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ENTER THE FUTURE OF INTERACTIVE ENTERTAINMENT

t was not so long ago that everything Sony Computer
Entertainment touched turned to gold. Sure, no one really
expected the company to make an entry into the world of videogame

hardware manufacture and rock it to its very foundations. But since
1994, when the first ever PlayStation made the leap from Japanese
store shelf to eager consumer's embrace, the company has pushed
aside established veterans Nintendo and Sega like so much rubbish.

Generational transition, however, is a particularly awkward beast
to fight, and it is an enemy Sony now faces squarely in the face.

Following wildly over-inflated consumer expectation, PlayStation2
was never going to replicate the impact of its precursor. Now, Sony
finds itself being questioned — something it has no real experience of.
Its solution? Manifold: it has announced the existence of a hard disk
add-on for its 128bit platform (see p13), and underlined the fact that
(with practical broadband comms still some way off) PlayStation2
will be compatible with modems in existence today. Moreover, it is
pledging renewed support to the format that put it where it is today
by rethinking the machine’s appearance and throwing in some
fashionable mobile phone connectivity to boot (see pé).

Looking at how Sega handled its Mega Drive-to-Saturn transition,
bungling halfway-house launches in the form of the Mega CD and 32X
along the way, it's easy to see how a company complacent with its lot
can so easily fall on its backside. Nintendo, too, famously struggled to
build support for its push beyond 16bit,

Were it not for the existence of X-Box, perhaps SCE would not look
like a company about to encounter choppy waters. But by announcing
a PS2 hard disk and shouting about modem compatibility, the company
is simply matching its box up to the features of the Microsoft console
format that has been so openly applauded by the industry.

Is relaunching the original PlayStation simply a matter of Sony
falling back on what it knows? Even if it is, developers already heavily
committed to PS2 will be hoping that the company is not spreading
itself too thinly, and that massmarket consumers will not be confused
by the existence of two super-similarly branded products.

One thing is certain: developers are most comfortable with just one
target box, and by preparing various different models of PS2 hard drive
(specifics are currently cloudy) Sony is not making its console more
attractive to game creatives but in fact much less so. Its competitors
should now be feeling a level of optimism much higher than when they
were simply looking on, nervously wondering what this consumer tech
giant could possibly bring to the videogame party back in the mid-'90s.

EDGE 02 »




— PSone 06

Sony breathes new life into
the original PlayStation

Future Publishing
30 Mo Stret

Future Publishi
FREEPCAT BAAS
Somurs R
Telephone customer services:

Jodo Sanches
lamie Dolling
Mark Walban!
David McCarthy

Darren Phillips o

Emma Lewis
Emma Cole

Lou Reffell
Production fa
Steve Michae
Beccy Stables pri
Judith Green
Rachel Spurrier pre-pros
Simon Windsor, Mark G
Chris Power |
lackie Garfo
Rob Price gro
lane Ingham

Phoenix Ilepr.n_ sath

Cradley Print,
Edge is printes

Ever Decreasing
Circles? 70

Infestation 38

and the wilds of Cambric




TESTSCREEN

The planet's most
authoritalive videogame
reviews section

PRESCREEN 15

Argonaut shares world-exclusive shots of its
first X-Box project with Edge readers

AI.IEN F ONT ONLINE MAX PAYNE (DC)

VAMPIRE

MALICE

Inside Konami’s explosive
PS2 mecha actioner

LEGEND OF MANA

06 News
Edge reports on Sony's repackaged and
upgraded PlayStation, PSone; Dolphin and

Game Boy Advance news leaks prior to

CHASE THE EXPRESS

SpaceWorld; Namco and Sega unveil new
coin-ops; Windows Games Developer

Conference report; P52 hard disk drve

15 Prescreen

Malice, Cosmic Smash, Slashout, Virtua Athlete

MOHO

2K, Utimate Fighting Challenge, TOCA World
Touring Cars, Dnver 2, insane, Aerowings 2,

Onimusha, Dino Crisis 2, Billabong Pro Surfing

™y — kTl o -
82 Testscreen
Wampire, Legend Of Mana, Chase The Express,

MaHo, M. Driller, Dragon Valor, Front Mission3

MR. DRILLER

93 Edge Moves

Your chance to be part of the videogame industry

150 Retroview

Edge rediscovers the Secret Of Mana, and Rare

DRAGON VALOR

artist Wil Overton gets misty-eyed over Knight

Lore and Grbbly's Day Out in PixelPerfect

152 Out There

Reportage and Media

158 ViewPoint

FRONT MISSION 3

162 Next Month




NEWS

CUEting Edge. . cw..

The latest news from the world of interactive entertainment 4
ClJtti!v,&m%ge

SONY LOOKS BACKWARDS WITH NEW PLAYSTATION 1

Repackaged, rebranded 32bit console intended to drive company's fortunes in the face of Euro next-generation debut

ony has released a redesigned and rebranded
B PlayStation for the Japanese market, with a western
launch planned before the end of the year. Christened PSone,
the new model boasts the same tech specs as the grey box
that has now sald more than 73m units since its launch in 1994,

The new, more rounded and compact design is two
thirds of the size of the original unit. An LCD monitor add-on,
replete with stereo speakers system, is due to be released
next spring In Japan, but, more significantly, this winter will
see the lapanese release of a special adapter cable,
compatible with both PSone and PS2, which will enable
the units ta connect to mobile phones.

With PSone set to make its Euro debut prior to the October
launch of P52, Edge spoke to SCEE president Chris Deering
about the logic behind the move, as well as plans for Eurape.

The reduced size of the unit has prompted some
speculation that Sony is throwing its weight behind a move
into the portable market, but Deering points out that this is not
entirely the case. “There may be some overlap of appeal,” he
says, “but it's not aimed specifically at that market. It's an
enhanced version of the PlayStation that's been around and
has reached dozens of millions of PAL television territory
homes, and for which there’s an ongoing demand. Given the
portability, or mobility feature, of the lighter weight PSone with
its own screen, it could expand beyond home entertainment
maybe into the car, or into the back yard if you've got an
extension cord. There are attempts to determine whether
there's a battery configuration that could eventually work with
the screen feature, and if there’s any way to deliver a reliable
result. Of course, it makes sense for us to do that, but no
specific plans have been announced.”

According to Deering, the main rationale for the rebranding
is simply to differentiate the machine from the newer P52,
"Since PS2 is on the map and in the stores alongside it,

I think that it's quite logical to distinguish the two by calling

the original PlayStation configuration PSone,” he says.
Nevertheless, the two remain under the umbrella of the
PlayStation brand that has become ubiguitous across Europe.
And with Sony diluting the focus of PS2 to extend its appeal
i disssilons of Titem outside the traditional hardcore gamer set, there may be a
(W)x38mm(H)x144mm(D),
PSone is considerably smaller

than the existing PS unit.
It retails at ¥15,000 (£95)

danger that releasing an older console that has been upgraded

to feature network connectivity will simply confuse consumers.
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1 think it will be quite

[in PAL territaries] Is closer

to the timing 52 than it was in Japan, and so it will be

necessary to make it as clear as possible which is which,

but | think that

box works through

gds owning

ntinuing appeal of the
point. "We're amazed at how

vibrant the demand is for PlayStation, even in the midst of a

the publicity and anticipation of PS2, and it's just a function of

the ublguity of the format. Clearly, with the difference in price

point with PS2, that iid apply 10 a much

Jy age group but by

A
tioning

Playstation —

S2in thie i 0 reason
2 Won't be-some people in the 18 to 24-
year-old group that will still want to own a PSone - what with

the range of software —or prepare themselves with the PSone

collection of tities to graduate to PS2 when they're ready, or

when they can afford it The backward compatibility ture

o

links everything together.”

up for the changes to the

inch of PS2, but the rece

pricing structure of PlayStation games has demonstrated
the continued willingness to embrace the format. *I think that
given the Installed base worldwide plus whatever PS2 adds

ackward compatible, and whatever the additiona

Ery attractive

ap we

S witt

publishers and de

ers, there's certainly a broad Interest

in continuing to write for the PSone format. And we will be
doing some even In our own studios and with the afflliates

that we sor a distribution basls."

nes represent o

The most Intriguing feature of the revise

indoubtedly the possibility of ne

Interne 3 still a largely underper

Neverthe Ting is certain that such a function will be

supported in due course. "I'm not sure about the timin
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Chris Deering is confident that network connectivity via a mobile phone will be coming to a
‘ PlayStation near you, but the European wireless landscape is more splintered than Japan's

“Given the installed base worldwide plus whatever PS2
adds to that as backward compatible... there should
be a very attractive market for developers to invest in”

tates.” O : . o PS2 DVD gets
themselves, " g e With WAP” says remote control

5, UMTS, 3G and a few athers

Deering, "and on the horizon
inese company EMS, a known
supplier of mod chips, has

s for, and they may rot necessarily launched a P52 remote control

dre- Creeping In, so It's

easy 1o anticipate which types of

phones there will be

e packed In with PSane - they'll probably be sold as separate unit in the east, Plugged into the
accessories because of the divergence of options. We're very Pty Card sk, the: device: onty
works with the onginal P52 DVD
t it's fair to say

drivers, and automatically mak
the host console’s DVD playback
e where free of all region constraints

pe and the

= GGint in

L 3@ POt

sony is hedging its bets on more than one front, but

it remains to be seen whether a diversified portfolio of

PlayStation products 15 the key to success in the next-

generation console market. With PS2 seemingly boasting

avery type of connectivity and apparently being marketed

y runs the risk of further diluting its

yeus and alienating

consumers. Although Jap

iese take-up of PS2 has set new

standards for console launct

s, the competition that

sony will soon face will be stiffer than ever. HES
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DOLPHIN AND GBA DETAILS EMERGE AS SPACEWORLD LOOMS

Developers share thoughts and feelings on next-generation Nintendo systems as flagship Tokyo event prepares for lift-off

intendo is set to demonstrate its Dolphin and Game Boy

m Advance hardware at Tokyo's Spaceworld show in
September, but Edge has gleanad Information on both
systems from Industry sources in the run up to the event.

Dolphin dev kits have now shipped to a select bunch of
codeshops “We were surprised,” revealed one source, “because
the earfy systems we have are all Macintosh-based, as Mac
systems are evidently much closer to Dolphin than PC." The
PowerPC nature of the final box's CPU accounts for such
architecture, yet It is proving an interesting shift for coders
working on the platform. "We've had to ship In a whole load of
new kit,” Edge’s source continued, "and it’'s created quite a stir”

Another source claimed that implementation of hardware

“The early systems we have are all Macintosh-based, as Mac
systems are evidently much closer to Dolphin than PC.

We've had to ship in new kit... it's created quite a stir”

Nintendo Company Ltd chairman
Hiroshi Yamauachi recently spoke
about the company’s plans for the
future, not resisting the opportunity
to have a mpetition
He confir what most already

w - that Nintendo was bullding
Intermet connectivity into the box
from the word outset

Unsurprisingly, Nintendo pla

ige its most popular franchi

on the Dolphin format, with several
Mario titles, and even one starming
Lulgl, in the works

“We are planning to Introduce an
Internet business next March of
April,” Yamauchi-san revealed, “The
first step will line sales of a
brand-new type of Pokémon cards

in conciusion, the bullish

chalrman said: "If we release

software for the [Doiphin] ¢

similar to what Sony has for

PlayStation2, that would be a failure.”
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effects still troubling P52 coders are a relative simplicity on the
format. Steady generation of around 10m polygons per 5econd
with texture filtering, antiafiasing and other effects enabled is
been reported, Such performance can clearly be equalied on

Sony’s maching, but only through attentive programming. As with

X-Box, ease of coding seems to be high on Dolphin's spec list
interastingly, though, one source, working in an environment
where several dev kits are in place, claims that different teams

another team working towards much the same goal approaching

It in anather” He refused to be drawn on whether or not this was

an llustration of any deficiency in libraries supplied by Nintendo.
Much speculation has concerned the Dolphin controller

co-dev

ised by Shigeru Miyamota *I know some guys here have
seen Iit,” said Edge’s sour

2, "but It’s wrapped up in so much

secrecy you'd be amazed. From what | can tell, though, it is

going to be something spectal.”

Game Boy Advance uncovered

Other leading deveiopers have been sharing views concerming
Game Boy Advance. Asked how the system stacks up, one source
said: “There's not much to say about it apart from the fact that it
uses an ARM CPU for everything - which is no bad thing.”

The CPU - designed by Cambridge-based ARM — is a 60MHZ
unit. Edge’s source continued: “The architecture’s like an Amiga
and a SNES, but the audio capabilities aren't quite up to the SNES
It has everything anyone ever needed for 2D work — it's not built
for 3D In the traditional sense - including FMV potential. All the

axampl e provided with the development kit is pretty crappy.
but it gets the point across and | guess that's all that’s necessary.”
“It's kind of like the PC Engine used to be,” another source
told Edge. “You can have a large number of sprites on the screen
and they scroll and they can blend, and they rotate as well, so it
does Mode 7-style effects. Ultimately you can do whatever you

want with the processor. It’s not g0InNg 1o set the wy alight with

ts CPU power, but it's sweet. it's miles more powerful than the
old Game Boy, but I'm surprised it isn’t even more powerful,
considering the technologies that are avallable today,

"In terms of 2D abilities it's probably a little bit less powerful
than & SNES. in terms of 3D abilities It's probably like a SNES with
8 SuperFX chip, so it’s got crude but fair 3D abilities. There'll be
some great scrofling games, but there'll also be 2 couple of
simpie 3D games on it

Few have seen the final haroware design of the unit,
although one source told Edge that It will feature standard
Game Boy-styie buttons, in addition to two shouider buttons.

Nintendo has already announced that the Advance will

fe

ture mobile phaone connectivity, enabling the download of
software, chat and email. According to one developer working
with the hardware, however: “We've had nothing on connectivity
yet, which Is a bit of a shame.”

Certainly the market for mobile gaming is set to explode,
with 700m network-enabled mabile phones predicted to be In
worldwide circulation by 2006. It seems unlikely that Nintendo,
the originator of massmarket gaming. Woild not be paised to
seize some of the action

Advanced software
Nintendo recently announced its first Game Boy Advance
software release, Magical Vacation, which it has tageed a
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Recent claims have estimated GBA's power at somewhere between the SNES (Yoshi's Island, left) and N64 (Yoshi’s Story, right), although some coders
have expressed disappointment with the unit. What is surprising is the extensive hardware allowance Nintendo has made for handling FMV footage

“In terms of 2D abilities, the Advance is probably a little bit
less powerful than a SNES. In terms of 3D, it’s probably like a
SNES with a SuperFX chip, so it's got crude but fair abilities”

No, the final unit will not look like this, although it has been confirmed that, unlike previous models of the Game
Boy, GBA will be operated in a horizontal manner, much like the Lynx or Game Gear. Shoulder buttons will feature

EDGE (7
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COIN-OP TITANS UNVEIL NEW ARCADE STRATEGIES

Sega and Namco prepare for Japan’s annual JAMMA coin-op showcase with private presentations

n st two mon fore
and Namco have reves

creations. With the advent of coln-of

the JAMMA show in Toky

), Sega

! their latest round of arcade

dard graphics in home
machines, the lapanese arcade market has become increasingly

hard to crack, and the b

e adopted

fifferent strategie

Sega shows its hand

On June 23 , Sega showcasad Its latest series of eye-catching

and vibrant arcade designs in keeping with current thinking,

suggesting that elaborat to the Japanese

Sega Rosso (formerty AM F ) 1S Mespo or the

abstract y “Tron' and borrc

wing

heavily from t SSiC Coin-op Arkanold, the simplicity of a two-

button interface and

n most lapanese arcades by now
2000, the sequel to the popular Giant Gram
wirastinig COIN=-Gp, was oroudry Qe S50 [ i }l.-J'.
wrastling coln-op, was proudly demonstrated by Woohoo

(AM R&D#1). Though Sega has volce cemed aver

t the launch or massive popularity of the
machine, scheduled for this summer
The Amusement Vision (R&D AM#4) branch of Sega was

also In attendance and it finally unvelled a playable version

of the Spikeout-inspired Stashout, in networked form. The

noted both Sega and Namco’s more conservative, cost-effective approach to the arcades its recognisable gameplay and vibrant graphics

Sega's Tokyo Bus Guide (above right) uses the 18 Wheeler cabinet. Industry insiders have ‘ ’ Sega Rosso’s Cosmic Smash instantly appealed with
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fision was working on a S

Althougn Hit Maker (AM R

elements of both Virtua Cop and Rare’s GoldenEye

The resourceful Sega also used the event to launch Tokyo

de, which, as the name ¢
Opportunity 1o S

company called 45, an st title. Its
cabinet is exactly the same as the unit produced for 18 Wheeler,

provoking speculation that Sega may be employing

ategies

to improve cost efficiency

Namco on cost-cutting drive
Na

SNOW

ed a reversal in attitude 0iN-0p mar e and

marketing. After posting a disastrous 5 per cent fall in revenues

or last year, Nameo, once considered indestructible In the arcade

marketplace, is now clearly taking a mo ious approach

eable that a drop in graphical flair was evident. N:

has replaced the System 11 board of the onginal Mr. Oniller with

e (minus CD drive,

notable exception to

curious karting game, displayed in both standard and deluxe

form. Although the driving game uses the System 10 board,

the deluxe version Is particularly Interesting — sporting a real

kart which mo und th

arally when manoeuvring a

S 8 Clear throwback to the Playstation

Namco has neve

roducing a

1 of games focusing on quirky innovation ratner than

flashy graphics and enormous cabinets. Causing a big stir among

s of the many Japanese 1
\ ceritre operators in attendance. 1 = ‘ Namco's Kart Duel (top) was the most outstanding arcade deign at its rather toned

down show. Though the kart can move laterally it still uses the crude System 10 board
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DIRECTX 8 LEADS THE WAY TO X-BOX

Microsoft's latest API reveals the thinking behind its next-gen console

Edge attended a number of sessions with
developers and will report more next month

W X-Box

18m on Directx 8, the

ate

teration of Directx, which will power Microsoft's

While there was little fresh information on the X-Box to be had, developers’ attention was drawn
to the fact that the Microsoft and NVidia presentations stressed new graphical techniques

console, much of the conference focused on the new

feature set of the API's graphics component. The first

Programming stream covering next-generation

55Ues, such as the programmabl

seemed 10 agree

development is makir

unveiling of its particular preferred solution for higher

and level of detall dynamic tessellation a n

ar surfaces was another highlight for coders lool

Other additions to DirectX include some interesting forthcoming elements, Like

features for Direct gned to oke at length about ohical

make massive mi support, i pixel shading Ar

i

(
fl i

Wl

i I I

Day one of the Windows Games Developers conference focused on next-generation issues, such
as the programmable graphics pipe, the use of higher order surfaces and multisample rendering

t forthcoming,

n the lines

ArMmator

Other graphics hardware vendors were

demonstrating or talking about new hardware. ATI's first

hardware T&L sat, the Radeon 256, looke

i, which IS expected by la

likely to be following the hardware T&L route

4 12 EDGE
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SONY PRESENTS HARD DISK FOR PLAYSTATION2

Japanese consumers to be given opportunity to buy large-capacity, neatly styled add-on from this winter

t the same time that it announced the rebranded PSong,
m sony revealed a winter Japanese release for the PS2 Hard
Disk Drive Unit (HDD). Consisting of & ‘large capacity” hard disk and
an Ethernet connection, the unit connects to the PS2 through its
C Card terminal interface. The hard disk resembles a miniature

Ps2and e

es. The Japanese unitis

ts in three different capaci

designed to sit alongside or on top of the console, though the
European version of P52 will incorporate a bay to house the unit
Edge readars will recognise the advantages of the unit as

ed by Sony. It is fast becoming modish for episodic content,
downloadable levels, tracks, characters and the like to be
mentionad in the same breath as broadband connectivity. But

will the fact that the hard drive is not part of a unified architecture,

as is the case with X-Box, deter developers from taking advantage Import PS2 owners who
of the wish to add a HDD unit
i i will in all likelihood have
three years out, I'm guite confident that there will be a sufficient to invest in a new stand

ure? Not according to Chris Deering: "Talking two or

The hard disk resembles a miniature PS2 and is designed
to sit alongside or on top of the console, though the
European PS2 will incorporate a bay to house the unit

installed base of PS2 to encourage development, and if the hard

significant portion of the machines, then people will
write for that feature, just like they wrote for Dual Shock when that
became avallable — or for steering wheel and gun peripherals and
other peripherals as they've come along. And there will no doubt
be additional peripherals coming along.”

