ganeration titles but it
promises to extract every last drop of juice from
sony's grey box, with the game featuring high-
poly enemies and environments showcasing
dynamic lighting effects, plus specific animations
for different damage locations.

Al le-uUh the controls can be confusing at
first, tf 5 & range of options to customise
them, and the first of ten levels affords players
the opportunity to get used
Starting in medias res, Ripley must ‘-Xl:ll_l"& her
immediate surroundings to find o _
on. Players will have to adopt the role of three

Ve In

ne system

some of t

~pe#

Nine weaﬂuns are expected to make an appearance in the final game, but
ese will be specific to particular characters, such as Call’s laser

other characters as the game progresses, each
with distinct attributes and weaponry available

to them. By way of example the android, Call, can
take more damage than Ripley. Plot and structure
are each heavily based on the celluloid original,
with the ultimate goal being to reach smuggler
ship, the Betty, and escape from the USS Auriga.
Puzzles appear to be standard firstperson fare,
with save points dotted around the ship and
elements of g management thrown in.

While this is all standard fare, Argonaut has
worked hard at conveying a deeply involving
sense of atmosphere throughout the game. From
the very start, playing Alien Resurrection is a
slightly disturbing exparience, Sound effects are
remarkable, with the dull throb of the ship's
engines taking the place of music, and a
constant computer chatter that may also
provide clues to the canny player. Dual Shock
effects are also striking. And though the allens
are slow in comparison to those in Aliens
Versus Predator — or indeed the films themselves
—they attack from all directions and are an
insidious and disconcerting threat, getting
tougher as the game progresses.

With a fifth instalment in the movie series
looking unlikely for the near future, this title wil
doubtless keep franchise devotees happy, but it
should also have the potential to appeal to
fans of quality gameplay s

<)

Locations in the game
will be familiar to fans
of the movie, as will
the facehuggers, whose
attacks will require the
use of an autodoc
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The success of Street Racer bought them Ferraris.
Now they share a Smart microcar. Edge catches up
with a passionate two man team intent on producing
the most detailed, most realistic racing game to date

I's probably fair to say
“ the world of racing games
is suffering from mild

schizophrenia, with realistic racers and
simulations fighting a continual battle
for supremacy (arcade-style handling
Is dead - see Testscreen Intro, p71)
Right now, realism-based racing is the
o dominant, more outgoing and possibly
more stable personality - the one
adored by casual players and the
videogaming racing enthusiast allke,
On the surface the genre seems easy-
going, thoroughly likeable and instantly

Developers keen to recreate the ck £
toaracingcarwith a c.athode ibe fora
windscreen have always requrred the kind of

Comput]ng'){n"u only a PC can delr

at home on today's consoles.

There is, however, a darker side,
One of such an obsessive, complex and
tortuous nature that it would force all
but the most assured console to make
its excuses and promptly leave town.
Yet, like some Freudian therapist
relishing the challenge, the PC is
staying firmly put, confident its superior
processing power can handle anything
and everything the racing sim can drive
into its deepest recesses.

The racing simulation’s possessive
relationship over the PC market goes

back generations, of course. Developers
keen to recreate the closest thing to a
racing car with a cathode ray tube for

a windscreen have always required the
kind of computing power only a PC can
deliver. It's a highly competitive scene
where Papyrus’ Grand Prix Legends
enjoys a commanding position over the
field, though Geoff Crammond’s Grand
Prix 3 is threatening to slipstream into
the lead any day soon.

But there is a new team in the
paddock. Twins Chris and Tony West
have taken a day off from working on
World Sports Cars and have arrived at
Edge’s office to shaw off their latest
venture. Their last published game may
have been 1994's Street Racer on the
SNES, but had Virgin not cancelled their
last project three years ago the market
would have benefited from another rally
game. Passionate for cars and all things
motorsport-refated from their earliest
memories, little has changed in
adulthood. A couple of Lotuses
were sitting in their driveways after
developing a James Bond title for
Domark in the "80s, while the proceeds
from Street Racer purchased a pair of
Ferrari 3485. These were subsequently
sold to finance the ongoing WSC
project, and while they currently trundie
along in a yellow Smart (the Swatch
Group and Daimler-Benz joint micro
automotive venture), plans for a
tune-up are naturally afoot.

EDGE 1 »
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Photography: Pots

West Racing: a two-man team working from home, with Chris (left in above
pic) coding, and Tony handling visuals. They have worked this way since 1984

WwscCisa high-end sim on of and evolving into one of the most about doing everything in a physically
acing Deta“s Uf Wthh C and circuits aie accurate, elaborate examples around. correct way is if you cnangr:fsomemnng
e 2 - "It seems every racing game that on the car, not only will you feel a
e d remain Uﬂconﬁ nned at IS comes out claims to have real physics,” change in the way it drives, but you will
pect a compirenet i says Chris, “but as yet, only Grand Prix see the effect on the car, so if you adjust
Legends has anything that could really the camber or suspension link iengths
WSC s a high-end simulation of be called real. We feel that the level of you will see it change on screen.”
sportscar racing. Details of which cars detail that GPL showed in its handling And before you ask, the model
and international circuits are to be should be the norm as opposed to the also includes the impiementation
included remain unconfirmed at this exception in racing simulations, and of aerodynamic values to create
stage - publisher Empire is looking into this is what we are aiming for downforce. Of course, everything is fully
licences - but expect a comprehensive “All aspects of the car model are adjustable. Spring rates, bumpstops, arm
range when the titie ships. dealt with in a physically correct way. length and positioning, rollbar, damping,
But right now the brothers The suspension geometry is modelled ride height and all other aspects of
have other things to worry about. so changes in camber, etc, are all real vehicle suspension can be tinkered
Unguestionably the foundation of a Force-feedback effects use real values with. Similarly, engine and transmission
racing simulation is its dynamics model and the tyre model uses the latest related features such as torgue values
WSC's has been five years in the making, developments from the Society of and gear ratios are also modifiable
starting life as a simple kinematic demo Automotive Engineers, The nice thing “Everything has a proper value,

Format: PC

Publisher: Empire

Developer, West Racing

Release: 2001

Origin: UK The level of detail on the cars is mightily impressive - close in and notice that the wheels are properly modelled, along
with an intricate brake assembly, of course. Expect to take control of all the parameters during pit stops (above right)
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everything has been modelled correctly,”
promises Chris. “The gearbox, the clutch
- everything has a wear factor and can
be damaged or broken, so if you're
doing a very long race you have to keep
an eye on that - that bit might fail and
will then affect the pit stops later on,”

The pits. A part of racing so often
overlooked in games, but which the
West brothers are about to bring into
the limelight with considerable force.

“One of the big features of the
games is going to be pit stops,” reveals
Tony. "t don't know if you remember the
Pit Stop Il game a long time ago? It's still
one of the only games that allows you
control over the pit stops, which is
something we want to bring up to
date - really give the player control.

“If you come into a pit stop it'll be up
to you to pick up an air wrench and plug
it in, to get the car up on its jack, to take
the wheels off, to put a new wheel on
and you'll be able to perform all manner
of tasks [such as] changing fluid levels,
refuelling, changing the driver, replacing
disc pads, tune your engine, even down
to a bucket and sponge that you can
pick up and clean the windscreen with.”

With new Formula One games
appearing on an almost monthly basis
it's bewildering — and somewhat
disheartening — that no other developer
has seen fit to incorporate some of
these elements in any of them.

“The advantage we have over
Formula One games is that they have
eight-second pit stops and you can't
have interactivity in there,” retorts Chris,
"whereas during sportscar races they
can be in there for half an hour - even

the shorter ones take a two to five
minutes, s you can really get involved.”

If nothing else these pit stops
Serve as a mini-game, which reflects
the Wests' past spent delving into
genres other than just serious
simulations. However, there are,
naturally, gameplay implications.

“It's going to be up to you to know
what’s wrong with your car, what needs
fixing and what needs just checking and
stuff,” concludes Tony. “So it's kind of a
game within a game and I think it'll be
one of the strong features of the title.
It's probably going to separate it from
other racing games.”

But there are many other features
that distinguish WSC from the
competition. The level of damage detail
Is just one, yet is a fundamental aspect
of any self-respecting simulation.
Naturally, WSC promises something as
accomplished as its other attributes.

“All the cars are modelled inside and
out and are panel based, so if something
on the real car opens or detaches then it
does on our models,” says Chris. “The
player can remove all the body panels
if he wishes and drive the car with no
bodywork. This allows for some nice
damage effects as well as making the
cars feel more real and not simply like
an indestructible box on wheels. So if
you're flying down the straight and your
bedy panel comes loose it can fly off.”

And while they await news on the
licensing issues that affect the content
of the final version, the twins are already
one step ahead of the game.

"We have designed WS5C to be the
basis for a whole series of expansion

SCHREEN
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You can start the car

soeilltg through the electrics/starter motor
routine. A clutch is inclu

and audio will match visual quality

and add-on packs,” reveals Chris.
“Obviously you'll get car packs and
track packs, but these can be any cars
from Formula One to go-karts and the
tracks could be anything from Le Mans
to Daytona. We plan to do some of
these ourselves and rely on the fans
to provide the rest by releasing the
format and editors on the Internet.
The possibilities are enormous.”
Indeed. And this is where Edge
leaves West Racing, Or rather, the
other way around as the two brothers
squeeze into their microcar and head
home to Woking. Still, while they buzz
along the M4 they can comfort
themselves with the knowledge that
when WSC ships they'll be able to
buy a whole fleet of the blighters. E
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The engine is made up of its own separate components so that
when you fire it up the exhaust vibrates, the torque twists, etc
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of the game.
will be
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Shadow of Destiny will stand out as a welcome change from the violent, blood-spattered titles that have besieged the PlayStation over the past few
years. More puzzle-based than fight-fest, the time travel aspect will test the grey matter of gamers more accustomed to using violence as a solution

10 the PlayStation four years ago.
the 30 adventure has been

dominated by blood, Silent Hill, Bing Crisis,
DZ=3 structed around hideous
beasts, yulnerable humans and massiva
firgarms, usually combining the three to
stage scenes of viscera-heavy battles.
Perhaps it took a corisale - 4 console
designed specifically to be placed beneath
the family TV - to shake gamie:designers
out of thel gbsession with-shock and
vialercs: and fo dove theat ta thy
Sometiing totally rew. Which is why
Shagow of Destiny Wil e aiming
stralght for Playstation? this winter

But hold on for a second. A famlly
adveniure? That sounds fike.a nightrm
Hew couldssiich 5 monstrosity wark? Well,
according to Junko Kawano, the director
of the 2ame (and the only female game
directar at

s Just like any

i years;

withjust ane ingredient missing. "As in
Bighazard or SilentHill, youw control the
lead characterin 430 environment v
Wi Can explore freely! she explaing
“¥iou use the anaicgue pad tolookin
any directign you want, and all the
aclions are performed thrpugh pressure
an just one button. Now, the most anginal
pomnt is there 2re no battles Maost of the
game Is based around puzziing situations
Wwhich the plaver has to solve. Aridto'do
this the herg must ime travel.”

Yes; time trave! - that's the other
interesting innovation; SHadow of Destiny
tat
Begins with Garme Over its hero stabbed in
thie back before yoweven press a button
The onty way forwards s, well, backwards
And that's the idea, "50 a man named Elke
15 killed. Someone stabs him. from
and he doesn't know w

ich

Kawango, who came u

CONCEpt IWo years ago whiie Working on'a

and pr

ent his death from hap
Elke s then transported back to Earin

Time travel - that's the other interesting
innovation. Shadow of Destiny is perhaps
the first game in history that begins with
Game Ovey, its hero stabbed in the back

30 minutes before is-murder” Soit
cate of game o, again,

Buit this is only the beginning. Each
time Eike manages t0 evade a death
sentence angther looms up to take iis
place and eventually the player must
travel to four different time periods = 1500,
1900, 1980 and 2000 — 1o unraveithe
myatery of Eike's identity and pravent his

EDGE 7. »
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Gozo Kitao is general manager at Konami Computer Ente

Tokyo. Junko Kawano is the only female game director at g': company

o
i

g oy cAydeiSojoyd

il In-same
then, it's a (Uzzle game -~ a sort
se whodunnit' gt each stage the
playar simply has to figure out how to
prestemt Elke’

axploring and admiring t
Gozo Kitao, ¢
general manager of KCET (wh
warked on Signt:HI, £hips in; *it's

o niale that the player doesni't

and the

viously

irmporta

This appears to be a very cerebral project -
something gamers aren't really used to with
console titles. But then, it appears the team's
gameplay influences may come from the PC

Format: PlayStation2

Publisher: Konami

Daveloper: In-house (KCET)

Release: Q4 (Japan)

Origin: Japan

much time whenhe's walking arodng

W He has 1o prevent the death of

3 nappening, o he will
@ 1o focus on this iIssue, Believe me, ha

towrn packed with features
m.(! filled with rooms for the player to

ate According to Kawano, this
cation was inspired by German
d the team spe:
{Urgpean Nistory 1o gett

o1, From what Edge has seen
the attention to detail 5 [ndeed Impressive
with pariod architecture and fashions
regreated ce'{»'::t'v foreach era

ths

getans corme

(@s,” Kawano paints out. “Fo
example, Introducing technplogies too

Kawano's workstation, overflowing with cute, isn‘t atypical in Japanese devcos.
When Edge visits, the entire team turns out for a demo of the game (top right)

PrOVORE VETY STONE
lighter in 1500 wou
would think the fire was comin g
hand! You see? And, of course, if you
something in the pi

om your

1 it will have

times, you may meet the same character
ovier and over again, bul he will always

greet you as though he's meeting you for

says will chiange ghy. 50, yousee,
It’s hard for us to get the all paradoxes
working correctly.” Kitao-san agrees: "Yes,
t i hang, very hargd.” But

ething new would

It comes as
earmn that the team has been watcning
films based around time travet <
specifically the ‘Back to the Futlre' series

acproached

Books onthe

cerebral project
red .I\; used 1o

from the PC rather thanPlay
N4 “tam totally immersed i Litima

anling;” agdmits Kawano. "l love this game
and: s.aenu many h ery night!

those:Resident Evif rulesso d
As for the graohlcs engine, apparently

vely

TU-BB.OMG r
for the bac

characters - of

there will often be
gight on s¢ The taam is also
working on special effects, trying to explolt
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Using a simple cigarette |
lighter has interesting |
consequences in a time
period where such
technology does not yet
exist (above). A fortune
teller (left) supplies
invaluable assistance

as you progress through
the game. The overall
graphical style is addly
reminiscent of Silent Hill

The game opens with the hero dying, having been stabbed in the back. it's then
up to the player to travel back in time to try and prevent death from occurring
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Kawano and her team are experimenting with a number of camera angles
in an attempt to make the game tremendously cinematic in mood and feel

t the blow when bhe

The first quest, then,

KCET is currently working on implementing sfrecial effects, including light
filtering through windows, realistic-looking flames, and realtime shadows

IRAITIcant

en without th

i cozen holirs;

With the dawn ol the PS2 era, it may
be necessany. for gamers (o reprogram
The game is set in a city tHeir appredcn tointeractive entartainment
with a German feel. The o AL DVD bilaye:
appearance changes in 3
accordance with time |
periods, and exhaustive
research lends the |
game authenticity |

Igy them I'm very scious
Ild not buy stendarc gamer titles -
lip titles for

gisie

those.of videdgan

dense platting, vary spe

ant then 1o de

st vary Witle tar

nee

4 0Or com 3l
Cenilc this a sign of th
With PS2 2imiing at a genuir







his is a critical time for Sega. Just
a cursory glance at the PS2 sales

figures since its launch on March
4 tells its own story. It has overtaken the
total sales of Dreamcast in lapan already,
with an average of 45,455 units shifting per
day (compared to the Dreamcast with a
mere 8,145). If it were a boxing match the
referee would be tempted to stop it.

Sega executives might well blanch at
such statistics. Yet with Yu Suzuki heading
the race to develop triple-A DC titles all is
not despondency and despair, With the first
wave of PS2 launch titles proving
underwhelming it is a vital time for Sega's

'L ||

I one Naomi board i

Sega fans may have been shouting long and hard for Dreamcast software with more depth, but for
those who've taken coin-op ports to their hearts, three new titles will be like manna from heaven

fans more commaonly associated with the
tiffosi. The conversion of the game from its
sophisticated three-screen arcade cabinet to
the Dreamcast was clearly not in the same
league as previous Naomi-lo-Dreamcast
ports. “The arcade version was running on a
sel of four Naomi boards,” says Suzuki-san.
“If you consider that one Naomi board is
already superior to 2 Dreamcast then you will
realise it was not what you might call a
standard conversion.” PUtting technical
limitations aside Suzuki-san remains
confident that fittle has been lost by way of
either feel or thrills. "Every aspect and feature
of the arcade version has been converted to

] .ll\”""

supenortoammamcast then you wil .Hw.wm.u»-h

L VOLLIm y

most prolific producer to strike Sony where
it really hurts. Edge visited Sega's R&D
AM#2 to take a look under the bonnet of
three new Dreamcast titles in the making.

