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The future of electronic entertainment

ow often have you played a game and wondered,
what if? What if that collection of buildings lining the
road in your driving game was not mere scenery, but in fact
an slement of fundamental consequence to the gaming
axperience? What if you could actually stop your car, jump
out of it and enter a shop? The team putting together
The Getaway clearly has pondered all of this, but, rather
than allowing such pipedreams to float off into the ether,
it is attempting to build them on PlayStation2. The result,
showcased this month on p52, is the most stupidly
ambitious videogame Edge has ever witnessed, and if
the finished article comes even near to realising such
grandiose plans it will stand tall as a new paradigm.

Yes, developers are finally beginning to foster fertile
relationships with their PS2 dev kits, and software of
The Getaway's stature seems certain to cement the console
as an essential piece of furniture for the home - despite
Fieet Street’s sensationalist hacks doing their worst to
throw a particularly ugly-looking spanner into the works.

While Sony factories continued to churn out millions
more of the company’s new lifestyle choice in the form
of PS2, this month Nintendo chose to present its new toy,
GameCube. At Spaceworld 2000 the company glesfully
unwrapped the box in front of hundreds of industry execs
holding their chins in their hands, wondering what plans
the sleeping giant from Kyoto had been hatching since an
aquatic mammal had first been showcased in emblematic
fashion in 1999. DVD movie playback, now recognised
as one the smartest items on the PlayStation2 agenda,
was notable by its absence. In place of such a masses-
appeasing slement was a giant video wall primed to
deliver footage of a new form of entertainment. As 128bit
renditions of Zelda, Metroid and Mario danced in front of
expectant onlookers' eyes, Nintendo reminded the world
that it was ready to come out to play again, and that it
was bringing some old, much-loved friends.

And, faced with a barrage of such bewilderingly stellar
slices of IR, for an all-too-brief instant, considerations such
as being able to use your videogame console to watch
‘Blade Runner' paled into insignificance
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Nintendo shows its hand

Game Boy Advance and GameCube unveiled at Spaceworld 2000;

Miyamoto stresses discernible performance over specifications

intendo unvelled its two new hardware
N units — Game Boy Advance and
GameCube - at Spaceworld 2000 on
Thursday August 24, 2000, at Tokyo's
Makuhari Messe Convention centre.

After a orief delay, executive vice
president Atsushi Asura opened the
proceedings with an introductory speech
focusing on Nintendo's past achievements.
Within five minutes, his hand reached into
his jacket pocket to reveal the Game Bay
Advance unit. Essentially a sieskly designed
joypad powered by two AA batterias with 2
centrally mounted 2.9-inch screen (1.5 times
the size of GBC's), the 32bit unit boasts two
shoulder buttons (which feel disappointingly
short on travel), negating concemns over the
putton limitation of previous Game Boys. The
screen is a reflective TFT colour LCD which
utilises a newly developed high-contrast white
panel — in practice, the image s more visible
than its GBC cousin. A PCM stereo sound
generator is being used, enabling multiple
frack simultaneous playback. As expected,
GBA is compatible with the cument range
of GB and GBC games (which cumently
number some 1,000 tities in Japan). As
with the currert GBC, different coloured
units are available, including the now-
obligatory translucent models.

Game Boy Advance will launch in Japan
on March 21, 2001 at a ¥9,800 (£60) price
point with ten titles. In Europs and the US, a
July 2001 release is currently planned, though
no details of price were given. Asura-san
explainad the delayed Japanese releass s
a result of increased dermand for the current

GameCube controllers will arrive in the
now-familiar rainbow of Nintendo colours

GBC model, presently being produced at a
monthly rate of 1.5 million units. In order

to satisfy customers, production will increase
to 2.5 milllion per month before Christmas,
after which GBA manufacturing takes over
to ensure a successful launch. Nintendo
expects to achieve sales of one milion

units by the end of the launch mont.

GameCube out of the box
Asura-san then tumed his attention to the
aftamnoon’s other announcement. A six-foot-
high container was wheeled on to the stage
and, accompanied by billows of dry ice, five
Nintendo GameCubes camed by a quintet
of helpful Nintendo girls emerged from the
previously empty box to rapturous applause.
Painted in five different colours, and
measuring just 150mm x 110mm x 161mm,
the 405MHz near-cubic unit resembles the
top half of a micro hi-fi system, and despite
fts angular appearance, in the flesh comes
across as instantly desirable hardware. Four
joypad ports line up above two Digicard slots
(used for either 4Mb Digicard flash memory
cards or a stamp-sized 64Mb SD-Digicard
adaptor for connecting a varigty of digital
devices such as cameras and mobile
phones). To the rear of the unit, digital

and analogue AV outputs join the 12V
power socket, and a handle assists
portability. Storage media comes in the form
of an Bcm, 1.5Gb proprietary opfical disk
from Matsushita, with an anti-piracy system
developed by the same company, (Nintendo
believes this 8Bmm disc to be the format of
the future and Matsushita should have
released DVD-RAM video recorders based
on the 8mm disc storage system in Japan
by the time you read this.) Accessories
include a 56K modem with a broadband
unit to follow - either slots neatly into an
allocated space underneath the machine.

[IRCC T

Launch titles and demos
GameCube launches with five titles in
Japan in July 2001, with the US rollout
following in October. No details regarding
price were unveiled and, typically, Europe
will have to wait until earty next year for
details regarding the PAL launch.

Once the applause died down, Nintendo
kicked off the GameCube demos. A glimpse
at a sequence showing a roomful of gloriously
rendered, partying Pokémon got the ball
roling before WaveRace stepped in.
Featuring some excellently modelled jetskis

GameCube specs

Nintendo used Spaceworld to
reveal finer GameCube details

MPLU: IBM PowerPC (‘Gekka')

Clock frequency: 405MHz

CPU capacity: 925Dmips {Dhrystone 2.1)
Internal data precision: 32bit integer and
B4bit floating-point

External bus bandwidth: 1.6Gb/second
(peak)

External bus bandwidth: 1.6Gb/second
(peak) (32bit address, 64bit data bus
202.5MHz)

Intarnal cacha: L1: Instruction 32Kb, data
32Kb (eight-way); L2: 256Kb (two-way)

System LSI ‘Flipper’

Clock frequency: 202.5MHz

Embedded frame buffer: Approx. 2Mb
Sustainable latency : 5ns (1T-SRAM)
Embedded texturs cache: Approx. 1MB
Sustainable latency : 5ns (1T-SRAM)
Texture read bandwidth: 12.8Gb/sec (peak)
Main memory bandwidth: 3.2Gb/sec (peak)
System floating-point arithmetic capability:
13.0GFLOPS (peak) (MPU, geometry engine,
HW lighting total)

Actusl display capabiiity: 6 million to 12
million polygons/second (display capability
assuming actual game with complexity
model, texture, atc)

System main memory: 24Mb sustainable
Latency: 10ns or lower (1T-SRAM)
A-memory: 16Mb (100MHz DRAM)
Image-processing functions: fog, subpixel
anti-aliasing, HW light %8, alpha blending,
virtual texture design, multi-texture
mapping/bump/e mapping,
MIPMAP, bilinear filtering, realtime texture
decompression (S3TC), 24bit colour, etc
Other: Realtime decompression of display
list, HW motion compensation capability

Sound processor: custom 16bit DSP
Instruction memory: 8BKb RAM + BKb ROM
Instruction memory: 8Kb RAM + BKb ROM
Data memory: BKb RAM + 4Kb ROM
Clock frequency: 101.25 MHz

Maximum number of simultansously
produced sounds ADPCM: 64ch

Sampling frequency: 48KHz

Disc drive: CAV (Constant Angular Velocity)
System average access time data transfer
spesd: 16Mbps to 25Mbps 128ms

Media: 8cm Nintendo GameCube disc,
based on Matsushita's optical disc
technology media, approx. 1.5Gb capacity

Input/output:

Controller port x4

Digicard siot x2

Analog AV output x1
Digital AV output x1
High-speed parallel port x1

Main unit dimansions:
150mm(W)x110mm(H)x181mm(D)

007 >



GameCube's expansion port
accepts either a Nintendo 56K
modem or a broadband unit

The SD-Digicard adaptor will
allow GameCube to be linked
up to devices such as digital
cameras and mobile phones

lightiny
quality, if you rememiber the original’s img
on the videogaming world, you won't
underestimate the noise this will make.
Zelda was possibly the most visually

Nintendo proudly demonstrated
its new controller, which can be
used with an optional wireless
adaptor from up to ten metres

impressive title, with a sequence showing
a grown-up Link fighting Ganondorf in

an atmospheric castle room fit by the
numercus sword/axe strikes. The detal

of the characters Is unpracadentsd in

a Nintendo game, and the seamingly
advanced state of the title surprised

many who thought it still very much

stuck in development infancy.
But if the crowd reacted emp

to both WaveRace and Zelda, it positiveh

erupted as a sequence showing a

textured Samus from Super Metroid running
towards the camera along a gloomy

spaceship comdor (followed by hur
of beautifully animated space
off. The level of detail in Samu's suit
awe-inspiring, and while the aestt
128bit update of one of Nintendo's

@

tions has long been a maot p
sulfing images astound.

Thirdparty offerings

LucasArs followed with a seguence

showing a squadron of X-Win
subsequent attack ona D

structure. Marginally less impres

Nintendo’s own material, the seq
solid and a strong indic
'Star Wars' title on its wa
forthcoming machine (muc
way as the early demos

Each demo brought a different type

of emotion from the attendees of the
pre-Spaceworld event. Miyamoto-san’s
Mario demo (each of the 128 character
models was made up of around 700
polys) had some in stitches, while the
Zelda section drew gasps because of its
insane level of detail. However, the most
vocal response greeted the appearance
of Samus Aran in a sequence that could
become part of a StarCube Metroid

sequence. (After the show. a sequence
detailing a 128bit version of Banjo-Kazooe
with the eponymous duo running away from
a posse of pursuing high-poly characters
shown on 2 looping demo would go a little
to restore the ¢ r's reputation -
dust effects, texture quality and facial
sxprassions were most notable.)

Nintendo res
with a sequence showcasing Luigi's antics
[sliding down the banister, screaming like
a girl) from Super Mario 128 in a superbly
detailed and masterfully lit haunted mansion

1ed audisnce interest

beoasting a stupefyingly polygon count. A
crashing chandefier demonstrated

realistic physics modelfling, while the semi-
translucent Boos terrorising Luigl were
beautifully and intrica

ly detailed, with

some superiative facial expressions — in

many
ghosts from the 'Ghostbusters’ films — anly
better animated. Everything ran at 60fps.

s they're raminiscent of the slimer

Shigeru Miyamoto's presentation (left) was naturally a highlight, containing carefully considered language. Nintendo hopes that the 8cm
disks (centre) will become a kind of industry standard in years to come. GameCube in all its naked, part-IBM-engineered glory (right)
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Focusing on games

As the attendees

jounos ceased their hollenn

director Genyo Taked )

and emphasised Nintendo's foc
games and gameplay. The conce

GameCube, he stated, was to pres

developers and players alike with the

ultimate hardware for playing games

Hence the ease of use and the ramoval

of the typical bottlenacks associated with

development problams, He talkec

MNE4's reputation as a games machin

was difficult to develop for as a valuable
lesson, and went on to list the features
introduced in order to make its 128bit
successor a far more straightforward
proposition. He highlighted the introduction
of 1T-RAM technology, which has a
minimum of delays, into the main memory,
and the graphics LSI mixed memory.
Secondary cache memory with a large
capacity is implamented in the MPU,
resulting in alleged functionality that can be
used with games with consistent reliability.

The Wavebird controller
Shigeru Miyamoto then stepped up to talk
through the joypad. If GameCube isn't
necessarily a shape you would nomally
associate with Nintendo, the contraller
certainly is. With the aid of an onscreen
Boo which burped cut function letters and
altered its shape on command, Miyamoto-
san cycied through the ergonomic unit's
eight buttons, two analogue sticks and D-
pad. The L/R buttons are now analogue
and two trigger buttons have squeszed in
above them. The C buttons, while stil
perceived as camera operators, have been
replaced by an analogue stick. Named the
Wavebird, the joypad unit is also available in
wireless form and will operate up to a
distance of ten metres. The coup de grice
was that a Game Boy Advance can be
plugged Into the GameCube, and games
can be played using the GBA controls with
its screen acting as a high-spec VMU,
Explaining that following the way
competitors aped ideas first seen in the
titles shown for the NE4 after the machine’s
initial public appearance, Mivamoto-san
said he had to restrict the amount of game
footage Nintendo was willing to show. Still,

“There have been claims of high performance
for game hardware, and although people were
impressed, the products haven't delivered”

\

Forthcoming GBA titles include (from
left to right) Mario Kart Advance, Ougon
No Taiyo (Golden Sun) and Napoleon

Nintendo’s big brands were pushed to
the fore, with Luigi negotiating a haunted
castle (far left), plus Pokémon aplenty

a technical demo of the machine’s potential
featuring Mario on a circular Monopoly-style
board was soon on the stage's three
screens. Within seconds, 128 hi-res Marios
made up of 700 polygons each (along with
the 128 polygonal boxes they were hiding
under) were running around, rolling each
other off the edge of the board and
generally behaving independently from
each other, while displaying correct physical
modelling. Unsatisfied with the number of
moving objects, Miyamoto-san added
more boxes, radically changed the terrain
topography (only the stronger Marios
resisted faling into the resulting troughs)
altered the lighting, wobbled the board

with hilarious effect as most of the Marios
bounced their way into obiivion, gave them
all toon shading, turned them transparent,
added motion biur, and then tumed the
whole thing into a pizza. It was an
imprassive insight into the machine’s
potential, though Miyamoto-san made

a point of not ing figures.