As for how the ethernet connection will be utilised in

Europe, Deering argues that regional differences in the type

and penetration of broadband delivery platforms make it difficult to
draw general conclusions. “it may well be that some of the features
in some countries are different to some of the features in other
countries, depending on whether there's massive cable penetration
- as there is as a percentage of homes in Germany and Switzerland

- or some other method where there’s much lower cable

he says. "The engineering fundamentals come from

Japan and then we will deal with how to make the most commercial Japan ramps up
sense out of it by couniry and by region as the news unfolds.” PS2 middleware

The actual capacity of the hard drives has yet to be confirmed

A recent middleware presentation

“It will be big,” states Deering. “| am aware of a range of potential )
at SCEl in Japan gave developers

sizes, but it appears that the hard drive capacity versus cost is the opportunity to sample 3D audio
moving along in a similar trajectory to that of memory computing components and Internet access

t on the system via mobile phone

come alang. | thirk the first ones will be quite ample.”

power, 5o it could be that over time even bigger hard drives might

or USB modem (manufactured by

Omron). More news next month.

He also wished to reassure gamers about the cost of
the unit. "We'll do our best to make it as affordable as it can be.

Right now the euro is not in fantastic shape relative to the basis

on which some of the components are costed, but | think that
there’s a somewhat positive outiook for the eurg, and we'l

make it as affordable as we possib
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EDGE PREMIERES INTERACTIVE ENTERTAINMENT’'S FRESHEST FACES

The marketing name game

Making a virtue out of the virtual

T he Sydney Olympic Games are just around

the corner, and fittingly this month's crop of
Alphas sees a sports game eager to cash in on the
media Interest surrounding the event. Sega’s
Virtua Athlete 2K boasts realistic animation with
bursts of addictive gameplay. Indeed, given the
Dreamcast’s potent poly-pushing capacity, the
fluidity and authenticity with which the athietes
put their shots and leap hurdles should surpass
that of any other similar title which has come
before. Hence the ‘virtua'

But hang on. ‘Virtua' is meaningless. You
naturally associate the word with a game which
aims t0 reproduce real-world physics, but it can't
be found in any dictionary. Just where did this
term originate and what does it signify? The
implication is that this kind of game is so lifelike,
so realistic, and so accurate In its replication of
the rules which govem our physical universe that
the oid "80s term "virtual’ simply won't do. The
latter term will be forever associated with the
virtual reality ‘revolution’, shaded vector graphics
and chaps sporting aver-designed helmets,

No, ‘virtua'-monikered games are a different
breed altogether. After the impressive debut of
Virtua Fighter in 1994 the term was forever linked

with a new era. "Virtua’' games eschew the
wireframes of the 16bit generation and replace
them with ever-increasing numbers of filled polys
The ‘I was dropped and replaced with a dose of
kudos. Nowadays, no publisher would touch a
game sporting the word virtual in its title.

Such considerations throw up interesting
propositions. Titles using the suffix ‘3D are already
becoming a rarer breed. When Super Mario 64
signalled the arrival of, literally, a new perspective,
everybody was keen to generate the belief that
their games were just as well designed and
playable. Did Gex 3D, Prince of Persia 3D and
Pitfall 3D sell more copies due to their associa
with a superior game? Perhaps. Nintendo’s classic
didn’t have to shout about its most revolutionary
guality by advertising it in the title. In the wake of
average platformers with linear designs and limp

f , consumers have Degun to relate
e "3D° suffix not with Mario but with poarly
conceived gameworlds and naff marketing

It has been some time now since Edge
reviewed a game which actively promoted
either the term virtual or 3D. Who knows, there
may even come a day when the word 'FIFA" [ —

fails to shift units. You can but hope L =n

on

with its respected ik t with Vi hter (left), and is still using it
Sy with Vitua Athite 2K (centre. Gex 5 (nght) simply sougt 1 bencit by association

Edge’s most wanted

Identifying the hottest incoming blips

Cosmic Smash Zone of the Enders

(Coin-op) Sega (PS2) Konami

While not

t One SrTestng :

Simplistic it may be, but \sually

STHE Smash 1s
flustration of Sega
breaking rules and fiying
in the face of convention
It might Just work

deveiops P52
fame, this 15 nevertheless
a polished title Edge
hopes will deliver planty.

Kart Duel Virtua Athlete 2K

(Coln-op) Namco (DC) Sega

Climbing into the deluxe Carrying on wh
shiowT) Docathiete ser

th NOMmise:

fourplayer action on
rivalled by office favourite
international Track & Field

vertake

he '.'|ﬂ'|jE'l ton 15 ]..!'\T mno
tempting & proposition
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PRESCREEN ALPHAS

ARGONAUT'S X-BOX GAME OPENS THIS MONTH'S SELECTION AS NEW TITLES FROM SEGA SHOW MUCH PROMISE

MALICE = | FORMAT: X-BOX DEVELOPER: ARGONAUT
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COSMIC SMASH

Inspired by Disney’s 1982 special-effects-fest "Tron’, Cosmic Smash mixes Arkanoid with squash. Once

1em with a ball launche

iy your

A5 any

placed In a closed room, your task is to destroy blocks by hitting

jair, though a time penaity

sImp 5 the action commenda 5 another example of Sega’s

continued commitment to sting new ideas into a coin-op market desperately in need of invigoration

EDGE 17
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FORMAT: COIN-OP DEVELOPER: SEGA SOFT 4

W,
"0"-“._-'.'.
O

Tis seguel to Spukeout is a scrolling 30 beat “em up in

oniginal, though with the action transplanted to a fantastical setting. NO more
nghting with bare hands or an iron bar, as each of four characters available
are equipped with a blade to hack their way through eight stages populated
with some 40 types of assailant - of which i

3 M

X

ths a0d repiay

Itp

haracter upgrades, including acce

5 10 MaEIC, whnich bec

mportant as the game progresses and the bosses become harder to fell

4 2 EDGE



VIRTUA ATHLETE 2K

1 game Das

America), LF

PRESCREEN

FORMAT: DC DEVELOPER: AMUSEMENT VISION

Although Eidos has snapped up the official licence to the Sydney Games, Sega's Virtua Athlete s set to
be rele 1 in time to cash in on the hype surrounding the 27th Olympiad. Motion-captured athletes will
participate in seven disciplines: 100m sprint, 110m hurdies, 1,500m, long jump, high iy
javelin. while the contro e unlikely to deviate too far from the norm in the track an

iayer support is stand. an

ownioaded

Wb LA F ,!"r
i

v ADImmy 0125
RO BEST- 11,63 il

-
.

nned from all but a han
nising a total of 3,000 moves and 1,200

combos from 34 different styles of combat - all of which purportedly used In the real thing. From

sampling loper is taking the task serlously: animation is fluid, fighter modals
are realistic, anc i en Ul blow is landed is unlike few other beat "em ups

ned to each side of the body (for left and right
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TR M KYO$ KYO KU_ — FORMAT: COIN-OP DEVELOPER: NAMCO

Roughly translated as Crazy Truck Driver (or Truck Symphony, it deciphered phonet

y), this lorry racing

f the usual P

5

EVO.VI SE

stalment released some 17 months ago, Taito returns with an

acing remains, with 29 cz rom six manufact vided

ne and

WOR

ycial will be

arn the game Inc

sswiord appears which you can post on Tato's web site
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TOCA WORLD TOU RI NG CA_R_S_ FORMAT; PS DEVELOPER: CODEMASTERS
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D R IVE R 2 A ~ FORMAT: PLAYSTATION DEVELOPER: REFLECTIONS
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FORMAT: PS2 DEVELOPER: EA

NASCAR 2

001

gizure

e will suffer heart

effects should provide you with all
the ‘Days of Thunder

your cargiac muscle can take.

a
New developments
NTSC-PAL/localisations
‘Experienced talented teams
Prototyping

Graphical alterations
Design

Tel: +44 (0)1952 208702

Fax: +44 (0)1952 208704

E-MAIL: ¢ uviriesfextremeflx
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INSANE i FORMAT: PC DEVELOPER: INVICTUS

Designed specifically with onling and LAN play in mind, this Codemasters-published racer promises to
deliver frantic off-road competition as players choose a weapon from a s

|eeps, trucks, or military vehicies. The open environments —which even feature

buffalo - offer some bumpy rides as each driver picks a route of

wintry feel of California's Yosemite Park t

Capture the Flag and Soccer games

placed gates where it's

__ FORMAT: DREAMCAST DEVELOPER: CRI

One of

e first Dreamca

) make it to market, the original Aerowings was praised for its detailed
envirani 15 simply could not see ppeal in formation flying for po
us some things to sl . they wailed. And that's exactly what developer CRI has done, throwing all
manner of foe at players who must waork their way up through the aeranautical food chain, from pr
driven crates to fully fledged jets The game’s extensive training mode, taking g
essential flying discipline, proves 1 0 be the chore it Iooks on paper but in fact strangely addictive.

. aive

op-

ers through eve

4 24 EDGE



THE MECHSMITH

An achon/simulation hybrid, The &

___ FORMAT: PS2 DEVELOPER: DDS

an unusual degree of robot
customisation, allowing you to design and fit new pans hine. Every new
n be tested by u g training options and in-game battle se

abling to instruct your robot with b

TIlNbe2836
TDUOARRS s ©

THE SIMS: uvin it up

FORMAT: PC_DEVELOPER: MAXIS

ew situations and objects to extend the quirky humour of the
original eers include Paranormal, Hacker and Journalist. Alien abductions and roach
infestations add spi 1 chemistry set that can have unpredictable results New
architectural styles Include & nd a retro style that harks back to "60s chic

gamesdevelopment

Gameswire.com
Games Development Awards

With Thanks to: Codemasters The Department of Trade and Industry
PC Zone Miller Freeman and the Games Developers Conference
Take 2 Interactive Rage Software Eidos
Virgin Interactive The Prince's Trust Scottish Enterprise
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FORMAT: PS DEVELOPER: CAPCOM
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0 N I M U S HA FORMAT: P52 DEVELOPER: CAPCOM

Originally a PS1 title, Capcom deciged to port this project across to PS2. It then toyed with the idea of
reaitime 3D backgrounds before deciding to stick to a prerendered approach, relying on set camera
angles to convey the dramatic elements usually associated with roving views. An Impressive amount

of detail has gane into making the backgrounds resemble medieval Japan. These are animated and offer
some interaction (slash a rope 1o set a trap). Motion capture is used throughout, but characters still look
at 0dds with the landscape. Collecting element stones unlocks special attacks and powers, and you
sometimes have to help friendly samurai out of trouble. Expect further improvements before release.

B I L LAB 0 N G p R 0 S U R FI N G FORMAT: DC/PS/PC DEVELOPER: KROME 5TUDIOS

Australia-based Krome Studios is leading the inevitable charge of surfing gameas coming your way,
with this licensed effort expected to ride in come September time. Control, the mast fundamental
aspect of all board-based games, |s at this stage already intuitive, allowing complete novices to catch
and ride waves in a reasonably competent manner, Mastering tricks (a three button and D-pad set up)
Is another matter, of course. Eight authentic riders of both sexes are included, complete with personal
board and signature move. Different beaches offer a variety of waves, from beginner breaks to
challenging ten-foot monsters. Viarious play modes should ensure digital surfers get enough fongevity.
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The full range of weaponr
but the rocket launcher (a

to appear in the game has yet to be finalised,
ove) looks certain to make the final cut

RED FACTION

Just when the firstperson shooter was looking tired, a game turns up with
an engine overhaul which is genuinely exciting and may reinvigorate gameplay

Enemy Al was impressive
in the demo that Edge
was shown, adding to the
seudo realism created
y the interactive
environments provided
by the Geo-Mod engine

Format: Playstation/PC/Mac

Publisher; TsHQ

Developer: Volition

Release: Q1 2001

origin: Us

30 EDGE

“ tisn't going too far to say that the enter the fray, but with a proprietary engine
firstperson shooter has become slightly and a more balanced commitment to both
moribund of late. Daikatana was a caricature oneplayer narrative and multiplayer modes

of what can go wrong with game development, the title may even manage to live up to the

but it also bore the exaggerated traits of a stale buzz it generated at E3. Red Faction started
genre. lon Storm isn't the only developer gulilty life as Descent 4, but after some months of work,
of over-reliance on a licensed engine, inadequate developer Volition decided to create an entirely

Not only does the game possess de rigeur dynamic lighting, particle
effects and location-based damage... but a truly interactive environment

Al, loosely strung together narrative and new game. Not only does the game possess

nt level design. By resuscitating Doom, de rigeur dynamic lighting, particle effec
id Software is looking to past glories, and even and location-based damage, but the Geo-Mod
the finer proponents of the genre — Quake if engine's main selling point is a truly interactive —
Arena and Unreal Tournament - have abandoned and destructible — environment.
any pretence at maintaining a aneplayer game. In contrast to the largely cosmetic effect
Red Faction is ane of the latest attempts to of Soldier of Fortune's gore zones — which were
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By taking out a gunner with a headshot players are free to use the superior
firepower of the now-unoccupied gun emplacement against his opponents

This new dynamic should also give firstperson
‘find switch' puzzles a welcome facelift.

The weaponry that players will use to destroy
their surroundings appears to be more akin to
the conventional arsenal of Soldier of Fortune
than the outlandish variety seen in Quake i,
including a sniper rifle and rocket launcher
among others. Interestingly, the latter includes
a thermograph, allowing users to find their target
from behind walls, or even from under brigges
and ledges. In another leap away from
firstperson orthodoxy, eight to ten vehicles
will be made available. A submarine is likely

This APC, equipped with both a chaingun and rocket launcher, is one
of several vehicles that players can use to trash their surroundings

tacked onto the Quake If engine — the impact
the Geo-Mod has on gameplay should prove
substantial. Rockel launchers can be used to dig
trenches for cover, or to tunnel through or under

walls. Buildings such as watchtowers can be
taken out by shooting away supports, and lava
flows can be redirected to trap unwary pursuers.
Remarkably, enemy Al looks set to enhance

these effects, with adversaries seeking out cover

and responding quickly to collapsing scenery.

t0 appear, as well a5 an APC, which should have
fascinating Implications for multiplayer games.
Indeed, when the game is finished it should
contain several multiplayer modes. Unfortunately,
it is unlikely that PlayStation2 owners will benefit
from netwark support despite recent news that

thirdparty USB modems will be able to provide
connectivity. Which may mean that P52 fiends
will also be denied the chance to tinker with the
proprietary level editor. Nevertheless, solace
should be taken in the fact that the oneplayer
game looks equally captivating, with a well-
developed - if somewhat clichéd — plot
The player adopts the role of Parker, an
nexperienced miner based in a complex
on Mars. In the midst of a workers' uprising
against an oppressive regime, Parker is identified
as a ringleader and must fight his way out
Judging from the amount of positive
feedback circulating at £3, it would appear that
aficionados of firstperson shooters are keenly
anticipating the advent of a more believably
pliable environment. But it's the combination
of such new concepts with the traditional
multiplayer strengths of the genre and a
Mars is depicted as a typically war-torn environment in Red Faction. il .ffe—st*_«!eﬂ Tn-':.usl Or." ?ne‘?ne?layer . =
When the walls begin to fall down this becomes more pronounced experience that really whets the appetite. L —

The action is framed
by cut-scenes of the
mining colony at the
heart of the plot.

These are already

looking as effective
as you might expect
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ALIEN FRONT ONLINE

Sega invites you to work as part of a four-strong team from home or the arcade and take
the part of the recently arrived Triclops alien forces or the humans seeking to banish them

CiE

L

LT F T

Although they are determined to wreak havoc on both coasts of the US,
targeting New York and San Francisco, the Triclops soon head for Tokyo

swift flignt across
Tokyo representing the most obvious t
Understandably annoyed by this intrusion,
the US deploys its finest Army and Marine
armoured battalions.

Ccontrolling these units couldn’t be simpler
In the arcade version you have a wheel to steer
Sega intends to enable gamers based at home or the arcade to work with, there are two thumb buttons for strafing
as part of teams of four, complete with voice links to plan attacks manoeuvres, a left and right foot pedal
(reverse/forward, respectively), as well as main
and sub-weapon trigger controls. in the home
E eemingly convinced that the nations of the the DC joypad easily adapts all of these

unctions. Con

ENEMY

Id unite without quarrel agains

seniently, alien mechs can

tra-terresirial invaders, a manipulated in the same simple -
Format: Dreamcast/coin-op e based on that very and therefore intuitive — manner

Not only can all of the scenery be destroy

Publisher: Sega

this is also necessary, as doing so reveals power-
Developer: In-house legged, technologically advanced mech units in ups and health packs. So, you may have blasted a
Release; TBC Washington, the Triclops allen forces plan to skyscraper using your tank’s shell-fed cannon (or
leave the capital behind and cause bicoastal laser in the alien mech) and revealed one of two

Origin: Japan :
havoc in the US by descending on New York and sub-weapons for your vehicle: powerful tow

37 EDGE
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WAL R

A MY

In addition to the basic
weapons (shell-fed cannon
and mech laser), power-u

- including hovering hom nf

3 [ | T - missiles and the gravity bal
‘ - : ? i =N f into the air before slamming
them to earth - can be

picked up through the game

TEAMN
W HERR

Depending on the side you ‘Elay - extra-terrestrial Triclops or the brave boys of the Army and Marine Core - different
vehicles of war await you. The Tricops attack aboard mechs, humans opt for tanks, but both are straightforward to control

missiies (limited to dual or guad packs), or a Dreamcast game at E3 didn't appear to be
grenade launcher. Alien ships also have access working consistently yet. Scoring is simple
to secondary armament in the form of hovering the team with the most kills wins
homing missiles or the gravity ball, which Interestingly, with an arcade broadband
immobilises an enemy before tossing It up arcade network currently being created in
in the air and slamming it back to earth. both the US and lapan, Sega would appear
v _ Not only can the
Finding and collecting these power-ups is an to be planning to use the Internet as a way scenery be destroyed

ntage as the basic weapons, wh

nal, lack the bite the additic

nsolidating its troubled arcade sector but advantage in the
Gilioa iy Pt e form of power-ups and
erbase, growing both sides

i I health packs can be
revealed by doing so

home piay follows a What

rer the business strategy, simpie

versus-four structure, with members of the trols, decent visuals, and fast, frantic and

same team being able to communicate with each addictive gameplay should guarantee Alien Front

ather via cabinet-mounted microphones (in the Online success, even if Europe's fewer arcades
ade) or the microphane unit from Seaman {in and current 33.6Kps modems make the

the home) for fine-tuned strategic attacks on the prospect somewhat less enticing than e

opposition, The headsets provided for the on the other side of the Atlantic, B



PRESCREEN

Current code provides some impressive sequences. Double press in a

particular direction and Max will perform a John Woo-inspired manoeuvre

MAX PAYNE

Another videogame inspired by cinematic techniques enters the FPS arena. Will
Remedy Entertainment’s choreographed violence bring something special to the genre?

Ten main villainous
bosses are out to
thwart your progress.
Dramatic death scenes
can be assured

Format: DC/PC/PS2

Publisher: Rockstar/Take 2

Developer: Remedy
Entertainment

Release: Spring 2001

Origin: Finland

34 EDGE

S et in New York during one of the worst
blizzards in history, Max Payne will
attempt to combine the strength of a Half-Life-

guality narrative with improvements to the usual
FPS action genre. As the title suggests, Max
Payne will not be a game to compromise on
violence. In fact, Finnish developer Remedy
Entertainment intends to use |t as one of the
game’s major selling points. But, unlike Raven's
hyper-realistic gorefest Soldier of Fortune, the
gun heroics displayed in Max Payne are to be

at least partly conveyed with a balletic artistry
borrowed in no small way from "The Matrix’

The developer has been particularly keen to
show off its own Max-FX technology, which has
resulted in a number of impressive effects. Fire a
gun in a given location and the camera will follow
the bullet to its target. Enter a room full of Mafia
henchmen and the game segues into slow
mation, enabling the player to target his
opponents as they reach for their weapons.
Shells are ejected from the handgun in dramatic
slow-mo while injured enemies writhe in pain.
“0ur technological approach gives the game a
cinematic feel," reveals project leader Petri
Jarvilehto. “However, we realise the engine is
for nothing if the game does not push the
envelope. We are going for action that will have
and impact of a John Woo film."

the power

Much hysteria has surrounded the textures and animation provided
by the MAX-FX software. The flapping trenchcoat is impressive

How much these elements will add to the
overall gameplay will be interesting to see, and
while the plot —which has an undercover
revenge motif — is hardly fresh, the code revealed
s0 far has generated a good deal of anticipation
Fortunately, Remedy is to release versions of its
MaxED level editor, ParticleFX editor and Actor
Fx technology with the game to allow a generous
amount of game modification. Special effects,
level editing, environment mapping and
character generation will all be possible
with this flexible system.

Max Payne and its beautification of killing
will no doubt draw condemnation from some
quarters, yet it may still be a step forward from
miultiple hit locations and the increasingly
realistic representation of internal organs —
beloved of other FPS titles, =

Max Payne includes
three dominant acts
each split into six large
locations. Reme
admits that the plot

is linear, so as to drive
the strong narrative on

‘.‘h
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LENT SCOPE

Jet-piloting terrorists, semi-naked ladies and Tom & Jerry. But can Konami's inspired
coin-op have the same impact in its peripheral-free home form?

‘orpion Dros.