With anly Ridge Racer V and Driving Emotion
Type 5 to compete with, Sega’s impressive
F355 Challenge might well attract a legion of

t call a standard conversion”

my satisfaction,” he enthuses. "The graphics
are almost the same and though there are
some small differences they are not obvious.”

Every effort has gone into reproducing
the simulation.elements of the game which
made the coin-op version so distinctive.
Completely foregoing the traditional arcade
foots of driving games — containing
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The biggest challenge facing the DC version of F355 is the loss of
dedicated controls, though Suzuki-san is confident with the result

"At first | thought it wotild be
is a true car simulator
| think people who
appreciate it”

featuring

Qing and supercna

handlng and gynamics hav
faithfully recaptured for the

VErsion: "as n the

18, the Car 1S 0ot

one unif ament bt takes into

al aspects, each of which

penaviour. s the exact conve
arcade” Rather than Just a phy ariging
taking its ICK polygon,
thi code will take into account the

cue fram a single
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feedback from miany areas &

N and chass

langes.
coy, It s likely
fill be ava

available, although sorme tletall will be |ost

1o maintain high frame rates. "Thare is also
the possibility for the two players 1o play

via the link cable p I
"We'havie kepl the same number of

circuits - six = and there will also bea

bl e, !
ST

aEing moce as in t

curmen
defends n

{0 just one model. *

arcade game
incorporates what Suzuki calls his awn
08 “You could Insert data from ather
gar models ar
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Visually, there is little to differentiate
this from its arcade parent. Edge

hopes the gameplay remains as close

BOTAL 02° 16466

r car in the place of the
sm izval will stay high
espected. So | could
GT driving game
Hon o enter

2as5ily mak= a3
very quickly” A VMS ¢
different car physics would certainly be
an Intriguing prospect, yet Suzuki-san
will not confirm any such feature

spead-hungry market -

g0 Su d from

ow Nin

22 many fri
“I'm gniy on the
8." SayS SLZUK-san

Mg I9s0es. | guess an
announcemant wauld be made (=]
durng £3. Let's say in 2000 s

(ElE R

e
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The first true realistic racer for Dreamcast should
ensure players make full use of the tutorial option
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Yu 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...

Out Trigger

oom and its FPS clones have

strangely been overlooked In hawever, pe

the east, not least because quite bad in the US T
lapanese gamers frequently claim that cost rather than the g
miation sickness befalls them when they Linking four cabinets 1
attempt to sample the most extreme be tog expensive for- the US market- The
examples. Out Trigger, a firstperson feedhack sboutthe game itself has
shooter in coin-0p form with dazzling been good s0 | hipe the Dreamcast
graphics, was therefore something of version will be successtul
@ surprise when it appearad on the Edge: Presumably the Nagpmi 1o DC
Japanese arcade scene last year, ponvarsion went smoothly.
Producer Hiroshi Kataoka tells HK: The software part was very easy. If 1S
Edge how Sega Is bringing the now very well known that converting a
experience to home users, Naomi program to Dreamcast is not time

consuming We simply had to think about
tion what will be added to make the garme fun
On @ console; But now we are 20ing to
work on the network part of this

COMVersion and s

Edge: What was (he inspire
behind Qut 7

particy t
difficult part of the de ment. Yesh,

f hard work o comel

differences

wanted to keep e same gquality in
r |5 reakly graphics and animation that worked in the
I that arcade. I'm quite proud of the result

tor to Quake

aiming to show Japanese gan

there are other fun gameplay styles Edge: Wil the fourplayer mpde make it
Edge: How did the arcade varsion to {he Dreamcast varsion?
Coin-op Out Trigger worked best when two or more cabinets were perform in Japan and the US? HK: Of course, the Dreamcast version
linked, so effective multiplayer modes were an absolute necessity Rt L e L el A S ot e S
for the DC version. Early evidence bodes well for social players - 18 Wheeler has baen a greal succes tad 10 Inciude muftiplayer options. 50, in
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With less RAM than the Naomi board, the Dreamcast version offers less detailed
textures, but Kataoka-san believes you have to look closely to notice a difference

addition to the standard solo arcade
version there will be 2P and even 4P
modes. in the 2P mode the screen IS
divded Into

orizontal srips In the 4P
n will split into four areas
keep the frame rate as

We mana
high as t
the 4P mode | récommend you Rave a
large screen! On the Sraphics 1Ssue, we
had to make hard choicesto keep the
speed. There will be anly one perspective
available in multipiayer - in the arcade
there are actually twa views: both third-
and firstperson, Dreameast will be
firstperson anly. Also, there will be fewer
polygons but again | promise that the
quality level Is great and that-tne player

know, there will be tiese solit-screen
modes. In addition ta this thera will ba an
edit option. The player will be able to
design thelr own characters, maps and
stages There are no plans for a story
mode at the moment. However, therg is
the online mode which should include
deathmatch and 1eam cooperative - the

el team against the Diue, for exampla

7't think there will be any capture-the-

ce it would make it too
Juake. A chat System s under

D How playars o
communicate together

Edge: What do you think makes Out
Trigger different to Quake?

HK: They look the same But there are real

ode. O course, to enjoy

differences. The first important one is that
Out Trigger s an arcade game. 50 in two or
thiee minutes you have to achieve a high
scoreand defeat your aaversary, it Is vary
speedy gamepilay in a short time. All of the
design has been focu is arcade
gamepiay. That determines the shape and
length of the stage and the speed of the
character. Yes, the piayers have 1o enjoy
an intensa axparience in only two or three
minutes. Plus, in Out Trigger you can get
medals to boost your score that are
gricial to.the gameplay, In Quake yau can
play without your-attention on the clock,
Edge: Any plans for a PC version?

HK: Peapie in my team would like 10 make
a PC version. This wouid tap into the US
PC online market and It would be very
Imeresting to develop 2 version Using the
full capabilities of Sega.com. | would love
t0 58e My Rame Baing the 5ame way as
Quake I, aliowing Dreamcast and PC
users to battie it out. Wow! That would be
cool. But, once again, there is no PC
version planed at this moment.

Edge: The coin-op used a trackball

far control, How have you implemented
this on the Dreamcast?

HK: You will be able 1o play with the
Dreamcast controlier, althougn | confess it
s not the best way 1o enjoy the game. \We
introduce a mouse like Microsoft's
standard PC modsat, The quality is much
higher than the Satum's onel | still do

not know i we will release a boxed set
including the game and the mouse. The
mowise offersintuitive contral similar to
the PC. 'm not sure if a thirdparty mouse

PRE FOCUS

Kataoka-san claims that
th': DC umond'eﬁ‘v;ﬂ'lhalilnw
rs to eir
gu':ed:arachr! and maps,
although it's not yet
known whether or not
users will be able to
share such data online

will be compatiliie with Out Trigeer

Edge; Will Out Trigger be VMS compatibla?
HK: I'm speaking with members of my
team about that. | would ke 1o use it as

2 seCcond screen where configential
Information would appear only to the

1 'I;‘, --'1.|

i

el b ¢! 10 notice the drrfe rence.
I wanted to keep the = [

phics and ammatlon thcn wnr!ced
in the arcade Y are o if the result”

piayer. | have a few other Ideas but
nothing has been de
Edge: When will the game be released?
HK: Since the ne velopment is
only Just starting | really cannot give any
specific cate. I'm aimng at a simultanecus
release in the US and Japan. | must
confess that | have a particular Interest

i the US market since | find the
developrment going on around
Sega.com very interesting.

20 yet
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hough Sega Is renowned for

its game-related peripherals,

Edge doesn’t seriously expect
18 Wheeler's most distinctive original
attribute to be available for the
Dreamcast. This gdynamjic HGV sim
was inspired and created around a
piece of fundamental driving kit that
was brought into the R&D AM#2 offices
by one of Sega’s cabinet engineers

Edge spoke to Kataoka-san abouit

the potentially difficult conversion of this
unusual and often manic driving game.

Edge; Where did the concept come fram?

IS It just & logical extension of Sega's
“There is @ major change i Lhe arcads
think that cabinets will have a
experience

eater

with 18 Wheeler

a5 Brave Fire Figl
Hiroshi Kataoka: =il ih

come rom me or

part of this scheme untit | not

aid that 18 Wheejer
was a part of the Professional Series.

| hadn't been Informed!

on the cabinet wi

4 {1 EDGE

Driving a sluggish j

rnaut may not sound like ideal videogame material,

but the coin-op version of 18 Wheeler proved both compelling and rewarding

capmet 1S very special so

ather ways to enjoy the

The andine option

sett

make the game fun

ie. The online

e will

he lapanese reléase,
though we may not have time 10 complete

this for the US or European relaase. A

miuitipiayes option allowing two players to
COMpets 8 currently in gevalopment. The
frame rate is the same although fewer
cars will be competing

Edge: What was your goal when developing
the DC version, and have you achipved it?

actly the same as the arcade, I'm
VBN S fi

ss in the arcade,

3. The

ied. The gan

US. We presented the
Cainet version

ge show. it InCitides &

1 we had a very good
S Bven in Jap

we would make gverage sales, the ga

prmied very well. 5o users like this title
thought it was a good game 1o port
Dreamcast 50 more players ¢
Edge: The game was Criticis
too easy - is the DC version harg
|t offer more tracks and trucks?
HK: Well, the game features a ruck
crossing the US from the east to the west




The Parking Challenge mode (above centre) has been updated for the DC version,
with difficulty levels ramped up and a slew of new, more varied tests thrown in

However, because it Is an arcade game Edge: The areas in the game seemed to
yOu arrive:at the west Coastin a very shor offer several different ways far you to
time! For t east version | wanted

explore but because of the timp limit there
f see them all, Do you

f campaign

ndscane
nascape

andthe

arpund { tregty without
having 1o out racing other trucks?
HK: Thete will DP 8 Story mode, although
18 Whealer will remain a rAcing game
Edge: Are there any DC-specific features?

hie aniing feature the

allenga. | really loved

je version but it was

| have a greater emphasis.
plenty of challenges for the

Edge: After 18 Wheeler, Namco released

¢k], asin the arcade, In the overseas

versions, it's available fram the beginning. its QW truck game. s this a new trend?

PRE FOCUS

Dreamcast 18 Wheeler
will offer online modes
and VMS compatibility,
allowing you to store
data for your own,
persanalised truck

HK: | think both games are very different
| mean, Namco's title is more comical
i think thelr title is more suited to the

nat our 13 Whee

Edge What dao you think

Professional Satles,

5not good in Japan
and I3 getting worse in the Us as well

There s a major change in the arcace
market and | think that cabinets will

20, | think | wiil expiore inis
mare [n the future, We need to o
kind of things you cannot expenience
with a home videagame systam

fer the



Format: PlayStation2/pPC

Publisher; Eidos

Developer; Core Design

Release: Spring 2001

Origin: UK
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Eden

Forget Lara... for now, at least. Project
Eden is Core Design’s Next Big Thing.
Edge examines this forthcoming opus
in detail, and also finds the time to
sneak a look at Herdy Gerdy, Core’s
ambitious PlayStation2 adventure

elore this trip, the past two visits by Edge to Core Design's
E Derby HQ concided with harsh deadiines, with certain staff

virtually Iving in the office. Dedication and high team morle
are at the heart of the development ethos. During its last-but-one trip to
Derby, to view The Lost Revelation, Edge caught a gimpse of why: Core,
contrary to the more vociferous claims of the videogames press, has never
embraced the Tamb Raider-only label certain quarters are keen to apply.
Project Eden, ts latest next.gen title, has been in development since the
first Tonb Raider was finshed. Rather than the bleary-eyed, caffeine-fuelled
workiorce anticipated (and, mindful of history, expected), Edge recently met
the team responsible for Project Eden in high spirits and relaxed mood.
But then their deadline 5 still some six months away »
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poly-pushing engine




The Project Eden team promise
suspense at all times, which will
be generated through the use of
morphing enemies. Menacing
gang members can turn even
nastier at various points

It 15 fitting that Prgiect Bden s being revealed for the first time just after
Care's move 1 new cunvy-walled, puple-carpeted and steekHramed

Even the choice of the word 'Eden’ s surprisingly appropriate, not least ir

onderand

the respeat of starting afresh after Lara in an idyllic oeatve

Criticism that Tomb Raider producs have become formulaic has been taken
on the chin by operations director Adrian Smith. "Waich out for the next-
generaton Tomb Raider,” he reveals. “ft will offer something different”

Poetically, though, it is the Tamb Raider franchise that has allowed a title

Setin the future bes dominate the landscape

anel the rich occupy the highest levels, the atmosphere of Aroject Bden s
the arffithesis of its biblical counterpart. Core is stil being cagey about the
namative and overall goal of its project. However, with the evils of genetic

manipulation playing 2 major role, it would not take 2 graat leap of the

imagination to foresee some kind of sinister organisaton Tying 1o fashion a
e heart of the plot. “We dedided that there
s of enemy a player can encounter,”
confides Gavin Rummery, the project's coordinator. "We wert for the
genetic mutation option!” Of course, as a bonus, this neatly sidesteps

s2 whersby henchmen are relentlessly,

future equivalent of Eden at t

were anly about ten d

the traditional wdeogam

unrealstically sirmilar. in this ttle, 's a feature.

Fundarmentally, Project Eden is an acion-adventure game inspired by
one of Rummerny's favourite titles — DWAS innovatve Amiga dassic, Hired
Guns. Naturally, though, the faux 30 of that file is replaced with a full

shing engine — and what appears to be a refreshingly versatile

camera systerm. These are thind- and firstpersan perspectives to dhoose from,
depending on the player's preference, and these can be swilched 1 suit the
situation at hand. Neatly, an averthe-shoulder targeting system has been

rated — 50 that even when your character s fleeing a particulary

y he, she ar it can sill aim and fire 8 weapon
The four heroes at your disposal are part of an Lrban police force sent

out to rid Project Fden's dystopian emarons of scum and villainy, From these

tlichéd beginnings the Core team pra

mise that the plot expands, evolves,
and compels. As your force progresses through levels, short cukscenes are

provided in a similar fashion to Half ife — and much Bme has been spent

oth the namative and faoal kinematics to draw players in. Along with

IMEES.

near-realisic muscle movements i the faces, eyes which move and follow
enemies around the monm have been incomporated to receats an eene
likeress of the human demeanour. Whien someone talks, their lips are
synchromsad directly with the sound, promises animator Stuart Atkinson.
This will be more than mene waindow dressing, however — Corerexpeds
players to enjoy to the accompanying dizlogue. “We can assure you we
have a very strange tale to tell " says Atkinson, enigmatically.

Looking around the room where Project Eden is coming to fruition,
Edge notices for the first time the dinical and unduttered surroundings.
Perhaps it's because this team has only been here for 2 few weeks;
although Edge almuost suspects that desks dutterad with the empty Coke
cans and pizza boxes commonly assooated with development teams is
frowned upon by management, Evenything is ordered and has its place.
Orily Neil Boyd (leve! design and mapping) has a desk with something
unusual kaying atop it — four-colour photographs of Porsche sports cars,

“Its iy incentive for completing the game," he smilss,

Though Rummery is very aware that increasingly langthy development
periods are to be accepted, it still fustrating o ses ideas once conceived
s onginal being Lised conddentally by the lkes of HaltLife and The Matrd
1 think miany of Eden's unique qualiies got zapped when HalfLfe came
oul,” laments Rummerny: it reminded people that FPS games needn't be st
abaut shooting’ It's further proof, as if #t were needed, that many ideas are
not simply invented by one indidual — they have their time, where 2
rimber of people come 1o the same creatve condusion.