“In my experience, thers have often
been theorstical claims of high performance
for game hardware, and although people
were very iImpressed by the figures, the
actual products haven't even delivered one
tenth of the claims,” he stated. "It Is a given
that the Nintendo GameCube will offer
better graphics and higher quality sound,
but more importantly it will allow developers
the freedom to concentrate on creativity
without worrying about technical
limitations.” A preliminary strike against
Microsoft's more powerful hardware
undoubteadly, but until X-Box boasts a
line-up as convincing as GameCube's,
Edge’s money is unguestionably on
Nintendo's maching. Expeact no more
detalls on GameCube until E3 next May,
where Nintendo has announced it wil
reveal its ine-up In preparation for the
Japaness July launch, Edge will carry
a full report of Spaceworid 2000
in next month's issue

==sn

Nintendo terms these tones magenta,
purple, black, champagne and steel.
How much it expects the carrying
handles to be used is unknown

Game Boy Color was the last item
on the handheld agenda at the
event: its Mobile Adapter GB was
shown for the first time in Japan

In a novel twist, GBAs can be linked
to GameCube to act as luxury VMUs
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PlayStation2 suffers new media storm

Press rounds on Sony over UK PlayStation2 price compared to continental Europe and US
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No such thing as bad publicity
Press interest in the launch of a videogame
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This 1z especially true given the price of
one rival console, the Dreamcast, which

ed at a substantially lower price
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“Sony isn’t looking for sympathy, and we
understand that people might feel aggrieved,
but we do our best for Europe and the UK”
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Alan Welsman is keen to dismiss claims
that PlayStation2 is overpriced, citing
greater distribution costs and sales tax
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UK because they know
they'll get away with it

d. We're not
sympathy, and we understand that

ocoking for

people might feel aggrieved, but we

preorder system

as also revealed that,
| be no

with retallers. Sony

rlier reports, there w

e until

Christmas

1 at the moment say
exactly how many units will be availabile on
launch day. we can only confirm that three
million units will be shipped in Europe for

the end of our fina: | year, which is

will be guaranteed to get a machine before

The price of PlayStation2 was
announced to the public in a
series of indignant headlines
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Christmas, but not on the day of launch,
Enough precrder forms will therefore be
distributed to retailers to cover the amount
of units that will be shipped before
Christrnas, and consumers will be
informad when they will receive their
console in a letter from Sony. The verdict
of Clare Askem, of Dixons, regarding
precrders is muted: “It's not ideal, but

| can understand what Sony are trying

to deal with, which is a very small amount
of stock versus the anticipated demand.

| think it's very complicated, and as a non-
specialist it's quite a compiex thing to be
doing, and I'm quite worried about the
operational aspects of that, in terms

of trying to manage that through our
busiest time of year. In terms of the
strategic intent, | sympathise with it.”

The biggest difficulty posed to retailers
by the system is the management of
consumer expectation and understanding,
which some retallers point out is to the
advantage of Sony's competitors.
“Dreamcast is entering a potentially
axciting period,” argues Bone. *With
the most impressive 128bit software
ever developed about to hit shelves,
the opportunities for Dreamcast this
Christmas are vast. In the same way
that Nintendo 64 capitalised on stock
shortages of PlayStation in recent
Christmases, Dreamcast is poised
to take similar advantage of PS2's limited
avallabllity.” Welsman Is less concemed,
believing that consumars will wait: “There
will always ba a minority who switch to
the Dreamcast or any other format that's
available if they can’t get the machine
they're after, but most people who want
a PlayStation2 will walt for a
PlayStation2.” Certainly retallers are
agreed that the Dreamcast will have
tc be on sale at the right price before
consumers will be willing to switch,

It's unlikely that the high price
point and shipping delays will dampen
the huge demand for PlayStation2 that
already exists. Sony should be more
concerned by the fact that devoted
gamers are still likely 1o be deterred by
the average quality of many of the titles
that have been pencilled in for launch. It
is therefore to be hoped that the company
uses the delay to ensure the delivery of a
higher quality of launch software than
Is currently expected.

€012 >

“Sony have certainly implemented a
rather radical approach to their preorder
process, While the communication flow
to retail has been consistent, they will
need to maintain their traditionally strong
PR message to the consumer, as there is
some confusion as to how customers go
about securing their machine before
Christmas. Stock availability will be an
issue, though in Sony's defence it always
has been, no matter what the platform
may be. With the overwhelming launch
success in Japan, plus the production
demands of the imminent Psone, it will
be no different for the PS2.

“Many cynics appear to have already
picked their winners in the hardware
wars, citing the war as a two-horse
race between Sony and Microsoft, but
with Sega about to potentially get their
online message over to customers and
Nintendo about to reveal further detalls
of Dolphin, there may be more to this
battle than initially appeared.”

Doug Bone, HMV

“Obviously it's a shame that we will be
getting PS2 later than the other two main
markets, but | think this is sympathetic of
two things - the huge demand in Japan
and the development of PAL hardware.
It's always going to be easier to ship
new consoles for the US, because they
use the same TV standard and don't, as
such, need any new display hardware.

industryopinion

Developers and retailers on PS2 launch problems

It's a fact of life, but still disappointing
for the European consumers.

“I'm pretty surprised about the
amount of concern in the press about
the price of the console, | remember
buying the first PlayStation five years
ago for around the same price and
didn't consider it a rip-off at the time.
| think the new console has so much
maore going for it - games broadband,
DVD, etc - that it seems remarkable
that it's stayed at the same price.

“Personally | hope that the delay
will help us get some better games ready
for the market than some of the games
we saw for the Japanese launch. | think
there is quite a good window of
opportunity for Dreamcast. It's all about
having good games. At the start there
weren't too many, but as time has gone
on they've got better and better. | think
this will also be true for PS2 as the
games that are now in development
look amazing.”

Brendan McNamara, Studio Scho

“I don't think the delayed launch of

the PS2 will alienate consumers - the
price point is aggressive for an entry
level console, and it will still make it in
time for Christmas as anticipated. This

is a stunningly desirable machine that
consumers will wait for - a four-week
wait won't push them towards alternative
consoles. I'm sure Sony will use the

delay to maximise the hype, though this
raises concern that they may not be able
to cope with the initial demand at retail.”
Paul Jackson, Electronic Arts

“I don't think the delay will alienate
people; not for long anyway, as most
purchases wlill be Christmas presents.
Once you buy a machine, the fact it

was a month or so later is soon
forgotten. It is more likely to increase
anticipation. A few people may buy a
Dreamcast, but those that are swayed by
a month's delay suggest it is not a major
purchase for them and probably have
the money to buy both - in fact, they
probably have a Dreamcast already.”
David Braben, Frontier Developments

“I think there will be an awful lot of
disappointed customers this Christmas,
especially the non-hardcore gamer,
Anybody who's very close to the
market and the product will know
there are shortages, but in the more
massmarket case, where little Johnny
really wants one for Christmas and his
mum and dad go out and try to get one
in the run up in the normal purchasing
cycle, | think the consumer’s going to
be very disappointed. Which is why

| can understand why Sony are trying
to manage that expectation and
manage the flow of products.”

Clare Askem, Dixons

Blockbuster goes broadband

Video rentals giant dives into on-demand, paving

the way for games piped direct to the home

The implications of a broadband future became more apparent on July 19, when
Blockbuster announced plans to launch an entertainment on-demand natwork in
conjunction with Enron Broadband Services in the US. Initially the service will offer
video on-demand to several US clties by the end of the year, so that users can enjoy
pay-per-view movies which benafit from VCR-like functionality. Eventually, though,
the service will offer other forms of entertainment, including videogames on demand.
It is planning to extend the service to other markets, including the UK, in 2001.
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Dreamcast price slashed

Sega cuts console RRP in run-up to PlayStation2 launch

nue to ations aboL

1, including Jez San of A

Titles including Baldur's Gate (right) and
Colin McRae Rally 2.0 have seen their
release on Dreamcast cancelled

BAFTA to visit evolution2000

Interactive entertainment award nominations to go on show in Leeds

Following the success of last year's
event, which featured speakers such as
Jonathan Freedman (far left) and Peter
Molyneux (left), a strong line-up has
been announced for this year, including
Revolution's Charles Cecil (above)



Siggraph marks new movie-game synergy

New Orleans convention showcases fresh wave of cinema/videogame cross-fertilisation

he last
Sig

for a five-day grapt

extravaganz
at the Ernest N Morial Convention

Centre in New Orleans.

Pixar scre 3 ‘For the Birds
short to an A o & for the first

time, Sony Pictures lapped up the pl

ts work on 'Stuart Little' and ‘The

has nothing to do s

38 industry,
most of the tools cur 1 for movie

ara exactly the same ones ¢

are kesn o turn their motion-p
FX products into games industry

mon akers. Though game com

ent houses
ng In the

techniques n the major mo

the hope of converting

On top of films like ‘Stuart Little' and ‘The Perfect Storm’,
Alias Wavefront envisages Maya becoming middleware
for PlayStation2 with its SDK package, which will create
an engine for artists and programmers to work within

Others use custom solutions, but Discreet's Character Studio 3 is a plug-in for 3D Studio Max which makes generating realistic crowd animation easier, eliminating character collisions
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Making waves

’ s : T _ . ILM shows off technology that
£ s el Lot e 1 ATTh e~ generated ‘The Perfect Storm’

¢ v One of the most fascinating
could give game developers a number of new pointers . & I i " '’ i ki
. presentations at Siggraph was
1 at the Alias Wavefront user
group meeting. Betore an audience of

some 2,500, ILM showed how It used
pping a realtime £

a host of plug-ins and extra

Nl ang programmers to create the incredibly realistic
with a jump anir have a realt viewer an engine to work within t¢ waters in ‘The Perfect Starm =
waorking out what a ssers will be able to instantly Ple n2, X-Box, Gamel The company had technical
ook like. In future versions, » - %, eve GL an the PC. Thus, ar :

quires multip

directors covering every angle of

ng and texturing jon't need to be ported, cc fluid dynamics. Some worked on

mist and spray. Others tackled surface
Most of the tools currently used for movie gy s i it
effects are the same ones developers are
taking on for their PS2 and X-Box projects

mulated, it had to be set up

render correctly; an added difficulty
was that different types of spray create
different types of refraction

Soon nautical games may require

similar levels of affort to be convinging

anes from Squs

Thankfully, though, at least some of the
movie in realtime, as well as legwork has been done
pplications, like military flight sim ]




Rebellion sparked as Judge Dredd sells out

Brit developer purchases 2000AD from Egmont Fleetway, obtaining super-rich seam of character IP

It all
characters,” explains

Jason Kingsley. “Urt

Dredd remains the best known character, but the vast
2000AD portiolio includes characters like Deadlock
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Andy Diggle, better knov
aders as Tharg, is clear about

with the likes of

‘Barbie

Chris and Jason Kingsley have been
readers of the comic, which features
strips like Durham Red (left), since its
first issue, and are hoping to increasa its
circulation by returning to its darker roots

Licences to print money

This rich portfolio is the chief advantage

Morpheme injects
new life into WAP

Activision text adventures to be
developed for mobile phones

London-based WAP developer

Maorpheme has announced that

it will bring several of Activision’s
Infocom text adventures to WAP
platforms, Titles such as Zork,
Pianetfall and The Hitchhikers Guide
To The Galaxy, wowed gamers back
in the '80s, though they do not seem

e years, th

CTO Chris Kingsley is

to be the cbvious cholce for a WAP
version given the limited interface of
current handsets. “Conversion of the
Z-Machine to WAP certainly poses
some interesting challenges,
particularly that of designing and

pant to make sure that

v stuff, When we do make

and new ownership creating an easy 10 use enhancement
opportunity to finally

Dredd, Rogue Troop

oina the likes of or replacement of the classic text
entry system,” concedes Andy Fitter,

“The prospect of a Syphon Filter-style game
based on Strontium Dog has me drooling with

and Haio Jo
abt that the Morpheme's technical director.

anticipation... it’s just a daydream at this stage”

relatively untapped back catalogue, announcements, we'll be quite involved

maintaining the integrity of the franchise in controlling how things appear. We want he says: precates the

IS Clearly a
the King

oncern, but s lenge that to be very act| involved, otherwise we conceptual art on 'k

slay brothers are certain they can won't do it." When it c s to licensing

on ‘Blade Run
all in their tw,

all readers of 2

omething
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3z Philips unveils wired wear

UK: Following Stone Island's dalliances with MP3 player-
equipped jackels last season, Philips and Levi Strauss have
joned forces 10 weave magic in the form of the Industnal
Clothing Design brand, Dubbed ICD+, the Massimo Osti-

designed range of four jackets Is a strictly limited edition rin of
600 pieces, sach containing a Philips Xenium GSM mobile and
Rush MP3 player, Both units are to be contralied from a single
remote control woven to a network in the jacksts — which are
avaisble now from around £400. The itlem's one-stop-shop
appeal to the muagng fratemity is doubtiess without bounds.