While, with set pieces like the one above, the playability of Silent Scope
isn't open to question, its longevity in the home could prove a problem

Konami has already
built a wide range of
assignments into the
game, but an all-new
Original mode should
extend these further

Format: DC/PS2

Publisher: Konami

Developer; In-house

Release: November

Origin: Japan

f you momentarily blank out the slightly

worrying memory of the Yakuza type
with 100 per cent head shot rate that Edge
came across In one of Tokyo's arcades last
year, and assuming you're not one of the
soclally maladjusted individuals with easy
access to firearms that are currently dragging
videogames into the headlines on the other
sice of the Atiantic, there is much to enjoy with
lightgun titles. Longevity will always be an Issue,
yet the more accomplished examples of the
genre, such as Time Crisis or The House of
the Dead 2, manage 10 retain a high degree
of replayability - someth the majority
yf their peers fail to match

In its coin-op form Silent Scope was one of

es that ranked up there with the fightgun

g that

resuit
the console versions of the game will not come
with a full-sized sniper rifle attached, plastic or
otherwise. Instead, you make do with your trusty
joypad, ang playability appears to have been only
mildly hampered In the peripheral transition. The
|eft shoulder button operates the sniper camera
(which appears at the centre of the screen) while
the right hand side takes care of the bullet
aelivery. It's a compromise that works remarkably
well, though Edge has found the PS2 analogue

Focus on the semi-clad sunbathing
beauties and you pick up a bonus life

controls overly twitchy - although you always
have the option to tweak the sensitivity levels

Also Included In the game is an additional
original option to complement its faithful arcade
conversion. While detalls of the former remain
unconfirmed, the latter offers three modes. Time
Attack has you sniping through all of the game’s
arcade levels, the Shooting Range lets you test
your aiming skills on the unpredictable nature
of watermelon and cardboard targets, while the
Story mode carves a route through the available
ievels. At certain points you get to select your
next assignment, which can be anything from
taking out a crazed pilot in charge of a Harrier
Jump Jet or parachuting into a heavily guarded
mansion under the relative cover of night,
skulking through Bond-esque secret warehouses
{complete with appropriate submarine dock) and
& poolside shoot-out invalving a knife-wielding
duo by the name of Tom and Jerry.

Even with the alternate routes buiit into the
game, Silent Scope's longevity is not necessarily
assured, which is why Edge IS keen to uncover
what Konami has In store for the Qriginal
maode. Expect an update scon

PRESCREEN

While the full-sized
rifle is gone, the
Dreamcast and

P52 analogue sticks
manoeuvre the sights
surprisingly well

35
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Controlling 700-0dd
bhp on a wet track
with all of the assists
off requires sublime
levels of wheel/pedal
fluidity. Best of luck

Format: PC

Publisher: Microprose

Developer: Geoff
Crammond and co

Release: July 28

arigin: UK

GP3

The most anticipated F1 game of recent times is finally assembled and ready
to make its racing debut. Edge takes a final look before the definitive test drive

ffer something unusu.
interesting, some revolutionary ucpect or
manage to be significant In any particular way.
After all, the number of F1 titles to have emerged
n the last 12 months as publishers fall o

sl

rexploitec
maost offering
Instalment. This |s something that has plagLu d
football titles, and Edge's Glu"
cow

I NONINE Qver the previous

to the par
With
this Isn't g Gl
should necessarily be worried about. The third
instalment in Geoff Crammaond's seminal series,

sometn

The blinding spray effect from following another car in the rain is
superbly conveyed (top left). Full damage is an option, of course (main)

it continues where the other two left off

improvin

g every aspect of an already

mplemented
(the dou zloper 'r-:ut the rfack looked too mirror-
hen wet and has hence reduced the

i y balanced
aplomb. The resulting F1 drive is unequalled in
the virtual world, offering the level of J|d\«dbl|l"\,l

n they won't

years between Instalments as Micr
seemingly unconcerned with the
affecting F1 games, is looking to rele
dates. That aside,

OnNRE

appears to have paid off. To borrow the

siogan of that team's sponsor, the future

looks bright for Crammand and crew. [ e

There is no pace car
in GP3 - the option
would have required
an extra set of
dynamics and time
constraints intruded




Format: PC/PlayStation

Publisher: UbiSoft

Peveloper: Frantier

Developments
Belease: August

‘Qrigin: UK

3% EDGE

it's based in a house, a very big house, in the county, but that hasn’t stopped Frontier
Developments turning out some startling space exploration games. Edge journeyed to the
outer reaches of the ga_jaxy aboard the latest title'from the team now working on Elite 4
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The landscapes dis(rla'fed on the PC version are stunning, and
combine real-world terrain with more outlandish fauna and flora

which are amazingly

other —a

Ig shame. Why

)t populate game space with some!

new?" Accordingly, infestation will ne

“We've just gone through a phase of
firstperson shooters which are amazingly
similar to one another. Why not populate
game space with something new?”

it dperson shi

with firstperson
towards exploration. But the
Strong resource-management el2ments
thrown into the mix to provide a strategic
ension to the ac

"There are three colourad crystals

which can be colle

4| fa
e U or

" explaing James

20d to th

ntinues Dixon, who

the depth that
1t DrNgS to the title
"Once you have the ability to mutate
your vehicle you can after it as much
as you like for strategical purposes. If

SUCH a Cf

are inaflying v

otherwise in

the Big Wheel machine

vill safely guide

you /ater hazards

ments-should see the

& pitfalls that have

dogged similar games, such as Red Dog.
itle palled after
lengthy play partly because of the

ESENt code alreagy
communicates the sense of achievement

Suche

title avoid tf

Argonaut’s cerivative

repetitive actic

5 in Frontier Dev

1, which is

nouse . only serves to highlight
the tranguil working environment. But
the company is at pains to stress that

ts remote location doesn’t lead to a




The alien race has no name. Like other Frontier games, such as V2000, the
enemy is identifiable by its looming presence and destructive powers

distancing from the market. "we do
lock at what other people are doing and
would never cut ourselves off from other
influences,” Braben insists. "What irritates
me mare 15 when & developer gets
something nearly right - and don't
get me wrong, this happens to Ls too.”
Accordingly Frontier Developments has
considered the differing markets for the
PC and PlayStation, "More of the resource-
management elements are automated for
PlayStation," confirms Dixon. He maintains
that the game will be more instant and
immediate, though no jess taxing for it.

The structure of the game has ensured
that more than one planet at a time can be
tackled. Cleverly, the warp gates can be
activated by picking up friendly scientists
{lightbulbs hover above their heads when
a new technology has been thought up)
and moving them to operate the star field,
Apart from the training planet and the first
leval; each location will offer the player the
chanoce to warp to several locations,
prevefting the usual linear monotony. All
this ties in with location, so on a Mars-type
planet there will be more red crystals than
blue, on an icy planet more blue than
green. Soyou have ta plan where to
pick up certaln crystals to allow further
exploration. As the game advances you
will even be able to develop the
technology to' mine the crystais.

After taking time out to be
interviewed, Braben shows Edge around
the converted farm which has become his

development home. The working
environment is not as unconventional as
You might expect. Apart fram windows
which look out onto large expanses of
greenbelt and Braben's dog, Gem, which
lurks tentatively under his table (not keen
on journalists, apparently), the scene is
much the same asany development room
the world over. The atmosphere is cordial
and there are clearly benefits to be had
working in suich quiet surrounds, but the
Frontier team needs to expand to
accommodate and tackle the challenges
posed by PlayStation2. “We need talent
to come out here," Braben says. "Response
to recent adverts has been poor.” Agency
work is hardly Edge’s line, though the
chance of working on Frontier
Developments’ most promising and
anticipated title, Eite 4, would seem

an exclting prospect for any coder.

The opportunity of meeting the whole
team leads Frontier neatly onto the
subject of the multiplayer aspects of
Infestation. Admittedly, Edge expected
the typical add-on to the onepiayer
experience, but Braben has clearly put
a lot of thought into the online aimension,
*I think it's really importarit for the future
For me it's a whole new area that we have
to concentrate on, and with Infestation we
wanted it to be fun and batanced.” The
ability of the vehicles to mutate has clearly
allowed for a range of muitiplayer game
styles. Eight are available, ranging from
capture-the-flag arenas to foatball. The

Resource management will spice up the game_;ﬁlady by requiring players to
e

collect differing colours of crystals. Colours wi

pend on the planet type

uosdwo uue :AydesBojoyd

®m David Braben, founder

PRESCREEN |

Merlin Animation

Frontier Developments
has been putting in the
hours to perfect a potentially
revolutionary animation
application. "We've spent a
lot of time out of the limelight,”
acknowledges Braben. “Though
what we can show you privately
is @ huge step ahead of anything
coming out at the moment."
The Merlin Animation System
breaks away from traditional
maotion-capture technology to
bring a previously unimaginable
fluidity and spontaneity to
character movement.
Screenshots can't do the
program justice. The Dalmation
dog featured below not only
walks, sits and wags its tail with
a dynamism which impressed
Edge, but it also responds
intuitively to its immediate
surroundings. Manipulate
the framework cues around the
dog and it follows with an eerie
accuracy, Eyes, mouth and ears
can move independently and
objects, such as a bouncing ball,
can be ‘perceived’ and followed
by the animal. Gradients and
obstacles are also responded
to in a mare realistic manner,
which will hopefully put an
end to clumsy ‘wall bouncing
Much has been made of
Sony's Emotion Engine and how,
if at all, this area can be tapped
in the future. Braben sincerely
believes that animation and
facial kinematics are the way
forward. A ‘ghost’ is the word
he uses to describe characters
walking through present game
environments. Expect a future
Edge feature exploring Merlin
Animation and its potential
influence on game development.
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WhoopS of exultation and:eries of despair
while Edge competad in ihe football
discipline were evidence enough of the
game's enjoyment Tackling, scoring iow/
goals for one point and high goals for
two were gll joyously sddictive. Team
tactics even begin‘to emerge afterihe
Initial playground everyane-foliowahe-ball
mentality dies down, allowing
co-operation to enter the equation. Up to
16 piayers can compete in the multiplayer
arenas, and many attributes can be
customised - such as the availabllity of
power-ups and the points reguired for
2 win to suit your particular preference.
Braben will never be content with
churning out derivative material from
his codeshop. He looks to the future
with a great deal of optimism. Would he
give It all up? Perhaps leave coding for
another career path? °I used to think that
| would love tiy go into films," hie confides,
"But what |5 possible, and what we can

do in games, i5 changing and the two are |
becoming evar closer”™ Off the record ]
Braben enthuses about what is going

into the next instalment of his space

epic Sclence fiction fiims and videogames
meeting? Even the nugeets he revealed
10 Edge are cause for a great oeal of

Ry i/

'I‘B:E"'Jlrj _ ¥ . expectancy. The project must femain
g ks Win/ *m' PWever until 2 Fass
. forthcomidg Edge feature. A

On the record, all David Braben is

" . i
-+ willing to divulge is that Elite 4 will N w‘wm
use online technology and will be AR 4 4
“a complete contrast” to what has ™ - " F ? ’ ] h . ShL L
gone before. “The problem I've had in . Yalng B 2 ‘. » y ‘w N
the past,” says Braben, “is talking too U, i o : ¥ UM \ »
much to magazines. That can backfire” e " .. ek ‘ i
There is definitely a feeling among F ‘ [ a N -l
fans that Braben can still improve The pupulat space station 3 . ' . oy ‘,‘ oA g i
upon the original. The problems docking sequence of Elite _ v gl ‘
m‘t with Elite 3, the now defunct Gametek, may not return in Elite 4, i \ . » A 4
and the resultant falling out with an sweeping changes il I ;
co-author lan Bell haven't helped in approach and style | g
J i are expected to usher ", T
*~ “The legal stuff really spoilt it for me,” in a new era. Braben . v
e says Braben, “even though | finally will not be disclosing ) r » i : & \ . 'L*
- won the case last year, which is why | secrets for some time - i i s (¥ v}
haven't gone back to Elite for so long." | “_ r i ! J
i T T .
ff gt ” J ; ¢ F i ? & [ ]
o ; - . ;# _ + " . » # v
# % TR



v The explosions and lighting effects enhance the solidity of the Emironmeﬂs. A great deal of variety is braugi:l to the game by, eventually, providing the.
‘| - player with a uniquely mutatable craft. Weapons and gadgets all have their strategical uses, from simple plasma cannons to stun and limpet mines"
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Mecha, moral choices and the Metal Gear
Solid 2 team feature in this forthcoming
Konami PlayStation2 title. Director Noriaki
Okamura talks through his vision with Edge

| The dramatic encounters between stylised mecha take place above inhabited cities, forcing players to make a series of moral choices to prevent collateral
damage. Visually, ZoE is a melange of influences, from the unique designs of Yoji Shinkawa to more conventional anime, such as the ‘Gundam’ series

mid the glare of publicity
m surrounding Metal Gear Solid 2
at E3 in May, one of the few

other titles to impress on PlayStation2
was another Konami game, Zone of the
Enders. Perhaps this should come as no
surprise considering the involvement of
key MGS players Hideo Kojima and Yoiji
Shinkawa. And given the long and fruitful
associations of mecha anime and the
Japanese videogame industry, it is also
unsurprising that the game features
giant humanoid robots. Noriaki
Okamura, director and scenario

writer on the title, explains the cultural
significance of the stylised automata:
"Mecha are an important part of

Japanese culture, like samurai, or
cowboys to Americans. ZoE s certainly
a great illustration of this Japanese
mechanical culture with a strong

taste of Japanese animation,”

As well as the MGS stalwarts on the
ZOE team - Kojima-san is producer and
Shinkawa-san is mechanical designer -
Konami has blended together peopile
with an impressive array of
backgrounds. "It is possible to divide
my team into three groups,” explains
Okamura-san. "About a third of the team
comes from Japanese animation. These
people are very skilled and most of the
projects they've worked on are very
famous ('Gundam’, ‘Studio Gibli’, etc),

“Mecha are an important part

of Japanese culture, like samurai,
or cowboys to Americans. ZoE is
certainly a great illustration of this”

EDGE 15



“The ultimate goal for me would be to write
a game scenario which will make people
cry through intense emotions. Iif | managed
that, | would be the best in this industry”

4 46 EDGE

Another third has worked in the
videogame industry for a long time,
while the remaining group Includes
people from a number of very different
backgrounds, including the Japanese
space agency, NASDA."

Ostensibly a mecha action game,
ZoE attempts to set itself apart from the
rest of the pack by placing an absorbing
storyline at the heart of the gameplay,
rather than just tacking it on to provide
some rationale for combat. “In standard
games you complete a stage and then
you have a cinematic cut-scene,
followed by the next stage. in such
a case, | prefer to skip the action parts
and watch the scenario,” continues
Okamura-san. “In ZoE | want to take
another approach, in which the player
is totally immersed in the scenario
According to the player's choices, the
story changes In realtime." He goes on

to describe the three main protagonists:
Leo Stenbuck, a 14-year-old boy who is
thrust by circumstance into piloting his
mecha in the defence of Jupiter-orbiting
space colony Antilia; his main adversary,
Viola; and Celvice Klein, a supporting
character for Leo

“This very tense human drama is
taking place in a space colony: a little
oasis of life in the cold emptiness of
space,” explains the director. "Moreover,
war is going on and people are fighting
with gigantic robots in this fragile
environment. As you can imagine, every
move or attack that you make with your
robot causes destruction around you. If
using a bomb will destroy your enemy,
what about the city? | would like the
player to think about every action he
will take.” While some mecha have weak
points that make it easier to minimise
civilian casualties - notably the cockpit
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of piloted mecha - this is not always
the case, imposing constraints upon
the tactics used in any bout of combat.
Antilia consists of a long, circular
strip that Leo can traverse by air.
Scattered about its surface are a
number of towns and other locations
that are represented in greater detail,
Throughout the game, players will have
to make moral choices about exploring
the map, as Okamura-san elaborates:
“The player can travel freely. He may
prefer to go to a location because he
knows a secret item Is present there.
But the scenario will also require the
player to address emergencies. 50 he
will have to face a dilemma: if he goes
to confront the enemy he may not get
the item, but if he does go to get it,
the town may be entirely destroyed.
According to these choices, the story
will take on a different aspect. | want the

The proliferation of mecha-based
videogames have so far been unable

to capture the human drama that is the
hallmark of their anime counterparts.
Okamura-san wants ZoE to be

erent

player to experience the world he has
entered. So, | would like him to really
understand what he is doing and to face
difficuit choices. Protecting lives is not
that simple. Zok will have a single story
but a very flexible way to experience it.
The player is part of ZoE's human drama,
so he will have significant consequences
on the way the scenario develops.”
Combat is reminiscent of a 3D
beat ‘'em up. Although nothing has been
decided yet, the possibility of including
a twoplayer versus mode is being
considered. The mecha's primary
weapons are controlled by one button,
at both short and long ranges, while
another shoots secondary weapons,
which can be customised. A third button
Is used in combination with the other
two to produce special moves. Despite
the similarities to games like Virtual On,
it Is Intended that the combat will be

1 sAyd mﬂt“uqd

Weapons will be automatically selected according to the distance
between mecha, and there are a number of special attacks




Improved rendering and better textures are on the way, but Okamura-san sees lavish graphics merely as a means to an end: “I think there is a way to
express emotion through polygons. The scenario supports the visual side of the game, but as emotions flow with the game the cold polygons disappear”




much more accessible, and a dynamic
camera will make novice mecha pilots
feel much more at home. Indeed, as
Okamura-san reveals, this was a crucial
Issue for the game'’s producer: "Kojima-
san told me he does not want to make
such mecha games because he does
not feel comfortable with the issue
of camera angles. He added that if
he cannot enjoy the game, he would
terminate the project! The game should
be enjoyed by a large audience, so | had
to study a system which will be easily
understood by light users.” The method
decided upon consists of an automatic
lock-on system, with the camera
switching if necessary to keep the
player’s adversaries on screen. In
the case of bouts with muitiple enemies,
the player can revert to a lock on button
for a greater degree of control

Given that part of the team is
drawn from the world of mecha anime,
it is to be expected that graphics are
impressive. “From the very beginning,
| wanted t0 make a Japanese animation
game,” stresses the director. “This was
my fundamental idea. There are no
motion captures in the game. All
movements have been studied and
reproduced in 3D by the same artists
that have worked on major animation
series or movies. So when you look at
the game in motion, you will easily
recognise the Japanese animation
aesthetic by the movements and'the
camera angles. It is quite a similar
process to that on Metal Gear Solid,
which is why the game possesses such
a cinematic visual impact” Mecha are
constructed from around 3,000
polygons, and Okamura-san is optimistic
that there will be up to ten onscreénat

movement will widen the appeal of ZoE

‘ Kojima-san hopes that fluid camera

military atmosphere, 50 he had to work
within constraints. For ZoE we let him to
do what he wanted to do. And the
results are gorgeous.”

Whether the pedigrea of Shinkawa-
san s enough40extend the appeal of
20E to casual European gamers remains
to be seen, but by ayempting to attract
support for the game from beyond the
hardcore of mecha fans, Konami may

“When you look at the game in motion, you
will easily recognise the Japanese animation
aesthetic by the movements and the camera
angles. It is quite a similar process to MGS”

any one time. Background detail will
include traffic. However, not everything
Is finished yet. "In fact, there are many
elements and effects to add,” he
elaborates. "The final version will e
quite different and will feature betier
rendering, better textures, better |
shadings.” Yoji Shinkawa's involvement
has no doubt also helped, as Okamura-
san enthuses; "On Metal Gear Solid 1 &
2, he delivered a very realistic design
style but MGS is based on a realistic

invite'more widespread support for this
hitherto esoteric genre. In the context
of thepaucity of games that fulfil the
hyp@ Surrounding the much-vaunted
Em@tion Engine, Okamura-san's bold
attampt to place ethics at the heart of
the game experience deserves notice
"The Ultimate goal for me would be to
write'a game scenario which will make
people cry through intense emotions
If | managed that, | would be the
best In this industry.”

PRESCREEN FOCUS

Some mecha feature Achilles-like chinks in their armour, allowing
them to be taken out swiftly and with minimal harm to bystanders
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riterion’s star has nsen in the east, twinkling in the

green and blue activity lights of PlayStation2. With

the videogame industry scrabbling around inside
Sony's new box of tricks, bamboozled by its complexity, the
middleware tools that Criterion makes seem to have come of
age. An off-the-shelf 3D engine that's cumrently in its third
incarnation, Rendenware has celebrated its newfound appeal
with two fresh products spun from the core code, Rendenvision
and Renderengine, and some new additions to its central product

Where once developers shied away from the prospect of using

bought-in technology, the sheer horsepower of PlayStation2 —
coupled with the problems in harnessing it — has caused a
reappraisal of the situation by the game industry. As Criterion MD
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W Neil Manners, artist, Stunt Squad

The torus (top) demonstrates auto surface
refinement, a new feature in Renderware,
introducing extra polys as objects approach
the camera. An aspect of the Rendervision
middleware component is its 2D handling
capacity (above), which zooms, stretches
and manipulates flat imagery with ease

B Ed Hayden, artist, Stunt Squad

CRITERION'S CREATIONS

David Lau-Kee puts it: “There's a lot of stuff, an awful
lot of stuff that's in development using Rendenware”
It is no longer seen as a hindrance, but as a help.