But Project Eden still has many qualites that Rurmmery confidenty
expects will hit the mark with gamers. The four characters have vaned
atilites and, while games like Jet firce Germin incorporatis & similar concept,
Edden differs by hawng all four chareciers exst within levels at the same ime.
They are a typically varied bunch: Carter s the leader and & a good
albrounder, able to Lse vanous weapons and protected by good amour;
Minoko & the female computer expert able to hack into terminals and doar
locks; Andreas is the engineer of the party, who is naturally good with
machinery and communication devices; Amber is the hefty and somewhat..
slaw robat of the taam, with excellent amour and the ability to withstand
harsh emironments. The favounte flavours of wdeogeme protagonists are
ably represented, then. The gameplay and puzzle-sohing dynamics this
vaned assortment of characters intraduces should ensure that Project Eden
BNt just another wannabe HalfLife, In facy, thinking is as high a priority as
shooting for the Froject Eden team. The promise of a fourplayer cooperative
mode is an outstandingly salubrous prasped, oo,

If this futunistic ATeam’ of miercenanes somehow fails to impress, the
fist of devices and gadgety at their disposal may win you over, Suchan
ngenious range i on offer that Ruremery has likened its deathmatch option
to “an updated version of Spy Vs Spy" — considered homage to anather
serminal title, |n s singleplayer mode, however, Brojecr Edan's highech
glzmos must be used to overcome many problems set throughout the
game. A mver device, for instance, s a Big Trak-style vehide which can be
negotiated through smiall apenurss. The gameplay possibliities with this one
device glone are immense, Imagine a sdence laboratory conterlisied with
unbreathable chemical fumes and Amber, your robet, is il licapactated
of o Lnwieldy to enter the complex if you stll have a rover at your
disposal it can be dmven through the hammful gasses to release a switch
of coflect an object vital o your quest.

Mines, hovercams, and liens: The Director’s Cut'style seritry guns
(which can be placed to protect areas) are all al your 1eam's disposal
Interestingly, the action can be viewed fron their perspectve if you so-wish.
Despite offedng an eclecic amay of features; Core 16 keen 1 imbue fojee

Fden with an unlsual brand of integrity, Fot its gadgets to wark carwmngfy [

within the world, they need to be fully incorperated into the framework of
the gameplay. Using a rover for one purzle early on and then mﬁﬂg
concept for shooting acion later is not on the Edén tean's agenda The
variable, dynarmiic sltuatiers this could engender promise o be o3
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Core's gene

and rush yo'

Allowing the player to comprehensively
coordinate the four members of the
Urban Protection Agency will perhaps
be Core’s most di cl.::ﬁut ingenuity.
Only one member of the team can be
directly controlled, forcing the rest of
the team to act independently. Similar
attempts to incorporate such elements,
as in Evolva (E85), have disatpointed.
Because each team member has key
skills to overcome puzzles, the death

of any individual could prove frustrating.
To avoid these pitfalls, Gavin Rummery
has implemented energy recovery
stations and frequent save points

4 1 EDGE



Morphing, hacking and dynamic environments
The central premise: of sintsier. DINA manipulation has certanly gone to the
heads of certain members of the Fden feam. Enemiss begin B2 n a vary
ordinary lshion: the occasional pep wiling 1o 1isk his e to fuel a drug habit
or the gang of thugs out for fights. Later. howeves, as yourr foree destends the
lisveeks, enerrees take on deadedly unconventional appeaances

"Hawing the abeiity 10 morph chasadiers because of ther genedc makewp
gave us lots of scope for expenmentation” enthuses Atlanson, After viewing
one particular enemy onsoreen — 8 woows dog similar to those seen in
Resident Evil - Edge was not, at first, paricularly asinunded But with a
quick movement of he mouse, the image alters and. in realtime, the dog
transforms into something even Barbam Woodhouse would have trouble
taming, The prospect of the dog nishing towards you, then gradually
moiphing into 3 Loveoraftian nightmare, & an unnening and excitng
prospect for any gamer. Humans, too, momph info weird and gruesome
monsters This one," adds Atkinson “mms into.a tour-legged spider
which spits out smaller spiders between its legs! A few other members
of the Froject Eden team laugh, nenvously.

The sersion facior has also been tken info account Rather than taking
the steaith approach, Core has opied instead for both surprise and tirme
pressures. An indestructible monster similar to Resident Eul's Tyrant may be
Included and while some enemies will be conspicuous, athers will take
some igilance to nofice At any moment an nnocucus bystander walking
Toweds The playes may suddenly transform ini one of Core's genetic
monsters and nush your team: Hadeg will aiso deliver quick bursts of
adrenaling  key pomnts. Amaost arting ke a subgame, atcessing computers
o door mechanems wil be famtic aiiars. With enemies fast approachng
the player must quickly stop the spnning disks whach comeup on the
screen atthe commect moment 1o ngger the lock. The: hander The
mechanism o hadk, the more dials there are 1o deal with.

Each level has is own disting atmosphere and setting (ane example
was modelied on Liverpool Cathedral) bt also promise 10 be dynamic in
thesr enim gt This- & hiardly something new yet Rurmmesy, promises that
lireanty wall be avaided — the player should discover thesr own route through
the game, with unusual and unespected detours. Wnreal was 3 grest
game” he adds Yot the levels were just oo vast We have thed to maintain
& balance between beng completsly finear and being oo expansve”

£

A cartoon intedude
Alter & few hours with ks ominous, apocalyptic and enommously impressive
adventure, Edge finds it encountes wih anather big Core peoject simost
surmeal. Suddenty, the dark and sinster werld of Frojea Eden ' replaced by
the vibrant Hefly Gendy. Now, her really is a Deneyland paradise. feplete
with all God's wonderul creatues: Though sl fough around the edees
{\mﬁmmsmumm)mm
lswngmmeh/smwmm&nnutﬁmhnmnan
cresied by the animators behind Alladin’

The main character is a headstrong boy who s sent out to .
discover the mysery behid the ssange fappenings in the word M
Along with challenges which ate gven to hirm at ksy moments he mist.
attermpt 10 restore prder 1o the land, which indudes herding up the faces '
of craatures that intiabit it Core promises an open world to explore, ¥
with encugh structiire to prevert endless wandering.

o : _Mm&:wm I———:
§ess the porme will be betrer for 1.




An audience with i elel=ls) Seriles

haugh Adnan Smith has exchanged the coder's keyboard for the

T reigns of management, 1 is dear that his enthusiasm for playing
games remains intad Littered around his office (amaongst the Lara Crolt
merchandise) are a number of toys any gadget junke would die for. Though
not quite & 'Big, seenario, a room containing remotecontiolied vehicles,
inchuding & threedootlong helioopter, s surely an centive for any aspinng
teenage programimer. to the guassion “When can | have my own topoate
games mom?, the parenta-style response tould be Not untl you have
hefped sie the most Komc chamdsr 1 veogame hisiory, dear” Smigh,
cearly, has. Edge muds the mind of the man in charge of Lara's future
Edge: How did the whole concept of Tomb Raider come about?
Adrian Smith: The main drving force of the idea was Toby Gard. 1f | put
my hand on my heart, Toby was mstrumental in Tomb Raider - ke drew
L.ara, after all, But there were a lot of people who got involved in those
earty days with setting up the characier and Incinporating camera systerms
and setting it in Egypt. I was a very jong: development process.
Edge: Did you have any input into the idea behind Project Eden?
AS: No, although everybody from the lesters o the producers had some
imvolvernent in Eden since 4 wes started Most of that team were the
ongnal Tomb Roider team We discissed Eoen straight after the first Tormd.
Rarder game. It was Gavin who'Sad he had a great idea for 2 game.
Edge: How much of a problem can it be when original ideas
become stale due to w dealopna'd times?
AS: Yes, it is @ prableen. IS not so bad in this bulding because we're
arsh with thie dhevelopment process and'we push our pecple & fitle bit
mote, Two years s & long tme in aryane’s ite 1o do anything. We e
quite keen to heen fimes down so that games are il of 4 high Gty
but don't et left behird, We're very fomused-héms W have yery dmall
tearns and we put 3 bcd@uﬁﬁzmmdm especlly the
creative side, mwwwmw A good example &
Tornb Ruwder - mﬁlemmhﬁhﬁemmmw
up.é whole new.ares of the game. |
iq-:mmn it to stop information about games leaking out?
; mmwaﬂmx mamummmmwmmm

tegorise (hem &5 nev-geneation
bmm!-e of our nelatdnship with

fial treatment, Which s great

s on the kniest 1echnolagy. So. 10

mewﬁﬁumfﬂw ¥
Reiucler: wias 2 complete anomaly. Wil there ever be ancher.
IMMMn
Huuhhl&m&wﬂ
&4Mhlﬁﬂmw¢|ﬁwmwdhmuw

Edge: How did you react to the poor reception of Dreamcast
Tomb Raider both critically and commerdially?

AS: | think it was and |t wasn't a sucoess, We made no bones about it
wasn't 3 separately developed product and | think today's constimerns
know what they want and specifically developed products ame important
Thete were a number of reasons for this. One, we wanted 1o suppon
Sega and @t would have taken us 2 long e 1o go back and do
differently. We were keen to get the game ot | dont think we rushe
i it was & comeersion from PlayStation o Dreamcast

Edge: Have you experienced any difficulties developing for P52?
AS: Not spechically. Yes. there are sofmie constramis ke 1exture memory
which everyone gnes on about. its afirmatmg factor bul | guatantee that f
you had a hundred meg of texture memory we wolld stll say that, The
stakes have been rised so much fhat anists’ imaginations run away with
them. They want to do 5o miid Ifs a very powerul machise. "I‘I"
Edge: What is Core like when deadline hits for a product?

AS: It's all hands tothe deck With Tamb Rander myﬁw- mysalf and
the team, the testers and other pecple. lve it this building for two months
We get the beds out and cat map fior a couple of hours every might | just
teing 11 a whole load of dothes and lve in this building, These's a jot of
fun in that but there can be a lot of srese i it toa. 1t adds 1o the whole
atmosphere. We go through highs and jows snd we'll gve (b and go 1o
the cnema one right and come back aher a mesl teady to stan again,
Edge: How do you keep teams motivated and loyal to Core?

AS: | think evestve freedom 1s impontant 1o anybody who werks with us. We

* don't ke to single Ut any one creative genius on @ team, Everyone has a

part o piay and It's ke o chain. Creative people are nat too bothered abolt

francal esards; they'ie bothered about actuslly snjoying the joh, We have

3w iow tumover of stafl, | can't remembes when the last pesson left
Edge: Finally, to end on a Lara note, how do you handle her
marketing? She seems to get everywhere nowadays. ..
AN | think we have been faily selectne: | would Bken our ap
iames Bond who was very selacive on the equipment he uses, She has
become 50 vesible that it seems ke she's sienywhere yet the 7

cach to 8

actual Lars endorsements afe very few in numbsr. T
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taff turnover”

B

Each level sports its very own mood
and characteristics to prevent repetition,
and designs is said to be dynamic. An
abandoned zoo, for instance, provides
puzzles revolving around cages which
can either help or hinder the team.
Height and depth have also been used
to imnﬂne the nuances of gameplay.
Al ing above from girders promises
to be both an exciting and vertiginous
o experience. Cleverly, Project Eden swaps
{ smoothly back and forth between first
. | and thirdperson views. It's even possible
f \ to view the legs and feet of your
' ' character while in firstperson mode
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THE FUTURE OF P52

AYSTATIONZ

“Well, this looks like

as good a day as
By to take over the
game world”

Sony’s entry to the next generation has been a mixed one.
With this in mind, Edge headed off to San Francisco with a
big bag of questions for one of the PS2’s chief evangelists...

oster City, California.

Silicon Valley country,
now a more visible

statement of America's

ongoing love affair with technology
than ever before. During the limo ride
here via the freeway from central San
Francisco, billboards litter the roadside
proclaiming their individual spins on
the dot.com revolution with about as
much subtlety as a house brick, If this
most optimistic of phenomena really
is about to fall on its overweight
behind, it seems no one has yet

told America. Or maybe the call
came and it simply wasn't listening.

In this environment Phil Harrison
seems slightly out of place. An ex-pat
who started out designing games on a
freelance basis back in the day (Amiga
owners may remember one of his -
Myth, published by System 3), he
clambered into Sony's comfy-looking
bed in 1993 as product development
director, but retains a distinctly un-
American air of self-deprecation and
forthrightly British sense of humour.

Which is not to say he can't do the
hard sell. This is, in fact, his stock in
trade. As vice president of thirdparty
relations and R&D one of his roles is to
evangelise PlayStationz, attending the
likes of GDC to explain to developers
exactly why this piece of hardware
deserves their fickle attentions.

It's lunehtime, and, on a bench
outside the building which once
housed the Sony-owned 989 Studios
(it's number 989 on the street, you

see), your correspondent partakes
of tobacco in the Californian sunshine
while a nearby fountain makes
several spluttery attempts to deliver
an air of tranguillity before giving it
up as a bad job, Harrison picks his
way through a styrofoam containes
brimming over with sushi.

The guestions commence.

Edge; First things first: what's your
take on Sony's performance with
the Japanese launch?

Phil Harrison: Well, fantastic. We said
a long time ago that we would come
our with PlayStation2 dunng the winter
time - we set the March 4 date back
in September in 1999 which was a
brave thing to do and we achieved it.
You know we had more software sell-
ing to the market in Japan in the first
30 days of the PlayStation2 than
anyone else in the industry. | see a ot
of achievement in the fact that there
Were six or seven comparnies that

had games ready for launch. |

think that's great.

Edge: You're not disappointed with
all the criticism you've received?
PH: well..

Edge: Strictly in terms of must-have
software at launch...

PH: The success of PlayStation is
assured over many years of growing
software. it's not all make or break on
the releases that you have day one. |
think that what we demonstrated with
the launch software of PlayStation2 is
an excellent indicator of the

performance and power of the
machine and the breadth and depth of
support that the industry has behind
us. And any consumer that may have
read negative comments about that
should do their own research and
figure these things out for themselves.
But they should remain conficient in
what's going to happen down the fine
in that there are over 250 games in
development from every leading
development team in the world.
Edge: with the exception of
Nintendo and Sega.

PH: Oh yes. [Grins]

Edge: So, what about the clearly
tangible failings, such as the trick
allowing Japanese users to use
Region 1 DVDs?

PH: Well, | wotild not in any way
describe that as a 'tangible failure’.
Edge: Well, wasn't there a mistake
that had to be addressed by the
reissue of new drivers?

PH: It was never our infention ta
include that feature, it was just an
accident of the way that that
software driver was written and

that will be comected.

Edge: Is that something that could
have been avoided, had you not
been forced to meet March 4,
meaning that you would have had
more time to test?

PH: Well, | think it is obviously
something that we would prefer not
to be in there but it does not spoil the
experience of the consumer using the
machine and it Is hot a fault in the
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hardware or software. It's just a feature
that 1s now still in there which we will
obviously correct. | think that with a
technology as sophisticated as
PlayStation2, there are going to be
situations where things happen that
you don’t expect. I'm prefty pleased
with the quality and reliability of the
machine — it's absolutely 100%.

Edge: What about the reputed Sony
stock price falter when the memory
card problems came to light?

PH: | can't say for sure how the stock
price goes up and down in relation to
any particular announcement or
particular event. You also you have to
remember that the PlayStation is a very
very significant part of Sony's corporate

profits and success. So there are
obviously going to be people —
particularly the investors, the people
who own our stock — who are very
keen to watch our performance and
1o watch our success, And | think that
when these rumours went around
regarding recall, which | stress were
completely unfounded and certainly
didn't come from us, that maybe some
stockholders got nervous but they are
now ohviously realising that it was an
immature reaction on their part.
Edge: What did happen with
unhappy consumers at launch?

PH: We have had 344 telephone

calls, consumers saying that they had
experienced some difficulty with the

“1 can’t say for sure how the stock price goes up
and down in relation to any particular event. You
have to remember that the PlayStation is a
very significant part of Sony’s corporate success”

DVD drivers, which was resolved by a
reinstall with the design, and that's it
Edge: Don't you worry about all
the misinformation that circulated
on the Net at the time of launch?
You may dismiss it as rubbish,

but it’s rubbish that reaches
thousands of people.

PH: Yes, it does. | think that there are
two things you can deduce from that.
One is: don't believe everything you
read on the Internet. And, joking aside,
it is also indicative of the worldwide
cultural significance of the introduction
of PlayStation2. An interesting fact 1s
that on the weekend of March 4, when
PlayStation2 came ouit. there were 365
different stories on US television about
the launch of the console. I'mt not
talking about Japan, I'm talking about
in the US - there were 345 different
stones; we have a list from our
agencies This was all around the US,
on local TV stations, everywhere, which
is astonishing! Now | think maybe, in
my wildest dreams, | would have been
kind of happy if CNN had covered it or
maybe one of the major financial or
business news TV programimes had
covered it with regard to the
significance to Sony the corporation.