== Gamers get on their bikes

UK: if inventor Steve Croston has his way, gamers will soon be
able 10 barsh any fears about the efiect of an overwhelmingly
sedentary hobby on ther hesith. Aiming to hit the demographic
sweet spot of middie-aged dads who are hitting mid-life crisis
and their gameplaying kids, he has developed a prototype
controller for the PlayStation based on an exercisa bike, Four
years in development, the device enables players 1o cycle round -
for exampie - Ridge Racer V. thoughhe has vet tofind a
manufacturer for the unit. Whether it will encourage hardbitten
city types 10 compete even more in the gym s another matter
Edge's guest tester cerainly wasn't enamoured by the beast,

== Evesham shows ultimate PC cards

UK: They may not offer the compiexity of ‘Magic: The Gathenng'
or the collectabiity of Fokémon trading cards, but Evesham's new
Tech Trumps range will delight PC-heads everywhere, Though
manufactured to promote its new Ongin and Evolution range, the
card game can generate a senous amount of competition. But
which is better — 2 x SBS52 speakers or 2 x Zy-Fi speakers?

Data Stream

Number of copies of Sambea e Amigo Sega 's shipoing 1o the US:
30,000

Number of maraca coniroliers Sega s shigpng to the US: 10,000
Number of subscribers who signed up for Alta Vista's unmetensd

ually used the service: 0
560 : for the fnancial year 4.9m
Actual Dmamcast saies woridwide: 4.6m
humber of PiayStation?'s sold since 0
Number of PayStanon?
Ma-_cr; 2_ClJ'I :10m
Damages paid by MP3.com to Sony Music Enterfainment over
copyright Infringement: $270,000
Narme of Nameo's forthcoming BPG for PS2: 7
Increase n nVidias revenues for its second firancial guarter; 118%
Product Riot Entertainment s 1o develop for WAP mobile chones:
X-Men: The Wireless Game
Presenter of the best dance video at this year's MTY awards: Ulala
Year in which Dungeans & Dragons was first published: 1974
Average age of DD dungeon masters: 26
DED players: 23
ot DAD players that are female 19
nes in development that are basad on DADs
ampaon seting: four




Grail of gaming unearthed

manufactured, Entr

1 can be acquired from cesar

me: said to play to arcade standard"
r«iThe '_- ts own S yStatonZ analysis

“Recreational videogames have the
potential to help both children and adults
with a variety of health problems - from
concentration dlﬁicultles to phys;cal stress'

MNASA press relasse =8

“It's not really a virtual pet type of software,
it's more like mind- control software”
Yutaka Saito descr 1 i Seamarn

“When you are learning a difficult
videogame, you should not be thinking
about Bar-B-Q-flavoured potato chips. You
must learn to channel your attention into the
new world you have entered, be it outer
space, undersea‘ or elsewhere”

Tom Hirschfeld i v to Master the Video Games

“The design'’s a bit patchy. Two§
silhouetted-out purple clip art" _
Web forum p-:r;" ar

TR TR sy

=2

s compo and your creation could end
knd of a not-at-all-gratuitous model
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Korea: Dong-

-7 Palming off the Game Boy

oem Game toumaments grow

In-tank sex-death shocker stuns office into silence

Infogrames ‘Big Brother' videogame

It's going to be an ‘arcade platform game'. How lame?
Videogame sensationalism in the tabloids

It's back, and it's talking about “this Christmas’ hottest toy
Nintendo's GameCube console design

One haif of the office loves it, the other still refuses to believe it
Seaman's American tongue

Adopting 2 Yankee twang is no laughing matter




Author: Pat Cadigan
Puiblisher: Macmillan
ISBN: 0333779533

Author: Peter Menzel & Faith D'Aluisio

Publighar: MIT Press
ISEN; 0262133822

Site: ScreenS
URL: users4 50megs.com/alaggan/zxscreens/

S Web sie & ot

UK: Some people collec! stamps, others cons,
But Ancirew Laggen hoards loading screens

from yesteryear anct makes them avaiable

via his homepage, Screen (ex-Speccy users

will recogise thetarrm as the file format for such
images on the Bhilt computer). The plcs — wihich
gat on TV and moritor sereens for the three or
four minutes It took games 1o load from cagsette
tapa back in the day - provide a fascinating
snapshot of the videogame industry when it was
at its most shabby (see the pic that acocompanied
Masterironic’s Streaker), its miost obsoure (wWho
remembers L'Oad de Set, for heaven's sske?), and
s most creative {see most of Dave Thorpe's work
| for Ocean, Including the lkes of Head Over Hesls).
| A 'otaly absorbing site for lovers of the obscure

DigiCube

'® =

Japan: Digicube, one of Japan's largest retallers of
vicsogamas (it is the the ecomimerce medium for
Square and itz Play Oniine strategy, and it was

responsibie for the maganty of Fnal Fanfasy (X sales),

has seen its traditonal saks Ines reducing, so it
has embarked on an inftiative 10 promote DVDs

Ad opens on bedroom scene. Woman (standingl:

“Ow! Wha is this woman?” 02 Man: "ls there
someonea?” 0°. Worman (standing): “Yes! Just by the
side of youl" ¢ Man: “Which woman?" (1, Woman
(standing, now very aggravated); “Her!" (¢ Mar.

| think you've watched The Sixth Sense’ a few

oo many times!™ °7 Vigiceover: "Tha Sixth Sense’,
at last available on DVD]" 17 Promo ends on logo
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arty Hamngton paused outside the

doors and took a deep breath. \Was he

sweating? This was the make-or-break
moment for his new development studio. The two
irvestors stood al his sde, chequebooks concealed
somewhere within swish tallonng. They raised their
eyebrows. Suddenly he realised that not only the
studio was on the line — this was make-or-break for
himself, too. Thus unarthodox methods wers fully
justified. He exhaled,

“Gentiermen,” he said, opening the door. “Shall
we?" The room was a hive of actvity, “This is what
we call the 'rad hot core’ of Violcano Productions,”
Harrington tittered as he ushered the sults into the
open plan office. "We can talk the talkc all day, but
these boys make it happen.” He coughed and
Iooked towards a gir at the nearest desk, who
stared impassively nto her screen,

“Weall, you don't hang abaout,” said a sult,

impressad. “You wouladn't believe how many
‘stan-ups’ | see that haven't even ieft ther old jobs.”

The second Paul Smith-wearer chuckded
“Exactly. 'GreatGamesRUs@hotmail.com’
and a contact number from Crange.”

“Now | take getting an office together as a
signal of intent," agreed Paul Smith senior. "Of
coursa, most developers can't tie their laces,

S0 you can't expect too much.”

It the staff of Vioicano Productions were
offanded. they didn't show it. All but one - a scruffy
chap sumounded by “Star Wars' figures — ignored
the visitors, They stared into their screens, cleary
lost in thelr work. Harrington draped his anm around
the nearsst guest, "Back to my office for a swiftie?"

“Swifter the first, the sooner the secand,” he
replied. But before Harrington could stop him, the
other sutt was heading towards a desk. “Excuse
me, but what are you working on?” he asked an
unusually healthy looking coder, Marty's grin was
fixed, his grip on the suit's shoulder tightening.

Suddenly, the scruffy man stood up. “Hes
working on maps for Scooter Circus, our first
game,” he said as he walked towards tham,
extending a shaky hand. "Somry - we're a bit
focused today, Mike Gray, techrical director.”

The questioner shook his hand ke a
schoolteacher. “Scooter Circus, eh7 That

the Yank game, Marty?"

Marty coughed, and released his Vulcan grip.
“Er, yas, well, to be honest we're not really sure
who'll we go with yet. Lots of interest. Actually,
it's a bit of a work in progress. The landscape
is constantly shifing &t Volcano,” He owed his
cishavalied lead programmer — his only programimer
— @ drink. *You know, fluid fike lava — and red hot.”

“Riilght,” drawied the suit.

S0, Scooter Circus was a 'project’ rather than
& product in the boss' eyes, the scrufly man mused,
as he circled the now empty office on a siver
scooter. The student actors and the rented
missad them. True, it had been like working in an
episode of the Twilight Zone' populated entirely
by Gap staff, but that was better than working in
a 1,600-square-foot office populated entirely by
him and Harmington. The old programmer saw

REDEYE

that he had been suckered just ke thase investors.
Harington had convinced him that Volcano
Productions would become the new Bulifrog or

id Software, but it was ciearly the latest shaky rung
on the head man's laborious descent towards the
bottom of the industry. Sad.

Satum’s finest hour had aready passed and - 18
months in - it pulled the plug. Next up. a big spgrts
game developer, but it wasn't big enough and it was
acquired by a French concern which didn't fire
anyone, but instead spent six months driving them
into leaving out of sheer boredom. Gray's aporoach
subsequently becarme more proactive. At the
siightest sian of trouble, he'd jump ship. The strategy
worked — he got the fun of design without the pain
of the crunch. He also got a pay rise. So he started
jumping at the siightest sign of a better ob.

Neverthaless, he had been excited by the
new position as technical director of Volcano
Proguctions. With Hamington's stil quotable profie
and his own expenence - albeit unconsummated -
Vickcano had held real potential. And he would hardly
cancel his own game.

Harmington passed the programmer a sweaty
Kronenbourg and waited for his Guinness. “Look,

Commentary from inside the videogame industry

I'm as disappointad as you are, Mike, but you know
the trouble we've had securing backing. How many
two-bit developers have those guys seen over the
last couple of years? And no one has signed a
stick-it-in-a-box game since Mucky Foot or Elixir”
"But WAF, Marty? A 'roaming enterainment

The long-forgotten joy of his first job in the industry had given
way to a cynical secret: he had never completed a game

Gray had read about Marty in Zzap/ when stil
a kid, and Harmington's Way was the game that had
inspired him to make games himself. But in the big-
budget 3D age, Harrington wasn't just a dinosaur
In an industry of twentysornethings - his mind was
prehistonc, too. He wasn't the man he once seemed
— but then naither was Mike Gray. The long-forgotten
joy of his first job in the indusiry had gvenway o a
cynical sacret: he had never completed a game.

It wasn't his fault. He initially worked for an
electronics conglomerate on its ‘TV-computer’
that switly became a 'multimedia centre’ and then
a muitiformat ‘nerve centre’ as technology ate Itsalf
in the earty "90s. None of the machines made it to
the shops - an ominous portent. Stil, he'd been
thriled to move onto a company founded by efte
Dutch demo coders to create what was to be the
Satumn's finest hour. Sadly, the publisher thought the

YDGE ¢

gdestination with broadband-ready portal potential”.
what the hell is that?" The programmer shook his
head, “Bollocks is what."

“A gravy train Is what It Is," Hamington retorted,
"If | sign that deal, we're looking at £1million
upfront for changing our name to Violcana.com.”

"And how long will that last us when we're hiring
a dozen studeres every time the investors twim up
to have a look under the iid of their iittle incubator?”

“Forever,” smirked Harrington. "You don't
actually think that | paid those bozos do you?”

"So, what compelied them to sit there for two
days? Your charisma?”

“Sort of," said Harington, with a hint of real
sadness. *| promisad them sexy jobs in the industry.”

RedEye is a veteran videogame journalist. His
views do not necessarily coincide with Edge’s
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idecgame enmvironments have become ever

mare graphically dazziing over the last five

years, but we are only just beginning lo see
the first shoots of true maturity in their design. It has
long been important, of course, to make
environments look pleasing. The first two Tomb
more for their architecture than for their heroing: the
real hook was the constant jolt to our sense of
aesthetic wonder, induced by some of those rooms.

The spatial and textural beauty of good

videogame environments acts as a kind of reward
system), motivating the player to try to reach the
next architectural mastarpiece. But thera Is a lot of
laziness in environiment imagineering, 100 ~ a handful
of visual templates, slavishly copeed from cinema,
get endiessly borrowed and reworked. Do we really
need yet another H R Giger-style biomechanoid ship
imterior, all black—green nbbed curves and slime? Do

we really need more stony dungeons with sweating
walls and naked-flame lighting? Why such laziness
and repetition? Well, certain visual styles
automatically convey certain useful atmospheres.
The visual cannot be divorced from the visceral,
Giger's widely copied biomechanoid style,
for instance, evokes modern man's technological
ambivalance, You are a biological organism (Joanna
Dark, Jean-Lic Picard, Ripley) fighting the unnatural
marriage of biclogy with machinery {the Skedar, the
Boryg, the Alien), yet you have to use machinery, both
the PC or console and the ingame weapanry, 1o
accomplish your mission. This subtext contributes to
the assthetic style's pleasing tension and paranoia.
Equally supgestive is another popular
environment type: the warehouse. The idea
of a warehouse represents the forces of global
commercialism, with its stacked and packed
industrial goods. Against such impersonal forces
in the real world, an individual is helpless, In a
videogame, however, you are decidedly not helpless:
you are in full, immediate control of your destiny,
even in the belly of the capitalist beast. The
paradigm of the warehouse shootout, then,
offers a neon-iit celebration of humanist power.
As well as such buned poltical messages, an

environmental style also incomporates a particular set
of dynamic possibiibes. You can texiure a warehouse
in moody gunmetal greys and bas-relef, and you
can Iight it dramaticslly, but, frankly, a warehouse s
still not that visually amesting a piace. Conversaly,
especially when it is full of rectiinear stacks of crates,
1t makes a great hunting and sneaking envronment,
as Metal Gear Solid shamelessly attests.