“The whole issue is that without these tools, without
the help, without the middleware, what are you going
to do? How are you going to do it?" quizzes Lau-Kee.
“As a developer you have to make a fundamental choice
about whether you want to produce a great game that
people love, or whether you want to play around with
technology. That's what it's coming down to these days”

That does not mean, however, that the days of the
coder are numbered. Far from it. “We've been thinking
about putting Renderware out with a big label on the
front saying 'some programming required’. Unless you're
capable of getting in there and using your skills and
creativity, from a programming perspective, it's not
going to work,” he explains. “The performance
scepticism has gone away a great deal,” he adds,
“though there continues to be a need to educate
people about best practice. Our efforts these days
are more focused in terms of working with developers,
explaining to them how things work in certain ways”

Having to deal with over-ambitious developers can
hold its problems, too. “Fundamentally, if you want
something that's got ten gigs of textures in it,
something’s got to give. Either you're going to take a
performance hit because you're swapping textures up
and down, or you're going to have to cut down on the
size of them,” Lau-Kee points out. "Yet to an extent we
carry some of the responsibility and some of the blame
for them not being able to do it because of the basic
parameters of the platform?

Lau-Kee is keen to convey the message that the
ever-growing Renderware suite of products are purely
enablers, tools with which to fashion better games.
“You'll be able to produce a range of games quite
straightforwardly using it. But you will also want the
flexibility to get in there and change things,” he says.

“I's the same thing as the Quake engine: having the
Quake engine doesn't mean you're going to come up
with a great game — it means certain things will work for
you, and you can focus what it doesn't provide for you,
because that's the creative aspect to it”

As for PlayStation2's tangled technical web, Lau-Kee
is surprisingly modest about the benefits Criterion offers.
“There are lots of smart people out there, they/ll get their
heads around it. The question is, do you want themto .
be spending all their time getting their heads around it”
And that is the real core of what middleware is all about.
He illustrates this by explaining that: “You could have
someone who's a real spedalist on the vector units,
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Renderware at work (from top): a cartoon-
style character with flat colour use; a cube
rendered to a texture, then projected on to
geometry (through Criterion’s ‘PowerPipe’);
a selection of reflection-mapped fish; and
streaming video projected upon geometry
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conceptual work mgeling. The
cmnpmn‘l is adaptable to any form
of visual representation (above)

B Peter Lake, artist, Stunt Squad

Criterion’s next game project, Stunt Squad,
is shown here (top) in its Rendervision
incarnation on PS2, and in its 3D Studio
Max incarnation (centre). The ease of
getting nmethingsup and running from

and somebody else who's a real spedalist on DMA —
how to orchestrate things. To expect one person to

know all those areas hugely intimately, the way they
could with previous systems, is expedting too much”

Although strongly allied to Sony at the moment,
Renderware is dearly a platform-independent app,
having already been used in Criterion’s own Dreamcast
titles TrickStyle and Deep Fighter. “Our stance is that
we're interested in working with game developers. We
find ourselves tied more to them and what they want
from us, than we are to a particular format,” Lau-Kee
elaborates, “If there's a lot of pressure
for us to be moving in a particular direction because
that's what our customer base wants — it's down to
us to give them what they want

As Lau-Kee reels through the current three hot
properties on videogaming's Monopoly board — PS2,
X-Box and Dolphin - it seems dlear that those
customers have already submitted a few requests,
but he refuses to be drawn on any specific deals,
saying only that: “Other platforms are really interesting
to us” Aside from PS2 TOOL dev kits (sat in steel cages
bolted to the office floor. “They're $20,000 a time, and
that's only the deposit”), there are other curious,
nameless boxes dotted around Criterion’s building.
Something is afoot, Watson...

With the core product proving its use anew each
day, the potential is there for Rendenware to be spun
into further areas of development. “Renderware allows
us to produce ever more sophisticated and useful tools
— and Rendenvision is an example of that,” Lau-Kee
points out. “There are some other things that are vitally
important in a game — audio, maybe the physics stuff,
the networking stuff. Anything we can do to produce
power tools is a good thing.

“And so yes, you will see more and more
integration and better coexistence between our set
of products and other technologies that either we
don't show you directly ourselves or other people
don't show. You'll see the whole thing coming together”

Criterion Technologies has come a long way in the
last few years, as has its sister game studio, not least
in understanding its position in the grand scheme of
things. “The great technology is the beginning of the
process, rather than being the end of the process like
it was five or six years ago,” smiles Lau-Kee. “We leamt
a lot along the way about how to dispense with our
arrogance that we could do everything and to
understand that we're just part of the puzzle. Our job
is to produce things that allow other people to do
their thing. The time is right for it to happen’” E
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a videogame, but developer Blade
iresenting the whole of planet Earth
.of the team busy playing God

Format: PlayStation2

Publisher: TBC Vanis
Developer: Blade Int I 'fJ;;J]r:i*ll.fi':.l;l‘....'
Release: THC ' h:.“llhii‘l
Origin: UK il

56 EDGE



dge readers will be only too familiar with the
- grandiloquent boasts of developers who claim to be
pushing back the frontiers of technology, defining new

genres and modes of gameplay in the process. The frequency with
which such assertions founder under scrutiny seems not to deter
the next pretender in line, Every so often, though, closer
examination can bear extraordinary fruit. Elixir's Repubiic is a
classic example based on its E3 reception, not least because of
the scepticism it provoked when t made its debut in these pages:

In light of the weak performance of software for PlayStation2
since its launch in Japan, It s difficult not to be sceptical when
presentad with the concept of a game for the console that
features a representation of the entirety of planet earth—all 2.2
trillion polygons of it, In game form. Especially when it originates
from a little known codeshop in Manchester. But it is now the
turn of Blade Interactive's G-Surfers to endure rigorous analysis.

Blade was set up some 18 months ago with the specific aim
of developing next generation titles. Having cut its teeth on the
well-received PlayStation title Warid Championship Snooker,
published by Codemasters, the team Is now free to do just
that. Edge spoke to managing director Debbie Jones, as well as
development director Gary Leach, R&D director Huw Lioyd, and
game designer and programmer Mike Singleton. The majority of
the team —which boasts several physics PhDs - worked on the
aforementioned snooker title, but it is Singleton who is most likaly
to be known to Edge readers familiar with such titles as Lords of
Midnight, released in 1984 for the ZX Spectrum, and Midwinter

Singieton's vast experience has not, however, deterred the
team from the apparent folty of attempting to include the whoie of
the planet in one game. Ostensibly a futuristic racing game akin to
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In Free Flight mode (top) players are free to tour
the planet, viewing landmark buildings such as

St Paul’s. During races (centre and above) the onus
is on staying on the track and passing waypoints
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0N such an approach, but Blade is among the firs!

St mmmmw

) Draw distances are another impressive aspect of the
“code, with the current engine supporting views of
82km. Objects In the distance are initially composed
of polygons, but as the camera nears them this
ber gradually increases, with breathtaking resuits

iting the detail right

ise of satellite data enables the engine to produce
lographically sound representation of the Earth.

S keen to point out that this resulis in even

2 'sann 2l 2.2 trillion pdy@nsofit

seems to be making good ground. "Fundamentally
it's done on a block-by-block basis,” outlines Leach,

Although the g describing the generation of a deformable mesh' il 8inspiring vistas: “When you fly through London
mm he fir that lies at the heart of the engine. “HUW's system fi i se¢ the Thames, you'll see the landmark
courses, The d 5 I Benefates a list of block stats we want to mesh out, fings lie the Houses of Parliament We'd be

ich |/ 8 Lintil 3000 if we did every last bullding | mean,

aids have also yett 8" and then we have a core vector unit routine
: ' 5ts through them and takes four high pa
gh interpolation we generate L

the planetary scale is impossible. What you can
though, is take raw data as to the footprint size

""" of the city and the building types within that, and then
procedurally generate them along road systems. The
road systems that run through the cities are the real
road systems, and the procedural planting of buildings
plants them along the road network. What we did was
to take a load of accurate data — which are height
points on the planet’s surface — and Huw then
produced an engina which interpolates those and

Surprisingly, the team does f
@ hard drive to provide its &
“To a limited extent we can
by storing a list of defo

Debbie Jones m
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"One fact that | worked out the :ﬁ;ﬁayﬁ says Lloyd,
“is that if you exported the meshif@xtures and put it
on CDs in jewel cases and stacked It, it would be a
kilometre-and-a-half high. it's the sort of game that
you can either ship in a box that's the cube root
of a kilometre and a half or you can come up with
it procedurally. So we decided on the obvious route.”

Putting miles on the engine

It is, therefore, easy to see why Blade won't be

confining such endeavour to just one game, or Indeed

a single planet. "The engine is not just designed for G-.lm
Surfers,” Lioyd continues. "It's designed for an o } Jl!lif
series of games of which G-Surfers is one of the i
to take advantage." jones is more sanguine: ‘Nomdy S

 this in terms of scale and \HM Developing for PlayStation2 presented its own set
it's an experience in ftself, because we now have | of problems, too, though Blade was well placed to take
reign to design perfect gameplay of tracksin a y advantage of the expefience of Singleton and the
realworld environment. But | mean the ﬂe:uwu of the youthful enthusiasm of Leach. *To get the best out of

landscapes - it can actually go out aimost 10 planetan it you need to not just be an assembly language coder,

scale, miies above the surface, and 200 but you need to love assembly language coding,”

actual surface - Is stunning, so to do argues Leach. “Because you've got these two

future space trading game or sal b,;; o | sire _ on in the vector unit model; you've got

where you're actually visiting lanets 5 /& them and you've got to be thinking all ﬁﬁ ifitf

We car produce reaitime (angs 1 0 L the VeCtors. You've got to

50 you can fiy to the surfac : grammlng, but the

particular world is like and | 2

different criteria for the creatiol 3

to mention other bodies in the solar . ontrolIhat's not going to get you much ol
Perhaps with this in mind, objects t } hinking In terms of DMA listings,

using the engine are given a ‘birthday’ - ’ s You know, the kind of stuff

you place an object, as well as deciding its p » ' ymiga and ST." Singleton

and size it's also fairly easy to give it a birthday, has justdone C

as the clock winds forwards, as you're rendering thes

objects you check their birthday. So if it's a tre)

help. The
imple, though in

Mike Singleton =

bigger, for example,” explains Lioyd. Another example,
which is perhaps more appropriate for a space trading
game as mentioned above, is @ population centre that
can vary in size over time.

The course of G-Surfers’ development has seen
several unforeseen obstacles overcome, standing the
team in good stead for future fterations of the engine.
"0one of the things that we've been spending quite a
lot of time looking at : ra‘sakxalsmﬁfmm
the classic 3D render| '
processes, prerendered
been going through that warking out what we ¢
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struggling witnh a little bit is memory on the PSZ, which
is not overly fast. So we're having to put guite a lot of
fime into some sophisticated memory management
systems.” AS a result the team remains open-minded
about developing for other platfarms. TThe things
we're doi ng at me momentarestmmgmmaﬁy =1 i
tana R

doing what we want to do for th

it rr:akes no sense at all to stick to

platforms quite easily, "The core of the technology
has been developed on the PC, and one of the
feedback processes that we have Is hat Huw puts
together a nice bit of code and {'will redesign it so
8 COMe Dack witl] something that wotks well on the
" explains {Bach "We have about 50 per cent of
coﬂe completely pontable, ang i really doesn't
hake any difference what maghine you're running it
BN, and then ten per cent - like the vector unit stuff -
D 10usly that's not portabie, you'd need to rewrite
i3t for any other platform.” Though Jones is keen
Stress that Blade will not be responsible for any
hortcuts taken should G-Surfers be ported to any
eI next-generation platforms

e gameplay/graphics balance

o ically / | other area in which Blade Is getermined not to
kit A/ SEORIRPNICANY & B anymortcms:sgameptayasLealeams
RTEVSS I SOl Unberesting chieihen r ough It sounds iike we 8 pUtting everything into
technology behind it, g0t about half of the
fmen the technology andhalftha team or the

e, and they're more or [ess going independently
We've got to the stagﬂmww s heading up

{
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PRESCREEN FQCUS

the game side, and he can be without reference to
what we're doing vis-4-vis adding new features to
the game and stuff. So while Huw and 1 are really
pushing this technoiogy, the rest of the game is being
- ¥ developed alongside of it.” Singleton's se_!_asoneq il
. : wisdom will no doubt help “There are @ lot of similar
elements to my previous work — particularly something
like Migwinter,” he explains. "We had a hu:ga 'r'a'nge of |
vehicles in that, ranging from submarines, through tol 1))
tariks and planes. All of that requires pseudo physics
inorder for it to feel right, not necessarily to be right.
It’s the gameplay feel of it. it's fictional physics, if you RS o

mwsmm m!m;ms you sl into

Thls iliumh; Ille pro:edural
generation nf the wireframe mesh that makes
up the landscape. Based on actual satellite data,
distant n‘!,?eds are constructed from a small
number ygons, with this amumlncmasing
:.T t|;i‘he objeci mwm;ler to the fore feah.m

ough to accurate n
authensu'.l:: "I:Is!f:ﬁd rivers, unfortunately you :
able to fly over your own house, but
ildings will feahlte in the game

stop and
available,
itis also pi her vehicies &
iC through diligent exploration.

s undoubtedly an impressive advert fur
.thefscmﬂeaj capability of PlayStation2, and will serve
as a wake-upicall to developers who persist in treating
the console as a mere Upgrade of its 32blt precursor.
But gamers will judge the title on gameplay alone —
and this factor |s still very much a work in progress,
Accerding to Singleton, “the latest revision was to try
and exaggerate the rollercoaster feel of It, but most
people think we've gone too far in that direction

SO We're going to have totane it down again.” i
Apparently people were getting gueasy. ljIE
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Forget sheds on grimy industrial estates,
EA Europe's new ‘daylight and latte’
studio complex is a breath of fresh
air. Edge paid a visit to the ‘campus’

i to see what all the fuss is all about

MU OO | 0 8 3)

rersptsed S T

! i nhummrmm s i J'I ' Illﬂ 0- ?
m’ﬂlk! LRI TRTTIT™
Is; - : . : s hidli




« company had a problem. It was
the bjggest, but was itithe p
wherethe best people wanted to
work? But, being EA, the sglution
was as Impressive as its domination
of the games industry. Three years
after drawing up a design brief, EA's
sparkling new £20 million European
HQ Is now officially open. And it
|ocks more like.a bonus that
appears at the end of Wright's
SimCity 3000 than anything from
his people simulator.

ce

New way to work

While the address of the new

of the steel and gla
the wooden decking give it a slightly
nautical feel. Two 50-foot panels can
even be rolled out to allow access
to a man-made lake that runs the
length of the buliding. Designed by
Britain's pre-eminent architect and
the man behind the new Wembley
Stadium, Lord Norman Foster, the

Structure and
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Shades o

the lawist

dentye suround
20m construction

The company games area
(right) encourages employees

4 6 EDGE

ndulge in play even when
= away from their desks

4 refreshing seeing the two cultures

mix for the first time. “Sometimes

he wears a dog collar,” remarks

one exec, pointing out a particularly
gothically inspired coder. She almost
seems impressed.

Building for growth

“0ur success is about our people.

| can't think of another industry
where you are totally dependent
Lpon the minds of the people who
waork for vou,” explains EA Europe’s
MO David Gardner, or ‘DG’ as he is
known to the employees. And yes,
even he is the proud possessor of
a standard cubicle without window
view - although he will admit to
having the best flat-screen monitor

{one of the advantages of being

a board member). Yet as he takes
Edge on a guided tour, it's clear that
he's serious about the impact he
expects it to make. “Has the quality
of your work improved since you've
maoved here?” he asks a marketing
man, who's demoing a Japanese PS2
version of FIFA. “Absolutely,” comes
the reply. The only person with a bad
thing to say about the building is
Lord Foster himself. He's annoyed
with the failure of the glue on some
of the Spanish wooden floor tiles.
“They've told me new ones are on
the way,” he apologises. But EA's
staff are enthusiastic about their

new working environment.

The food in the restaurant is
excellent and cheap. There's a shop
selling papers, sweets, toathpaste
and other bits and pieces. Lakeside
barbeques will be organised on
summer Friday evenings. There'sa
software and hardware library (staff
also get ten free EA games a year),
a floodlit five-a-side football pitch,

a coffee bar and the EA-themed
sports bar, [ronically, considefing
EA's reluctance to publish for
Dreamcast, Sega Rally 2 and Virtua
Striker nestle next to a table football
in the games room . "Sega do make
the best arcade games,” Gardner

“This building is about
communication between
individuals and breaking
down barriers between
individuals and teams”
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« concedes. Staff don't even use
cash to make purchases, thanks
to a smart card system that takes
the accumulative monthly amount
directly from their wages.

There's even a system whereby
online orders to the local Waitrose
are delivered in insulated containers
to a dedicated cold storage reom
by 4.30pm t@ ease the burden of
the weekly shop. “I save two hours
a week," says Gardner, before
revealing that he actually spends
the time he saves in the office.

In fact, the only minor problems
with the campus seem to be the
lack of a smoking area for those who
need a nicotine fix and the rejection
of planning permission for a
dormitory for teams during
development crunches. Apart from
that, it's full speed ahead. Plans are
already underway for phase two of
the development, which would see
a mirror-image of the campus
constructed next to the original and
connected by aerial walkways. “This
bullding isn't a symbol of how far
we've come but how far we need
to go. It is a platform for our future”
states Gardner. Predictably EA
expects to have released about
a dozen PS2 titles by Christmas,
including F1 titles currently under
development in Surrey. And while
it's unlikely that the new office
environment will be apparent to
the millions who will strap
themselves into Schumacher's
Ferrari for a videogame spin around
Monaco, it's good to know that EA'S
little computer people are finally
getting sunlight, satisfaction =

and a good cappuccino. ="
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A I I Sega’s latest domestic hardware venture fads
the Ia nCh es her - - a5 the Mega CD, 32X and Satum (respectable
a Wil iave 12-month o i
Start But ust OW muc diid ~ 1t's hard to imagne the compary rassing the capital
or, mate imporantly, the ndustry support to try again.
prOE rg 4 lts Dreamcast Few dispute its dout s a developer of software, and
? no one coudd question its might within the coin-op sector,
e E ge InveStlgates But, even now, the abysmal performance of the Satum in
the west serves to hamper Sega's credibility
From day one, it was clear that the ongmal
PlanyStation ws the superor poly-pushing machine, As
incustry legend has it, the Saturm’s 30 functionality was
bolted on' at a late juncture in its RED stage. Codeshops
weere aghast at its confusing architecture and Sega's
recalcitrant approach to releasing development tools. Sony, by
contrast, made every effort to woo talent. The remander of the
story is the stuff of wdeogaming legend: Sega paid deary for its
v omogance and the PlayStation became the console of choice, waith
Bl satum conversions farmed out 1o jobbing codeshaps paid to port
within restactive timeframes. Is t any wondes, then, that Satum
it WS S0 O ity a pale reflection of s PS equnalent?
On paper, there exsts a second lechnological gap between
Dreamcast and PlayStation?, the latter deary boasting supenor specs.
Inmicall, though, it has been the Japanese debut of PlayStation2 that has
highlighted the Deeamcast’s capabilities; Sega, seelang credibility, is seeng it
conferred by an unusual source. Sow! Calibur, & readers tell Edge over and
e, does not just play better than Tekken Tog Toumament and Street Fighter
EX2, it is techmcally better. it may be the case that PlayStation2 s more powerful
than Dreamcast to the power of %, but who, exacly, has the ability or resources to
exploit that additional horsepower right now?
In many respects, Sega has - no matter how madvertently you may consider it -
stolen Sony's thunder. The leap from sprite-otiented 16bit machines to poly-pushing 32bits
was pronotnced; this curment transition less so. Bar a few high-profile titles, the two things
that separate the majonty of next-generation games from their predecessors are pretty, yet
elementary: higher frame rates and better resolutions. At present there are few industry practitioners
who have the imagination or resources to truly put the extra processing power to any other use.
Dreamcast’s launch software in Japan, as risible as cerain titles may have been to play, was
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EVER DECREASING CIRCLES?

Sony's machine, following more than a year later, has had
less impact as a consequence. For the past year, there has
besn a legion of pundits and hardcore gamers willing, at
the slightest provocation, 10 espouse the inconcesable,
incredible menits of PlayStabon2. The reality, however
impressive in principle, has been mundane to date.
Hewever, as much as Sega may enjoy this mince PR
coup, it will have 1o fight much harder to win subsequent
batties. The first bitch of PlayStation? fitkes may be
More importantly, it has the backing of almost every major
industry player. And, with Microsolt and Nintendo currently
miaking firm plans for their new machines, Sega wilfind it
harder than ever 1o acquire the only thing that will assure
it of & significant market share: great games.