The Sony R&Dfaditvu!‘aaercwhfxu&ngonﬂueeﬂmg:dwaﬁerhﬂmdglﬁm&hiMﬁmdmmad rendering | L
clearly devoted to the latter element of research. The scene is generated using multiple passes, and creates pethqn the most reallshc luuldng ysanbon:l visuals seen to date
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This hi-res particie animation routine really has to be seen in adfion to be believed. “We're working with PlayStation2 as our pladorm ffor R&D in graphical representation],”
says Harrison, "but we're thinking to the future. There's a Jot of innovation and some ideas will be beyond the scope of the hardware! is there a PS3 dex kit lying around?

But for 345 consumer news broadcasis
to cover it, this is obwiously bigger than
anything any of us had really imaginetl.
Edge: Going back to the DVD drivers,
are they upgradeable?

PH: Well, there are certain things

that are fixed - the MPEG2 and audio
decoding are in hardware, for example,
But wrapped around that there are
certain things you can do in software.
Obviously, Playstation2 has the same
functionality as a DVD player that you
would see on the high street today
together with all the menu and
selection, but it is possible through
software upgrades in future that you
might see some additional leatures
which we haven't yet decided upon.
Edge: PlayStation2 seems to have
rapidly gained a reputation as
being a bit of a tough nut when

it comes to coding. What do you
think about that reputation?

PH: | think you have fo take that with
a pinch of salt. All new technologies
are challenging, because they are by
definition different. And something that
is as powerful and as complex as
Playstation?2 is going to introduce new
challenges. There is a very specific
area of PlayStation2 that is going 1o
challenge. it s a complex piece of
technology that has no parallel. it's not
like it's a stightly different versian of

what we had on PlayStation1, it's

not like it's a different version of what
Wit Saw on other games systems or
in the PC. it is a brand new piece of
technology and there will be some
programmers that get it quicker

than others,

Edge: So who's getting it right now?
PH: Well, | think you will have to see
who's riot been getting it now! But as
the tools and the technology get more
sophisticated, programmers start
getting cornlortable with the micro-
coding, you'll start 1o see some
people with big light bulbs
liuminating over their heads.

Edge: What about the vector units?
PH: Anything, and that's the beauty of
the architecture. i's also very liberating
for programmers because they realise
that they can now harness the
performance of PlayStation2 and direct
it in muitipie ways. One is obwviously in
rendenng 3D graphics and doing
complex lighting and complex
animation that takes a lot of
horsepower. But the new area, which
Is really interesting, is all of the other
things you can do like physics;
behaviours, simulation, things that
you hadn't been able to do in the
past. f we go inside I'll draw a

chart to demanstrate what | mean,

Getting emotional
Walking into the nondescript grey
building, with its grey carpets and grey
walls, does not prepare the visitor for
what lies within its inner recesses.
Approaching a metallic door, Harrison
reaches for his security card which he
waves over a sensor before proceeding
to play his right hand, palm down, upon
a glassy panel, Some form of scanning
process whirrs into life, tracing the
shape, form and even temperature

of his digits. The door rermains locked
Now comes the third and linal part of
the ertry ritual; a securty code is
punched into a key pad (the five-note
melody from ‘Close Encounters’ does
nat accompany this, oddly). All this
because PlayStation2 dev kits have
resided beyond the portal for longer
than Harrison 15 willing to admit.

Inside a meeting room crammed
floor 1w ceiling with every piece of
Sony-branded consumer tech device
imaginable, Harrison picks up a marker
pen and addresses a whiteboard.

PH: This is where you've got Time'
And on this axis you've got what |
would call the ‘Key' factor, The "Key'
factor is the performance and the
sophistication of the 3D engine, the
kind of sum of all the parts which go
Into making the garne and it's sort of
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how you as a journalist and a reviewer
of software can say; game A has much
better technology than game C

There are fundamentally two
different development methodologies.
The traditional methodology of a
transform model has an effectively
2810 lparming curve to get guite a nice
performance relatively quickly. So
through very little technical investment
you car get a reasonably well-
perfarming 30 technology based on a
wraditional transformation model. With
this approach you have your predefined
content in memory and you are
manipulating and transforming that
content in reaitime; you are moving
your camesa through a large database
of geometry which makes it look fike
the city in Ridge Racer or a caverm in
Tomb Raider, for example. And then
you have your dynamically moveabile
objects. your cars, your people, your
balls or whatever, which are being
manipulated by the software program
but moved around in realtime based
on predefined geometry.

Now, the new way of doing things
is the synthesis method, which has a
curve a bit more like this {refers to
chart], and the synthesis model is
very much what the R&D group here
is promoting. It's a new development
technology which takes everything
we've learned in the transformation
world, keeps it, builds upon it and then

Another ex-Sony/Psygnosis employee is responsible for this rotating head routine.
Realtime lighting and randomised vertices work in comrelation with audio data

adds a whole bunch of new elements
and that is generating content
procedurally inside the engine, inside
the hardware of PlayStation2, Now
that's where the vector units come
nto their own because they have the
performance o generate in realtime
enormous amounts of content, be it 3D
graphics, sounds, or the behaviour of a
character, something that hasn't been
predefined by artists or predefined by
game designers necessarily; although
they may tweak them, they may be

involved in the creation of those rules,
the concept itself is generated in
realtime inside the machine. That
difference is going to be the creative
and technical and ultimately
commercial advantage that software
benefits from, This is something

that, and you can see by this curve,
takes a lot longer to implement

than the traditional development
market, but once you get down

that pathway and start build up this
sort of expertise you're going to make

PS2 DEVELOPMENT: SYNTHESIS VS TRANSFORMATION

THE 'KEY' FACTOR

TIME

higher pitch on the ‘kKey' faclor axis.
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a very significant performance leap.
Edge: What sort of concepts are
being born using this modei?

PH: I'll show you one, actually. Many
games have a landscape of some
description and those are often based
on an artist saying. ‘Okay, we'll have
some deserts here and some
mountains here,” or whatever, and you
end up with this enormous database
of geometry and you have to finish
the world at some point. So inevitably
there s some fictitious and rather
convenient mechanic in the story that
stops you falling off the edge of the
world, It might be that the game takes
place in a large valley and there's no
way out of the valiey or that through
sorme other game design mechanic you
are prevented from going too far from
your home base - whatever, we've
seen it a million times. Many dnving
games are today effectively driving in
a trench - the sides of the trench are
houses, trees or valleys or whatever to
stop you having that infinite view of the
wotld, One of the demonstrations that
we'll show you is realtime, procedural
generation of an infinite landscape that
requires no predefinition of texture or
geometry, it all happens inside the
engine of PlayStation2,

The dream team

It's decided that a better place to get
a taste of how Sony Is using synthesis
would be down the corridor, where a
dozen or so programming specialists,
led by ex-Psygnosis technical guru
Dominic Mallinson, reside. There is
not a game demo in sight - this is, as
Harrison Is at pains to point out, purely
a research and development facility,
where coders are given freedom to
push PlayStation2 in seemingly any
direction so long as the end result is
capable of making bystanders o0 in
atmiration. The team's backgrounds
are as diverse as their wardrobes,
ranging from recent graduates to
slightly older hands, one of whom has
a CVwhich boasts CGI work on “Tron®

(the movie, not the videogame),
Harmison believes that few other pure
videogame technology R&D labs exist
in the world. The unit, which has been
assembled over the last two years,
offers up the kind of expenmental
atmosphere that sends him spinning
olf into new realms of flight and fancy.

PH: Other examples of synthesis
would be in a game that uses natural
environments - trees, flowers, etc.

The human brain through the eye

I incredibly good at recognising
repetitious patterns and that is what
spoils many games — it’s what destroys
the suspension of disbelief when you
drive down that road and see ten
identical trees come towards yoiL It
looks odd even though each one has
been rendered in the most beautiful
way. The fact that they are all the same
is a shame, and one of the things that
you can do in the synthesis model is to
create algorithmic trees, bushes, etc.
Let’s use this tabletop as an example.
If | wanted to put this table in the
game, | could somehow photograph
or scan this wood texture, or | could
fractally generate it in realtime, if we
had time to have every table in the
game subtly different or perhaps more
reallstic for some reason, Another more
realistic example could be the
generation of bricks so that are all
different. Or clouds in the sky being
more believable - rather than being
that beautiful sort of photograph of a
beautiful sunset that you see every
level, there is actually some dynamic
experience o it

Edge: But if the bricks in a dungeon
are being generated in this fashion,
does this not mean that if you leave
a location and then return to it
then the bricks are going to look
different than they did before?

PH: | know what you mean but you can
generate things the same way every
time so that although every brick is
different, it s different in the same way.
Edge: So the ‘seed’ stays the same.

il M\\\\i\\\\\ |

'.‘lw-..mm. H\\\\ |

EDGE /5 b




THE FUTURE OF P52

During Edge's visit, Sony's R&D
staff presented a fascnating
hardware demo which showed
just haw easily PlayStation2's
USE ports could affect the way
users interact with games.

Plugged inta the host consale,
a bottom-of-the-line, PC-
compatible USB camera was
used as kind of mation-tracking
device, the TOOL dev kit
(behaving exactly as a

normal PS2 cansole would)

wand (above) into the
behaviour of a ball and chain
onscreen. Expect lapanese,
developers in particular to
have a field day with such
simplistic but immediately
effective functionality as this.

PH: There might be things that you do
want (o be different

Edge: Sky?

PH: Yes, the sky is one, water is
another one, and also autonomous
characters like birds — you might want
them just sort of fiyng around based
on a believable flocking behawviour but
in a dynamic way thal s different. Or,
over a period of time, trees grow,
flowers appear through the seasons,
roads get dirty, skid marks build up
over time, walls of bulldings get graffiti
on them, paint flakes on window
frames. Things fike that are all entirely
possible. The only limitation is people’s
imagination and that the focus,
correctly, remains on gameplay. But

| think that once programmers and
artists and designers are comfortable
with the technology they will start to
push things Lo new boundaries

Edge: How does the Emotion Engine
tie in with this?

PH: The Emotion Enging is synthesis —
that's what it Is, and the ability to elicit
an emotional reaction from the player
ts based upon being able to defiver a
game experience of an entertainment
expenence, because we're not just
talking about games here but an
entertalnment experience that is
believable or is a version of reality that
Is interesting. We're not always talking
about pure reality - I'll show you some
stuff which s cestainly not based on
reality but the Emotion Engine has the
ability 1o, within a piece of software,
imbue a product with the hooks that
are as significant as a director putting

These two scenes show the synthesis approach in action, creating
from microcade toutines, Detail on both the sky and land is remarka diecthre

a good plot line into @ movie or an
author writing stufl into a book.

Edge: Can you elaborate?

PH: Well, there are two things that
make a movie work - well, there are
mamy things, but I'll just give you an
axample - "Schindler’s List'—an
incredibly emotive plot and storyline
done with sensitivity in a very
compelling way. | don’t know whether
you've seen the film but there is one
scene with the litte girl in the red
dress - that just pulled at the heart
strings, and that is something that
we're not going to figure out tTomoImow
or in the near future, but we are
moving towards putting it into games -
that same leve| of emotional response,
of the elements of a funny book, or

a great piece of music or television.
Remind me to come back to television.
Edge. Aren't you slightly concerned
that there are still so many
developers out there who appear
to struggle with the transformation
model, let alone asking to work on
synthesis-driven games?

PH: No, I'm not. | think that some will
gel it quicker than others and | think
that there are two interesting parailels
in what happened in 1994 when
PlayStation development started going
over to developers, If you think back to
1994, well, you chronicled this in detall,
your could go from almaost one mornth
in Edge to the next where all of the
console games were in 2D and then
suddenly games started to appear in
30 on consoles and for many
developers going from 2D to 3D was

a massive challenge and a massive
technological shift and everything got
reinventad - the tools changed, the art
changed, there were massive
implications to the game design, some
consoles never made it And | think
you've coverad this well in the past—
the idea that some games should never
have been In 3D but adding those
letters "3D' to the end of a title meant
an awful lot from a marketing point
view. With PlayStation to PlayStation2,
we haven't changed the rule set so

fundamentally. Everything is still in 3D.
We are obviously better at it, there is a
Iot of sophistication, but some of the
basic game concepts haven't changed.
This does not have to be a revolution,
this can be an evolution, and in fact |
think it showld be an evolution because
Iif we move too quickly we'll leave the
consumer behind and we have to make
sure that we continue to deliver wonder
to seven million PlayStation owners
wha adre put there around the world,
Edge: There's no getting away

from the fact that PS2 had probably
the best prelaunch hype of any
console, and then the games
appeared and there was a sense

of disappointment. Maybe it was
more of a subtle upgrade than the
revolution some expected,

PH: Yes, but | think you'll see it happen
quicker than you expect Don't get me
wrong, | think that the games that
we've seen on the PlayStation?2 so far
are fantastic but | think that there are

a few things that are going to start
happening in the next few months with
regard to speed and the implications
for games that will bring, well .

Jagged edge

Following a brief video demaonstration
of the Japanese-developed RPG, Dark
Cloud — which still looks every bit the
killer PS2 titie — talk tums back to
launch software and 3-topic that has
been raised In many reader ietters
that have amived at the Edge office
at further talk of any perceived
PlayStation2? shortcomings.

Edge: Looking at the PS2 software
to date, there has been a lot of
criticism of jaggies in Dead or
Alive 2 when held up against

the Dreamcast version. Does PS2
have antialiasing in the traditional
sense? There appears to be a fair
amount of confusion out there.
PH: PlayStation2 has hardware
antialiasing. on a primitive level. When |
say ‘primitive level’, | don’t mean basic
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levei, | mean graphically primitive
polygon level - which means the
developer or programmer can choose
how 1o do the antialiasing. It's a very
flexible system. You can also do full-
screen antialiasing if you wish 1o
dedicate that amount ol effort to it -
that's something developers have to
decide upon themselves.

| think that the reason that the
games you've seen so far which
haven't had It switched on is not a
hardware issue but a software issue,
and developers, for whatever reason,
have not made the most of thal leature.
Edge: Are you saying that
performance doesn’t have to take
a hit through using antialiasing?
Let’s set the record straight.
PH: Yes.
Edge: It's not like simply throwing
a switch, though, is it? It must be
a great deal more complicated than
that otherwise the software out
there would be making use of it.
PH: well, if you have to think about it.
and it's something that you probably
have to design into graphics right from
the beginning - and I'm speculating
because | didn't write these games -
I'm speculating that they did not have
the opportunity to include that feature.
Edge: Is it a video RAM issue?
PH: No, [t's got nothing to do with that.
Edge: Okay, what about those
who've suggested that a smaller
amount of video RAM will prevent
PlayStation2 games from looking
that much better than DC titles?
PH: Well, that's fundamentally wrong.
and the reason that it's wrong is that if
you applied that transformation model
where you think of all of your geometry
being in ‘A" RAM and all of your
textures being in "B’ RAM then you are
not using PlayStation2 in any way like
an efficient way. You're ike using it to
do something that it wasn't even really
designed to do. 5o, it development is
1o continue along the old 32bit
develapment mathodology, then you
might see some... I'm trying to think
of the right way of describing to you. .,

|Pauses| if development is to continue
along the old methodologies
PiayStation2 haroware will not be
maximised and game content will not
be delivering the kind of experience
that it was intended to defiver.

Just reading a list of numbers is i

somewhat irrelevant You have to
understand the bus architecture
between the various components and
how data gets through and around the
system. And that is actually the genius
ol redesigning the PlayStation 2 - that
it overcomes some of the fundamental
problems of sheer bus speed and slow
access to videa. There is no other
system that has this advantage

Watching the TV

Edge’s allotted time at Somy's RED
facility has come to an end, but several
questions remain unanswered Perhaps
sensing this — or maybe because he's
simply a decent fellow - Harison offers
your comespondent a lift back into San
Francisco city centre, where he himself
resides ("The area's been dhwistened
Multimedia Gulch,” he says, "because
of the sheer weight of Web startups in
the area”), With a fresh audio casselte
loaded, Edge sets out to look further
into the PlayStation2's future as
Harrison sees it.

L

Edge: You said earlier that you
wanted to talk about television.