The dynamic logic of the space is crucial.
Indeed, in some games the expernence of prettiness
forcibly vanishes after about five minutes. Tha
futuristic medievalism of Quake Il — all vauited
stone arches and crazed rainbow ighiing — 5 rapidly
betrayed and made redundant by the speed of the
game: stop to admire the view and you're toast.

So environment desgners airesdy have o
negotiate the three axes of visual beauty,
the power of next-gen consoles and PCs offers

recreation of real spaces for the player to romp
promese accuratsly modsiied sections of London,
but there is no reason why it shouid stop at diving
games. The crude examples of Tomb Raider I's

also o attampt the process the other way round —
choose a beautiful space, and imagne what kandy
of new gameplay cpportunities t can host,

The other revolution in envionments wil
be one of funciionaiity. Traditionally, 50id-looking
emvironments have been rather stupid lusions.
Textures slapped oo wirsframe geometry don't
"know' how to behave, which has given rise to
functional and causal incoharence. A rocket-
laLncher won't hamm a wooden doar; an enemy
won't bounce off a wall but merely sticks to it. Now,
| have spent many a happy if totally paintiess half-
hour in GoldenEye or Perfect Dark, having failed a
oul glass panes or spotiights. And as environment
behaviour bacomes more coherent, 80 that every
ight can be shot out, every weak door blown up, we
as gameplayers will have an evenmone persuasive
sense of being free agents in the digtal world.

TRIGGER HAPPY

As our freedom increases, of course, the political
and moral amensions of the gameplay can grow.
Dead or Alve 2 laudably allows you to smash
your enermy through windows o throw her off
lediges: strategic opportunities are thereby increased,
as they bleed into the use of the space itself. The
Geo-Mod engine of Volition's upcoming FPS Red

The sheer beauty of good videogame environments acts as a kind of
reward system, motivating the player to reach the next masterpiece

Underground environments, give only a hint of the
drama to come, The Quake il engine has already
been licensed by UNESCO to create a virtual tour
of Notre-Dame Cathedral. And the real world is a
near-neshaustible source of such beautiful spaces.

Importantly, this approach will be one way for
designers to sidestep the tyranny of sci-fi cliché. The
idea of stalling enemies around the Tate Modern
gallery, or one of the astonishing new Jubiiee Line
stations at Westminster or Canary Wharf - these
madern cathedrals of light — is infinitely mors
attractive than another bioody set of steel comidors.
Certainly, aspects of real spaces will often need to be
‘tuned’ to accommeodate gameplay considerstions,
but in order to break moulds, designers ought

EDGE 1

Faction may wel be a seminal development here.
Shooting a rocket-tauncher into soft ground makes a
french that you can hop into for cover? Outstanding.
Too often tocay, the expenence of playing even
& top-fight videogame is one of second-guessing
the designers. At the moment. you cansider an
option —say, destroving the glass case around &
switch with a grenade — and then you reflact: "No,
that won't work, because the gameworld doesn't
work that way.” The ideal s for you to be thinking:
“No, that won't work, becatse the real workd
doesn't work that way.” Now, that will be progress.
Steven Poole is the author of ‘Trigger Happy: The
Inner Life Of Videogames' (Fourth Estate, £12)




T he company name ZedTwo is spelled out, rather than written ‘22’
in order that Americans may not mispronounce 'Z' as 'zea’. This
Is typically whimsical of the guirky, Manchester-based outfit, headed
up by Ste Pickford (see p158} and his brother John, who still gets his
hands dirty coding while sitting under the title of creative director.

Those familiar with Mastertronic's 8bit output in the '80s will be
famitiar with his early coding efforts as part of Binary Design, such as
Zub and Amaurote - games whose quality sat at odds with the label's
‘cheapo’ reputation. He went on to set up Zippo Games, which started
out producing 16bit Amiga/ST games such as Cosmic Pirate and
Voodoo Nightmare before hooking up with Rare, which switched
the team on to the potential of NES software.

*“That was the real real turning point,"” Pickford relays. “They
really taught us a lot about game design. It was a revelation to us
that NES games were fully fledged consumer products. They were
actually tested; players actually expected to finish the games. Games
had to be fun and bug-free. It seams crazy now, but back then |
think we wera all writing games for our own satisfaction or to show
off some clever idea. If a game turned out to be fun, it was probably
mare by accident than design.”

Parts two and three of the Wizards & Warmiors series, plus Lunar
Jetman and coin-op conversion Cabal all followed on tha NES as
part of the Rare deal before Software Creations came calling. ‘| was
approached by them and offered the chance to work on the SNES,"
Pickford remembers, "They had the only dev kit outside of Japan so
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it was a pretty exciting prospect, | remember that NOA even visited
because they hadn't seen a SNES at the time.”

Egquinex, the much-lauded sequel to the isometric-viewed NES
adventure Solstice, followed before the Pickford brothers began
wark op Plokd!, a supremely accomplished SNES piatiormer whose
existence, unfortunately, became overshadowed by such
me-1o0 fare of the day as Bubsy The Bobcat.

-}

Corporate stifiings eventually took their toll, and Pickford began to 54
explore more immediately gratifying avenues. The result was ZedTwo P
and puzzle game Wetrix. “This was the hardest game to design I've by
everbeen Involved in," he admits. “With a puzzie game you have 3
nothing but' gameplay - it has to work. If the game is weak, the "i

graphics uim_‘thalp, and you can't just throw in a few extra enemies

if the game Is tao aasy, You have nothing but the naked gameplay,

and that means the underlying concept has to be right, Each and

@very faatiire has fo ifteract with every other feature if the game.”
Now 33, Plckford (s putting the finishing touches to Aquagqua (see

p42), which takes the Wetrix.concept and translates it for PlayStation2

ZedTwe remains stubbornly fogused on what makes videogaming tick

~ fun - but the company is now embarking on a number of super-

ambitious projects. Like many coders who've been around since

the halcyon days of the '80s, Pickford is content that today's

landscape is a healthier one, but concedes that “the only real

downer Is the difficulty in getting an original Idea off the ground.”

With his track record, this is an especially sobering sentiment

e = ¥
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Story bored

aving the opportunity to enter the heart of Sony's Soho
H studio 1o take a glimpse at The Getaway (below; see pb2)
was ravealing In several ways. Apart from the impressive
attention to detail thare was one aspect which stood out as
being slightly overworked: narrative. Employing two full-time
scriptwriters and storyboard artists has its advantages.
The plat, it must be hoped, will link the game sequences
together in a cohesive manner and drive the player
onwards towards their ultimate goal,

However, taking a look at the copious amounts of
storyboarding which detalls every single character movemant
and action sequence, slongsice the bundles of script which
will dictate the flow of the cut-scanes, gave causs for concem
This is an cbvious point, but it neads 1o be made: FMV
sequences are not interactve. They do not constituta
gamepiay, and rarsly overshadow the game proper. Being
brutally honest, even the cut-scenas of Fina/ Fantasy Vil can
drag on interminably. Cry st the death of Aers Gainsborough?
Most garners wese more likaly 1o wall with desparr at the
30-minute wait batween save ponts.

Clearly, some games lend fhemselves mora readily 1o
narrative input than cihers. There's littie point in a developer
breaking up tha fiow of a puzzie fitle with some tenuously
related piot device. Dnver 2, however, like The Gataway, will
contain sequences detailing Tanner's progress in the game,
Reflections’ first Driver game opted for an ambitious, tiered
narrative structura which branched off at several points, and
the extra work needed to create these optional sequences
saw a reduction in quality of the overall FMV, Feedback
confirmed that playsrs literally lost the plot and exited
the cut-scenes to gst straight back to driving.

The fact is that namative can be a stifling influence on
the flow of a game. Whien designers decide to place FMV
seguences in your game than thay are serliously curtailing
your freedom. The more narative unveiling there is. the more
fikely it is that your videogame sxperience will be on ralls,

It you review Edge's top 100 gameas (EB0), you'll note
that the leading 12 games feature &ither zero FMV or incredibly
brief cut-scenes. Even Hal-Lifs (at number nine) delivered its
narrative either during player interaction or in short blasts
between levels. Confirmation that, as in Zelda; Ocarina of
Tirme, the best games are those where the player feels
soma freadom to search out thelr own destiny,
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Severance

RebelAct's gore-soaked action RPG may win column inches for its no-holds-barred
depiction of battle wounds, but the game’s underlying worth remains open to question
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horrific injuries, and almost all body parts are
detachabie with some persuasion from sharp
weaponry, but so what? Admittedly, the level
of violence is both unique and disturbing, but
he publicity sumounding Severance
concentrates on the bloody mess of
deconsiructed character models, then other
parts of the
from being able to pick up recently severed
Imbs and using them as weapons, the
sdshed leaves the gameplay unaffected.
In fact, this isn't even the most graphically
mpressive aspect of the game.

Carrying more impact and mora style
than a thousand dismembered goblin body
parts, Severanc are astonishing.
Torchlight renders the cartoon imagery with

'S sha

5

an otherworldly realism, but it's when the

siihoueties start to dance that the engine
really shows its power. Pick up a torch, and
your shadaw is projected behind you, laid
onto the rock or snow or dungeon walls.

ing the torch at an enemy, and both his
and your shadows swing too, as well as that
of every other object within the torch light. It's
an affect that, used smartly by the level

e will suffer an injustice. Aside

Enemies come ir
creations. One g

all shapes and sizes, but the humanoid ones are just as deadly as the more fantastical
wipe from a sword and you can find yourself without an appendags - in this case, your head

Experienced players will be able
to knock the shield from a rival’s
hand with an well-aimed blow...
or slice their arm clean off

designers, car

tiny, backlit

2aponry. But, de
occasional RPG pretensi
primarily a oneplayer
Whether it's going to be a great one is
balance; there's no doubting that its graphical
credentials mark it out as a contender, but it’s
worth guestioning how much depth lies
behind the game’s fagade of gore. For a ti
to be labelled a necessary purchase, It nesds
moare than just a sparkling engine; the key to
briliance lies in a sound, inventive game
dynamic, and it's here that Severance :
has yet to prove its cutting edge. ==

ion/a

“It’s only a flesh wound...”
qimimi but it undedines o
of 3 tures. Almost any object you see in the
open to abuse :
broadsword to bludgeon an

player mode it offers new g
methods of humiliation, the main principle of many multiplayer games.

of common sense. Still, in



ne Dreamland Chronickes: Freedom Ridge

Not only have alien forces invaded Earth, they’ve taken the place over. The time has
come to build a resistance force to overthrow them, and you’re the one in command

L ————————

ISauran shockwave cannon (10/10)

C games that totally redefine their
genre are few and far bet

fact, once you wade through

conguers Earth following a few months of
e warfare. Players are faced
responsioilit bullding a

ne of these rare gamas was the a0 intense, destruc
with the daunting

classic X-COM: UFD Defance by b
Games. It's no secret, however, that
great franchises, X-COM has ultim
watered down with sequels and u
spin-offs, Still, Mythos has bes

strategic planning and
“The fi

s under the

“from

Il scope of operatio

" says Gollop

O NOW,

w engine, tf

ao
publisher and a n respurce management to squad
hopes once again to redefine combat.” So
strategy gaming handful of resistance fighters (consisting of

Much like th

Ridge involves aliens - lots

ile you start off with only a

COM, scigntists, pilats and soldiers) you must win

iginal X-COM, Fri

skirmishes with the enemy and build up your

Bens.

staryline is based on the classic Earth invasion forces to eventually conguer the alien threat.
scenario and the copious unts of UFO There are about 25 different enemy types in
conspiracy stories that have been circulating the game, including robots, primitive creatures

foi " explains Mythos Games co- and even carnivorous plants. While some of

founder Julian Gollop. “The Dreamiand the enemies will be new to pla

mythology features prominently. Dreamiand like the mystericus Men In Bl
is the code word for the Area 51 facility in the recognisable to conspiracy 1l
Mevada desert whera the US Government s "X-Files' fans alike

u'll not only have

chnology.” To fight these invaders y

alleged to have testad alien t
g ts shortly after a particularty tc

s, but also discover new

new alli

The missile launcher (above) may seem like a good idea, but when you fire a weapon of destruction in an urban
area, you're asking for trouble. Besides conventional weapons, Mythos has invented some allen firepower (top) rapacious alien race known as the Saurans weapons and technology, There are more

nao
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The game that started it all

While X-COM may not have the same connotations as it once did
(the last game was a space sim and the next is a firstperson shooter),
the Enemy Below version still managed to rank number 23 in Edge’s
list of the top 100 games of all time. Quite simply, the game did it all
even with the limited PC gaming technology available at the time:
resource management, tactical combat and even a little bit of homor
(there were some genuinely intense moments). Edge hopes Mythos
is on the nght track with Freedom Ridge, not only to recreate the
expenence of its supenor classic, but to reinvent it with the new
physics and graphics technology the team has available to it

collapse like a rag doll when hit. A a7 e —-_mmhm

“In{ured characters will flinch and

Limbs can even be blown off and ’ AW : _-
sent tumbling through the scenery” pale gt

o

paint o
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Smugglers Run

Ongin: Lt

Live the redneck dream courtesy of Take Two Interactive and transport questionable
cargoes over the county line behind the wheel of the souped-up jalopy of your choice

but taking this isn't always the best option, as the police or ruggad tarrain
can hamper progress. Whatever happens, draw distance extends as far
as the horizon, affording the adventurous fantastic views from high country

As in Crazy Taxi, floating arrows indicate the direct route to your destination,

—1 ackin May, when Smuggler’s

Run was sharing showspace

with countless other E3 hopefuls.
It Inoked bleak. The graphics wers bland,
environments were barren, framerate was
questionable, and its gamepiay concepts,
although good on paper, appeared unable
to transiate into the game proper,

Some three-and-a-half months on, things
have altered considerably. The most obvious
improvement is visual. Texture quality has
increased and the vast areas now boas
ctive features (trees, vilages,
ders, eic), making them
exciting places to motor anound. The overall
graphical quality may not knock you over # la
MGS2, but the distance to which the scenary
is drawn will certainly get many to sit up and
pay attention. Maka your way 10 the top of
a hil and marvel as the camera displays

more dist

animais,

O

Resass November 2

scenery in all directions as far as the horizon.
All the while the framerate remains :siqgedr,'
constant at 60fps.