The PC/DC current
‘The fortunes of Dreamycast are symbiotically inked
with those of the PC CD-ROM software market. As the
conversion process from PC to DC is relatvely painless
and can easlly be delegated to low-profile, low-rent teams,
intemal or extemal almost every major publisher has a
back catalogue of solware ready, in effiect, to release.
Apologists perceive this as a masterstroke, while orics —
however sympathwtic 1o Sega they may be - regard it &
gving licence for publishers to dump hallrate, or st jeast
unvefined, PC pods on 1o shedves at fnthe cost

in truth, the ese with which prime PC titles can be
converted 1o Dreamcast could still be the making of Sega’s
machine: Unlike: Sony, which commands support to mval
that enjoyed by Nintendo in its NES heyday, Sega must
prove fself. With the NG4, a number of publishers adopted
a ‘wait and see’ policy ~ and a quick glance at the quality
(and quantity) of thirdparty releases over the years
demonstrates the impact that caution had on the fortunes
of the N64, But, unlike that machine, the Dreamast
doesn't have a highly indnidual’ architecture, f 3 PC
vesrsion of & major title exsts, there can be a DC iteration.
Itis an easy machine to develop for. Even codeshops
warking directly to the mietal - bypassing the oft-derided
WinCE OS - claim that Sega’s console is an eminently
approachable format.

“Having tithes likes Black & White, Half-Life and Quake
M: Arena in its portfolio should greatly benefit Sega. The
PC market has grown immeasurably in sophistication
{although not in retail pedomiance) over recent years.
Being able to tap into a ready sounce of quality tiles is a
considerable bonus. Whether PC games will suit the
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somewhat limited palate of the ‘mainstream’ gamer
femans 1o be seen, but who would confidently bet
against the fikes of Golleon, Hidden & Dangerous of
Grand Prix 3 causing a stir?

in the eyes of the industry, though, conversions don't
represent true commitment. Although Tew would dspute
the quality of firstparty projects lke Shenmue or Somc
programmed spedifically for Dreamcast. it needs its
own Metal Gear Saiid of IS5 ro Bualution - games that
practically enjom the attention of gamers, imespective of
the console fhiat they actually awn. The company needs
pillar titles from high-profile sources of the calibve of
Namo, Capeam and Konami to wholeheartadly
pledge their suppont. To have a publishing behemoth
fike: Elexctronic Arts state 10 the industry - months after
a successful launch, and with continued achievement
Stateside ~ that it is still ‘evaluating the platfor is a
huge blow to Sega’s legitimacy as a console heawweight
i Soul Cafibur, it can daim to have the best fighting garne
on any format, but it needs more than that

Moreover, Sega must make every effort to ensure that
s comerstone online strategy captures the imagination of
the paying public. The basic Dreamcast package i far from
unattractive. For & £200 outlay — sure to fall later this year,
ntimation {o the conlyary — a CONSUMEr FEceives an
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Internet-ready machine at a fraction of the st of an iMac
o mid-fange PC. Although unspectacilay (and occasionally
unwacky), the Dreamicast's browser software is relatively
easy (o use, especially when compared to the intractable,
potentially incomprehensible vaganes of a Windows-basad
PC. But do consumers know that? And &n't theve a real
danges that the massmarket views (and will contime 1o
regaed) the Dreamcast as a toy, rather than a tool?

Sega s backing the Intemet, Sony the burgeoning
DVD formiat. Bath tachics have ther menis and drawbadks.
The key ssue for Sega, though, & how console gamers will
regard online gaming. There is no doubt that the failure 1o
day one has been an embarrassment. To make an ansa of
Interactive entertainment that remains the damain of the
hardcore gamer a key aspect of the Dreamcast mnifesto
and 1o then fall to deliver has been a PR disaster.

The complications of life online
These is the possibility, of course, that Sega is backing the
right horse, but in the wiong race. Online gaming is fraught
wath complications. Edge has no doubt that Sega’s
network will be secure and, compared o PCbased online
gaming fast and relatively easy 1o use. Bit there are more
pressing, endemic issues A 33K modem - o, for that
matter, the: 56K model available n the US — is regarded
by many as being insulficient for action games. It's a widely




held belief that the massmaret has embraced gaming
a5 it has moved away from the abstractions of old. As
technology has improved, games have become miore
‘believable, polshed, approachable. What, then, would ths
-audience make of Quake It Arena figures lunching from
pasnt 10 point during an online deathmatch? Or a racing
game where cars jerk from one paint on the track 1o
another in the biink of an eye?

There: are finandial issues, too. Although the
Dreamcast’s Intemet conmectivity is essentially free!, local
calls aren't Daytime play is prohibitively expensive to all
Dt the hardeore. Off-peak play, though, is rather more
affordable. Conceptually, it compares fivourably with othes
reaeational activities on a pound-or-pound mtio — renting
a video, going to.a club, and so forth. Only a fool would
Should (arid can) Sega join the current stampede to offer
subsaription-based free’ online access or gaming? In
Europe, that would mean sacrificing the cut of call revenue
it cumrently recenves ~ and there's no guarantee that parner
BT will play ball on this ssue before the end of 2000,
Besides, to impress the mainstream audience with its
ploneering online gaming, Sega needs a killes app —and |
Chu Chu Rodkes, despite s chamns, is unlikely to be i

Telephone-sing habits in the UK still differ from those
in the States. As execrable as BT's ET" senies of ads may be.
the undeslying message of its domestic-onented namative 5
rather mone subitle: it's okay to use the telephone, whispers

the telecommunications giant. There ase stil many homes (1

with 2 single telephone. second lines remain the exception, |

rather than the rule. and the st of call & stll pescened 2%

e Dreameast Caniso GG,

Set-mpboum
1t has fong been apparent that the successors to the
PlayStation, Sahum and N64 would harbour aspiiations of
settop box satus. in the gaming marketplace. ‘multimedia’
& a Ramer-esque faux pas; 3 virtual epithet that hardware
manufaciurers are loathe to speak. The mony is that dams

- 3D0and Commodare are practically at the point of fruition

with a new dass of machines. From DVD to basic Intemet
access, telecommunications gadgetry 1o ~ inevtably —
digital TV, the eonceptual has become the copcrete.

So, yes: Dreamcast can go ohline, could otk
admirablywell as a settop bax and can be more than
asmple games console. But could it be that Sega has
forgotten the wisdom behind the Trojan Horse prermise?
A5 Cedilion asserts in his Edge inteniew (see p76),

Sega Europe 15 not obsessed with market shane, But i its
onfine gaming and other Intemet-relted strategies are 1o
flotush, the company needs a broader consumer base.
The amval of Resident Ewil: Code Vernnico saw an upsurge
in Drearnst softwanre sales. Such high-profile titles are
vital. The launch of Sega's onfine garning strategy this year
will harclly harm the Drsamcast's foftunes. But there are no
guasantess that the wades rarket will pay or, ndesd, play -
while kite, the senice could, paradorically, be to early,

Sega daims that a quarter of a millon Eusopesn users
have regstered for the Dream Amna senvice:. This figure
begs the question: why have the remaining 500,000-phs

|| wp for Dream Arena is something that users do the very
| fist e they conned fo Sega's senice. How many of

ahd Gane

MEre tha aisiniple Ea[ries Console. . .
broader consumer base//

expensive. So where can the market that Sega is targeting
' be found? Will gamers still iving at home with their parents
be allowed to dominate the home phone fine? Is it llely
that the average parerit will pay the premium to BT fara
second line and the additional quarterly rental fee? Will 20-
somethings in shared, rented accommiodation do likewise?
Pror to the amval of broadband technology, these issues
matter. Theve & a danger that aries of ‘get off the bloady
phone’ will drown out Sega's invitation to play online.
Adding to these questions, what of Sega's
Lndesstandable desie 1o capitalise on the sconvmence
potential of Dreamcast? At present, Dream Arena (the fed
oniine portal where all Dreamcast users begin after dial-up)
offers precous litle content and features. Prior 1o its
forthcoming relaunch, it s eminently unexciting. Sega’s
belief that it can compete with other portals and the aeam
of ecommerce is bound 1o dicit cynicism from bath sides
of the commercial fence. Few would doubt the company's
ability to fiog videogame related paraphemalia, bt beyond
that, Sega’s expertise i unproven. A careful choics of
partners in such a verture would help, but it ts debatable
that thete are enough customers au fait with online
shopping at present to support healthy balance sheets ~
having two pokets to fill may have a deleterious effect
mﬁga’sdﬂiybbeomwﬂh&ﬂuhwn
objective. ecommence is both desirable and practical. But it
won't become i pillar of Sega Europe’s business ovemight.

the 250,000 are connecting regularly? Eves: the PC market
in Europe stil kacks & subscription-based online game with
a regular user base in six figures. Is there any evidence to
suggest that Dreamcast owners wall embrace online
gaming more readily?

It may sound obvous, but games are the key o
Oreameast’s future. The software industry & surprsingly
pafitical. Sony, the master of spin, commands a high level
of approval from the development community. Conversely,
Sega's stock s not high. its hardcore exponernts are
voaferous, but are outnumbered by those who bang the
PlayStation drum. While the Dreamcast hardware brings

in tesmms of developer and publisher support. Sony
holds the aces. Nimtendao's firstpanty softwarne & the best
in the wordd, while %-Bax — st an ethersal amalgam of
tech specs, corporate bluster and whemsical punditry - has
the weight of the Micosoft empire behind it Sega, granted,
15 not without ifs resources, but even competing head to
head with Sony & an enomious tral. How, then, will it
cope with the Dolphin and X-Box snapping at its heek?
Sega must recapture the guenilla mentality that fypified! its
powerful assault on Nimtende's pre-eminence during the
16bit era. it must organize a strategy 1o take its online
gaming ideal to the masses. Drsamcast must be
established as a genuine fore throughout the rest
of 2000: Next year wall probably be too late.
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Sega in the eyes of the industry

Back i the days of the Saum the development community complained of Sega’s attitude, decamping 1o Somy's new
way of doing things Edge palled a selection of industry figures in order to pet an idea of how Sega is now perceved

2 Dreamcast is om a echnical par with the PlayStation2

0 20 up against Sony
Billy Thomson

They don't return phone calls or emails, and they don’t market their games properly.

Jaz San, chief pxacytive (fficer A

The Dreamcast is to games what the
arcades were to entartainment

loyalty
IS not an issue: Dreamcast will be dropped by the

Chris Satchell, techiical manas
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EVER DECREASING CIRCLES?

Edge: 74, though criticised by hardcore gamess, s a
brand that the mamnstream has tuly embraced. t's

thy that i's vastly supenior /55 sesies, ladiing
an afficial icence, can barely compete in Europe. Football
games are important in the Furopean market, What is
Sega doing to address the non-appearance of AFT
JFC: We started research in lanuary and we spoke to
hundreds of people, fans and players, and we ame up
wath & ‘best football game in the workd’ concept We've
given it Yo our studios in Japan and we're working on
it But | can't say any more than that.
Edge: Opinions have been expressed that Sega's
problesns in lapan and Europe. .
JFC: In Europe? | have never heard that. | spoke to
three joumalists kst week who asked about how did | feel
-about the troubles in Japan, given our success in Europe.

Market share? Who cares
Edge: Sega’s showing at E3 was, even in the opinion
of pro-Sany, Microsoft and Nintendo quanters, rathes
impressive. The quality of certain ttles was unquestionable.
Even so, many observers, proltessional or othenwise, are
expressing the view that PlayStation2 wall arive this
‘auturnn, and vastly outperform Dreamcast.
JFC: They won't Tm trying to get Sexza Europe o4t of
thes mfemial kogic. Look, My not hese to <ay; "Look! More
market sharel” m absokeely totally uninterested by this.
I¥'s better for Sega to find ifs own market. its market might
be hall a millon year one, two milion year twa, three
million year three, eight milbon year fve, and then
collapse, I'm nat here for that.

Offine gaming business s not what we ane here
foor. We are here for offfine gaming, but we ane also here
1o develop anline gaming and the Intemet side of the
business, That will takee a few years. Dream Arena is not
2 subsidiary of Sega Eurape. it's  whole new company.
It's another Sega Europe, if you fike, which will fly on wings
and develop its ovn business. This 1 so important for us.

Titell you another thing: | have a huge respect for
Sony, but their perfarmance is not as good as expected. Is
Tekken Tog better than Soul Cafibur? Mo, it's not better. Are
they going to have enough units to do a million in Europe:
day one? No, they are niot. How many ane they going to
get in the UK before Chitstmas? Maybe 150,000 or
200,000 In Europe, they'll have no more than 750,000 to
800,000 before Clhistmas. And that's no better than we
did last year. Are they going 1o go online? No, not yet Will
they have DVD? Yes. Wil they have mone marketing
money? Yes, five tmes more than Sega. Tm not here flex
my musdes. If's not what the ssue & The ssue s what is
mmy market? | have to know ths i fm going 1o capture
every consumes i thes market and make it valuable i

4 i EDGE

Iget 5 mmﬂhnﬂaﬂulhﬂgﬂ
75 per cent, | don't care IY's not abiout miarket share.
That's not what Tm hese foc

T'm here to develop new busmesses and find new
Tennis coming out in Septembes; which & fantastic. Of
course, they are amanng games. Theyre not fike tiple-A.
they're quadniple-A. This will demonstrate that the 128bit
Dreamecast is as good as the other ane, the PS2. On this
ane there’s a draw. In temms of units, we're going 1o get
more than them because we're in year o and they.
are just baunching

Bt what matersfor Sony s he long term They wart
to shift 60 million PlayStation2s worldwide over the next
three ar four years. That's their long tem. To promiote their
DVDs, their video, their music ~ this s their srategy. This

e market for s LOHaYS

the COMPEttiorn toda IS ng i
RS, tsnoll it &sﬂirf >safyeits

gy poric

s what matiers fo them. The market for us today & not
simply the gaming market, the competition tiday s not
PlayStationZ versus Dreamcast For us, s AOL it's
Fraesenve. ifs any poital which s going for entertainenent
You eant settle for one market any more. You Gan!t just
thyowy st 2t the wall and what sticks, stcks any mone
Youw'we got toymake sure that this sticks on this wall, that
sticks on that wall, and ths is why 'm totally cool about
# all We react, v resoibve and we move on.
Edge: But wouldn't you agree that 'offine’ soltware s
still tremendously imporiant? And that it &, in effect, Segals
foot in the door — that the onfine aspects of Drsamcast
won't take off if the market doesn't appreciate the
JFC Of course itls. Coritent has always besn what
rokes Sega great

Selling dream games
Edge: But at the moment Sega's performance in the
software charts is not fantastic, is 7 [Af the time of writing
Charflrack's weekly breakdonn of ‘software by fomat
sales put Dreamicast behind the N64 - itself lagging behind
the Game Boy and, up front, the PlayStation]

JFC: it's an issue of mstalled base. The charts? | don't care,
When we have several million — no, it's not the s -
0, what do | do? Spend £100,000 more on television this
wekend? Who reads the chars? Twelve guys! Why do |
want to spend miney o please them? I'm spending
money to develop my marketplace,

The markst 5 moving. | mowe wath the market if |
can shift 50,000 units, but | lose a million pounds, f'm
nof going i do that— wisy should 11 This & my atfituce,
as otherase in the first two years you becorme suicidal
Edge: Malang ecommerce an infegral part of your strategy
— via Dream Arena - is completely understandable, but
isn't there & danger that a farge part of your market simply
wor't be able to use it? Draamcast owners urider the age
d!&hmﬂmfa\md!miﬁemm
mﬁmnmiuﬁuaﬂm;hpmdh
market, the Christmas marke, is under 18 - a huge part

+ ofthe nwhatnhntwyhmmawbm

them. We will. There are ways.

1/

Edge: One prblem onfine portals have to struggle with
is how ta position their content in an aditorial sence. The
languege of the hardcore games, after all. is not that

of the auntie going onfine to buy a Christmas present.
IFC: | don't think we are miarketing from seven o

77 years old. Maybe in five years, but not inday Sega s
such a heawy brand to cany) Sega has such a history; Sega
& thes cutting-edge thing. | don't want to be daing iike this
brand, tht brand — it & Sega. s not fike Sony.

1 don't know: Nintendo i very kids-onented. For my
kics, fve had to spend a fortune an Fokémon, You can tel
fmy colleagues in Nintendo Evrope that | spend a fortune.
My kids are miad on Fokémon, they have a roomiul of
Pokémon. Great job. But its not Sega. &t could be Sega, but
it eould be another compaty doing that sort of stufl. But in
terms of bringing content to Dreamn Arena, f'm not sure
that my market is seven o 77 We'ne going o be using the
Segga brand, but 1 don't think that going full spesd all cver
the place is the ight thing o do.

The resorrces that | have are not unlimited. I'm not
going fo throw awsy millions of pounds this Christrmas
of getting aunties to visit. And | don't think they are
FOing o visit just yet. anyway,

Edge: Arsenal, the Premiership team that you sponsor, was
nferup i wo competitions kst season. Would you be
satsfied with 3 similar performance fos Dreamcast?

IFC: Second out of 20, you are happy; second out of four -
thesre were nevat four before | might be third or fourth for
onfine gaming, wiich | eally doct | wall be. actualy. ¥ fm
sexond 1o PlayStation offine and second to ADL in Tntemet
access, second to EA in online gaming .  f'm second in
four or five markets, am 12 loser o 3 depraty winner?
Edge: And, finally, what of X-Box)

JFC | think Microsoft are now contemplating the reality
which & the business model of the offine gaming industry
as we knew it But it has changed in tenms of its economic
structure. That is where they are now — and they won't

Their success will depend on the market they want
to) resach | have established my market — | know where
I want to go. And we: have competitors
everywhere. Its a fact of lfe.




EVER DECREASING CIRCLES?

_ Epilogue: reasons to be cheerful

espite #ts obvious woes in Japan, the loaming ’
specire of th PlayStation2 launch in the west
and the: unproven nature of its Interet strategy, Sega
hat reason 10 look to the future with optirmism, Over
the pest hine months # has an edeaic release schedule,
packed with softwam that can be described as the envy
of any publisher, Diverse, consummately professional in
terms of execution, and remarkably innovetive in a few
‘choice instances, it is no coingidence that Sega's lneup
was recaved with near-universal acdaim at E3.
in F355 Challenge and Metropolis Street Racer t has
two fartheoming rading games of undeniable potergial
Whesess the platform game and beat ‘e up gerves
wers the staples. of 16bit gaming the advent of 32b# poly-
:Mwmmuwmnmwm // //
s potential in 4 domestic snvironment. Sega’s Dreamcast,
like the N64 before i, has suffered the ignominy of an
apraslaunch dearth of top racing tide=<. Whie Video
Syst=m's FIWGP port s not without its chanm, Sega Rally
2 wars old befons its latinch. With the PlayStation offerinig
titles such as Rolly Charmponshup, Colin Mcitae Rolly,
TOCA and Grun Tunsmo, Sega has not yet had the
opportunity to impress upon the public the diference
riake. Now it can - and must I
Anothes significant challenge for Sega is how it can
rarket unique titlkes fike: Seaman, Jet Gined Radio and -
10 a lessay edent ~ Space Chanine! 5. After the Dreamcast’s i
Laimdhy it 15 umoured that Sega expected Souf Calibur to
be its biggest preShenmue hit. Despite havng 2 finger on
the pulse where software 5 concerned Sega was
repartedly nonphssed — but cenainly not displeased -

when Searman eamesd that particular accolade with mone Spote Channe! 5, similarly, & capable of tuming 336K modem do it justics i Europe? Opifions diffe:
than half a million sales in Japan. mainstrean’ hesds. Granfed it i short and has limited ft s possible that the dispanties between onfine play
The mntinuing sUcoess of Pokémon software and appeal as'a smgleplayes titk, but the game is a néal and & smooth, cneplayer mode could lesve gamers fesding
2 brief (but lucative) flitation wath Tamagotchi hardwase showpiece for the versatility of the Dreamast, and cold towards the formes As with Black & White, it s certain
suggest that thve is & real market in the west for the (et mright hedp bure mesch <coveted 20-someshings that Sega will be bettes sesved by presenting both fitles 25
'nurtuing’ gerve. How capably Sega can nfroduce (the sice of the mades upon which, of axrse, Sega’s Tantastic garnes that cin, if players so wish, be played
the quirky, offbeat Seaman to comparatively conservatne embryonic intemet strategy will rely). The question oniine. o punt them as online games that have a
UK gamers remains to be seen. Its androgynous appeal 1 G Sega sucoissiully promote the game in the oneplayer dimension could prove disastrous.
could help Sega woo the perennially undes-tepresanted, UK given that Sony falled with the similarly chamming There is no disputing th fact that certain aspects
under-explofted female market. PaRappa’ i Sega s to stcceed, 2 discount RRP and of Sega’s pre-launch planning speal. of sublle geniis. The
Nacrni arcade board and the sase of conversions between
P o e o At Dreamcast and PC represent a dual masterstroke. Both
(iEres noIdIspULIE thet n asg i B s 105
) speak of sube of el g who would gy the s of ol L,
genilisneNapmiereade - e ok et
L - o e i S R D Sega goames. 5 bevond quedion.
vadespread media towsage are & st

Jet Grind Rodio, on the other hand, is a title of more
tanble potency, With its wonderfully distinet appearance
and styling it Is eye candy of the sweetest kind,
Widespread reporing within the specialist press of it as
“... & oSS between Tony Howk'’s Skasehoording and
Crzy Tl dho ot do it justice. I any of Sega's Holy Trinity
of unconventional 'hip’ fitkes will caphure the imagination
of the gaming public, et Gririd Radfo is the one. But,
again, Sega must be prepared to loosen its putse strings if
a wider market s to know let alone came, about its mernts.