PH: I'm into the idea of how much
things are going to change when the
entire product does not have to be
shipped on a single disc, and that
mayhe the core engine — or rules, if you
will —of the product ship on the disc,
and then via the connection to the
network you can be delivered episodes.
And those episodes could be delivered
0N an as-needed basis, or you finish
level one and you download fevel two
and off you go. Or you want extra
tracks for your driving game, you can
maybe buy them. But the really

interesting thing for me is the idea
of the shared cultural experience that
you get from a whole community of
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gamers, all experiencing the same thing
at the same time. And this is what I'm
most interested in experimenting with
And the idea of a game or level or a
story or a new scenario, which you
could download In a couple of seconds
at any ume over a peniod of a week,
but it can only be playved from a
particular moment in time. And there's
a key, which is accessed off the
network, which says at 9pm on a
Tuesday night. or whenever, all of you
can experience this game Now maybe
I¥s a multiplayer game but maybe |t's
also just a singleplayer experience. But
you've then got the shared cuitural
expenence of the next day — you're
down the pub, you're at work, or you're
in school, and you're like, “wasn't that
fantastic when you got to the end of
that level and the blue dragon just
came down and bit your head off?” or
whatever In the same way that we all
talk about a great episode of ‘The
X-Files' or whatever, And that is going
to change the fundamentals not only of
how games are designed, but it's also

before anybody has any concams
about that: it will be done for the
greater good of the game

MNow what this also means is
that the best designers and the best
creators can have multiple games
senes in production at any one time.
We talk about games taking 18 or 24
months to develop, but | think we're
going o move into an era where,
theoretically, the game IS never
fiished. And that the core engine
might take six to nine months (o write
and that the first episode takes three
months to write, but you could have
a production team who would be
empioyed to create multiple episodes,
in the same way as a different director
is used for multiple episodes of a
drama. And so that one producer, or
creator, could then go off and do the
next engine for the next game, and if
the first one was successful, you could
have these multiple streams of games
being live at any one time. Today,
you've got to finish it, put it ona CD -
and all of the content, all 50, 60, 70

You're down the pub and you're like, "Wasn’t
that fantastic when you got to the end of that
level and the blue dragon bit your head off?”

going to change the relationship
between the audience and producer
of the game, given the fact that you
can have feedback from the audience
about what they like, what they didn't
like. You can use the Web or the
network directly to sample how much
fun they had, where they got stuck,
where it was too difficult. This is going
to mean that the refationship between
player and producer becomes much
tighter, and much more closely
monitored than say the Nielsen ratings
for television programmes. | think this
I & really positive thing, and obviously
you would never abuse anybody's
privacy in this, and there would never
be any subterfuge in the way that

this is done. | can state that now

hours — whatever the commercial
realites demand - has to be on that
disc. And that's a real shame because
there's an inversely proportional
number of people that actually see all
of the content - you know, 100% see
the first level, 70% see the second
level and so on and so forth

Edge: So how do you feel about
games on epic scales?

PH: A movie studio cannot make
‘Titanic's every time they release a film.
They need to have a balanced portfolio,
and it’s very difficult for the games
industry today to succeed in that way.
Multiple price points will help, but the
most impaortant thing is that the way
that we consume software is very
much driven by retail shelf space. And

its 500N as retail shell space becomes
expanded infinitely onling, there are a
huge number of creative opportunities
that get opened up, and & huge num-
ber of commercial pressures thiat get
reduced or eliminated. And this Is
redlly, really exciting - we're aboul

to go into a whole new worlkd order,
Edge: So when will it happen and
on what sort of scale?

PH: | don't know the answer to that
one. All | know Is that content will drive
the adoption and penetration of the
delivery mechanism. As soon as there
15 content there, it will form a critical
mass that drives the take up and
penetration of broadband infrastructure
around the world. We are configent
that P52 is going to be a massive
driver and influencer of broadband
infrastructure into the home.

Edge: It must be frustrating having
ideas that must be at least three
or four years away from fruition,
PH: Well, | think It's safe to say that
the worild won't change overnight. We
wan't all wake up one moming and
find a bit of fibre-optic cable sticking
out of our living room wall and
suddenly the whole business changes.
But | think that if we're taiking about -
If we've learned anything from the
Internet age - time compression
happens at an alarming rate, and
everything happens guicker and better
than anybody predicts. If you go back
over the last five years or ten years of
the Internat generation, we've
constantly beaten the maost optimistic
of projections about takeup rates,
penetration, dollars spent, number

of eyeballs, number of advertisers -
whatever metric you want to use,
we've beaten it by some massive
percentage. And | think that the forces
of commerce are even stronger behind
broadband, because it imvolves
television networks and a much higher
level of content and a much igger
library of content with music and videa
and film being thrown into that, but
the thing s It's going to make it more
compelling and quicker.

Edge: But the ideas and concepts
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behind new content don‘t even
seem to have made it to planning
stage. Is it fair to say that?

PH: | think that most of the work that
needs to be done is in here [points 1o
head]. Because we know how 1o put
polygons on screens, we know how to
make sound effects, we know how to
screen video, we know how to ~ to use
a television.or motion picture industry
parallel - build the sets and point a
camera at them and move actors in
front of them. The one thing that we
haven't figured out yet is the
scriptwriting and the way to deliver
compelling content in an episodic form.
That is, crucially, going to a) make the
player want to come back for more,
and b) make the advertisers, or the
commercial partners - because | don't
necessarily think that people are going
1o have to pay for games in the same
way as they pay for games today -
want to be involved. So the thought
process that has to go into that is quite
significant, and | think that there are
developers who get it, and | think there
are people who have already figured
this out, and there are also people
who have yet to even consider this.
Edge: Going back to some of the
things you were talking about
earlier, if you are saying that the PS2
hardware needs a special approach
to make it work — the synthesis
model clearly needs devotion - do
you not think that that in itself

will be challenging enough to
developers, without them even
waorrying about rethinking the
delivery method of games?

PH: No, | think you're underestimating
the passion and the technical
competence of the developers. | think
that some will get it quicker and better
than others, that's a fact of life, that's
what makes this business so exciting,
the fact that there is always change
going on in the industry because today
we might paint a picture of the industry
where we think certain developers are
the most technically advanced, or have
it all figured out, without realising that
there's a dark horse running up the

outside that's going to come in at first
place. For example, nobody had ever
heard of Naughty Dog. Who would have
thought that Naughty Dog would have
sold nearty 20 million copies ol Crash
games around the worid over the last
four or five years? It was a rare success
because it was a good game

A modem ‘solution’
Edge: What do you think about
Microsoft's decision to make a
modem available as an interim
connectivity solution?

PH: Well there are a thousand modems
available for PlayStation2 at launch
Any USB modem you like, just plug it
stralght in. Which is an often-
overlooked aspect.

Edge: Will the system be able to be
configured to use them, though?
PH: Sure, if the developer wants 10
have an application that talks to.a USB
modem to deliver multiplayer gaming,
or a browset, or downloadable content
- obviously based on the constraints
of narrowband we aren’t 20ing 1o get
much - but yeah, you can do that. Of
course, we'll certainly permit that. Plus
we're doing some work Aght now in
the wireless space with digital
cellphones, WAP3, etc, and imode

in Japan, And you'll see some
announcements from us shortly in that
area, and that means some interesting
connectivity options with what's
happening in digital telephony.

Edge: Some people really are
convinced that broadband is a
waste of space and wireless
comms is the real future.

PH: Well | think that wireless has
some tremendous opportunities and
advantages, but there is a fundamental
limitation on the amount of stuff you
can put in the available frequency
bandwidth available on the airwaves.
Bul what we're going to do is invest to
deliver the best and fastest and fattest
passible pipe of data into the home,
which will be the most effective of
downioading data into your
PlayStation2 with its hard drive, etc, bul
perhaps more importantly, being able

=y

to upload data as well. PlayStation2
will also be the content provider as
well as the content receiver, With
cameras and microphones and video
attached to the machine, this will
now become a hub for the consumer
creativity and entertainment and
uploading stuff and shanng it with each
other, and the machine acting as your
kind of local entertainment server in
the home, and that's really where we
want to see this going

Edge: Is there potential for a
PlayStation2-branded WAP phone?
PH: S0 long as your question appears
in the article in that exact wording,
yes, there is a potential,

Edge: Finally, how do you think
PH: How da they perceive us?

it's a really good question, It's a

really good question. | think they
perceive us in first place. And

that's a good thing and a bad

thing. | think that means

everybody else is challenger.

That just means we have to

continue to be faster, better

and more ambitious than
they are. And from where | E
see it, | think we are.

EDGE v
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The definitive monthly assessment of the world’s latest videogames

Insert reality to continue

ere’s a thought: there’s no such thing as an

m arcade racer, This isn't as outrageous a claim
as it may first appear. Think about it. The only reason
what is still referred to as arcade-like racing existed
in the first place was simply down to the fact
developers didn't have enough CPU power to
integrate realistic dynamics into their games. it's
not that they didn't want to, simply that they
couldn't. And so an approximation of the way a
car handled became the norm, and gameplay
ended up heavily dependent on who was doing
the approximation. It was all very hit and miss.

In many ways it still is, of course. Nowadays
a surprisingly delicate balance must be struck
between realism and playability. With its two Gran
Turismos, for instance, Polyphony tends to get it ngnt.
Others — and this includes newcomer Sguare with this
month's Driving Emotion Type-S (see p74) - still have
plenty of road to make up. On the whaolg, though, the
resulting software is encouraging. Codemasters,
responsible for the super-unrealistic Micro Machines
ranchise, 15 able to throw its mechanics at the
diverse fields of touring cars and rallying and still
manage to do a remarkable job.

Not every developer Is managing tha transition

without niccups, however. Sega, a company that
for years has come up with some of the best ever
arcade racers (including OutRun and Super Monaco
GP, to name but two), appeared uncommitted to

fully integrate comprehensive dynamics into Sega GT
and the title ended up paying the price in deflated
gameplay. Ironically, others within the same
company lead the way. yu Suzuki's F355 Challenge
coin-op is a supremealy balanced simulation that
appears to be making Its way to Dreamcast with
playability intact (see pd2)

Hence, If you prefer, there no longer should be
such a thing as an arcade-type racing game. At least
not in terms of dynamics. Videogaming (s headed
towards a crossroads where you have realistic racers
heading one way and racing sims the other, And just
as force-feedback steering wheels have made PC
simulations such as Grand Prix Legends and Rally
Championship unmissable rather than stupefyingly
frustrating, there’s no reason why — when properly
done — reallstic racing games shouidn’t be as playable
as their arcade ancestors. In fact, most people
probably falled to realise how much of Daytona USA
or Sega Rally's dynamics were reality-based.
And that hardly spoiled the fun, did it?

] ==
1=

Evolution. No one would dare release a driving game with OutRun’s dynamics these days, so why
do certain individuals feel so threatened by the realisation that arcade handling no longer exists?

Every issue, Edge evaluates the
best, most interesting, hyped
INnavative or promising games
on a scale of ten, where five
naturally represents the middie
value. & game receiving a
‘seven out of ten’, for example,
is @ very competent title with
noticeable flaws but wihich
should still appeal 1o a
cansiderable range of players.

It does; after all, score two

points above average and
should therefare not be

considered as such.

Edge's rating system is fair,

progressive and balanced, An~

a\"’-_'ldg&‘ game oeserves an
average mark = nol, as many

believe, seven out of ten.

Videogames on the Edge

Games the team kicked back with this month

Gradius IV

{PS2) Konami

The Gradius IIf element

of Konami's two-in-ona
package is best ignored,
but part four serves as a
harsh reminder of just how
challenging a game can be

Excitebike &4

(N64) Nintendo
Arriving just too |ate to

be included in this month's
testscreens, this 64bit
update is proof of the
richness of Nintendo's
software back catalogue.

Samba de Amigo

(DC) Sega

ANy game reprising
‘Magical Sound Shower”,
one of the legendary
tunes from OutRun, simply
could nat be ignored by a
teary-eyed Edge team

Colin McRae Rally 2.0
(PS) Codemasters
Another game to miss this
issue’s review deadline by
a whisker, 2.0's prolonged
development time appears
to have pald off, with some
great multiplayer options

Index

Perfect Dark

Driving Emotion Type-S
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PERFECT DARK

The Al, for the most part, is exemplary. Opponents will attempt to pick up
dropped weapons or disarm you, perhaps surrender, and even feign death

nology, Perfect Dark
hree years after

the

ilities, requiring you to

nvast In a Expansion Pak if

0 induige

incapacitate and exterminate y

way tNrougn nine miss

and are at least as required for certain tasks, most of the

but with just 4Mb of extra RAM It as anything Goldenkye can offer. time you're free to deal with

sudge 5 into the situations as yoL

edictably,

The innovation in PD
comes from weapons’
secondary functions and
the game's many other
gadgets, Transforming
your laptop gun into a
sentry gun is just one
majestic touch. Others :
include floating spy (
cameras (top) an
X-ray goggles (centre)

which sees difficulty with the number

complexity of

Carrington Institute covert agent mission

Dattie the ey

5 Edge

it does at least

a

U to an uncommonly varied set of

7 EDGE
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PD 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 defines PD and
Goldeneye as the best firstperson
shooters the world has to offer

And that's anly the oneplayer
game, Rare has added a twoplayer
co-operative option allowing two
individuals to work together through
the missionsm which= other than the

IS Joanna while another
farms part o dataDyne troops.
Then there's the combat
simulator, where the most
comprehensive set of multiplayer
options yet seen resides. Aside from
30 challenges (anything from standard
deathmatch to more inventive ‘king of
the hill*-type scenarios}, and a few
preset games on offer (free-for-all or

player contr

teamwork-based), there's the main

e- to fourplayer combat. You can
PU simulants of varying
personalities at any stage (a maximum
of eight players per arena is imposed)
and, if you wish, segregate everyone
nto teams {again, up to eignt). Classic

GoldenEye arenas make a return but
many rs have been specifically
designed with multiplaying in mind,
maximising refresh rate and gameplay.

It's an exceptional addition to an
already unequalled package

If there Is a gripe it would be a
technical one. The frame rate, for
anyone used to the smoothness
offered by current PC FPS titles,
initially disillusioning but, after a

7]

while, chances are you'll be too
engrossed in the action to natice
Twoplayer co-op and counter-op
action has more significant moments

right). Dar

Format: Nintendo 64

Publisher: Rare

Developer: In-house

Frice: $60 (£40)

Release: Out now (US);

June 30 (UK)

A mu]tipla{er mode (above left). Training is challenge-based (above

suffers blurry vision if you get hit or drugged (top right)

m's an intelligently developed game that rewards intelligent
play, the implications of which should not be underestimated:

of update trouble, particularly during
mare open areas, ang fourplayer
combat can also serve as a reminder
of the host machine’s limi
Regardless, Perfect Dark refines
GoldenEye's phenomenal gameplay
while massively developing its
multiplayer companents. it fails to be
as revolutionary on as many levels as

ons.

its predecessor but, if you're a

N&4 owner, consider this utterly
indispensable entertainment. And if
you don't already possess Ninten
console, then you really no =1
langer have an excuse not to

Edge rating:
Nine out of ten

the resulting sense of immersion is unparalleled

EDGE /¢
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DRIVING EMOTION TYPE-S

By current standards the car models are a little on the basic side and motion
blur is used liberally. At least the selection offers some desirable machinery

he last three montns haven'
been particularly good for

videogaming's high-profile racers
Even before the race begs

, 56ga

) Overtake

to agree on the cor

settings. Some 30 day

The main play mode offers a
2 of s ehicles, fi

er

your efforts

codeshop's turn at the whee new circuits — 5o that once you've

Keeping your racer on the black stuff with any degree of competence ” i i g
‘ requires silly concentration levels and continuous directional input Square must have smiled at the opened everything up you find 11
I prospect of having the PS2 realism turers, 40-odd models and
. By exaggerating the amount of wheel turn necessary to navigate SR,
at low speeds, and doing the reverse for higher velocities, Square has T Oes 18 OBCaRDIS: ) =

created one of the most obnoxious handling models in recent history has been reasonably selected with EU
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The JGTC models can be a nightmare to control, even with all of the driving aids
on. Get a corner right, though, and for a brief moment (nearly) all is forgiven

Format: PlayStation2

Publisher: SquareSoft

Developer; In-house

Price: ¥6,800 (£40)

Release: Out now (Japan);

TBC (UK)

2776
TIME
133

TOTAL
328

TIME

car - say, a Subaru impreza - from

Siivia types that permeate that particular
N with Monotonous ease
$'s major

a disappointingly limited

an Grand Tourin:

g Ca
s and only two problem. Edge admires Sg
attempt at implementing a new set of

handling dynamics for players to

Championship mx uare’s brave

ly-prep:

icles emerge as
ethin 2

rthought

1veh

from Sega
Type-5 divid

ral problems,
races Into four

then allows you to
I higher-specced four wheelers

against relatively

By exaggerating the amount of whee
turn necessary to navigate the car at

feable machinery, So,

Y 2 OW speeds and JoINg the reve

of polygonal damage - but at least cars flip over if you get it very wrong

Like most licensed driving games nowadays there is a disappointing la:!