The main oneplayer game generally
sees you smuggling contraband from one
checkpoint to the next, preferably avoiding
police, but free to flattan cows, deer and
backpackers, Occasionally a race against
faliow smugglers is organised to avoid
monotony, or another variant crops up.

For instancs, later in the game you are
ofiered the opportunity to smuggle as a gang,
h Al stablemates providing support such
as decoy or straightforward prof
the ram-first-question-later law enforcers.
How you make your way between objectives
S up o you - you're free to go anywhere you
s=e fit, beaning in mind that the shortest route
=t always the quickest.

As well as completing the mission-based
cbpectives, you can always drive around the
environments with no fixed goal. Although
you'll bore of this eventually, this could take
ionger than you'd think — driving up absurdly
ste=p slopes In off-road vehicles always
proves stupefyingly compeiling. A littie more
acfion then can be found in the Melee option,
with the added attraction that it includes a
twoplayer element, Three styles of play exist:
straightforward capture and deliver the case,
a team-based version of the same, and a
checkpont race. The per admits the
Al is cumently a tad over-aggressive, res
in seven compelitors relentlessly bending
your chassis as soon as you've picked up
the case. This is amusing at first, but a littie
tweaking would negate any frustration that
could inevitably crop up in the long

A little polish the handling model
wouldn't hurt, but Smuggler's Run Is by
no means unplayable as it stands, although
some more subtlety may improve it. Other
than that, Take

tion from

0 Interactive may have
put together one of the very few tities
worth owning when PAL PS2 armives.

Cows, deer and even hapless backpackers can be
crushed under the wheels of your butch road warric
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Publisher. Codemnstens
levalopar: Invictus
Ongin: Hungary

November

As racing games continue to explore off-road avenues, Codemasters brings its own
spin to PC petrolheads in the form of a dirt-hugging, multiplayer-focused extravaganza

vanying

Codemasters. Few sury

and water level, ar

this is an acquisition, with a new arena t

ngine Impressed
3 around it. The

n e company of computer
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ominal destruction zone

.

your car, even without opponents trying to knock you over, i aimost inevitable, If y
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Baldur’s Gate: Shadows of Amn——

Interplay offers up a sequel to its hugely successful AD&D-based game, which
picks up where the last title left off and looks set to include a raft of refinements

The improved Infinity engine can cope with a
more visually opulent amay of magical effects,
which is in keeping with the rarefied heights of
power that characters can now reach, acquiring
stronghelds and familars on their adventures

Second edition vs third edition
Although Shadows of Amn is based on the second-
edition AD&D rul

released the third-edition rules, giving th

old game a much-needed facelift and drop,
‘Advanced’ prefix to eliminate confusion. Bioware's
forthcoming title, Neverwinter Nights ba

on the newer rules, as will SSI's Pool of Radiance,
and it's likely t

Players who were disappeinted by the non appearance of dragons in the onginal
yet have their appetites sated, but Bioware has not yet confirmed anything

he overwheiming success of the
first instalment in the Baldur's Gate

| series. which sold mora than one
million copies worldwide, has engendered
a fan loyalty similar to the AD&D franchise

upen which it is based. Expectations are
high, then, for this sequel, particularly in the
light of competition from S35, which is also
developing a title based on the D&D universe.
For the uninitiated, Bioware's RPGs bear little
relation to Japanese console title:
same genre. There are no cute sprites,
mah-iong mini-games or overlong cut-
scenes, though narrative and character

of the

development is just
Shadows of Amn commences shortly

after the denousment of the first episode,

tten Realms

ong

ostensibly set in the

hant kingdom of Amn, though intrepid

udpeak Mountains, and navigating the
Drow Cities of the Underdark. Initially,

1 thermseives locked

2xt to no eguipment, and
ape fairly sharpish. Seasoned
will be pleased to learn that

3 numiber
g improved
, the option 1o annotate maps
and journals, better inventory management
scroll cases, higher

) Qe Dags and
nical

ion, and a better-looking gr
ca. The most obvious difference

though, is the sheer size of the game

Although it will be possible to complete in 50
ignored, diversions
can increase this to around 30C hours.

Many such distractions are thanks to a
greater degree of dynamic interaction with
NPCs through the g

60 hours if sub-gues

mythos, also results in a number of missions;
such as that of a Paladin to obtain a magical
sword in retumn for pursuing a religious quest.

ndeed, the overall effect of
refinements is to pack in even more of the

the various

complex rule set upon which it is based

than its predecessor did. Players can
choose from more than 40 character classes
and kits, making the sequel a fitting swan
song for second-edition AD&D, and a
respectable preface to the third edition




Star Trek: Voyager —

lte Force

Raven sets out its stall to extend the appeal of ‘Star Trek’ videogames beyond the

series’ hardcore fanbase by developing a firstperson shooter based aboard Voyager

Star tracking

The cut-scenes throughout the g

virtually all the members of the ori g

presen at e point or other. As head of the Hazard Team,
Tuvok — vo Pd by Tim Russ - has the most onerous duties, though
the doctor al

- 1|l(\ugh there are one or two r‘h.’:r
w of Voyager look positively thre

which is recreated in some detail. The bridge and

istorically, effo

= successful forr
ncarnations o

win over the heart

been cumbersome at best. Attempts to

mbine those elements that contrit
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that appeal to a wider audi

falled. But by adopting and tweaking an

:-Lr-gelg-

that of the firstperson
an attempting

ch, Raven seems t

iginals, dodging

following

Multiplayer affords the
opportunity to use one
of many 'Star Trek' skins
and features a Quake Il
style oneplayer mode,
with Al-controlled bots i

ursa, the advantages of ¢

it allows the game to feature differe

'urg and Kl
es like the Eth

And in addition to th

ana compre:
more exotic

Extreme

be expect gine,
s a strong multiplayer mode that allows more
Several smaller missions take place on Voyager, i i
scope for interac er known

the holodeck, In which newly discovered alien members of th y
weaponry can be tested, are depicted left 'Star Trek' purists may balk at the prospect
of having to shoot both Jan yand Tl

i Fiifi
: Y ﬁ'ﬂ\'f!]

a popuiar genra.



Ready 2 Rumble 2

Playful pugilism readies itself for battle on PS21 and DC as Midway’s smash hit returns
for further joypad punishment, complete with 14 new cartoony characters

st launch tities, the onginal Ready 2

A

vaL tNSI N - f - (C) Rurmi
m &5 : . = | further 5

n just over a

“oples on that format alone, with a
inits shifted on the PlayStation and WG4

way has pushed through a seque

P32

Equally unsurprisingly, the PlayStation2 version benefits from
ithy maore detall

haracter models, but atherwise the difference

ible. Around three quarters of the code

There are no

The fighting principles of tha original Rumble remaln
Particularty powerful punches are indic:
gioves. The rumble power-up nas been extended -
collect 2l fhe letters of RUMBLE and three lavels
of unique combos can be activated

d by giowing

Tl

240 ompetitors to salect, ten of whom return from

the first game. The new characters range from robot fighter Robox,

P ce of Michael Ja ' basketball
superstar Shaquille O'Neal. Each boxer has

xample, Afro Thunder and

er JC
a rivals will be specially b
d match-ups”, The Tournament
been improved. but there's

Whether the additons will elevate

from update status to a8 must-hav

swniers of the ori

Prove your dogfighting mettie as LucasArts invites you to step into the shoes of three
characters omitted from the film in a game that looks like overshadowing its inspiration

by the Trade Fe

in firing turmat

y, But therr plot lines Interwe

Fighting takes place
On the land based leve's, it's y Into the
uppsr atmosphers and

PlayStation2 relea /
At this point, use of the sniper weapon |s adviseg

If the game

hting from above

A
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Medal of Honor Underground T

: October 10

Relive the war as EA reprises its WWII-themed game with an episode set immediately
prior to Medal of Honor, featuring clever guards, covert ops and a killer soundtrack

touchas

and missions
which will take place in desert terrain, ¢
break the gloomy atmospherics of the fir
The events take pl
player to take control of ‘Mrlor* a female member of the Parisian
und feels very similar
e of simply moving

resumably, to

ace prior to M - and require the

Resistance. Though Medal
its forebear, some levels will
rom location to location and ope

friggers. Most notable is an unde:
operation where Manon |s ta:

taking photographs of enemy maovements
and installations. Amusin

Fortunately, the war
of Eric Kraber, key to dev
of the original, r
excellent gamept
provided by 25 members @

which alters subtly depending
lzvels of stress and acti

Dragons Lair 3D

The Laserdisc ‘classic’ gets a 3D makeover as Dirk sets out to rescue Princess Daphne
all over again, this time with some 180 locations to navigate before reaching his goal

nade or Mo'cmu
picked up by

Farmat: PG, Mac

— ake off those rose-tinted spectacles: Dragon'’s Lair was
| temble. |t hid its polsoned, random-death gamepla

oon beauty. Dragon’s Lair .
aims to expand the experience somewhat (though it could hardly
reduce something that, conceptually, amounted to a lottery of sporadic
joystick wrenching with the oo
original in true 3D.

So, the plot remains the same. Dirk's guest involves rmaking it
through the lair to rescue the beautiful Princess Daphne, although
he 30 areas of the original have been expanded to take in 180 unique
locations, Equally similar are the graphics, which render the 3D world

t style similar to that of

and perfectly
evoke the spirit of the Laserdise version. Dirk
has managed to learn some new skills in the
last 17 years, too, with a projectile weapon,
a hint-providing medallien, and some new
ord technigues now at his disposal

But misguided retro fans needn't fear:
the game also includes a Classic mods,
imulates the original using the

ional button press) by remaking the

While some scenes differ fram the original Laserdisc
game, the bright, Disney-esque cartoon look of the
title is identical, Hopefully, the true 3D environment
will allow for more freedom of movement, and a far
deeper gaming experience than the first title offered

wihic
new 30 engine. It's a bold move, and
hopefully gamers will be able to spot
the differenca.
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Acuaqua

Imagineer updates Wetrix for PlayStation2, adding improved graphics, a number of
new stages, and a focus on ‘earth creation’ to the already successful gameplay formula

Dnver2

Agquagus will feature four characters. two of which will

feature in the actual gameplay and ancther pair which,

teasingly, will appear as ‘specal’ items. The droplet-

shaped indivouals represent different eras in the worid,

which is apl, as collecting water is the key objective

oncepis

developed for the Japanese market by Imagineer
- | and technically developed abroad, Aquagua
mare than a mere conversion of Wetnx for PS2. The theme o

this version is 'earth c

tion', and in addition to visual improvements,
new stages have been incorporated into the code.
The idea of the game remains largely the same as it was previously,

Starting with a flat rectangle of land floating in mid-alr, you bulld pools
to collect water in, Build too few receptacles and precious liquid Is lost
over the edge, Bulld too high and you risk earthquakes. All the while,
other destructive elemerits appear throughout play, but successtully
balancing all of these is the key to a high-scoring round

The power of P52 has enabled the
developer to attain a degree of exprassion
previously missing. Mountains, water, fire,
rainbows and other effects have all benefited
as a result, hence the game’s more organic
appearance. [t may not affect gameplay,
but it remains a clever touch

In truth, little seems to have radlically
changed. A twoplayer Versus mode is
understandably addictive, but overall this
represents business as usual And given
the quality o
isn't necessariy a bad

f the orginal release, that

Qrrigin: Uk
s November 1

A poorly animated Tanner resumes his undercover police work courtesy of Reflections,
this time in cities with curved roadways and (currently) surprisingly light levels of traffic

instantly appeal to those familiar with Ref

curved highways
Deean u

ypasses and ship re
ith this new

et among the disapg

>f Tanner, who s now able 1o exit and ¢

moving. Tl

nfines of the stearing wh

ciIspPAs:
id be
Multiplayer

options and extra driving games have

been included 1o try and distinguish the

A has not been

too much

hough still looking rough around the edges, Driver 2 will

The road system has been completely overhauled to include
is. The traffic filtering has also
nulti-levallad road str

W maore reckless drivers the opportunity

ever, 15 the poor animation
y vehicle which is not

nains, Tanner's exploits beyond
dynamic as fans of the

ar, though

s first outing

Sture,

SN
Wy

i

i
-

The animation and detail of Tanner needs more work
if he is to convincingly navigate his way around his
anvironment. Having him exchange a battered car
for a newer model |s & nice touch, but once the
police are on his tail exiting the vehicle is prohibitec
This severaly limits certain gameplay possiblities,
such as avoiding the police by switching cars




i PC

Publisher: Interplay
Developer: Rebellion
Drigin: UK

irlesse: October

Saving the world from rampaging robots is not the most original idea for a game, so
can Gunlok introduce enough innovations and challenges to keep the genre fresh?