Ancther teather in Seges cap Is that its handiul of top-
rank PC ports are posed to amve later thes year Qrake i
Arernag, obvioushy, & a bednack of its plans for online
garming. It will be equally suttable and desirable — on the
proviso the questionable Al mutines of its PC incamation
ane revised — s a oneplayer title. But can Sega’s standard
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The definitive monthly assessment of the world’s latest videogames

Bright lights, dull city

he days of bedroom or garage coders spending
days Sellotaped to their chairs, evelids propped
open with matchsticks and fingers stapled to the
keyboard all for the love of getting a few white blocks
maving around a cathode-ray tube are all but gone, To
some, videogaming nowadays is all about money,
passion having fallen by the wayside.

The more videogames permeate the massmarket,
the bigger the financial implications and the wider the
tactics employed by those Io-akmg to relieve you of
your gaming funds. Everyone i ooking for a
sure thing - their own FIFA, someth: 1g that can be
nad trundied out year upon year with
guaranteed returns f

Fortunately, the likes of Codemasters, Rare, and
Nintendo (for example) seem to have an unermng
abllitiy to deliver cash cows that just happen to be
wrapped up In great gameplay packages, too. These
publishers aren't simply playing the numbers game.

But the problem with a8 massmarket approach
Isn't simply & case of shop shelves stacked to the roof
with games sporting numbers after their titles, It's also
a qn stion of cholce. More specifically, originality is

e. Take Mr. Driller (see p90). Of all the games
tie puzzier 15

S punters

From left: Fantavision, Mario

transiated into supermnaova success at retail?
Well, probably not here in Europe. (it has been

an enormous hit in its native Japan, but then the
marked difference between these two markets does
not need pointing out.) It's a similar situation with
Fantavision, Edge’s first (and arguably only) choice
on PlayStation2, a game that is as refreshing as it

Is enjoyable. But has it made the top three best-
selling PS2 titles

to date? No.
h as SCEl is in a financial
nal developmen
h as PaRappa
¢ Ming TVDJ
(formeriy Be r publishers will look at
the poor uE'rf:Irrnar.r.e (in the west, at l2ast) of these
titles and be further discouraged to stray away from
the safety of the licence/sequel formula
A few years ago, an Infogrames developer
told Edge that the money his company made
every Christmas from the release of semi-developed
games boasting Smurfs, Asterix and Lucky Luke
s allowed riskier, yet original, projects such
e green light. However, at
way from

M{acl Messiah - enjoyable titles the like of which may become
extinct due to limited sales and of willingness among publishers to hedge bets on originality

ot a scale of ten, where five

naturally represents the middle

3VINg a

"wEven out en, lor example,
1s & vety competent title with
oticeable flaws but which

appeal to a

average game deserves an

1ge mark — not, as many

out of ten

Videogames on the Edge

This month, Edge has been mostly playing...

Tony Hawk's 2
(PS) Activision

featuring extensive play
aptions arrived in the post

The que

the highest-
scoring round continues

TOCA WTC
(PS) Codemasters

er pre

almost

have kept
from their desks as
best game to da
hugely addictive

Metal Gear Solid
(GBC) Konami

2 best bits o
gs, but of course

artability, As

with added

with all GBC games, good

evesight is an advantage.

Perfect Dark
{N64} Rare

Rare's N0

the Néd is lapping up the
attention. Multiplayer Is

this month's preferred play

mode for the Edge team

Index

vampire

page 82

Legend Of Mana
page 84

Chase The Express
page 86
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page 88

Mr. Driller
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Dragon Valor

page 91
Front Mlsslon 3

page 92
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VAMPIRE

When the action moves to a contemporary setting, Christof and his coterie
of vampires benefit from an arsenal that includes chainsaws and machetes

Storyteller mode (top)
enables Elayets to

design chronicles, but
still emphasises hack
and slash. Hopefullr
creative players will get
closer to the spirit o
the World of Darkness

32 EDGE

ampire: The Masquerade’ is

a popular pen-and-paper RPG
that places emphasis on chara
development and strong narrative.
As a result, Nihilistic's interpretation
had been widely anticipated, thanks
to the strong licence and the promise
of a unigue, rewarding multiplayer
experience. Ultimately, though,
the game fails to do the franchise
jith the

justice, and can’t compete
sophisticated likes of Baldur’s Gate.
The oneplayer game opens
the 12th century, with the player
adopting the role of Christof Romuald,
a crusading knight. Although at first
the character is & devout human, it
isn't long before he is embraced by
the ranks of the undead, commencing
a convoluted narrative that
encompasses medieval Prague and
Vienna, modern-day Londan and

of his religion
st thing pla
some quite stunning graphics

will notice

lazy use of

stereotypes that make it difficult for

inaccurac

Combat is badly paced, the action happening too fast to make full use
of vampiric powers, or indeed to control wayward members of the party

the player to suspend disbelief. The

jrony of a med

al 'knight’ speaking
with an American nt punctuated
with "thou haths’, lamenting the fact
that he hasn't heard a French accent
ime, is clearly lost on

en the plot moves
the action to London, the player is
greeted with a 'stoik 'n’ kidnee pai’
cockney that hasn't seen the light

of day since Mary Poppins.

On first impressions the game's
nterface appears to be both intuitive
and fluid, but this is quickly dispelled
mbat commences.
of Christo 1dead
is his ability to use several
"disciplines’ that convey & number
s, ranging from

as

ne mainstay

i

of special ef

increased speed and power to
distance attacks and the ability to
‘charm’ opponents. During the heat
of battle, it is next to impossible to
hese effectively, or to use items
from the character's inventary,
resulting in reductive point-and-click
combat. And when Christof's coterie
of undead bloodsuckers is joined by
other vampires, combat bacomes
even more of a lottery. The Al of these
members simply beggars belief. Each
discipline costs a certain amount of
blood to activate, and when vampires
run out of blood, the chance that they
will [ose control and go berserk
steadily increases. T
however, deter your fellow coterie
members from rapidly using up their

&
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Vampire suffers from trying too hard to capture the subtle nuances of White
Wolf’s World of Darkness, resulting in a plot that is impenetrable to non-fans

that are few and far bet ;

becomes a significant design fla
Enemy Al is also worthy of

mention, but again, for all the v

tationary

fect that the
y the sheer
numerical superiority of adversaries.

swiftly overrun b

Although this list of design abuses

perhaps the

jugh thistis purely

Jsmetic and doesn’t have any effect
on gameplay, The upshot is always

3ry rarely more than

-e of which locatio

areas are inaccessible

10, 85

untll a cut-scene opens them up, as

Fhe oneplayer game opens in the 12th century, with

Format: PC

Publisher: Activision

Developer: Nihilistic

Price: £40

Release: Out now

During the game, experience can be spent on improving attributes
and learning disciplines, including Fireball and other distance attacks

the player adopting the role of a crusading knight, although
it isn't long before he is embraced by the ranks of the undeaﬂ

There is no degree of choice

who joins Christof's coterie, and there

are [iterally no puzzles in the game,

This litany of misjudgements

in the game, and nor | e suspense

Jy the impending arrival of

sunrise. In fact thereis only one -
pre-scripted — example of the arrival

f daytime in the ga
embrace, and predictably it is a
challenge just to ensure that coterie
members do not wander out of the
shadows, oblivious to the danger,

It Is to be hoped that Vampire's

multiplayer framework will enable

ytellers to remedy

Edge rating:
Four out of ten

Equipment can be
purchased during the
game, though with the
amount of items that
can be found there is
little need to shell out

EDGE (3



TESTSCREEN

LEGEND OF MANA

Orbital Blade, then watch Mana's ever-cute critters run for cover

‘ Build up your power bar to unleash special techniques like this

Solve the Tiny Sorcerers sub-quest and you'll enlist the pink-haired Pumpkin
twins as apprentices. If the Al wasn’t so poor, this might have been worthwhile

m hen Square Europe announced
that Chrono Cross, Legend of

Mana and Dew Prism were not
scheduled for European release, you
could stand anywhere on th
and hear booing in several ¢
uages. To be fair, though,
no reason for Square to expect any
of these tities to sell better than the
troubled SaGa Frontier 2. Not even
Legend of Mana - Seiken Densetsu 4
Many players still have fond

recollections of Salken Densetsu 2,

w

et of Mana, the 1993 SNES
action RPG that introduced Square’s
1anship t0 a wider audience
Seiken Densetsu 3 was eagerly
anticipated, but never appeared
outside Japan. Now, seven years

on, and taken at face value, Legend
of Mana will likely do nothing but

disappoint fans. All the trappings look

Equare has lost the plot - literally. There is no central narrative
narrative, with the entire storyline of the game structured around

discovering and completing some 67 sub-plots and side—storiej

familiar, from the weapons technic
to the bouncing Rabites, but this 1sn’t
really a Mana game

For starters, Square has lost the

plat - literally. There is no centra

jues

rative, with th

e gar
discovering and completing some

67 sub-plots and side-staries
Occasionally you'll get glimpses

of the bigger picture, but the overall
goal of reviving the Mana Tree remains

€. While there’s arguably ple

5

lar experiment d

vhere you're supposed
there's little dramatic impetus to
drive you on when things start to
drag. LoM's fantasy world can still
ooze charm, localisation aside, but
an overdose of whimsy in the cute

I Wams you that

al string-

pulling aren’t on the cards.

The world itself has to be built
from scratch in a new Land Make
system, Successful completion of




TESTSCREEN

Although it retains Seiken Densetsu 3's Caj -esque
challenge is non-existent. Any reward for m play is seriously undermined

megabosses, the

Format: PlayStation

Publisher: Square America

Developer; SquareSoft

Price: $40 (£27)

Release: Out now (US)

a quest will usually earn you an
artefact, and dropping this on the
world map creates a new realm to
visit. This is more important than it
seems al first, as the placement
determines the difficulty level of the
creatures thereln, but it deals another
blow to any persistent gameworld
Let's admit that SoM's combat
was largely derivative of Zelda i,
offering both an overhead forced
perspective view and a range of
attacks based on holding down
the buttons to charge up your
weapon. LoM has been reduced to
a more primitive side-on view where
you only attack left and right, and
plays remarkably like a scrolling beat
‘em up in that you can press single or
combined buttons for instan ves,

or just whack away for preset combos

1o build up your Special meter, The
mow an be fun, but the tiny
characters scrum together in such

a tight space, with so many effects
shooting off, that it can be hard to tell
who's getting the hits in. Movement
on the z-axis - in and out of the
screen - is also a problem, as the
game requires perfect allgnment for
those lunges and thrusts to connect
A second player may grab a pad and
Join in whan NPCSs or pet monsters are

in tow, but the inability to customise
themn reinforces LoM as a solo
venture, unlike previous Mana games.
Other casualties of poor
implementation include some
terrible Al, with your partners opting
for Inaction as the maost popular
combat move. SoM’s Ring Menu
interface - one of the finest console
GUIs ever devised, no less — has been
wastefully subsumed into some
unintuitive page-based nonsense.
Even the usual HP/MP system
has been dropped. Instead of roaming
free, the monsters attack in fixed,
Chrono Trigger-style episodes.
Enemies explode in a generous
shower of food, coins and EXP
gems a la Power Stone when
defeated, whereupon your energy bar
is entirely restored for the next fight.
If the lack of challenge strikes you
as patronising, wait until you see the
nfinite continues for beating bosses.
The experiments don't stop there.
Your home base includes: a monster
corral, for raising fighting pets from
eggs, an orchard, for growing magical
veg; a smithy, for forging your own
weapons, and even a laboratory, for
building and programming a 'golem’
robot buddy. But the complexity of
these combination games asks for a

The unfortunately named holiday resort of Polpota puts up a vibrant,
technicolour argument in support of the quality of 'trad” 2D graphics

considerable investment of effort that
doesn’t match the rewards, and you
aren’t penalised for Ignoring them.
Indeed, Legend of Mana's problem
Is that its new Ideas are mere
indulgences with niche appeal: the
majority of the fun quotient resides
in exploring them, and finding all the
secrets can turn into a game in itself
But for the fans, this won't make up
for the elements Square has dropped
On a sad note, it's 0dd to consider
that Legend of Mana may signal the
end of an age for high-quality 2D
graphics, for a time at least. its
delicious backdrops and visual gags
Serve as a reminder that 3D is as
much a style as it is a medium, and
the technology has a long way to go
before it can capture the intricate
exaggerations afforded by the
traditional animation and hand- [~ =1
drawn artistry on show here 4IRS

Freeform exploration
has given way to levels,
mini-quests and a DIY
world map generated
by using the new Land
Make system

Edge rating:

Six out ol ten

EDGE 85
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CHASE THE EXPRESS

Bosses (above left) are few and far between, and the only shooting in the
meantime involves picking off terrorists, who often spawn from nowhere

recourse to firepower worked its to @ nuclear wasteland

magic on the Syphon Filter serles, This Is all well and good, but once

which seemed to be a hit before you get hold of the controls you

anyone deigned to notice it had been realise that there is no way the hero

released, and at first glance Chase The 5 going to impress with his manly

Express looks to want to 50 the same ways. The analogue stick which lent
The plot is what action fans Gabe Logan such fluidity of movement

would rate as promisingly lowbrow, fiops flaccid and useless in the joypad,

with the concept of terrorists hijacking developer Sugar & Rockets having

a train containing nformation/ opted for the D-pad forward/back,

wheel-to-the-left/right approach

ol

Advancing adversaries are often announced by a mini cut-scene,
meaning you can prepare to roll out and shoot them down

When he cgoes walk, ru

or turn through 180°, the

to float inches off the fioor.

eloper had no inten

1 ranks of the Knig whatsoever of pu

b = ing together an
bull that made stars the Apocalypse cell, save the French action romp. The targeting system
and countiess millions of dollars for ambassador to Russia and his family, s straight out of survival horror, with
Hollywood. That same blend of animal and —as it later e the player having no recourse to
cunning, physical ability and happy European Union states being reduced firstperson finesse. As a result Morton

often has to be edged from side to
H ? 4 side in afirefight to get the terrorists
Rather than taking advantage of the obviously claustrophobic nir: o o f.nzf“in‘; s
. . - Ir ns. DIStrassingly, the mx
setting of a train, Chase The Express subjects the player cameras havea-tendency:ta place His

to endless hours of traipsing along soon-familiar corridors adversaries just out of shot, requiring
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is made of the setting, befging the
question of why it was se

While the interior of the train features
some impressive detail, not enough

ected at all

a guick sprint into a hail of bullets

to stand a chance. In keeping with

the survival horror theme, ammo

is scarce and the inventory system

is less forgiving than Rambo on the
rampage — leading to Morton suffering
the ignominy of having to slip off to
the gents (which serves as a save
point/resource store) when things
start hotting up.

Which, sadly, is a rare occurrence.
Rather than taking advantage of the
obviously claustrophobic setting of
a train, developing a similarly tense
atmosphere to Resident Evii or Silent
Hill, Chase The Express subjects the
player to endless traipsing along soon-
familiar corridors — made all the more
infuriating by lang loading times
between carriages, and shifting
cameras. There are even occasions
when mini cut-scenes trumpet the
arrival of a patrolling terrorist.

The prablems that are presented

It's rare you get the chance to
get your hands on real firepower

Format: PlayStation

Publisher: SCEE

Developer: Sugar & Rockets

Price: £35

Release: Out now

While there are some interesting set-pieces, like a 'puzzle’ that require the combination of a crossbow and
rope to solve, or a gas chamber (above right), for the most part the game consists of fighting through carriages

aren’t solved by the ruthless
application of violence, but more
often than not thanks to a pass key,
a slip of paper or a computer disc, The
only time the player neads to summaon
any real degree of aggression is
against the four bosses in the game,
confrontations that merely serve to
underline the limitations of the control
system. This results in a longing for
levels to be capped by stand-out sub-
games that offer you the opportunity
to gun down helicopters or try your
hand at driving a train, rather than still
mare uninspiring gunplay. This feeling
soon |leads to the terrorist presence
on the train seeming like more of an
irritation than the driving force
behind the action

Compounding this, there are
several possible endings besides
Maorton catching a bullet - some
of which can hinge on as little as

neglecting to pick up a single memo.
While the concept of the way you play
affecting the way the game will end
5 a worthy one, and the theme of
thinking about other people’s needs Is,
nterestingly, key to success In Chase
The Express, this sits uncomfortably
with such a straightforward storyline,
which already has myriad "twists’ built
into it. In this case, given the
fundamental problems with the
gameplay, you're just glad it's all over.
COne plus is that this will come
around sooner rather than later,
with the game taking little more than
six hours to complete, While this was
perceived as a problem with Metal
Gear Solid, it seems unlikely anyone
will get invalved enough in
Chase The Express to care.

Edge rating:
En

Three ot

The sub-games offer
welcome respite from
the game proper.

The tough traindriving
mode (top) is a classic
example, and is
compellingly tricky
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Pressing the block and attack buttons simultaneou

‘swirl’ manoeuvre. It can only be used when the red ‘rage’ gauge flashes

causes this impressive

MoHo offers seven
varieties of game styles
to prevent monotony.
Those which prove the
most fun require you to
keep your momentum,
as in the racing arenas

hen confronted with a product

deemed wildly Inventive, Tom
Hanks' character in ‘Big’ looks
puzzled, holds up his hand and
questions the ltem's interestto a
child: “ just don't get it,” he confesses
to the gathering of corporate bigwigs.
A similar guestion might be asked of
MoHo. It isn't that the gameplay
mechanic or overall concept is
difficult to understand — although
screenshots fail to communicate
these aspects - more that the
frustrations in the fundamental design
weran't identified at an earlier stage.

L.ost Toys' first title is admiral for

ts bold approach, but in the attempt
to introduce something new in look
and style a misjudgement seems to
e been made at the drawing-board
Time restrictions or coding
fficulties haven't resulted in a poor

epresentation of the early blueprints

- the overall look and feel of the game
Is praiseworthy and seems close to
the original concept. Rather, it Is the
game mechanics which fail to inspire
that crucial element of fun. The

/

The combat for the most part is slu
attack it is difficult to break free, and blocking proves too inconsistent

ish. Once an enemy unleashes an

problem is mainly that the player

must repeatedly att

causes the game to lose riythm

The game takes place in futuristic
gladiatorial arenas controlled by an
oppressive regime. Convicted of a
helnous crime and punished by having
his legs amputated, your character
must win his freedom by completing

each level within a strict time
imit. This cleverly allows a weil-
mplemented roilerball mechanism
to power your character. Once the
nine prisons - each comprising
anywhere between four and ten
arenas - have been completed,
the final prison is unlocked.

Five characters are selectable
at the outset, each having different




TESTSCREEN

To keep that vital first-place position opponents can be elbowed aside.

However, like many of the combat moves this proves almost random in its
effect. Concentrating on your own course and direction is more rewarding

skills and attributes to suit your style
of play. One will be better equipped
10 do battle in the fighting arenas,
while another will be more capable
of negotiating the precarious
platforms. The variety of game styles
on offer is at least varied enough to
prevent total exasperation. From Last
Man Standing through to King of the
Hill to a standard Race format, seven
game styles are available, which
helps delay the onset of monotony.

If all this sounds negative, then
it should be made clear that there
is @ good deal of pleasure to
sucked out of MoHo if you're a fan
of guick-fix twitch gaming. Arenas are
generally short enough to complete
within two minutes, and while some
will infuriate by reguiring up to 50
attempts, others can be completed
on the first go. Achieving gold cains
by finishing the level under a very
strict time limit opens up bonus
games, such as golf, and even an
extra character - the evil doctor
who Is responsible for severing the
legs of the contestants. An even more
exacting time to beat {the Lost Toys
team's own record) is there for those
looking for more punishment.