Given the detail level Square has included in the backgrounds and
working dashboards it's a shame gear changes are not animated

higher velocities, Sguare has come
L ost ab:

ant |

up Wit

the cars up toand

some practice all of

including category 1 are manageable

5§ the IGTC v

30le. And that's with all
ts on - Edge challenges
anyone to get a lap in without Incidents
in simulation mode and win that race
Other problems include the inability
to set up events for longer than five
aps, disappointing A
loading times. It’

offer moments of genuine

satisfaction

The twoplayer mode
can provide some
laughs, while the racing
school teaches you
basic racing trajectories
and braking points

But, again, its handling model will cause

reality that gamers truly crave.

Edge iating

Four out of ten

EDGE /5
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POWERSTONE 2

Firing off several missiles from a sub while crashing into a glacier is typical
of the visual hyperbole in Power Stone 2. As is the alien in the comemeﬂ}

T he first Power Stone was a
revelation for gamers familiar

with Capcom’s excellence in just two
dimensions. The expansive arenas and
unfettered approach to power-ups had
never been seen on a console before.
Next to the comically exaggerated
environments of the sequel, though,
the original seems restrained. But
while it may seem contradictory, this
lack of restraint has actually resulted
in a more balanced, finely honed title.

Sitting down to play Power Stone 2
for the first time can be quite a

confusing experience, since 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
quickly becomes second nature to
navigate surroundings which make
those of the original appear
antiguatedly static. There are five
basic locations in which to fight, as
well as two boss stages and three
extra stages not available in the
oneplayer mode. This may not seem
a lot, but all of the basic stages
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The shop area (above) is more
confined than the locations
featured in the story mode,
especially 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 remaining
combatants must continue to fight
while skydiving. If you're lucky or

you'll pick up a parasol at this

WIS

point to help slow your descent to
the final part of the course, which
is & multi-tiered arena featuring two
catapults, a tank, and a waterfall that
can all be used to your advantage.
On top of all this, there is a
bewildering multitude of power-ups
on offer. Long-range weapans, short-
range weapons and health boosts
feature alongside more bizarre
articles, such as skateboards,
mantraps and ball and chains, And
the Power Stones themselves.
These added an interesting new
dynamic to the gameplay of the
original, although their existence was

at the expense of the other goodies.
By toning down the impact of power
fusion attacks in the seguel, bouts
are more than Just an attempt to
obtain all three Fower Stones, and
are more free-roaming as a result

There is also a campaign mode
that encourages players to use as

r’l"brmu'l l. i .

Format: Dreamcast

Publisher: Capcom

Developer: In-house

Price: ¥5,800 (£35)

Release; Out now (Japan)

mext 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 gamil

wite a variety of the items on offer as
possible in order to uniock a range of
new ones, which can be traded or
combined to form new objects. Other
play modes include a multiplayer
aption far up to four players, and both
one and twoplayer story modes, each
of which features two bosses. On the
to meeat them for a final head-to-
head, players are offered a choice
of areas to fight In. Completing the
game unlocks characters, items,
arenas and special options.

essence, Power Stone 2 |s
ce. With each character
£ pronounced differences 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 -
including the gun emplacements and

catapults that are present In some
arenas. Add to this the freedom of
choice from the various play modes,
and the number of features that can
be unlocked, and this is a game that
will engage your interest for some

time: Given the time constraints of
reviewing such a game far a monthly
magazine, it is perhaps a good thing
that Edge wasn't able to get hold of a
coin-op cabinet to test VMU
compatibility, 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 widespread adulation that  [—

Fellr

it.certainly deserves. ==

Edge rating:
Eight out of ten

There are only two
extra characters to
unlock (top), but a
slew of extra items
can be unlocked or
created in campaign
mode (above)

EDGE //
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UR FIGHTERS

must be beaten to bring them back to their usual cuddly selves. Above, Tweek the dragon batt

es his mother Gwyneth at the end of the first world

‘ At the end of each of Fur Fighters' six worlds are the compulsory boss encounters. The bosses are Fenetiully mutated relatives of the furry warriors who

ad Rare suddenly dropped its

N&4 development tocls and
produced a Dreamcast game, the
result couldn’t have been any more
accomplished than Fur Fighters. The
Rare influence shines through every
aspect of the game: from its
wanderfully stylised cartoon visuals
to a quirky sense of humour, It also
successfully combines various
gameplay elements, challenging the
player with shoot 'em up action,

FLUFES it

Fur Fighters has a deathmatch mode where up to four players can take
part in the appropriately titled ‘Fluffmatches” Its not its strongest suit

puzzles and platformery. It's the kind
of gameplay mix that Rare frequently
does so well, providing an
impressively varied and entertaining
videogame experience.

Bizarre Creations may have taken
inspiration from Rare's back catalogue
in developing Fur Fighters (aspects of
GoldenEye, Banjo-Kazooie and Jet
Force Gemini are clearly evident) but
deserve enormaous credit for
producing such an accomplished
Dreamcast action/adventure. It
bucks a trend: while other companies
are content to implement lazy
conversions of their PC properties
on Sega's machine, this is an
eminently distinctive work.

Fur Fighters' plot involves the
Blofeld-like cat General Viggo, who
has typically sinister plans for world
domination. To keep his furry
enemies occupied while he embarks
on these megolamaniacal activities,

the feline villain has kidnapped all
the Fur Fighters” babies and hidden
them around the six areas of the
game. He has also geretically
madified parents and siblings into
six monstrous bosses.

The objective, then, is obvious: to
rescue all the babies and defeat the
boss relatives to return them to their
original state, before encountering
Vigego in the ultimate furry face-off.
However, the babies can only be
retrieved by their own parent. This
is the game’s best feature. It is
necessary to play as all six Fighters,
each possessing specific skills and
nuances, in order to reach the climatic
battle with Viggo. The Fur Fighters
Teleportation Device is used to swap
between characters (as with DKé4's
barrels) and these warp points are
dotted around the environments at
strategic points - often where it's vital
to play as a specific character.

7% EDGE
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Fur Fighters’ environments are full of interactive scenery, allowing you to
use weapons and cunning to discover - or blast open - hidden areas

Format: Dreamcast

LR

Publisher: Acclaim

W
P /6 WA BIND

Developer: Bizarre Creations

Price: £40

Release: June

Again, like DKa4, this switching
between characters introduces not just
variety, but elementary puzzie content,
Crossing a body of water, for example,
requires the swimming talents of Rico
e penguin, while paw marks on
platforms suggest Juliette the cat’s
climbing ability will come in handy. Other
Fur Fighters include Roofus the Scottle
dog, who can dig through soft earth to
reach new areas, and Tweek the baby

aragon, w t yet leamed to fiy
but can glide across gaps 4 /a Spyro.
This ragbag bunch of furry heroes

must take on 24 massive levels full of
baddies to shoot, puzzles to solve and

ath of fresh air on Seg
The gaming environments are al
beautifully realised. From a bustling
metropolis called New Quack City, to
Dinotopolis - a dinosaur-sized house

gantic furniture to negotiate

it's certainly varied. These en

are, predictably, teeming with VIggo's
anthropomorphic henchmen
With its appropriate, considered

interactive cartoon, with its cutesy
characters blasting each other with
big guns, and oozing fiuff rather than

gore with successful hits, It Is replete
with thoughtful touches. For example,
each Fur Fighter has its own theme
tune, the daft character voices ara
reminiscent of Charlie the cat (from
the "70s safety adverts) and baddies
fulfil a comedy imperative when they
turn on their heels at the sight of
intimidating firepower. This is a title

with genuine personality,
Fur Fighters is one of the best titles
ilable on Dream an all 1o
infreguent joy to come across a

videogame designed with such thought,
with s0 many different ideas and
challenges. It has an intelligently judged
balance between shooting, puzzling

and platforming. and there are even

The intuitive control system has the action buttons controlling directions,
triggers for jumping and shooting. The analogue stick moves the camera

Wﬂﬁth its appropriate, considered aesthetics, the
comedy violence of Fur Fighters is worthy of note.
It often has the feel of a subversive interactive cartooU

several bonus games on each level
Thus far, the Dreamcast's most

noteworthy fare has invariably been

enjoyable but short-lived arcade

entertainment and lasting appeal
With mare satisfying multiplayer
gameplay (the Fluffmatch mode
can prove frustrating in practice)

JC OWners now n it would have been a wi

il

C St CO S Bie surprise of even greater stature i

similarly styled adventures on other

formats, because Fur Fighters is a title Eige ating

bursting at the seams with

Eight out of ten
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ECCO THE DOLPHIN: DEFENDER OF TRE FUTUR

Playing an aquatic Doctor Dolittle, it's possible to ‘sing’ to other sea
creatures, asking them to help. New challenges accompany new allies

Due to the dolphin’s reckless insistence on remaining a mammal while living in the
sea, Ecco’s air supply must be replenished by surfacing or seeking out air streams

mid a fresh wave of public angst

over violence in videogames, an
aguatic adventure featuring a friendly
dolphin seems perfectly in tune with
the current zeitgeist, Ecco the Dolphin,
Defender of the Future is Sega’s latest
1.5party title, coded by Hungary's
Appaloosa Interactive, with deep
financial and creative involvement
from the publisher.

A second sequel to 1995's million-
selling Mega Drive Ecco the Dolphin,
this new iteration lands Ecco with
another battle to save the Earth
Plotted by sci-fi scribe David Brin
(http/wwwkithrup.com/brin/main
htrm), the story is set against a
background of imminent invasion by
‘The Foe’, the efforts of which are

"There’s a slackness in Ecco the Dolphin’s design.
Ambitious gamers will undoubtedly find their way through
but its family-friendly themes will place it in less able hands

30 EDGE

brought to a head when the great
crystal that shields Earth is shattered
by an attack.

Ecco's quest begins in a peaceful
bay, where various other dolphins and
a pair of whales conspire to teach the
basics of steering sea mammals.
Assorted twists, turns, charges and
fish-catching are all within repertoire,
and all astoundingly well animated
However, just as in other titles which
ask the player to navigate a 360
degree space it |s sometimes easy to
lose sense of which way s up —
especially in some of the darker,
mare cavernous stages.

Aside from bearing names
redolent of bad 1980s metal bands
('Seeds of Poison’ and 'Sleeping
Forces of Doom’ are two of 34
hilarigus entries), the stages are vague
n design from early stages onwards.
Undermined by the need to maintain a
realistically murky draw distance, the
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Format: Dreamcast

Publisher: Sega

Developer: Appaloosa

Price: £40

Release: June

Hitting these switches raises and
lowers the water level in a cylinder
within a giant pumping station,
allowing you to pass to later levels

can be had simply curling anc
Ecco around his undersea world

Ecco the Dolphin is a vast

e they should
1L Sir

her. Butt 3 u t 2
ply lacks the vision that typifies -

18°s other toys, re's no similarly sprawling Néd epics.

adiate and rewarding test

bed for

Sega Europe’s attempt to finance
Ecco to try his new-found skills Innovative, longer-lasting titles

Later stages wash

Ecco through alien

craft and massive

industrial comﬂleus.
a

the fish ar

can be taken into dark c 114 fisplaying itivity to the all layered wit

e i R T A el ey S Edge rating: remarkable amount
lluminate the way, poison fish can title's demeancur too often lo - of graphic detail
form a guarding ring. Cthers are western videogame musicians. Huge fun Seven oul of ten
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D0GS OF WAR

Format: PC

Publisher Take Two

Ceveloper: Silicon Dreams

Price: £30

Release: Out now

Landscapes vary considerably as the player progresses through the missions
and the terrain must be used for tactical advantage. Docga cranes (right)
must be destroyed to prevent the Mantai hordes overwhelming your force

/Bring clear
ctives with just enough resources des
mplete the task, later missions

ys and The Imperial

Once eight missions for each
e been completed an additional is all too often necessary as units

gned commands can get snagged
on environmental debris - choosing to
take a route directly to the destination
rather than going a 1 objects. This

rather asks the player to b

oecome a

ng all opposition in its path

Some players may be discouraged

by the fact that the game offers short

nanny, not a field marshal

A game containing |
weaponry of any kind |
wouldn’t be complete
without the sniper rifle.
Players can zoom into

their prey using the
window, bottom left

Have

Edge rating

ntrol of a lone gunner, In & section

stal Gear Solid he Seven out of ten

somewhat uneven, while early reminiscent of Me




SHOGUN: TOTAL WAR

TESTSCREEN

The bitmapped graphics don’t bear
close scrutiny. However, they co
carnage on an unparalleled scale

= - " ‘ nﬂﬂ

ew gaming seams have been
F mined as ruthlessly as realtime
strategy. The genre s S0 artistically
exhausted that anything atypical is
seized upon as evidence of a revival
The noveity in Shogun: Total War's
case is that it has successfully
managed to realise and blend several
|deas tried to no avall in other titles,
and has come up with a possible
prototype for the future of the genre.

apan, with the player controlling the
cal clan. The
eventual aim via battlefield conguests,
territorial acquisition and diplomacy is
to expand the clan's Influence until its
leader (the Daimyo) is acknowledged

resourcesofat

as Shogun of lapan, Borrowing from

the mechani parggames, a Risk-

style mosaic of provinces provides the

backdrop for the combat. Hel
pieces are mowved across @ map of
Japan with turn-based luxuriousness.
Infrastructure may be developed,
troops recruited, intelligence gathered

@ army

and plans hatched. But onc

environment for a tactical resolution
The forces mustered in the
strategic section are placed at your

Format: PC

Publisher: Electronic Arts

Developer: Creative Assembly

Price: £35

Release: June 16

Shogun is bolstered by a refined oriental aesthetic. Cut-scenes are inspired by the work of Japanese director
Akira Kurosawa and the front-end is as sharp as a Samurai's katana, Only the battles aren’t minimalist

realtime disposal in battie scenes that
are heavily inspired by traditiona
wargames. The emph
ritualistic combat, with st
governing the action. Troop types
each have their piace in the food
chain, and marshalling them correctly,
rather than improvising ad hoc
solutions, Is key. A number of
preprogrammed formations simplify
command of the army, though the
fickle interface still leaves some
control Issues unresolved

Terrain also plays an unusually
important role. Like a golf green, it's
the lie of the land that's Important,
ang the starkly defined lines of the
lefields enable the player to spot
igh ground, ambush spots

nking opportunities

The design elements force the
player to fight disciplined battles that
take their cue from warfare proper. It
requires mare commitment than the

average C&C bash, but Shogun
succeeds on three fronts: scale,

Al and involvement. The bitmapped
troops can be shunted around the
reen in their thousands. Wheeling
blocks of troops colllde and end up
heaps of messy dead - perfectly
depicting the carnage of warfare
Shogun's simple rules of combat

are ideal for the CPU and it puts up a
credible challenge compared to other

RTS games. Finally, the wedding of
strategic scheming with realtime
combat creates a campaign far more
involving than any ‘story’-based game
Shogun 1s no title for the C&C
dilettante. It's a serious strategic
undertaking that points the way ahead
- 3 less light-hearted route, but one
that's far more rewarding than ——
the old RTS formula F E=

Edye rating:
Eight out of ten

The plot is determined
by moves in the
strategic section and is
resolved by play in the
tactical section
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KIRBY 64: THE CRYSTAL SHARDS

Format: Né4

Publisher: Nintendo

Developer: HAL Laboratory

Price: ¥5,800 (£35)

Release: Qut now (Japan)

-

101} 88668 | l

Avoiding falling
wardrobes (above) and
riding piggyback 9.,0”
are just some of the
skills that must be
mastered to see off
the Dark Matter

Action takes place in a number of environments. But despite the pretty
graphics, there is little to distinguish this title from 2D platformers

Aimed firmly at younger

the visuals in Kirby 64 boast a Pokémon-style

gamers,
simp and cuteness. It does not match that infamous title in terms of

com . though, and it's unlikely that Kirby fever will take hold in the UK

n the day of its release In lapan,

m Kirby 64 sold 350,000 copies.
Although there 15 a danger of
developers becoming complacent in
the face of such huge brand loyalty,
the &4blt outings for Marig, Link
and even Donkey Kong have each
rewarded fans with inspired 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
similar treatment this time around,
then they will be bitterly disappointed

Developer and longtime Nintendo
bedfeliow HAL has avoided the
headache of adgding anything new to
the structure of previous versions by
realising the sequel in 2.5D. Featuring

3D graphics, the action continues to
take place along a linear plane. Once
again the pink puffball must take a
stand against marauding Dark Matter,
using his tried and trusted technique
of inhaling anything that stands In the
way of his guest in order to pick up
shards of a maglcal crystal. By
swallowing certain enemias, Kirby can
adopt their special attacks, which
range from transforming into an
Indestructible boulder to being able to
generate electric shocks. By guiping
two baddies at once players he can
mix and match to obtain an even more
diverse and enhanced range of arms.
Some levels offer variations on
this basic theme, featuring sled or
mine cart rides in which obstacles
must be avoided, and levels are set
n & wide range of environments with
a large number of bosses. In short,
Kirby &4 takes the fundamental
elements of the 2D versions and gives
them a graphical sheen that befits the
capabilities of the Né4. But given the
progress that has been made in
platform gaming on Nintendo’s
console, and given the arrival of next
generation hardware, this Is all a tad
underwhelming, even though the

There are a number of bosses
and sub-bosses (above) to
enliven proceedings. Sadly they
fail to mount any real challenge

cutesy plot and appearance will
undoubtedly serve to stimulate
younger players.