= aving lost the bloody war against machines at the end of the

uesl, eacn
CONIric ey units

that

One of th ity 10 swap weapons

or eguipm g through debris plles)

Detwean

upgra

the feverad raaltime combat proves too much

Allof t

vionments Edge has

date are suitably post- tic an

be rotat
Guniok’s impressive level of character detail —down 10

Sima :
Vhile indnadeua! fingers - only becomes

1 Evels with a furt!
fin 3 vanety of modes (¢
on gnepiayer levels also possibie), true 30 ling-of-sig
targetting and advanced 30 pathfinding

existing fans of the genre

Theme Park World

Bullfrog's popular funpark sim has been updated for PS2, but even the addition of
chundering kids may not be enough to entice those already owning an earlier version

t: PiayStation2
ubiisher: EA

it categor

will be app:

...... neluding the maximum and minimum

the naer,

'ultimate

The children touring the park will be polygonal rather
than sprite-based and can now display several emotions
including pleasure, excitement and boredom. And if you
should accidentally bulid a roflercoaster which Is tco
extreme, they will vomit for added effect. The audio

has aiso been improved so that the rumbling sounds

of the rides can be heard throughout the theme park

08 It COmpensatiorn 05e aiready

amiliar with the francl
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At last a title truly taps into the world of the boy racer as fully modded motors
take to the night-time streets of London and New York in a frenzy of illegal racing

idnight Ciub is the latest attempt by Rockstar Garnes to

inspire a vehicular crime wave, set In the shadowy world

me other memb
gh London and New York streels

Jelled with a reasonable degres

terises their real-ife counterparts. There is a
ckground vehich

es to avoid, though, including

reer mode gives you the oppartunity to
of the club, fine-tuning
Victories allow players to access better cars. Grease
mankeys can fine-tune these with equipment from the
likes of Dimmer, VeilSide, Zender and Wings West, but
for those players to whom that means very littie, there
is always the potential for a piie up to punctuate races.
The races themselves take place across a number of
different modes, including head to head and waypoints

Wid Wid Recng

This colourful off-roader from Rage may boast straightforward handling, but currently
lacks the bounce you'd expect from all-terrain buggies being thrown over rough terrain

etroit techno DJ Derick May.

at: PlayStation

=32 Novembe:

e Smuggler's Run

0 opl for a

BN

ve isn 't immeckately

is obscured by lifeles: ship/Quick R

The handling model may make WWR perfectly o

Oddly, WWR's straight racing option (above) doesn't
prove as gripping as the game's challenge modes,
which include racing around tracks collecting letters,
pushing generously proportioned beach balls to the
finish line, or negotiating stunt courses within strict
time fimits. If the main game can match the fun of
these tasks, Rage could have something here, after all

axplo

more entertaining thar

q. Parhap:

balance




Format: PlayStation

FReinese: October

Castrol Honda Superbike 2000 ===

With a 24-racer pack, realtime damage and 11 international circuits, this Bubble Boys
PC conversion looks like bringing competent motorbike racing action to PlayStation

| Honda PlayS

able than its

om completion, but already the ha

W

pe——,

The overall graphical detail is certainly decent, with
some particularly effective chrome mapping on body
paneis at work, though at this stage pop-up and frame
rate problems occur. Just to make racing more
difficult, dynamic weather is on the standard features
fist as is the ability to tune your two-wheeled demon In
between races in a bid to beat your CPU competition

promise of
animation to be implemer

Castrol Honda Superbik

emerge as a (

MotoGP

Namco revamps a lacklustre 1999 coin-op for the 128bit home market, hoping to lead a
gaming category that has always failed to prove as popular as its four-whee! equivalent

7. In-house
gir: Japan
= December

onisation o

Four game modes (T rial, Challenge, Season and twoplayer

In the An

Ome IMmprovements iInc

vheeled machines. The

ether MotoGP, with its extra

Subtiety of tv

Bold and colourful arcade-like visuals may win it friends
= for a first-generation P52 game It's not looking too
bad - but the primary question is whether the arcade
version’s stifled gameplay has been improved for this
home adaptation. The official tracks are Japan's Suzuka
and Motegi, the UK's Donnington, Spain's Jerez, and
France's former F1 circult, Paul Ricard (shown here)
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Sacrifice

After the disappointments of Messiah, Shiny has taken a different tack with its forthcoming
title, which is firmly positioned in the popular RTS realm but features strong RPG elements.
MD Dave Perry explained his shift in focus to Edge over dinner in a San Francisco sushibar

ave Perry may still be the
D | prime example of a games
designer living the luxury
ex-pat-in-LA lifestyle, but despite
the wealth and fame (of sorts), it can
be hard not to feel a little sorry for the
lofty but affable Inshman.

Mot becausea he's just relinquished
his cherished Dodge Viper for the
more modest lines of a BMW - a
sad loss perhaps, but Laguna beach
will be safer for it — and certainly not
because of the passing seagulls that
occasionally obscure the striking
panoramic coastal views from
his oceanside living room

Fallen angel

Mo, it's far easier to muster a bit

of sympathy for Permy when you
consider the three years that he and
his 30-strong staff laboured over
Messiah — the intelligent but flawed PC
title that promised so much but ended
up delivering an awkward mixture of
gameplay styles that falled to find an
audience. After a lukewarm reception
from the world's videogames prass,

a frosty welcome awaited when it

tanked at retail sarfeer this year,

“We hyped it too damn eary,”
concedes a tanned and inordinately
healthy looking Perry, while ordering
sushi in a busy San Francisco
restaurant. “That's why Sacrifice
was kept under wraps so long.”

Shiny's latest fitle is, in the words
of its creator, an 'epie, multiplayer,
no-holds-barred 30 realtime strategy
game with strong RPG elements’. At
first glance it seems as far away from
the Shiny's typical quirkiness as you
could get. Draped in gloomy fantasy
RPG aesthetics and brimming with
RTS functionality, Sacrifice is virtually
a call to arms for strategy and RPG
PC gamers. There are no worms in
space suits, no sniper-equipped
helmets, and maost definitely no flying
cherubs. Has Perry finally geeked out?

“Sacrifice is a very Shiny game,”
he explains. "Its fundamental design
is based on what we want the game
to be doing, not what other games
are already doing. | was lucky and
got some of the key people who
produced, directed and designed
Starcraft [Including James Phinnay,
lead designer and producer on
Starcraft and associate producer on
Warcraft If] to make sure the game
embraces realtime strategy gamers.
But we've created a game that will
also keep us ‘| don't fike farming’
action guys very happy t00.”

The result is a fusion of action
gaming and strategy gaming expertise
that successfully slevates Sacrifice
well above the quagmire of 20-
masquerading-as-3D RTS clones.
Maost noticeably, its thirdperson
perspective and heavy action

Format. PC

Publisher: Interplay

Developer: Shiny Entertainment
Price: £40

Retaase: October
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“Sacrifice is a very Shiny

' fundamental design is
based on what we want the
game to be doing, not what

‘other games are already doing”
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Sacrifice combines nnumbunfm

incluging slaughtering the opposition,
sucking up their souls/ ind placating your
own god, all of which will levet you up
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s behind the frontline.

This makes for a wholly immersive
experience - a sophisticated

combination of resource-based
strategy and balls-out 3D action

Casting the spell

25 of ;

g into the st

E

essantially a roving commanoer —

players inhabit vast, suspended
landscapes that are presided over by

five different gods, By choosing a god

to serve and the

g crestures (ih
BT Arvd rren art s
) types) and preventing v

enamy from cas

B DOOSHNG you
In the onegayer
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and leveling up
ovo8s the player makes
a drect effect on the 3
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This is done
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1. Once the mana 5 in

off rrting for

{left bahmad Dy kiled enemies Or
er inhabitants of the landscape

ce levels {the

buliding up &

RPG overtones) and, ves. sacnficing

running over them. If

creature was an enemy then the
red soul it leaves will need to be

resurrected with a spell and dragc

to your altar to be sacrificed (and

converted to b

sacrfice oCcurt

to banish an enamy wizard ~ achieved
by casting a desecrate spell on one

of their own units whila near their
opponent’s altar. The resulting sacrifice
will desacrate

nat afar a

the wizard opponent.

Such game mechanics might
appear tedious to all but the most
hardoore strategy fans, wers it not
for the fact thal a simplified 'tech-tres

and resource-management

aliows the action — depicted i

cracking 3D - 1o take ©
Make no mistake, this
some of the most startling 3D visuals

ntre stage.

ame contains

that Edge has seen. The lan

for example. is generate
extrapolated version of the Messiah
technology
prowviding a

However, what really img
Is the sheer volume of animation
taking place at any one time,
Seemingly. through a combination
optimisation and cunning
g tricks, there'’s no

discermible imit on the number

of creatu U CEN SUMmaon on

screen — simpl
animated demons and surprisingly it

y fill it with winged, fully

all keeps moving; even, ts worth

noting, when there’s als

spell wreaking ha

and multinie

gorgeously it

SUCKIﬂg Lup mymn

Multiplayer promise
While Sacri
is refreshingly geared

25 DNapayver mogde

replayabiiity {the

and uses a

JUST iKE 3 TyD
muitipiayer mode §
most scrutiny. Hen
allegiance to a
thus cetermn

to battle — and those ba

thick and fast The developer

ve sliminated cne of ©

bugbsars of many threeplayer
RTS sessions - when a ong-on-one
aattie betwaen two of the players is

demolished by & third player who

easily ove

by more effective magic, as all the
souls are snapped up.
As the designers finish focusing

VarE
something AT
been concemed abou
forums. Planned modes include Soul
Harvest (where the
to cofiect a number of souls) and the

vinner is the first

dubbed Gt

urforgivably g-rama

3, In which the wanner is the first

The thirdperson parspective involves
the player ir 2
which is a step away from the traditional
RTS perspective of marshalling your forces
from a position far from the front line

The landscape s generated using
technology developed for Messiah, and
generates a hugealy convincing game world
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Interview: Dave Perry

Ho

o you feel about the Messiah axperience?

Shiny just loves to make games that have an interesting
hook to them. The pc ion idea in Messiah was a really

good example. It allowed you to leap into the bodies of
your enemies and then use their bodies to fight each other.
It allowed you to pretend to be an enemy by using their
friend’s body and then sneaking up on them. '

It allowed you to use an enemy's body as armour, letting

it take pain for you. | personally really enjoy getting into a
good firefight using this mechanic. The problem was that
this game also had a lot of platform game elements, which
the typical Quake gamer is hyperallergic to. With hindsight,
the PC market was really the wrong format for the game,
it would also have saved us a lot of struggling with
compatibllity. Luckily it's all sorted out now.

Would you change anything in the gama?

Yes, we would have put it straight on to console,

and would have removed some of the harder platform
elements. We would also have made it multiplayer. | still
believe it would be a bloody amazing multiplayer game,
and hope someone makes one sometime soon with

this kind of raw possession in it.

Does a part of you yearn for the days of surefire

hits like Earthworm Jim and Aladdin?

Those days are still here... it's just a frame of mind.

Do you copy the formula that gamers are currently buying
in droves, or do you try making something different? Eight
years ago, | played it safe. | used to say: “People like
hamburgers. They don't want ‘creative' hamburgers that
might taste funky.” | guess | broke my own rule and since
then we have enjoyed making something a bit, well,

erm, ‘different’. That means that our company attracts
extremely creative people that enjoy the freedom. We
understand that this is a business and, yes, we will be
turning our attention back to more ‘socially acceptable’
games for a while.

What's the next step for Shiny? Where do you

S00 your company going?