MoHo's greatest attribute is the
mation given to your character
around the vibrant arenas. The

be

L=

movement is translated well, and
once your gladiator picks up speed
the momentum feels and responds
10 your commands incisively
Unfortunately, MoHo's arenas are

Format: PlayStation

Publisher: Take 2

Developer: Lost Toys

Price: £30

Release: August

I_Lost Toys' first title is admirable for its bold approach,
but in the attempt to introduce something new in look and style
a misjudgement seems to have been made at the drawing boatil

too short and there are too many
obstacles (from spikes to laser
cannons) to thwart your progress
Having to constantly attempt to
recover momentum after being hit
by a random missile coming from a
location out of your view limits the
potentlal joy such physics promise,
Inertia games of the past, such as
the delightful Marble Madness and
the divine Spingizzy, kept such
annoyances to a minimum by allowing
a skilled player to keep the flow going
through longer levels. Too many MoHo
arenas, especially the Run The
Gauntlet levels where ledges and
platforms must be leaped across,
actively require the player to stop
and start in a punctuated fashion.
Some mention must go to the
graphical effects, which impress
throughout. The marphing of the

landscape, an effect produced
when expiosions rippie the terrain,
are not only visually glorious but
bath help and hinder the player at
key moments. Previously unscaleable
hills can be crested after surfing a
landscape wave; an effect which
adds greatly to the otherwise
basic gameplay

It i§ in the annoying old skool-style
negotiation of ridiculously precarious
platforms while being assailed by
random missiles off screen that MoHo
becomes too infuriating to bear. Like
Josh Baskin in "Big’ contemplating a
plastic skyscraper which inexplicably
transforms into a human, players are
invited to ask: “Well, where's B
the fun in that?" =R

Edge rating:
Six out of ten

The twoplayer split-
screen games do little
to make up for MoHo's
shortcomings. It's just
too difficult to see the
path ahead of you
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MA. DRIL

Format: PS (reviewed)/DC

Publisher: Namco

Developer: In-house

Price: $20 (£14)

Release: Out now (US)
June 29 (Japan)

eI S00A

In the same way that
Mr. Driller had arcade-
goers gleefully feeding
50p pieces into the
cabinet, the home
version should see
your couch time soar

70 EDGE
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The game’s apparent simplicity -
connecting Iize-mlom'edm
brings reward - is its beauty

ouncing into place alongside

E classic Japanese puzzlers
Puzzle Bobble and Puyo Puyo,
Namco's coin-0p curio Mr. Drller
is a perfect illustration of why 2D
gaming shouldn’t be allowed to die.
Of the eight action buttons prasent on
a PlayStation joypad, this game uses
one: steering a path down through
stages of different size coloured
blocks, you drill to clear a path

As blocks are removed from
the pile, those above tremor for
a moment and then drop down —
sguashing you if you‘re underneath
If they pass another chunk of the
same colour, they attach themselves
to form a combined lump. When these
lumps exceed four pieces or more,
they disappear; the larger the block,
the higher the points awarded

Broken into depths of S00ft, the
stages vary in style, some with many
small blocks to others where huge
chunks in two hues must be drilled
before Driller plummets 50 or 60fL
All the while, the hero's air supply
diminishes, requiring replenishment
from oxygen capsules buried around
the leveis These are trapped by ever-
maore-fiendish arrangements of "X-
blocks'. Attempt to bore through one
of these and you'll be punished by
losing as much air as a capsule gives,

S0 the compelling elements of Mr.

The PlayStation’s hi-res mode is employed to present crisp graphics that
stun the eye with their summer-day colours and strangely tactile flavour

Driller are the simpie attractions
of classic arcade gaming: speed.
points, survival and dexterity. At
first the obvious thing 1o do is plough
down through the levels, aiming for
the beginner’s 2,500ft target (opting
for the 5,000ft expert setting presents
a far tougher challenge). While this
target may be reached fairly easily,
the corresponaing score will be low.
Clearing large sections of blocks,
creating high-scoring connections,
is where the game's real pleasure lies.
In addition to the arcade version's
2,500 and 5,000ft options, Time Attack
and Survival modes feature for the
home. Strangely, the obvious addition
of a twoplayer race mode hasn't been
made. That's a real shame, as it

deprives Mr. Driller of the quality
competitive play offered by Taito's
seminal Puzzie Bobbile.

Nevertheless, Namco has wrought
a minor gameplay miracie with Mr.
Driller, Comparisions with Tetris aren’t
really relevant — it lacks the undertying
logical brilliance of that game. This is
mare a piece of classic Japanese 2D
puzziing sgueezed through a
wormhole into the 215t Century, As
with Puzzie Bobble, there is a near-
mindless compulsion in Mr. Driller,
placing the player in a tunnel-like

gaming ‘zone’. Drill, dodge, =
drill, drill, dodge... 1=
Edge rating: ol o

Eipht out of ten




DRAGON VA

TESTSCREEN

Format: PlayStation

Publisher: SCEE

Developer: Namco

Price: £35

Release: Out now

It is only during the boss encounters that Dragon Valor's combat becomes a little more involved, but it does adhere to a strictly hit-and-run brief.
Unfortunately, by designating ‘no movement’ as the means of blocking, the designers effectively stifled any possibility of a simple combat system

he kindest way to describe

Dragon Valor Is ‘comfortable’
Unspectacular and barely refined as
it may be, its eminently familiar
content makes it an easy title to play
- new and old

ur time

t with similar ga

hybrid of

rina of Time anag,

to a lesser extent, inoffensive
PlayStation platformer Kionoa, Dragon
valor is an action adventure with an
episodic approach. Doling out action
on a level-by-level basis, it is brazenly

The puzzles are depressingly
familiar. Oh, for some innovation

dervative, the gaming equivalent

of déja vu: you get the feeling that
you've played it before, a decade ago,
and it was better then. The features
recognisably lifted from Miyamoto
adventures only highlight its dearth

for any number of spectacular s
pieces. Realising that, you can't fall

to find the indeterminate battles and
elementary switch puzzles decidedly
unsatistying. Its combat sequences -
which represent the lion’s share of the
., Dy-the-numbers

es apparent that the most
ctive way to win battles Is to use
a simpie three-press attack combo,
retreat briefly to allow an opponent's
period of apres-kicking invulnerability
to pass, and repeat ad nauseam, Very

rarely IS It necessary to experiment
with this effective recipe

Furthermore, the pace of Dragon
Valor |s awful. Each bite-sized area
is a self-contained environment

Exit one locale and there is a distinct

p and conce

from floors - th

ed spikes springing
emand that you
pause for a patience-sapping moment
n order to pass unscathed

And what of its execrable plot

-average

You can't speed up

the dialogue in the
game, and as a result
are likely to skip entire

gamers may find t sequences, depriving
engrossed. But the s the action of its
R-detrcy it =iy narrative context
must be placed on briefly. =

Edyge rating:

Three out of ten
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FRONT MISSION 3

Format: PlayStation

Publisher: Square Europe

Developer: SquareSoft

Price; £35

Release: Out now

The tactical reliabil

of skills such as Zoom and Stun is undermined

| by the random way that they are used, even by experienced pilots

Missions are now shorter, with fewer Wanzers involved in the action, but the
two intertwining strorylines can still offer as many as 40-60 hours of play each

A simulated ‘Internet’
enables you to send
mail, read up on
background history, or
even download pirated
military software

lamber inside that armoured
C exoskeleton and you're the
biggest kid on the block; as hard
as steel, with auto-cannons for arms
It doesn’t take a psychologist to grasp
the allure of mecha, a factor that
transforms Front Mission 3 into
something more enjoyable than
your average tank battle wargame
The essence of the game's tum-

based strategy roleplay has changed

little since the series debuted on
Super Famicom in 1995. Once
described as an isometric Shining
Fo the move-and-fire gamepiay

Mporary comparison

One of the more convincing elements of the game is how realistic the
cityscapes are, and how they lend your mecha a real sense of scale

with Konami's Vandal Hearts, A new
Action Point system determines your
ability to counter enemy attacks, and
the price paid for Front Mission 3's
snappier skirmishes Is that you're
never given more than a handful
of mechs to deploy on the battlefield
The scenario focuses on the
political instability of a new federal
union in the Pacific Rim, with a
credible near-future feel that's sadly
undermined by some slow and often
nonsensical plot development. The
depiction of urban warzones is
especially notable for its banality,
perfectly underlining the extraordinary
size and power of your Wanzer mechs
by juxtaposing traffic cones, road
signs and pleasingly destructible
family hatchbacks. Once you escape
the tutorials, the Ini
are sufficiently v
and special events t
playing on to see what happens next.
So why is Front Mission 3 still a
disappointment? For some followers it
would have to be the loss of industrial
grittiness in favour of upbeat futurism,
or the replacement of flashback-
haunted mercenary characters with
young, dislikeable college hotshots
Up to a third of your time can be
spent in the configuration menus,
customising your Wanzers, so others
may regret the cartoon simplification

of those lovingly detailed hardware
lists that used to make mission-
interlude shopping so addictive.

A criticism of the series as a
whole is that after just a few hours
of play you'll have seen all the tactical
possibilities at your disposal. There's
none of the learning progression of
wargames that gradually release
maore sophisticated units and abilities,
s0 it's simply a matter of grasping the
basics and applying them over and
over, Given Square’s pitch that this
is an ‘introductory level’ instalment,
newcomers will also find the
unintuitive interface to rely on
fathomiess nested menus, while
the screen shouts at you with so
many frightening statistics that
curious novices will drop the pad
as quickly as if it had winked at them

It may not possess the

sophistication of FF Tactics or the

cult status of Super Rpbot Taisen,

but Front Mission 3 offers a more
dedicated, playable form of console
strategy than any recent PC port.
Quite how the mech fights remain

50 watchable after 100 identical
exchanges is both a conundrum

and a testament to the game's dies
obsessive core appeal. L=

Edge rating:
Sixout of ten




CHOICE CUTS FROM THE VIDEOGAMING VAULT

SECRET OF MANA

As the American import of part four in the Seiken Densetsu series arrives in the Edge office for review (see p84), it's time to
reflect upon the game that ignited the legend, a unique episode in the development of adventure gaming in the 16bit era

It may not scream glitz today, but in the early '90s Secret of
Mana showcased some of the most beautiful hics seen
on a home format. Animation was slim, but strong

inal Fantasy Il may have warmed American tastes to

the subtle delights of Japanese RPGs in 1992, but it
was 1993's Secret Of Mana that truly paved the way for the
success of SquareSoft's adventure titles thereafter. Following
Zelda iIl's lead, the game offered a classically styled fantasy
tale played out with action-led combat, although it bore more
strategic elements than Nintenda's work, with tweakable
party behaviour and an ample treasure chest full of different

styles of armour, weapons and types of magic

Uniguely, beyond these obvious riches lay a gameplay
systemn which, with a muftitap in place, allowed three players
to participate simultaneously, taking the roles of the lead
hero, his imp-like friend, and the heroine of the piece,

Throw in sparkiing audio (the Japanese soundtrack CD
release was huge in its day), a supremely effective 'ring-
based interface, and around 50 hours’ worth of —3
gameplay, and you have one of 16bit gaming's finest. :

A sense of humour revealed itself when your characters needed to get from one part of the map to another in a hurry. Gratuitous use of Mode 7 scaling was a bonus

Manufacturer: SquaresSoft 1993 | SNES

150 EDGE
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rtual reality was once the buzz
m term of choice to work Edge into
a lather, but this month it was the tumn of
motion-capture, E24’s cover showing off
A. Motion : :
&2 trackers an effort to demonstrate advances in the
’} y W U field. Inside, an e;g.llt—page feature
\ outlined the benefits such techniques

could bnng to gaming before allowing
one industry bod to condude, suggesting

that its

an abstract, somewtiat sinister image in

potential lay in branging ‘more of
yourself into cyberspace’ ("The
Lawnmower Man' must have still been
impacting some three years after release)
News this manth included the
appearance of the first wave of Virtual Boy
software, including Mario’s Dream Tennis
('a standard tennis game’), Red Alarm
(‘combines Starfox with Tempest 20007),
ctic Pinball (‘one of the better
Virtual Boy titles’). Despite the lacklustre
nature of the system and its software,
Edge anempted to extinguish consumer
doubts with the well-chosen words:
‘Remember, they said the Game Boy
would never catch on’. However, the

writer fails to mention who ‘they’ were.

;HW “i“_’_“ m:.d.ﬂ':ﬂm Finally, E24's big interview was with
H.’"EIEE.SISN nishi. Just Iikeg that” Nintenda's PR manager. Hey, if :__

Miyamoto-san’s not available =

Did they really say that? [
MNCLs PR manager Hiroshi Imanishi: “inially Nintendo will not be inviting |
thirdparties to produce [N64] games... Sony... pushed thirdparties to begin |
[producing] games before the [hardware] release. .. This is absurd”

PIXELPERFECT

Clockwise from top left: SNES platformer Yoshi’s Island is treated to a

four-page preview; yes, that is a football game round-up you see in Edge;
capturing motion capture; M2's graphics, CPU and CD controller chips

Did Edge really
say that?
‘Nintendo’s. . commitment to 16bit

gaming could prove to be a winning hand

Testscreens (and ratings)
Terminal Velocity (PC; 8/10), Super Sidekicks 3 (Neo-Geo CD;
| 6/10), Ace Combat (PlayStation; 5/10), FX Fighter (6/10), Virtua

Fighter Remix (Saturm; 9/10), Shin Shinobi Den (Saturmy; 4/10)

Sabrewulf. This month Wil Overton, an artist at Rare’s HQ in Twycross, remembers a particularly daft slice of ‘80s gaming

and a grown-up(ish) version of

was Knight Lore that mitially swayed me to

Uncie Clive's side duning the great Commodore vs
Sinclair war of the '80s. But it wasn't long befare the
lure of multicoloured sprites and multichannel music
made defection seem like a mighty fine prospect
and | lay the blame fairly and squarely at the feet

ely hone

ginality of
4 from

d-hand C

Paradroid that prisec

another mate and kept me trapped in my bedroom

for weeks, but the joy that was Grbbly's Day Out.
The premise was simple (as it always was in

t wasn't the trademark bevel

those days): zip the strange one-footed frog thing -
Gribbly Grobbly — around the silky smoath, eight-way-
scrofling level, avoiding the electnfied bamers that
would zap your psi energy while trying to pick up
stranded Griblets and drop them off in a safe cave.
Eight Griblets and the level was done; take too long
and a particularly vicious black crab affair would come
a huntin’ and whup your hide. It was all devilishly hard
thanks to Gribbly's inertia but oh so playable.

it's one of the only ‘retro” games | love just as
much now as | did in the days of programming
looping rude messages on the displays in Dxons
or crashing machines with a well-placed POKE

Well, that and Lee Braine's Where's My I

Bones?, but that's another stary entirely. Ju

Nintendo-head Wil
Overton once filled
his C64 gaming hours
with Gribbly’s Day Out
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Sega cooks up fish and chips

lapan: Released on June 20

and costing ¥498,000 (approx
£3,120), Sega's fsh Life 5
destined to become one of the
more novel videogame-related
conversation pieces - even in
Japanese homes. Sporting a
15-inch TFT LCD display and using
a speech-recognition system, Fish
Life boasts the ability to be more
versatile yet much less messy than
the typical aquarium. Drawing
pattemns on the screen causes

the fish to run after the shape, and
merely touching’ a fish causes its
name 1o appear on the screen. It is
even possible to speak commands
o make the aquatic ife dance,
Sega hopes that the technology
will be used in restaurants, branes
and, bazarely, aquanums

152 EDGE

Sega has been demoing this type of technology at coin-op trade fairs in Japan for
some time now, but Fish Life is a version aimed at the home that has everything

Pokémon invades Virgin teritory

UK: Hot on the heels of selling more
than ane million copies in less than

ten days in the US — making it the
fastest-selling videogame ever —
Pokémon Yellow was recently hailed in
an odd fashion by Virgin Megastores,
with the main window of its Oxfiord
Street store gven 3 yellow makeover in
order to publicse the UK bunch of the
latest chapter n the phenomenon.
Pokéfans were also treated to 3
sighting of Pikachy, as he unveiled the
display at midday on the day of launch.
Stephen Lynn, \irgin Megastore's
marketing manager for games and
mobile phones, said: “Judging from

the success of today, we will be
looking to do similar stunts and

adtivity around other product launches”
Here's looking forward ta the inevitable
sequel to Soldier of Fortune.

Pikachu puffs up with pride as it becomes clear that whatever Pokémon touches tums to gold




UG The race is on to find Bat

charsmatic gamer. (Well, the first two, anyway.) Independent

5 hnest, maost sk

competitions sponsored by Gameplay and Electronics Boutique
will Tap into the medium’s increasing populanty and, it is hoped

SPAWN 3 New ger of “professi

Gameplay's Ne4, PlayStation and [

for over-15s only, and boast cash prizes tialing £15,000. Regional

heat winners at Cardiff (August 5), Glasgow (August 12), Leads

(August 19) and London (September 9) wall win £250 and go

he grand final in September. Telephone 020 7388 0004

eamps.Com 1D [ake part

Championship), based in Perth, runs over the weekend of July
28-30, and caters for both junior and senior age categories, Prizes
ncude Sega Dreamcasts, games and vouchers from the sponsors.

One of the UK's finest Quake players, Razza, will also be in

dance to take on challengers. Call 01738 813330 or

consult wwwanfemal co.uk for further information

Gameplay's event, in its inaugural
year, eschews the PC in favour of
catening for gamers familiar with the
N64, PlayStation and Dreamcast. But
the rewards are great, and it is set

to become the standard-bearer for
gaming championships in the UK

SCGC 2000, sponsored by Electronics
Boutique, is the event of choice for
gamers living north of the border.

:



Art meets war meets videogaming

UK: Developed over the course of a twosyear collaboration betwesn
proviocative artists Blast Theory and the University of Nottingham's
Computer Research Group, 'Desert Rain’ is an art installation that
combines elements of videogames and performance art to nvestigate
the theme of media obfuscation during the Guff War. Blast Theory's
previous work, ‘Kidnap), subjected two members of the public to
48-hour surveillance and posted the results live on the Intemet,

and was well received by aitics and audiences alike.

‘Desert Rain' is equally desenang of recognition. Up to six
participaits at a time enter cubicles in which & virtual landscape is
projected on o a fine mist and are given 30 minutes to make contact
with a target individual, communicating with the other participants by
headset The abstract landscape and the distortion of landscape by
refraction contrbute to a sense of disorientation, and after the event
video footage depicts individuals relating conflicting views of the war.

For those who missed the production when it visited Bristol,
Londan and Clasgow, there is still a chance to view the installation

when it retums to Manchester at the end of September. More

information can be found at www blasttheony.co.uk

Teams of six must navigate their way through 'Desert Rain, attempting
to locate a target before extricating themselves from the situation

Sega’s Euro 2000 campaign proves hit and miss

UK: Though not quite generating the same level of hype as Gail
Porter's behind, Sega’s decision to project images taken from its
recent Euro 2000 ads on to the Houses of Parfiament at least shows
commitment. The ads, showing ‘comic’ representations of national
stereotypes, have not been met with enthusiasm from all quarters,

NNY FOREIGNER |

|
|

however. The TC advised Sega to alter one of the commericals, which
features Genmians eating sausages, driving VWs and sporting mullets.
The tag line ‘Come and have a go if you think you're hard enough’
was considered insensitive given the violence at the competition. It has
been replaced with 'Get ready to be — how you say? — sick as a pamot!

Not content with simply recycling every hackneyed racial stereatype going, Sega's marketing bods delivered the coup de gréce - aping FHM



Valid reason to visit Millennium Dome found

UK: BT and technology company Avataride have

Image captured with HyperSnap-DX
Get a free terporary license at
the Millenrum Dome. Visttors to BT's Talk Zone v hyperionics.com

will be able to enter one of three AvatarBooths

provided gamers with a reason of sorts to visit

and generate a 30 image of themsetves, which
can then be downloaded from wwwbtoomy/
talkzone or wwawavatarme.com. Intially avatars
will consist of 2,500 polygons, but from this

month users will be able to download avatars

Taurus

that feature variable levels of detail — from 600
polygons up to 40,000.

BT envisages a wide range of uses for these
avatars, from purchasing clothes over the Net
to online dating, but the most rewarding will
undoubtedly be multiplayer gaming. Avatar files
can cumently be converted for use in Quake i
Arena and The Sims, but Avatarile plans to
suppart a wide range of genres in the future,
both by offering a conversion serice on its site
and by sending out dev kits that will enable
games to be designed for use with the file
formiat. The big advantage that this technology
has over competitors like Digimask and
CyberExtruder is that the whole body is

captured, and, as Edge can testify, this
makes all the difference. The results AvatarMe can come up with can be shockingly realistic, as the Taurus model (above) attests. It's the full body that does it

Superheroes come to a street near you

US: Kitchen-sink dramas will soon be a thing of the past in Maxis' The Sims. X-Men skins can now be

downloaded for use in the game and currently range from the popular Cydops to the more obscure
Deadpool. Created using Photoshop, the skins come courtesy of Jared Benson and can be located at
hittp://membershome.net/skindex/main.htm. Although no spedal powers will actually be on display,

the prospect of Magneto prepanng sausages for the barbecue will surely be too termpting for some.