While a rehash may be enough
for devotees of the series, the
biggest problem lies not in the lack
of originality, but rather the fact that
the game s over too soon. Younger
players attracted to this titie may well
have already honed their skiils with
maore testing titles, and mature
gamers will have no problem finishing
the game in one sitting. There is
simply not enough originality or
langevity on offer for kirby 64 to
stand out among the wealth of
inventive platformers aiready [—
available on the Né4. sty

Edge rating:
Five out of ten
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NEMESIS

Known in its native Japan as Gradius, this horizontally scrolling shooter followed previous Konami legends such as Scramble
into the coin-op hall of fame. In its day, encased in a nondescript, multipurpose cabinet, it had to sell on gameplay alone

vE T H _"',:‘_._1.,-1r
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This boss (main) - perhaps N is's most defining visual el t - was oddly reminiscent of that of
Phoenix, in that you could not reach its vulnerable weak spot without breaking through protective layers.
Even then, only a direct hit would bring about its demise. Power-up pods were the game's currency (right)

from Sony with a vanant of this, arguably the maost influentia

» since the genre's golden age when the likes

1, Phoenix and Moo Cresta ruled the arcac

ame's defining factor was its elaborate pon

The Easter Island heads (right) which
vomited Polo-like projectiles at the
player are classic images that few
will ever forget. Levels which could
be force-scrolled vertically (above)
also added to the game's impact

-
said

Which some would say 1sn't such a bad thing

acturer: Konam 1985 Coln-op/various
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ﬂ he hunt for the Next Big Thing — - = |
imespective of whether or not it ‘ f SOTMC Sk i} |

" {1
would eventually become a reality or not

[
~ got the better of Edge when issue 22's Played in .lapan ‘ . a

: - 3 - The next wave of Far Eastern RPGs
cover played host to an industrial-looking o .
backdrop over which editonal promised to m S i Comlng

-

offer a look into a new format which
would 'take 3D graphics performance to
new levels of realism’. Inside, Mark
Cemy, president of Universal Interactive
Studios, daimed that, with the M2 format,
"we are entering an era where the primary
limitation will be our imaginations.” ‘But
3D0 is strictly limiting who gets to exploit
this power' ran the next line of editonal,
Did Sony’s ‘come one, come all' policy
really look like such a bad idea to 300's
management at this point?

Elsewhere in E22, another format
with a so-called 'Dream Team' policy
began to experience problems. “We have
made a conscious decision not to rush
the Nintendo Ultra 64 to market," said
NOA chairman Howard Lincoln, An
unconscious or subconscious decision on

Mintendo's part would surely have led to

Mario 64 ot oelng IS8 SR R Clockwise from top left: Edge examines Japanese RPGs, predicting that

The Jaguar VR unit: about as
fashioﬁ::le as that abysmal In other news, Atari released shots of they’ll soon be making an impact in the UK; Trip Hawkins' new baby takes

purple sweater, as it turned out its Jaguar VR unit. Needless to say, I — centre stage; M2 at work on a cow; the groundbreaking Jumping Flash |
this little beauty never made it —
- o |
Did they really say that? Did Edge really Testscreens (and ratings)
say that?

Interplay executive VP Dick Lehrberg: “M2 and its revolutionary design and groundbreaking Jumping Flash (PS; 7/10), Gunner’s Heaven (PS; 6/10),
features provide us with an excellent vehicle to deliver our software. .. and meet our goals Last line of ed intro: “The | Astal (Sat; 5/10), Full Thrattle (PC; 9/10), Flight Unlimited

to stay on the leading edge of this fast-paced industry! Not one for PR speak at all, then | SNES deserved better” Sniff | (PC; 9/10), Burn Out {Jag; 4/10), Slam 'n’ Jam (3DO; 7/10)

PIXELPERFECT |

Every gamer has occasional moments of sparkling excitement, be it the first
Jar remembers one

BC Micros were only owned by kids crests and dips. You could even drive the wrong

with rich parents who thought little way. Try doing that in Pole Position.
Johnny would get a head start by having a Then there was the car model. With adjustable
proper computer, nat one of those toy Sinclair aerodynamics, the car could slide and spin, you
things. Fortunately | had & couple of friends could launch the car over kerbs, and there was no
with rich parents. automatic transmission for the skillfully challenged.

Revs was introduced to the world in 1984, Rews could nghtfully call itself a simulation,

The geeky schoo! computer club was about to All this on an 8bit 2MHz 6502 at a time
become the geeky Revs and Elite club. Most before the term '30 engine’ was coined and
racing games up 1o this point didn't even have polygons per second could be measured with a
corners, Those that did were the wiggly, bendy stopwatch. It would be many years before any
road variety & la Pole Position. Here was a other racing game even came close,
game that had proper arcuits; you could see In a straight fight, Glona Slap and Hugh A visual tour de force. Well,
comers approaching (no pop-up) and plan Jengine would beat Schumacher and = by 1984's standards, maybe
your line through them. The tracks had hills, Hakkinen any day of the week. M=




Microsoft’s peripheral vision

US/UK: Microso

adding two new products to its Sidewinder range

erals in October, The first, targeted a s

the Strategic Commander, priced at £60, Consisting of a left-handed de.
this is imtended to supplement the keyboard and mouse by stonng up to

72 commands. Users will be able to assign multiple tasks to one command

and record commands during games, as the need arises. Edge is more

excited about the Came

though, which will enable players to taunt
enemies, communicate with teammates and set up games over the
Internet or a LAN, By using the headset and command pad with eight
programmable buttons, online gamers can either chat or use voice

commands to undertake simple tasks like reloading a weapan. Surely

arth £50 to be able to insult your opponents in realtime?

ergonomic pad boasting a raft of

keyy combinations. Naturady,

everything is programmable and
while some of it is undeniably
dever and makes life a little more
convenient, it's not the most
convinang argument for PC FPS
players looking to invest £40 of
their funds — though those finding
keyboard controls rather fiddly
may not currently find & better
solution. Edge’s money would
be on a console version, which
would massively enhance the

non-PC-based FPS expenence

-
@&
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The Game Voice module is made up of two
elements (above and below left), while the
Strategic Commander (below) is an all-in-one unit



Granskningsnamnden 0 Vatican 1

Sweden: It looks increasingly fikely that Sweden's youth will be Italy: The Vatican, meanwhile, has strongly endorsed the Fokéman
prohibited from watching the Fokémen cartoon series. This special phenomenon. Sat2000, the satellite television station run by the Halian
broadcasting attack may strangle the life out of Poliwhir and Pikachu's Bishops' Conference from the Vatican, ruled that Pickachu and friends
total world domination before the craze reaches Scandanavian shores, have ‘no moral side effects’ and focuses on the 'ties of fiendship
Granskningsnamnden, the temitory's TV watchdog, believes that the between the trainer and his Pokémon', The fact that the cartoen senes
cartoon breaks the country's strict laws which ban ads aimed at children, has gained a 60 per cent market share in the children's television

"It could be disguised advertising, a means of furthering commercial audience does not disturb the Bishops, who see the simple stories
interests," commentad watchdog representative Hack Kampmann. encouraging children ‘in the direction of imagination and inventiveness.

The newspaper Cormere defla Sera commented: This is a true
papal blessing for the latest craze’ Granny gets into Game Boy
Japan: Nuyell, the sophisticated
new sewing machine from Singer,
has been developed to take
advantage of Game Boy Color
technology. Pattems can be drawn
s on the handheld and uploaded to
the machine via the link cable.
 id Altematively, dailies and doll
F L costumes can be created from
300 preprogrammed pattems.

The system is released in May

7 and will cost ¥50-60,000.
From one religion to another, Pokémon continues to divide public

opinion. Edge failed to ascertain the Pope's current Pokémon count
Ultima: Humiliation

US: Amenican Ultima fanatics are up in arms about Onigin's last two
releases. While Ultima: Ascension was aitiased for its numerous bugs,
Ultima Oniine: Renaissance has suffered setbacks due to ‘some of the
most complex and elaborate code’ ever to be published. To appease
angry mobs the official Ultima Online Web site offered this apology:
“While we can delay the release to our servers, we cannot delay the retail
release, and thus you may see the OU: Renaissance box on the shelves
of your neighborhood software store’. One consumer's reply was

unequivocal: TOrigin] have broken the bond of trust between gamier and
corporation: that there's actually a game in the box you're purchasing.

Rarely have gamers become as attached to anything as they have
Ultima Online. Which means that if you're going to let them down. ..

EDGE 129



Monster Tetris scales tower block

US: Part art expenment and part science
project, the largest Tefris game in the
world can now be played at Brown
University, Rhade Island. Standing at

96 metres, the Tetns game beats a past
Dutch effort at the Delft University and
will enter the Guiness Book of World
Records, The small team of 21 students
at Tech House constructed the
videogame screen by attaching more
than 10,000 Chnstrnas lights to wooden
frames. The falling sequences are
operated by 11 custom-build arcuit
boards and are run on a data network
controlled by Linux. Bystanders have
been eager to play the game, which
was originally controlled with a SNES
joypad — now sadly broken — singe
replaced with a keyboard,

Keith Dreibelbis and Soren Spies,
two of Tech House's design leaders,
consider the project as both game and
art installation. “The concept mainly has
to do with hallucination from excessive
video gaming,” comments Dreibelbis,
‘For anyone who has ever played way
too much Tetns and looked at squarish
buildings, it is easy to start hallucnating
Tetris blocks in them!’ The cost of the
project came in at under $1,000, but
plans to hire a live band to play the

Tetns music may up the bill considerably.
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The American Women's World Cup-winning squad has taken
the sport's popularity of the sport to new heights. Is this the
holy grail method of tapping into female gamers' psyches?

The Tetris art installation can be seen from
the local freeway and has attracted a great
deal of media attention. And no, the
shuttle does not make an appearance

Female gaming grows up

US: Does Mig Hamm Soccer 64 indicate a significant change in the way
publishers view the ferale market? After Barbie Super Sporfs and The Spice
Girls comes a game pitched towards fernales, yet with a distincily more
mature focus. South Peak will be atternpting to tap into the popularity of

the sport in the US where the women's national team not only holds the
Olympic Gold but the 1999 World Cup trophy. It is expected that the game
will madel the players on their real-life counterparts, so don't expect much
dumbing down. Whether or not the offside nule is included is another matter,




Gadaffi and Hussein missoutonPS2  Wanted: dungeon builders

ins would curtail S

5 ampbrhion o

raq, Libya and North Korea will 1

Trade Ministry C

als wene ¢ ved that thy ole architecture was
similar to that used in missile guidance systams and didn't want the PS2 o fall
into the wrang hands. In 1998 similar ‘devices’ for civilian use were found in a
Narth Korean submiarine sunk by the South Korean military, Missile guidance

systems often use mounted cameras which feed back images to a remote fiing

station; the trajectory can then be adjusted by an operator. Commenting on

possible military use Kenichi Fukunaga said: "We could not cormpromise

the fiero

pecause O

mpetition in the industry!

®17h91)
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Though players will not be able to craft a game to quite the level of sophistication found in
Final Fantasy VI, RPG Maker may inspire the next generation of Miyamotos to a small degree

US: Agetec, the developer responsible

O NEWS N Japan, w 15 aready mo s

t© only be released in Amenca. The v

miost up-to-date version, it's likeh

lapanese Trade Ministry Officials are concemed that PlayStation2 could be customisation of stories, environments, pary systems, monsters and dialog
used for military purposes. Is this an elaborate hype machine at work, or what? & standard memory card and can be exchanged with friends who also own a copy of the game

Emulation: the next step

UK: Those who have enough space and a desper

v ) ate yeaming
Y5000 £
o play 16bit coin-0p classics on ther Sentum-powered PC may be

interestad in the ArcadePC_ The cabinet ed replete with its

own builtsn 197 hi-nesolut

joystick panel. Just p

in your PC, which fits neatly into the bottomn section, and

ralive those joyous aftemoons spemt in the chip shop while bunking

off school. The ArcadePC retails at £900 and comes bundled with
a CO-ROM containing the latest version of MAME and Capcom
classics such as LN Squadron, MERCs, Stnider, Ghouls ‘'n’ Chosts

and Side Arms.

i5it www.arcadepc.com for more information

Clockwise from main: Ghouls ‘n’ Ghosts, Side Arms and UN Squadron. Sadly,
you'll have to apply authentic cigarette burns to the ArcadePC (right) yourself
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Taking an ad break, Dreamcast style

Japan: \ideogame TV ads from Japan have been given the spotiight MIA status has been down to few noteworthy examples tuming up.

within these pages on more than one cccasion in the past. Their recent Now, Space Channel 5 and Typing of the Dead spots make amends. ..

UK mobile phone users in

15%0: 500,000

UK mobile phone users in

2000: 18m

Number of Pokémon Stodiums
(above) purchased in the two
days following UK launch: 42,000
Average number of PlayStation2
units sold In Japan per day:
45,455

PAuerage number of Dreamcast
units sald i Japan per day: 8,145
Percentage of Dreamcast owners
registered on the Sega Dreamcast
Network: 20%

Number of consumers an MOV

§ poll discovered would not like a
1. [Typing] The...2."... li.." 3.".. ttle..." 4."... gir..." 5. SPX: clatter of keyboard. “Ocaaooh!" 6. SFX: more keyboard clatter. 7. “You are. .. You job in the interactive entertainment
are so fast!" 8. “Have you seen her?" 9. Zombie: ‘Aaargh!’ 10. “Ahahahah!” 11. VO: “Exterminate all the zombies!" 12. “Typing of the Dead!” mndusty: 1in 4

Estimated amount of manay
ELSPA believed was lost to piracy
last year; $3bn

Percentage of people Data

Facts Inc found to falsify job
applications: 35%

Amount of industrial fatalites Data
Facts Ing discovered were finked
10 alcohal consumption: 409%
Percentage of young professionals
asked out for a date via emai
acconding 10 a recent survey: T09%
Percentage of young professianals
asked out for a date via

phone: 40%

1. Opens on ballet school scene, to classical ballet music audio accompaniment. 2. SFX: Bioiiing!
3. "Tchu! Tchu! Tehu!” 4. “Okay, let's get him!" 5. “Up, down, up, down!” 6. “Tchu! Tchu! Tchu!”

7. “Up, down, up, down!" 8. “Tchu! Tchu! Tchu!” 9. [Voiceover] “You too can be a dance master..."
10."... and push the aliens back!" 11. “Space Channel 5!" 12. "It's a total failure! | cannot stop!”
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DAVID HOLMES

Bow Down To The

Exit Sign (Go Beat)

The third in a trilogy of superb British
hiave redefined the

alburms wh

rock/dance bluepant over the past
ter Dea Conting
Sessions’ and Primal Scream's
xtrmintr, Bow Down To The Bt
Sign' 15 2 mone elated affair, but stll

yes

swallows its fair share of deare.
Bobby G guests on Sick City' (this
album's ‘Accelerator’) and Holmes 0053
has assembled an excellent allstar
cast of his own which includes Blues
Explosion frontman Jon Spencer and
exTncky chanteuse Martina. The
result 1 an album of phencmenal
cinernatic scope, gamy cool and
effortiess funk.