We are focused on introducing new techniques

for immersing a gamer in a rich ambient world. |

love technology, | love fresh ideas, and, being an ex-
programmer, | will be making sure the design really
flexes the programmers here. You can expect me to

go underground once Sacrifice gets released, | will be
pouring a ton of my personal time into this next game.
There go the vacations for another two years.

How do you see the PC development climata?

The PC is really taking an unfair beating. Console
developers are declaring it dead, but this is just not the
case. It is still, and will remain, a fantastic place to play
games - well, if you have the cash. The problem is that

a great 3D gaming videocard alone on a PC is the price
of an entire conscle system with DVD! That’s worrying for
the PC gamer, especially considering the X-Box is based
on PC architecture - he has gotta feel bumed unless
Microsoft charges 51,000 for the X-Box.

Do you think X-Bax will affect PC development?

The X-Box is a new dawn for PC game developers.

| think there may be a mass defection. Make sure you
order yours earty,
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Team Camden

Think Michael Caine in ‘Get Carter’. Think Bob
( Hoskins in ‘The Long Good Friday’. Think Vinnie
Jones in ‘Lock, Stock’. Think London, gangsters,
guns and car chases. Think real. Think The Getaway.
Edge visits the Sony team that thinks it's designing
the most realistic game in the world. Ever.

vty | WLy

s dus in later -
n. McNamara
nNomy ana, like

any of the co eh
scanned into the game for use as a character

id be the first to admit that a higt

ding team, his

a," he relate
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Punishing PlayStation2

es Edge has
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Much work still needs to be done on the street
furniture: litter bins, lamp-posts, boxes and aven
the cracks in the pavement still need to be added.
The overall effect is still impressive, if currently, a
touch barren. The team is hoping to implement a
damage system whereby different objects cause
degrees of damage. So, hitting the side of a lamp-
post will cause more crumpling than a plastic bin

€ 054

environments,

tha most [falik

turf

Covering the

e player.” Wah Kong goes

at the game will b

Car enthusiasts will note that current modetls lack some distinctive features such as badges. Sony's legal
department is curently negotiating all the licences for the game. Will Audi allow its new TT to be wrecked?



familiar with Longok

Jlar districts, So

y recognise partic

om strest 1o

8 dng Is the trans|

| drivers we

gam The Knowie

Black cabs will be predominant, giving London
natives the chance to exact revenge in-game

Edge suspects that this car Interior s speculative at the moment = whether they make the final cut is another matter, The team would
like to offer the player both third and firstperson perspectives while driving. Police officers will be able to drag you out of your vehicle

schnical enercise. “We have a of Talking Heads ,
peopie from & fam Dackground.” continues The Talking Heads software is the most
e N had to wardrobe B Twe realistic reaffime facial animation package
rsang Oon the script, which Edge has seen. Facial features are scanned
* 2 in from actors and laid across a muscle mesh

which consists of 64 independently moving
joints. Speech software is integrated for
further effect. The result is scarily reallstic and
matches The Getaway's attention to detail,

We want the game to be drven by the

Both sides of the law

0 aracters will be playable: Mark, an ex- |

ank robber trying to for

fficer tak ng on the

s through London,
1 Edge expresses
and internal a

SEearm

a lot of time on. It's
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Javier Carrion is SCEE's senior programmer |
and works on every aspect of The Getaway's
car dynamics. Though based in Spain, he
maintains a close working relationship with
the Soho Team, and revealed to Edge the
level of accuracy he is aiming for in each
of the 50 drivable cars in the game.
Camion's most innovative decision is
to mave away from what he calls ‘bulft-in
specifications’. “We've never imputed |
things like the maximum speed valuesor
acceferation figures,” he says. “All cars
In The Getaway have different values for
the transmission type, engine, suspansion
geometry, caster, camber, toe In-out, even

‘Team Soho isn’t compromising on ‘realism’ pisabisale ot e et
in any way. Sony has already begun labelling s s o
the game’s artwork with an ‘18’ certificate PRyl

was tak

nceptio

jrate representatic

1 be bland v

an system to bring o L

ammer William Burden

traction force against the asrodynamic drag
and tyre friction.” Degradation parametars will
also be implemented to simulate some cars
being more worh than others; “Not all cars

you find in the street are new,” Carrion adds,

The suspension alone allows for a range
of behavipur, “if you look at the rear axle of a
Ford Transit, it behaves like a rear solid axie
and the wheels always stay parallel. On the
other hand. the front suspension of a Jaguar
XJ6 consists of a wishbone and springs.
Wheeis are no longer tothe
‘ground. As the Jag spangs up and down, the
camber, caster, toe in-out are all modifying -
even visually - the orjentation of the wheels.”

Edge drove ons car model (Sony's
legai department is; still negatiating with
marnufacturers to secure deais)
around The G /8 and although
some aspects still need to be added, the car
mmmymmwqunmna
and tyre wear were noticeable, and you can
perform handbrake turns. Just how sensitive
the differences between cars will be,
however, remains to be seen.

It Is & priority for Garrion to Inciude &
comprehensive car damage system, which
will see sore of the most racognisable
vehicies in Britain becoming wrecks after
fierce shootouts and fast chases. “Besides
the compulsory scratches and sparks, we
are working on an actual bodywork realtime
deformation algorithm,” he reveals. “Different
materials have different deformation values.
We are doing the kind of simulation crash
tasis_—tmtcarcompanlnsdu.“

Damage will affect handling in a coherent
way. “ff a car hits the pavement at speed, the
geometry of the front suspension is modified.
The steering parameters are aitered and the
car begins to behave differentty.” Carrion
promises that the player will sse cars
puliing to one side, wheels showing more
. compliance, bearings locking and even
| radiators overheating If hit by a bullet,

The art team has been studiously going around London taking pictures (when the weather is fine) of
shopfronts with a digital camera. Each bullding takes around two days to be ‘cleaned up' and imported |
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The player will be als to perform 'Hooper'-style stunts after some practice. Driving on two wheels down
alleyways and leaping other cars might be necessary in certain situations if the police are in pursuit

Each area of London is being meticulously
reproduced. It will certainly be possible to
recognise your district right down lo the
local McDonald's. The team might also
include its own studio in a bonus level

€ 058
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A i TN Al Ths B S
Crage. o Wieeescsmam, s vl

tmes. imded Content, and & resincled Interiace

Neveriholase, Sowall game devalopsrs have
Fean guack 1o st e apporunity 1o generale
WAF contient, sesling 10 urn epparant
lipltatisns & functionaity =0 thelr advilitags

by producing mesemarkat product with-short

fiumarund fmes. Companies renging rom e
will-esinblished « such as Activision and Raga
= 1o stan-up comparses ke nBGarne angd
Friendyy Qiants af hiive VAP gontent In
daveiopmeant Dgital Brices e porhins alons
1 Rcusing o untEmsing dalivery Sechnalogy
and adopting & mee &5 A tstribution parner
bt it s also devaomg WAP conten in is
own right. “The alficaity ight now for: all game
fevelopars 5 fnding the nght z:ﬂa ot prodhuct
that works propany on Sl menachioma
SR OO, with I sthounte o
avaiable memony and wary leied bandwidth,”
argues Glen O'Connell of Rage Software,
summing upy the dSoultiss facing tha |
crap of WAF dessiopes “These gamas have
10 oftar much widsr soceal than your traditionsl

ColR gamers” tits s ihe PO o bonsole”
Capturing the sttsntion of i allmie

acvantages G ihe quick gavelbpment perods
that curment WAR contentt requires: "Elack &
White's been thras yaars now, and 1'm hoging
Saresny Wi be no riore fhane fsl months."
Ingesad, Frendy Giants places thia bref
tumamind &t the cantre of its philoscplty.
"ihhotiss ves felibarataly e any pame's
devsiopment to'a maxmum of six months,”
exp'aing co-founder Peter Scott, “That means
that anyhing we dohas B mugh lower frak a8
far &5 devalopment, and i has a much igher
oreativity aboit it mesming inat weeoan get
o Ideas oul e doon, e i anything goss
wrong - say. ibwe develop g game for thiee
menths and its cap - it dosen't threstan

1o bring Friendly (Siants gown when we

have o s Il oE"

It i Bir- 1 Sy, thougiy, that masamarket
genwsg 1k not Bsly to-appsl to ha averags
o=mar. Payng Poker or Fows of) 2 phione
dosen't 1eaty compes fo he as of Soul
Calibur or Perfect [atk on alarge sursan,
viufithere e & rarmbec of techrologles on
s Noezon st ness the posehey of @ more
COMPASY DRMING BXRENBNCS Over wireless

networis. Thie presant technias for serdiing
dala over wirsless netwonds 8 ciroul swilching

whers data 5 assyymd 1o a specils crannsl,

Developers have been quick to generate WAP content,

seeking to turn apparent limitations 1o their advantage
by turning around massmarket product in a short time

Tetns suoiencs will m0eed be a majer
chilange, Steve Jackson of Lionhesd Studios,
Wwha Is werking with Digital Britkes on a gama
tiasad an nls Sorceny' adviniuin gamebooky,

| alsg-emphaskneg acoassitility as & oncial design

HOMPONEsT, Bt he s wall placid 't iustrate the

volich it hegs for e churation of a val. Futume

echnologes ka GPAS whichis agesgnad to

ootimiss Ciment nehworks, ey on packet

switching, 8 procassn which data is brokien

down and sent iz the most eflicent routa,

Ths Lgishot-of This devaiopmant, and tha

36 nebwerks that are in the process of

peing estebishied in the UK, & an intiaase

i banchwichh, and slwaeys-on Insmet aocass,
Doug Goodwin, frin UK country manags

at Motorola, highiights ths advantages of auch

syatems, stating that: "t gves the-consumern

far eher expenencs, it gead fhe cpamiot o



far more attractive proposition to markel to
the consumen, it gives a better utiisation of the \
network's capacily, and i provides the publisher "
or developer 5 batter envirmnmeant for tha game
10 be built within,” Lkewise, Nokia's buginess
development manager, Matt Chatterley, is
kaan e highlight the potential impact on

G 3P ablld LHVE LS, 1T PEaGLIGE,

mMs are about SMootihness of response,

andwiath. All of this ZMDbit talk 1S nonsense”

wireless gaming, “If you look at something
ke GPRS," he argues, "where the phone can
just trickle information down ovarnight, without
paying for a full time connection, you're just
paying for the amount of data you download.
ou could downlpad & new gams, end it
wouldn't downioad It immadiataty, 80 @
wouldn't take up 8 mEgor Network esourts,
but it would download it ovemight. And then
Ihe next momang you've got 8 new game

on there, of & video oip.”

Surpngsngly, though, the deveicpan themsahes
seam unconvinced by the potential of new
lechnoiogy to dramatically afiect ther focus.
on deveioping gaming contant for @ ganeral
audience, Sccit sums Lp the phicsophy of
Friendly Giants by saying: *Wa don't want
1o fall into what we sae as the mistakes of the
traditional gaming industry, where PayStation2
comes cut and the first games that comes out
has to have 3D modais which have more polys
than you can shake a stiok &, and have 1o have
bigger visual effects. What they've dons i let
the harchwareg iead [he game desgn. What
Friendly Glants want to do is always keap the
game design first." More fundamentally, some
developars hold reservations about the actual
potential of next-generation wirsless technoiogy.
John Brimacombe, CEQ of nGame, = cne of
the doubters: "Evaryone is overseling GPRS
and UMTS. in practical terms; thess pistiorms
ae about smoothness of responsa, not abowt
bandwidth. All of this 2Mbit talk & nonsensa.
Somebody sad 10 me - an opertor = il you
kept & UMTS device on at 2Mbits, yor wolld
rapidly grow an extra sar with the adiation
burning into your head. That's agnt cellular
channeis 10 achieve that Bandwidih, In the
and there's less room in the airwaves than
in physical cabie. SO everyons i over-Ihyping
what’s happaning in terms ol bandwidth.”