Shades of Stella Street’ come to
The Sims with superhero skins.
But with avatar technology

gearing up, surely you'll soon
be able to play as yourself?
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(Out there) repormace

Videogames makes a stir on Broadway

The links between videogames and cinema encouraged Nottingham's Broadway cinema
to host the Screenplay weekend, which it hopes will evolve into an annual event

UK: As part of Notingham's archive film
and television festival Out of Sight, the
Broadway cinema in the dity recently hosted
Soeenplay, 2 weekend devoted to the
relationship between videogames and cinema
technology. Attendees were able to play
networked PC games courtesy of local
company Lan Arena, as well as Sega Rally
on & big screen, and there was an exhibition
of retro gaming machines ranging from the
Sinclair ZX81 to the BBC Micro

The chief attraction, though, was ‘New
Worlds, New Spaces, a forum hosted by

artist Frank Abbott Several members of the

wdeogame industry attended the debate to

discuss the history and development of

videogames, including Steven Poole, author

of “Trigger Happy, David Doak and Karl Hilton,
respectively managing director and art director
of Free Radical Design, and Paul Carmuthers,
MD af Oimax's new Nottingham studio.

The forum featured some very informed
discussion and welkconcenved footage. Frank
Abbat put together several montages, the
highlights of which were a comparison of the
pod-racing sequence from Star Wirs: Episode |
and the LucasArts videogame, and a piece
idual

viewing a panting in an art gallery with Lara

comparng ve-action footage of an indiv

Croft's ingame attempts to do the same.
Broadway has plans to develop

Screenplay into a regular annual event

Gaming takes to the piste

UK: Guillemat is to.add to its array of console peripherals with the Thrustmaster Snowboard. A potential

cowd pleaser after parfies, the snowboard device will enable players to navigate the 1080%style virtual

slopes of the future. Still undergoing adjust

ents — mainly to make it look more fike a snowboard that

a plasticlooking skateboard — expect the device, for the PlayStation and P52, to make some impact.

THRUSTMASTER

No longer will home-surfing gamers have to take their chances aboard the ironing board

DataStream

Nurnber of Nintendo Game Boys
sold since 1988; 100,000,000
Number of Garme Boys soid
every three seconds: one
Number af formats e

coded for 17

Game which has most impressed
Shigent Mivamato recently:
Samba de Amigo

Number of Dreamcast

games Sega Amenca president
Peter Moore expects will be
available by Christmas; 200
Nurnber of PS2 tiles Ken
Kutaragi claims are cumently

in development worldwide; 389
Number of pre-orders

Digicube has taken for

Final fantasy 1X- 960,000

Cost of each chalr used by
Daikatana programmers during
the game's development: $700
Football tearms signed up for
Drearmcast sponsarship: Arsenal,
Saint Etienne, Sampdoria,
Deporto de la Coruna
Confirmed redease date of LS
translation of Shenmue:
November 14

Number of Qugke skins generated
by Awatarhe in first seven days
after going ve: 300

Suggested retail price for PSone
(not including tax): ¥15,000
Weight of original

PlayStatior: 1.2kg

Weight of redesigned

PSone: 550g



fiadiyBrawnfoy

(out there)meoi

Badly Drawn Boy
Bewilderbeast

(XL)

An aptly titled debut from Damon
Gough, the lo-fi troubadour who
shrouds his delicate songs inan
air of mild bemusement. His
dazed approach and lack of
affeciation work in his favour,
allowing the music to curl
languidly around his yeaming
melodies, Raw, emotive
songwriting is a rare currency
nowadays, and Badly Drawn

Boy is rolling in it

Jurassic 5

Quality Control
(Interscope)

This West Coast rap sextet (you're
nght, they can't count) caused a
stir with their 1998 eponymous
mini-LP. ‘Quality Control, their first
full long-player, prowides further
antidote to the nihilism of
Eminern and DMX without quite
achieving the classic status the
last record promised. Still, cuts
Jike The Influence’ and Jurass
Finish First' spread the
knowledge admirably, as well

as revealing hip-hop's previously
unacknowledged debt to 305

SWing music

23 skidoo
23 skidoo
(Virgin)
They may be far from household
names, but 23 Skidoo's
progressive eledro experiments
of the early 'B0s reverberate
strongly in contemporary releases.
Sixteen years since their last
record, 23 Skidoo bring events
full circle with a new alburm which
embraces everything from R&B to
avantjazz, without ever sounding
musty or contrived. The strident
gurtars of ‘Freezeframe’ or the
heady dub of "'Where You Al help
shape an album which sounds as
urgent as anything produced by
the younger generation,

E=mc¢*
Unless you're a MathEngine boffin, or particularty
masochistic, you probably avoid any contact with
theoretical physics. But there's one equation that
you've undoubtediy seen countless times.
E=mc" is as infamous a slogan for ‘brilliant genius
at work' as Lara is for ‘gamer at play’ it means
extraordinary, mind-boggling thoughts neatly summed
up in five symbols. It means crazy old eastem European
acadernics with bushy hair at the sides scribbling madly
on blackboards knowingly. It means Hiroshima, Nagasaki,
Chemaobyl and the impossibility of warp speed.
Technically, it means sweet FA to anyone this side of a
PhD in thearetical physics. Clever dicks will jump up say: “It
means energy and mass are directly proportional to each
other and that one converts to the other at the speed of
light”. .. so what? This is what Bodanis sets out to explain.
This slim book dears the mist surrounding this
profound equation. Rather than take on the whole of
Einstein's theory of relativity, Bodanis sticks to E=mc®. Aptly
subtitled The Biography of an Equation, Bodanis recounts
the history and people involved with its creation in lucid
and clear style. Part thriller, part physics lesson and part
history of the early 20th century, this satisfying little book
will give you ample ammunition to bluff your way as a
MathEngine boffin, if not s Einstein himself

Author: David Bodanis
Publisher; Macmillan
|SEBN: 0333780337

The Light Of Other Days

Arthur C Clarke and Stephen Baxter need litte
infroduction. Described as literary father and son, they are
two of the greatest names in modem sdence fiction and
are responsible for writing epic novels that set the
foundations of the genre for their respective generations.

Set around 40 years into the future, The Light Of
Other Days' starts its epic space-time adventure in a world
where Britain has suffered economic collapse, retreated
from the EL, and gone whining to Unde Sam, becoming
the 52nd state of the US. Retinal implants are standard,
and echoes of the Web remain - the voice-adivated
SearchEngine downloads directly to your brain.

Child of the flower-power generation Hiram Patterson
lives here, and is the head of the media giant OurWorld.
Patterson has unlocked the secrets of the sub-quantum
universe and managed to produce wommholes that
communicate across space and time instantanecusly.

The consequences are predictably unpredictable:
live realime TV, the ability to see exactly what anyone has
ever done, or will do, no more secrets. So many 'what ifs'
are thrown at you there's barely room to follow the plot
TelHale traits of Baxter appear throughout in detailed
explanations of the technologies, and wit and cynical
snipes at the present — a hallmark of Arthur C Clarke —
show through as the action develops. This is dassic
science fiction, and competent storytelling. Fans should
fork out for the experience, but the rest of us might not
withstand the force of the sci-fi double-wharmimy.

Author: Arthur C Clarke & Stephen Baxter

Publisher: Voyager
ISBN: 0002247046

INTERNET

Site: Machinima

URL: www.machinima.com
Amateur film makers need not be frustrated
by high producton costs and the hassle of
persuading friends and family to run around
dark forests any longer. Machinirma is an
artform which blends the worlds of
videogaming and drama to an inventive
degree. The site offers advice, links, forums,
trailers and mad files to help tum your
favourite 30 engine into the new 'ER, ‘Ally
McBeal' or ‘Friends. Bxperience the 1997
classic ‘Blahbalicious’ for a taster. The sight of
an ammy of Quake bots dashing on a hesth to
the sound of ‘Braveheart is smply amazing,
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VIEWPOINT

t is rapidly becoming clear
M that the current round of
console wars will be the most
depressing yet. | refer, of course,
to the impending demise of
Dreamcast and Sega.

Never has a format been more
deserving of success than Sega's
new console. Not only has it proved
to be a beautifully balanced and
flexible machine, but it has allowed
developers a freedom of expression
that Sony’s latest effort seems
to currently preclude.

With the launch of the N&4,
Nintendo boasted of delivering
consistently high-quality software,
and then manifestly failed to
maintain the policy. In contrast,
the Dreamcast software library
is already the mast consistently
impressive in recent memory.

To me, the current failure of
Sega's machine lies not with
apathy from the dreaded
‘massmarket’, but stems more
from the dismissive response of
the industry as a whole. The initial
reaction of developers (many of
whom should have known better)
bordered on the contemptuous, and
this must surely have had a strong
negative effect on sales.

I'm very afraid that the end
result will be the loss of one of the
greatest entertainment companies
in the world. Sega execs must be
shaking their heads and wondering
what more they can offer gamers.
One thing is certain: nobody, not
even Sega, can survive such
crushing financial losses.

lain Brown,
Edinburgh
You're right: if there's one thing
Dreamcast has made abundantly
clear, it's that game publishers

have long memaories.
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just thought Id drop you a
line regarding Stephen
Dinkeldein’s letter in E86.

Games allow us to do some
pretty morally disturbing things. We
lie, cheat and steal in roleplaying
games. We commit murder in
firstperson shooters. We leave our
friends to die and kill the helpless in
games of Counterstrike online, and

in strategy games we commit

who doesn’t know the thrill of
being the office ‘badboy’ at UT, QIlf
or any other LAN game is surely
missing out. But we stop there. We
don't, as a rule, grab a shotgun and
head out into the busy high streets
to bring death to a bunch of
complete strangers.

Unless, of course, there's already
something wrong with us.

No sane and rational human

atrocities beyond measure as our
fantasies take us out to the stars
with conquest as our aim and city-
sized starships as our tools.

Oh yeah. And now we can
deface public buildings and skate

being drives like they play
Crazy Taxi. No sane and rational
human being talks like Duke
Nukem. No sane and rational
human being actually grabs a
pistol and a rifle and relives a

‘Games allow us to do some pretty morally

disturbing things. We lie, cheat, steal,

commit murder and leave our friends to die.

and now we can deface public buildings’

where we shouldn't.

My point is that for most of us it
stops at the keyboard. We might
bore the hell out of our spouses
about it occasionally, and anybody

scene from Soldier Of Fortune.
And no sane and rational
person would blame a game that
inspires the form of an anti-social
behaviour, rather than the

underlying causes of the anti-
social tendency.
lain Howe,
via email

n response to Stephen

“ Dinkeldein’s letter, as a long-
time gamer who started playing
games in the late '70s, and also
someone who has been involved in
the graffiti scene since the early
'80s, | find what he is saying to be
completely wrong. Let's put it this
way: | started to go around doing
graffiti not because of something |
played with at home but because |
was actually growing up and finding
my own identity. Now, most
teenagers go through that rebellious
stage at some point — it's part of
growing up and each individual will
go about it in their own way. Other
teenagers will go out and steal cars
but is a game like GT74 really to
blame? | think not — cars were being
stolen way before that game came
on to the scene and will continue to
be stolen way after that game is
forgotten about, and the same
applies to the graff scene. As it is,
most ‘writers’ have got respect for
private property and will go and
express their art at specific ‘Halls of
Fame', where their art is
appreciated. | find the idea of being
able to play a game where an
underground culture can be
expressed without actually causing
harm to anyone to be a good idea.
Plus, it's nice to see developers
coming up with fresh ideas, instead
of using the same stale and tired
game genres, so hats off to Sega for
actually trying to be different and
breaking the mould.

HYTESTER,

via email

That's just two letters from an



enormous amount received in
response to Stephen Dinkeldein’s
letter — all sharing the same
fundamental sentiment. Thanks to
everyone who offered their views.

was rather amused by the
interview in E85 with a
certain Tom Kalinske - sorry, |
mean Phil Harrison. He seems
preoccupied with evangelising
about what Sony and the PS2 will
do for us all, while at the same time
he obviously does not notice that
other companies are already putting
into practice some of his ‘out there’
ideas. The main examples are the
use of digital cameras and
microphones — now that is old hat.
It's all very well that sometime in
the future PlayStation2 is going to
bring us online this and online that
and be the centre of our universe,
but some of us want that right here,
right now. Sure the connectivity of
the Sony's new console is
admirable, but what about this idea
that there are thousands of USB
modems that can be connected?
Don't these modems need drivers?
Leading to the realisation that |
might have two different games that
require very different modems.
Come on, Sony, give things a little
more thought, and you might just
get there. So far, and this is only
early days, the PS2 has failed to
impress,
Paul Barrett,
via email

‘'m responding to the

Prescreen editorial ‘Trimming
down the flab in videogames' in
E85. Where are we going? That is
the question. Shorter development
time leads to shorter games, which
then sell at a similar price to the

epics. Long term, what happens?
The next epic gets shorter too.
Games are market driven. If we are
fed tat, then tat is what we will
come to expect — it's a vicious circle.
Look at the PlayStation — a very
impressive back catalogue of titles,
until you play some of them. So
much wasted design talent and
development man hours for a ton of
games that do little more than

yourself a copy of Mr. Driller and the
reasoning behind the editorial will
come sharply into focus.

ith the next generation
m of videogame systems
implementing DVD as the new
storage medium, | wonder
whether they could revolutionise
videogames as they have
revolutionised movies.

‘It is rapidly becoming clear that the

current round of CONSOle wars wii be

the most d@Pressing yet. i refer, of course, to the

impending demise of Dreamcast and sega’

Game & Watch handhelds did
ten years previously.

It's not about an epic story or
fully laden plot. Look at Elite,
Privateer and Ultima Online -
you define your own experience.

To me, it has always been about
immersion. That is where we are
heading; a total online immersion
with friends from around the globe.
Every good game immerses me and
makes me part of the journey to
that ultimate goal: games being the
number one use of leisure time on
this earth. Shorter games seem to
me to be a step back.

This is fine, as long as it only
marks a redefining of game goals
before the next revolution.
Otherwise, what have we all
expensively bought into? I've always
believed the initial words | read in
the very first issue of Edge, the
phrase: The future of interactive
entertainment’. | don't want the
future to be as the past.

James Bell,
via email
There was no call whatsoever for
the elimination of epics. Simply get

What I'm talking about is
the featurettes and ‘makings of’
found on most DVDs. With the
new medium’s vast storage capacity
it would surely be easy to give the
gaming public an insight into the
processes and pitfalls found in the
development of the game. I'm sure
there are thousands of people who
would love to see footage of
Shigeru Miyamoto talking about
Mario and Zelda, or to see the
motion-capture process for
International Superstar Soccer.
These ideas were touched on in
Virtua Fighter 3tb on the Dreamcast,
where you could access a movie file
showing some of the original
animations from the three Virtua
Fighter games, as well as
preliminary models and arenas.
| found this intriguing and
informative and | would love to see
other companies expand on this.

I'm sure anyone who has had
the fortune to see the ‘'making of'
for films like 'The Matrix’ and
‘Blade’ will agree that it adds the
product as a whole, and hopefully
we gamers will get to experience

these features during the
next generation of our industry.
Rick Huby,
via email

nd | thought you had
m something against Sega.
How wrong | was. Reading E84
| am convinced you have a grudge
against all the consoles that have
ever been released.

First the Dreamcast: you seemed
to expect miracles from it, giving
games like Crazy Taxi a reasonable
score, while it is (in my eyes, and
others — if everyone in the
newsgroups are not telling lies) a
nine or ten type of game. | still play
it, and it has struck me just as hard
as OutRun did way back when.
(Even now | would love to see an
OutRun compilation on Dreamcast
- imagine being able to play
OutRun, Turbo OutRun,
OutRunners). And now the PS2 has
done something wrong. What did
you, for example, expect from Ridge
Racer 57 A Gran Turismo beater ?
Come on, for Christ's sake: if you
want a Gran Turismo game, play a
Gran Turismo game, but don't
expect arcade racers to be even
mildly similar. After a long time
spent playing Ridge Racer V,
the only downsides were, in my
opinion, a lack of speed (Ridge
Racer on the PlayStation was faster)
and samey backgrounds. However,
it's playability that counts, and
every Ridge Racer game plays
like a dream, with tight controls
and controllable powerslides.

Now, let's talk Tekken. This
game caused everyone to stare at
the screen when it first appeared on
PlayStation. Now, a few years down
the line, Namco is following the
same road as Capcom did with
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Street Fighter, but somehow
Namco's game on PS2 has done
something wrong. | haven't played
it yet, to be honest, because | am

not so into fighting games, but both

Namco and Capcom'’s games had
a sparkle that others had not. Even
the mighty Sega Virtua Fighter
games did not do it for me, but -

fair is fair — in my eyes, both games

have been updated too long. They
should ditch them and go for

something completely different, but
as long as it's called Tekken, a game

won't stray too far away from the
formula, and the same goes for
Street Fighter.

Ronald Kattevilder,
The Netherlands

Sorry, Ronald, but you blew it as
soon as you made the same
mistake so many others do with
your perception of what Edge’s
seven out of ten means.

s the universal acclaim for
m Perfect Dark pours forth, |
have little doubt that Edge too
will join in singing its praises. But
does it displace Half- Life as the
leading firstperson shooter in the
multiformat stakes? As a PC and

N&4 owner | have to come down

on Half-Life's side, particularly when

you add the Opposing Force and
Team Fortress expansions into
the equation (leaving aside other
unofficial mods and add-ons). |

found your placement of GoldenEye

and Quake 2 ahead of Half-Life in
your Top 100 list as misguided,
perhaps attributed to their ‘classic’
status as opposed to them being
better in absolute terms. Although
Perfect Dark will no doubt be a
brilliant game, | can't see it
surpassing the Half-Life package in
terms of Al, graphics, sound, level

4 140 EDGE

design, variety, set pieces and
atmosphere. Would Edge care to
share its two cents’ worth?
Alex,

via email
Out of the box, Perfect Dark is the
better game, although its obvious
lack of expandability counts against
it. Which leaves no clear winner. But
you absolutely must play Perfect
Dark, at all costs,

\\n\\‘ think it's commendable that
w1l Edge provides people that
aspire to enter the industry with info
about the way it all works. | was
one such person six years ago, who
clung to every such report. But
having been here since, and having
my fair share of T-shirts, | can't help
but feel that reports like the
supplement of two months ago, or
indeed Demis Hassabis' reports,
paint too romantic a picture that will
probably fall short of most people’s
reality. | think it would probably be
beneficial to present my experience
as a programmer so people can
have a balanced outlook. I'll be
quite terse, so | can cram it all in.
First, | worked for what is probably
the biggest publisher in the world.
My first game was cancelled, the
second was released (a household

| went to work for one of Europe’s
premier developers. My studio was
closed and my team was the only
one not made redundant. We
moved to anaother site and a few
months later the game was
cancelled. A few mare months and
the company decided to stop
developing for the PC, so | (and a
fair few others) got the chop. On to
the third company, a small outfit led
by an industry veteran who has
featured in a recent Edge issue.
After realising that we did not get
any payslips, and receiving a
contract three months into
employment with terms | just could
not agree with, | got cold feet and
left (the game was canned shortly
after, anyway). On to work for a
prominent publisher that has been
making headlines with acquisitions.
Nice company, shame that they
decided to close my studio and
make us redundant on December
17 last year. Merry Christmas, ho ho
ho, and all that. | have opted not to
mention the companies’ names
here as my experience isn't
necessarily representative of what
they normally do or will do in the
future; and let me stress that |
worked in teams as capable and
keen as the ones that make it big.

‘My body, mind and senses function

on a level far in excess of anything that
can be simulated on a computer, now
or any time in the near to medium future’

name franchise) for which | got the
awesome completion bonus of
£500! Third game was cancelled,
and when the company decided to
move 30 miles away with less than
two months notice, | had to leave as
I had no car for such commuting. So

Anyway, after five years and all this |
decided to take a breather and I'm
currently not in the industry. | expect
my case might be extreme but your
readers should know that it can
happen to them, so that they can
make an informed decision. The

games industry is as exciting
as it is volatile. Caveat emptor.
Miguel Melo,
via email

) cott Scott (Viewpoint, E85)
Wl talks about how games are
not that true to life in the current
stage of computer gaming. | do
agree with him, but there was one
thing that he said that concerns me:
‘look to Metal Gear Solid as an
example of the best a console has
achieved — Dreamcast is yet to
deliver an equivalent.

Let's consider what he has said
shall we? MGS is a game where you
take the role of a one-man army
against a limitless horde of
genetically modified terrorists as
well as a ninja in an exoskeleton
suit with chameleon-like abilities.
Not to mention a towering bipedal
tank with magnetic-propelled
nuclear missiles. Real?

Second, concemning the
Dreamcast, one word: Shenmue.
Need | say more?

Daniel Corneau,
via email

rtificial sensory assistance,
m indeed. | don't know about
Jason Wells (Viewpoint, E85), but
my body, mind and senses function
on a level far in excess of anything
that can be simulated on a
computer, now or any time in the
near to medium future, Games are
meant to be fun to play and anyone
who has been playing games for
some time will tell you that this
does not require Al, ASA or anything
else, just a fun, interesting challenge.
Pass me the GoldenEye after I've
finished with the Chu Chu Rocket.
Jeff Mindlin,
via email
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