AMON TOBIN

Sy

(Ninja Tune)

No wonder Tobin's last 12° featured
a Chris Morris collaboration - the
unnening shudders of
"Supermodified’ are exactly the
music you'd expect to find |urking
beneath the toenails of "Blue Jam. It
all begins rather coquettishly with
the joyous jazz jumble of ‘Cet Your
Snack On' and ‘Four Ton Mants, but
‘s soon apparent that this & another
Ninga Tune anste with darker and
MOME devious INtentions.

BELLE & SEBASTIAN
Fold Your Hands Child,
You Walk Like A Peasant
(Jeepster)

Fourth proper album from the
winsome Scottish ensemble, The
blossoming of a strong Northem
Soul influence has woughened up
their sound, but if you've always
hated Belle & Sebastian's insular
indie racket, this won't change

your mind. i however, you've seen
beyond their fey postunng 1 some
of the most porgnant songs ever
penned in anger, Fold Your Hands. .
senves up morne of the same

DVD: DEEP BLUE SEA
(warner Home Video) £20
It's sometimes difficult to fike Renny Harlin's work. All of his directorial efforts
(‘Cliffhanger, ‘Die Hard 2, The Long Kiss Goodnight') share the same lack of
refinement that alienates as many viewers as it atracts. While ‘Deep Blue Sea'
is no different, it manages to push the implausibility stakes to a new level
Keen to find a cure for Alzheimer's disease, scentists on an undenwater
lab decide to genetically enhance the brains of captive sharks. Trouble i, this
increases their size, agility, mteligence and appetite. Before you can spot the
first {of many) plot holes, much screarming, frantic swmming and diluted
blood permeates the screen. It can all be very enjoyable for all the wrong
reasons, though you could argue that's all you're looking for sometimes,
Technically the picture is finely detailed and free of anefacts, and the 5.1
sonics keep your speakers in constant check. Extras (commentary, 'making
of featurettes, deleted scenes and a stills gallery) complete the package.

Editor: Richard Preston

Author: Douglas Rushkoff
Publisher: Little and Brown
ISBN: 0316854034

Publisher: Laurence King

ISEN: 1856692078

Wwow wow

Fotted opinion about Web sites is easy to find, Everyone
from the broadsheets to Big lssue sellers have a handful
of favourites they'd gladly tell you about Even Edge's
premium space has room for one worthy site review, But
where do you go for 2 more thorough appraisal of what
lurks in the bizame and altemative comers of the Web?

“Wow Wow s a collection of shortish essays on
obscure sites that hark back to the old-school Web, way
before the Lastminutes and the Amazon.coms, Here is
commentary on how to get a husband online, boob
flashers in Disneyland, and the littie-known man-o-man
goings on up at Sun Hill in a spoof script for The Bill.

The essays are by tums funny, silly, serious and plain
odd - with a few screen grabs thrown in - and say as
much about the authors as they do about the sites. This
vanity-fare was probably encouraged by its editors, the
art-school boys responsible for cult magazine Fuel.

The sites, much [ke the posse of reviewers, are a
muxed bag: some shallow and flippant, others thought-
provoking of perceptive, all tend o the eccentric. There are
48 contributors in all, mostly joumalists and artists, sporting
therr culturewvulture shades as they wax lynical about their
chasen URLs. An ideal accompaniment to a latte

COERCION

What made you pick up this magazine? Was it the slick
design? Independent opinian? Do you thirk it's because
you wanted o7 Wong. It's because you were coerced
into buying it. The image ‘Edge reader’ flatterad your
sensibifities by subtle techniques rooted in counter-culture
ool and independent image. Yet Future Publishing -
Edge’s owner — has thoroughly commerdial motives. Still
think yours is an independent opinion? In ‘Coercon: The
Persuasion Professionals and Why We Listen to What They
Say' Douglas Rushkoff argues very few deasions you
make aren't heawly affected by commercial agendas.

Rushkoff is a seasoned media watcher and a long-
time columnist for The Guardian and The New York
Times. In the mid "90s his book ‘Media Virus' became hot
with ad executives and movers and shakers in marketing
Fattered by the interest, he explained to them how the
Internet would emancipate the masses. And while he
spoke the suits made notes and planned ways of tuming
his theory on its head to subvert the subverters.

The anticorporate movement felt betrayed, made
Rushkoff a panzh and allegatons arculated he was
eaming $7,500 per hour as a consultant, which he denjes.

Now hes out to set the record straight. In @ more
cautious, cynical tone he recounts his engaging story.

In his view advertisers, image makers and media
manipulators have co-opted Generation-X cynicism in
their campaigns to great effect, even pointing at computer
games as culprits. Rushkoff has been up early brewing;
now wake up and smell the coffee.



VIEWPOINT

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

t seems that the more things
“ change, the more they stay
the same. A reader of Edge since
issue one, I'm struck by bizarre déja
vu reading the last several issues.
It's almost like a typical Hollywood
sequel, with bored movie producers
re-using the original script: Sega
unleashes new platform, the
industry anticipating it will be
trounced by a more powerful Sony
machine following soon behind
(which it does), while Nintendo lags
so far behind it finds the battle
already lost when its (albeit more
powerful) machine belatedly appears.

I'm a victim of this strange
repetition of events myself. Tempted
but not convinced by Saturn/
Dreamcast, | preorder my PSX/PS2.
Read the previews/reviews of Jap
PSX/PS2 software with increasing
excitement. No doubt on launch day
I shall plug in my PS2, thrill to the
joys of Ridge Racer V and Wipeout
Fusion just as | did with the original
Ridge Racer and Wipeout on day
ane 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, | purchase a Dolphin. |
thrill to great gameplay after being
jaded by too many sequels on P52,
then get only more jaded by lack of
software support for the Nintendo
machine in the wake of the market
superiority of Sony. Fast forward a
few more years. Sega announces
new machine. Rumours abound of
PS3. Nintendo's machine fades to
obscurity as the next-next-
generation hype begins.

| mean, really. Pretty soon you
guys might as well forgo original
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copy and just reprint Edge from

issue one, Maybe you are already...
lan C Smith,

via email

Fear not, unless anyone demands a

second look at issue 36's eight-page

special on the future of data

storage, Edge reprints won't happen.

E ascinating Edge article
recently on game length

['Size Matters’, E82]. It has become
apparent to me that the computer
game industry has a misguided
notion of value for money. There are
many more gamers in their 30s
nowadays. Most of us don't have

game for a couple of weeks,
returned to it, and became so
confused by the legacy of half-
solved puzzles | threw down the
controller forever).

Most of us wouldn't think twice
about downing 50 quid on a night
out so why should we feel cheated
by 50 quid for a couple of nights in?
A tightly constructed game
delivering 10-15hrs would be a

are on their

great deal more satisfying and
manageable than 40 hours of dazed
wanderings strung out across
weeks. Perhaps I'm just getting old.
Jake,
via email

‘Yes, | confess it my journey in Zelda 64

ended at the Water Temple. | couldn’t

play the game for a COUple of weeks, returned

to it and became so confused | packed it in’

time to diligently explore the
vastness of Zelda 64 et al and end
up abandoning the thing (yes, |
confess it: my journey ended at the
Water Temple. | couldn't play the

n disagree with L Piper's
predictions (Viewpoint, E83)
that games with emotional content

will become the stuff of dreams or
niche market. Emotional content

goes beyond that 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 of these
environments and character
behaviour can be programmed, but
current console technology has its
limitations when emulating the real
world (look to MGS as an example
of the best a console has achieved -
Dreamcast is yet to deliver an
equivalent). In essence, the
marriage between hardware,
software, consumer demand, and
expendable income has not yet
been consummated, but we

aren't a million miles away.

Anyway, | shall return to my
bottle of Bud and gawking at Ms
Croft's growing assets.

Scott Scott,
via email

=5 he problem that both many
of your readers and Sega
themselves have is that the
Dreamcast is a console for hardcore
gamers and that to me is a great
pity as Sega has always produced
fun, rewarding games. | would
much rather play a pick-up-and-play
game such as Crazy Taxi than a
game that is trying soooo hard to
not be a game, like FFVII.

With the games now being
released on Dreamcast it becomes
absolutely clear that the console is
aimed at the hardcore gamer. What
12-year-old will go out and buy a
fishing rod controller along with
Sega Bass Fishing? What kid will
pay £70 for a game that uses a
maraca controller? None. The people
who will, though, are those who
have grown up with the company,



game obsessives, or those who can
look past the simple gameplay
mechanics, the not so mind-blowing
graphics and see what lies inside —
and if it is a Sega conversion it
normally means it's a damn fine title.
That person to me is the

hardcore gamer, the person who
isn't won over by multimillion
pound advertising budgets, who
doesn't buy the game on the basis
that the screenshots on the back
look good, or simply because
everyone else has it, the person
who can see a game for what it is -
some fun - instead of trying to
introduce emotions and PR waffle
into the equation. A hardcore gamer
is a Sega gamer and | for one am
proud to be called one!

The Rock,

via email

inding myself short of a few

E readies quite recently, |
decided to take another look at
my modest game collection.
Regrettably, | had to admit to myself
that I'd not actually completed any
one of them. Since I've always been
very selective about the games | buy
my collection can be described as
comprising mostly ‘A-class’ titles
across the three major console
platforms. Hence, | could give
myself no real excuse for not trying
to make a go of any of these games.
This, | think, is a situation many of
your readers will also find
themselves in. It's always so
tempting to move on to the next
major release, setting aside any
current game ‘for future completion’
- a date that, in my experience,
becomes ever-more unlikely.

So, | picked up Sonic Adventure
and began to replay the game - this
time with the avowed intention of

getting my money’s worth out of
what is, after all, a quite excellent
game. What a revelation. | never
realised | had such an accomplished
and joyously entertaining game in
my possession. |'ve similarly
rediscovered the delights of Jet
Force Gemini and the entire
PlayStation Colony Wars trilogy.
And that lot is just for starters.

But this approach to my game

into them — and my appreciation of
just what it is that makes so many
of these games worthwhile is
reward enough for choosing to
purchase them in the first place.
Phil Ford,
via email
Finding the time to even sample
new games every week, let alone
play them to completion, is
becoming more difficult as more

‘"Hopefully Nintendo will wil have learned
through experience and produce a console
that is competitive in terms of atracting
poth developers and consumers aiie’

collection has had other benefits.
Now | think | have much better
grasp of the value of a game.
Certainly, as a consequence, |
understand what is really meant by
‘replayability value’. For me, a truly
‘A-class’ title will reward the player
no matter how long or how often
the player chooses to stay with it.
Games like Zelda, Sonic and Jet
Force fall easily into this category.
Other games, such as Ridge Racer
Type 4, Crazy Taxi and Wipeout 3
offer me instant gaming hits, with a
minimum of fuss, and continue to
justify their place in my collection.

Perhaps | am one of the last to
see the light, but just in case I'm not
| do urge your readers to take a
similar re-evaluation of their current
game collection. You might be very
pleasantly surprised by what gems
you have tucked away at the back of
the shelf. Why not pick out one or
two choice titles and set yourself
the challenge of actually seeing
them through to their final levels?

| feel as if my original
investments in those games is really
paying off as | delve ever deeper

publishers and platforms enter the
fray. Think about it: in a year’s time
there will be six formats vying for
development support Something
will have to give.

laystation2 is all powerful,”

the developers cry as they
lunge for their development kits.
Quite a sorry state of affairs for poor
old Nintendo and Sega who saw
their last consoles die as a result of
non-existent thirdparty support.

Hopefully Nintendo will have

learned through experience and
produce a console that is
competitive in terms of attracting
both developers and consumers
alike. They know now that their own
titles (regardless of quality) are not
enough to sell a system alone
and require support from
companies like EA and Square
in order to capture the market
('d like to see how far PS2
would get without those two
developing for it!). No one who
plays videogames really wants
Sony to monopolise the industry,
because lack of competition always

turns out to be bad for the
consumer (just look at Microsoft).
Of course, the future isn't as set as
Sony would like us to believe. The
market has changed since the days
when the PlayStation ruled and it
seems that only Sony hasn't
changed with the market.

Connectivity will play a key role
in the next round and only Sony is
waiting for broadband to arrive (if it
ever does). This leaves the door
wide open for the big N and Sega,
because multiplayer gaming is the
future market that only they will
have access to. Give me Quake /I
on the Dreamcast and I'll go out
and buy one right now, it's as
simple as that. Once people realise
how superior the multiplayer
experience is, theyll look back on
singleplayer games as ‘so '90s’

And when broadband does arrive,
they can release a broadband
modem for the minority of

users who will have the service.

The Dolphin has the opportunity
to achieve set-top box status very
quickly if it plays DVD movies and is
online from the start. Dreamcast
was designed as a games machine
but as yet has not received sufficient
high-quality products. I'm sure it has
enough grunt to compete with the
Sony machine, but it's suffering
from the same problem as the N64
- Sega can't carry it alone. Hopefully
the N64's death (despite the quality
software produced for it) was an
alarm bell that rang loud in
Nintendo’s ears, and they'll market
the next machine with a different
audience in mind. Sony won the
last round on impulse buys by
‘twentysomethings’ and shifted the
market appropriately.

Neil Munro,
via email
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ust want to say a BIG thank
ﬂ you for setting the story

straight on the whole PS2 situation.
Finally, somebody has had the guts
to stand up to the hype, and deliver
reviews on the merits of gameplay,
rather than flashy graphics and
media hype. | was beginning to
think that | was the only person on
the planet that could see through
the hype machine, and realise that
Sony haven't delivered anywhere
near the goods it was claiming to
(ie, emotion in games). For a
console that was supposed to
revolutionise the industry, all Sony
have manage to deliver are bloated
versions of games that already exist
on the ageing PlayStation (RRV, TTT,
SFEX, etc). | just feel that it's a great
shame that the real innovators in this
industry (Sega and Nintendo) seem
to be left by the wayside while the
mass market suck up to anything
with a Sony badge on it. | won't be
buying a PS2 until Sony delivers
something at least half 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
developers produced Fantavision,
not TTT, RRV or SFEX3, for that.

s suspected, the Japanese

PlayStation2 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 Sony PS2 trail blindly?
As I've said before, | bought a
Dreamcast on the day (at midnight
in fact) of its launch. | won't be

4 13 EDGE

buying a PS2 until they come up
with at least five good titles. |
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.

Sony 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 faith, and at least we buy
quality rather than the next PS
update for no good reason.

Martin-Pierre,
via email

was under the impression
n that videogames were starting
to go mainstream. After seeing the
recent Dispatches 'documentary’ on
Channel 4, | wonder if things have
moved on at all. Never have |
witnessed what | see as such a
hatchet job on gaming. Putting
aside all the obvious arguments that
there is a sizeable chunk of the
market now over 18, my depression
stems from the fact that journalists
can have such a short 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? | am all for a
balanced debate if the public cries
out for one. But what will next
week's edition focus on — perhaps
the correlation between smoking
Marlboro cigarettes and divorce
statistics? The mind boggles.

David Walker,

Norfolk

Videogames don't lead to violent
behaviour? You've never seen four
members of the Edge team play
International Track & Field.

ameplay advancement is a

big issue at the moment, be
it in racing, sports or action titles. In
maost games | am supposed to be a
hero/sportsman/whatever with all
the abilities of the best in universe
but all my senses are being
deprived by the fact that | (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. sut What will next week's
edition focus on - the the correlation between
smoking Marlboro and divorce statistics?”

ago, violent books were condemned
by the establishment. Then the
knives were turned on films

and eventually videos of the day.

It seems that computer
entertainment is next.

For a programme offering such

would be to turn my head, but | can
only move my mouse, We all know
stereo speakers do not provide the
same information 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 |
can at least have the chance/time to
avoid it — like in real life.

Being outside of a world looking
in | need all the aids possible —
because using a mouse to react to
entire virtual environment is the
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), not just Al is the future of
gameplay. Us 'tunnel-visioned, deaf
and crippled’ gameplayers playing
against ultimately intelligent
computer Al in two years' time?

We don't stand a chance.

With ASA games can become
not easier, but mare convincing
and enabling, and therefore fairer
and less frustrating. In turn the
market may well expand further
because ASA will make games
far 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. We should all have a
better chance to win. This isn't
because I'm a bad game player,

I just don't like being killed by
something | could have avoided
if I'd been equipped with all
my natural senses.

Jason Wells,

via email

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 feature on this very
topic in a future issue.
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