It does seem unlikely that 3G networks
will have such a limited impact, but bandwicth
I8 just one part-of the equation. All of the major
phone manutaciucers are working on designa
thiat will offer & graater degroe ol functionality

-and infultivensss. How will the current approach
1o wireless gaming content ~ which /s clearly

gaming: “Ths lend of g=mes that we're iooking
=, we T wrk vy sucoesshuly on low
tirtasdh What I'm movs intersstad in s
trding Oevaces wih more screen estate. The
ahaty 1o oot eght or 18 colcurs from two.
coiours wil be 5 maier kaary, Ores you'e
0ot a larger screan, Mt DUTS yOU ON & par wih
then miks gemss =t ook appeaing

estras navigator

P L

sirchive

5wt D

contacts office s2rvice

lgisure messages

3G handsats, such as s sary conoant fpm
heckia, will offer devalopens mam o play with

Tha lkes of Fight X0 can't compets wilh
Souf Caftar sl s i when E comes 10
Stracting the attertion of the haiooe




VAR pbundie of things, 'some of which are going
o be relevant to the future, some of which won't

qoing to be

) i
e Drermim

Its reasaurng ba knows then, that the

hardwane manufactumn Like winslogs gaming

sancsly, citing such content as one alement
thaet i Crivinig e desicn of IUlUMo handsols,
iGames and the whols multmedia future &
whers We want to'ba)" Butlines Chatterley,

"We want to be a part of tha mobile indormation

socisty, we want to orests f. Games ame one

audio downloads, that sort of thing - they'ra
all going to be n there., And you wil sas
futues products coming o4t with oolour
screens.” Matorola is egually imerssiad in
gamng content, 4s Goodwin ilustrates by
drawing altantcn G the company's plans o

1S

LT

withm five years. Interactive antartainmant
gaming on a mobile basis in going to be'a
aros. \arge part of that,”

Enhandad bandwidth and supedor handsets
will not. threaten the hagemany of the
massmarkal approach by themseles, but
1 cimbination with tha aualition af VAR i

of thass things, the Sams B8 video wownoads,

attend this year's ECTS: “[Gaming is) aoing to
biel et &f an overall entartalnmet soot0f i the
mote space. We astimate tha! could see the
marke! as big wordwide a8 potentialy E2000n

the byle ‘Goding — winch gets rid of your laxt
trangmission of the markug lenguage and '
replaces i with an efficent binary strearm of 1 -
Ihat sort of thing will Sutive out of WAF” The
chigf rval ¥ WAP NTT DeCamras Mode, s
restriciad by the fact thet It is & propriatary
format. IModa is siccessiul from Sria
perspective.” argues Kevin Bradshaw of
Digital Bridges, “in that there’s a lat of paople:
o DoCoMo that uss it bt It's not actually that
sycoassiul i that there's only one patwodk that
you can get it on, and that's after 4 good 18
months. WAP s the glotial stendamt
Everywhere outside Japan, svery netwark

and phone guy is doing WAR WAP will evohle,
Theras no doutat WAP is hese o stay, Dutit i
an avolionary thing. 1S not/ ke ts poing 10
st2y ke it ts. Phore.com hawe just prevewed
Ahe cotour VWAP browsss, It Inoks fanisshic.
And you'l gst GPRS coming n undemeath

Lhe WAP prowsar. You'l gat WAP Browser

and Java working iooether, just ke you db

o0 ihe Web, Some components of whatls
beng done on Mode will probably be adositeg
by same of The content guys”

15 possible that they sl chntrioute 19 & maone
campatitive market. Crited Have Dearn xsin (o)
attribute protiems to WAR mistakenly assumng
that it s synonymols With low banawidths dnd
simall screang, Bu| g Itg sbpportens e ksen 1o
paint out; 1 is an 'ongaing techrology. “Everyone
acknowiediis that WAP s 8 transiional
teohnology,” argues Brimaoormbe "WAP i 5
buncti of things, some of wikch are poing 1o

e relsyant 1o the Riture, some of which won's,
Banchwidiny & Siied colng 14 be e premiint,
arid techrologies thit 't bandwiath (issge ke
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The pimess pomesksy Imecrancs af fes
Wiy s fms e harcndd Ly e nisssses
ITulipmse posantal of wisless games

2.5 phines, fike this Moo, are sivils
FYCRSION B cUment ranasets, bul will
marat from incresssc bancidity




i & mature version of WAP does tempt mare
companies Into the ansa, || 8 atill not clear that
this will stimuiate 1he developmeant of garmes
which will be atsle 1o commpeats with a tile such
as Manio Kart an Game Boy Acvanoe for the
attention of davoted gamars. Bul thi most
significant impact af the switch 1o GPRS and
UMTS for developers of wirelass games will
bia that new revenue modas will be
necessitated by always-on netwark: acceass,
‘As of now, wa get paid by network operatons
in relation to how much air time we generate
far them,” explains Bradshaw. "These games
generate a whole whack of minutes. When you
get to GPRS, packst data, aways-on, different

inds of gaming clearly poR up as possibiities

that need differan kinds of biling modais. it

will be a combination of ather trensactionat teas
per play - so the uset might pay 10p @ go - or
progiably menthly subscrptions fof tha more
complex stuff which you can ¢ip in and cut of
as many 1imas as you le in order o update the
game, or whatever Clearty wa're golrig 1o move
from an mirtime based thing to & transactonat
and/or subscrption model.” Brimacombea is
mora explicll Bbout the eiiect that this will have
on the fledgling industry: *At the moment. it

YOU &re & premium rale cimes Bnd you do find
gaming content which drives minutas, you ars
identifiably makng monay from the use of that

content, which you then have 8ome econamic
nterest N sharng Cack with your contern
authors. That must 8 go away in 3 Bal-rate dsta
worid, wheee The ope
any scalabie ratur

of I8 o longer making

their contant, bl is

in fatt apportioning Out B ScCace Msource - bit
tranamission — between content providers. And
thera the enlita demographic’s going 10 reversa,

50 that content authors have 1D be the primary
revenue generators and they will have to pay
the carrers by revan(e share or fixad fes for

carriage, That 18 going 1o turn this market on

&ts head.” It s vizble 1o <ite the number of
peopie who play Mneswagper and Saltare 1o
SUpRon a simple game design paradigm i an
ENAITHMENTT WS SUCH gamas ars sirmalarly
mscpansive. it i not clear how such a modal
will Siand A 1 fhe ngours of economic
compatmon I an envindnment whams
consumans will be expectad to pay - particllarty
if network opsratars pass on the inflated cost of
thrc-genamtion icencas 1o 1he congurmor,
Bradshaw, however, Insists that thare wili stil
be & markat for simple games. There's lots of
otfer ways T incerfivise people  use simple
stuff,” he states. 1 think there will alwirys be
p=ople who iancy 2 quick game of [fours]
There's 3 whcls ad of differen| revenue
maoaes. They coad be frea, but maybe there's

Anncugh wirsless games ers argely s o
play &t o momens, Auties tachncloges
Wil reCossEntY 8 ST appraad

the odd aneet in 2 Lot of differant ideas.”

Bt the Holy Gradl of the communications
industry — convergance — may 250 presant
developers of Smpie games wifh a thra

Lika virually every company cperating in the
indusiry. Maotorola s planning
for & convergent Rutlre. i yoe! ook 5t oo

COMmMUNoanc

recertiy inieiast 11 or 12

ry, M
months,” argues Gooowes, *the purchase of
General Instruments by Motooa which 51he

worid's Dingest set-lop ¢

8 Clear indicaton as far == S’.-’EEE{_T_. 5 OONCEman
hat we recogriss that sat-top box delverdy and
Wwirsleas worid are part of an sno-game Sk ton,

“It will be a combination of either transactional fees per
play — so the “might pay 10p a go/— or probably

Foul

monthly subscriptions for the more complex stuf




i | | . it
'{,’,’;}";ﬂ'.}; [ We'lre all just experimenting with ideas, the take-up of

il |/devices is at an early stage... | don't know how anyone

Z{%’r}'}}’.”_“ lcan be anything but positive about what's going on”
i,

-

and interios betwpen bolls handeet and set-
op boxes are very much 8t tha fore of our
mmindbet, and digital corvargenss Is vary
mucH &n Bngolng part of our strategy.”
Neyarfholegs, conwrgence sn't
guarantead, There are of course; problems
nherant in such & strategy, whioh are sucaincily
pul by dackson. "Convergenie will be wondertul
lor gamers, but | wander how adybody's going
to get any work, done,” Brimaoombe nil6es
some mora serious doubts; *1'm very cieer tht
amobie phone lsinot a Game Boy Combining
all of the devines | carmy amund with me into-a
single device looks ke o good call for i geek.
But the history of media devicas is they remain
snonmously separate. So the assumption thal
FOA and Game Boy and phong will converge
=, |'think, a lalacous ona I'm probably a b
heretical on this. but loowing at the market
tociay, thers ara 700 mislon-plus taliphones
out them, and soven millon Paims, You've
just got to keep those numbers in perspeciive
Content that wasks on & phona s content that
fpcognises 1hat & phone Is & communications
device, and content that fpouses on
communication and socal intaradtion is the
stuff that fits With the Usee basa of that device.”
Therein ligs the utute of wirgless oaming
I 1t 18t succeed, & s probabie that a
magsmarket sporoech will be sustained

TH Glupmiert it of giend design
A unllkaly A0 mealn ursfinctod by S0
fachheiagy st fulins Hemclset tesiep:

11 Midhsss b s st e ot the Cataiyets for it enermien Fandsiss cesige, bt Wil i) banaft from frge clour
SRR Arid B INoRe srganoiic tesion. Toochscrsarss are meo kel 10 Drovde & monm scomsibies ierdace o panies

Further information

Digital Bridges

As well as unning content channel
wirglessgames.com, Digital Bridges'
UNITY server provides network operators,
portals and content providers with the
capability to develop and distribute
wireless cortent.

www.digitalbridges.com
wirelessgames.com

Friendly Giants

Friendly Giants develops games with
massmarket appeal for clients and
platforms, including Internet and
WAP-enabled mobile phones.

nGame

NGame has signed deals with WAP
portal Mviva and AT&T Wireless Services
to prowvide content for therr senvices, like
Alien Fish Exchange, a fish breeding and

trading game.
www.ngame.com/index.html

Rage Software
Rage is

developing a range of games for

Orange that will go live in late summer, as

well as a WAP version of its forthcoming

Interne! Foolball Club game.

www.orange.net

simply by the always-on, inexpensive
cronnactivity via a handset that will ofier g
decpnerable amount of screen estate and an
ntudfive interfacs. It 8.another quastion 85 1o
whather the massrarket epproach adopted by
developers comelates to the expectations of the
conesmers, Dut with hetahtensd competiticn
brough! about by maturing technology. wirelgss
gaming iooks set to offer both a bread
spactrim of genres 1o suite the wide ranfe

of consumer 18siEs, and a Gaming expenanog
thal can compels with thal offered by tradticnal
davicas. As Bradshaw pats it “We're ol jus!
axperimaming with ideas, the take-up of davices
= rgt at s very early stages, Bt | think we'ie
at & great stage of devalopment ) whal's going
10 be a fantasiic market. | don’t know how
anyeng can ba ahything but raally positve |
about what's going on.” i
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GVERWERKS

Oh no! Over Works is simply the diminution of ‘Over Guality
Works'. | know |t 15 & bit confusing. The basic idea is “Let's
maks the ultimate guality product’, We are based on the
former Soft#7 department. Cur main achiavemant on tne
Saturn was the recent Sakurs Taisen saries. [There s a
strang probability that Obia-sen chose the name Over Works
a5 a way 10 inclode his own name. In Japanese, ‘ovet’ is
pronaunces ‘ota’)

We have thres fitles on the way. Etemnal Arcadia |s at teta
stage and Sakurs Taisen 2 is in its final debug stage. We Will
try to include a few additions with it, such as'a demo disk of
Sosurs Taesen 3. We are quits proud of what we have done
on Sakura Taisen 3 - | think we have achieved state-of-the-
m-muala-%.am.reéeploying mare and more staff 1o
Sakura Taisen 3. Sakura Taisen and Etermal Arcadia will be
the heart of this company, but we will also develop any other
interesting Ideas. We have already released a Dreamcast title
callod GuruGuru Gnsen, which is a network party game. This
aspect will be the seconid grest strength of Sur company, as.
we want to develop and grow a trua 'Web community’

GuniGury Onsen was & great experencs. Thers has been 3
greater (Nterest among usars for the onins Ysstures than we
axpected, and the price was vary Sfiractive 5t ¥300 a monsh.
to go back again and £ carv becoma s=nost 8 hadit. On

time. So there is & merket. But wtll now, the cnine aspect of
a game has been optional. There was the game and then the
network play as a borees. | think 1t & fime 1o really desgn
games for onne use | am starting 1o ses how 11 s possible,

That is our main problem, and | think we will taca it for some
time. | think the network issue is one answer. The motile
pharia I generally. presented as the competitor to
videogamas, but | don't believe that the Intenst is the
reason. If people-want to invest so much money n mobile
phones it is because it crsates & community, it allows:
communication. | think this & the hield 1o work In, Developing
well-adapted games and contents 1o create this 'Web
comminity! ~ which is my key phress - arolind Dreamcast
would boos! the piatform greatly. | want 1o work on it

Without a doubt, the Dreamcast will be the core of
our developments. However, | think other platforms
may be Included, such as PT or network systems. But
the Dreamcast will be our foundation. The machine has
more patential than you may think, and | believe it has
a second chance, At Over Works, we have four lines
and we expect to ralease six projects a year.

| would ke Eternal Arcadia 1o perform like Final Fantasy.
At least, it would be great to sall 2 milllon herein Japan,
However, given the market, | wil be happy i it reaches
500,000 copies, but it should do well overseas, paiticularly
in tha USA, | think Sakura Taisen 3 will be great. It has sa
many tans and both eplsodes did very well on Saturm

| want the game to be released overseas, but It hasn™t
been confirmed yet.
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“) think Sega Is
lacking that carizir i
‘|something. | usad L

to buy and play lois
- of Nintendo zin<
 PlayStation gamss,
‘but now | can’t find
one good titls”
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| have had this name in mind for a long time and It is a
concept | have been wanting 1o put in to practice. When

| was given the opportiinity of having my cwn company
within the Sega Group, | decided to take my concept as

my company name. Each member of UGA s & creator, a
videogame artist. Our goal won't be, for example, to develop
for a particular markst liks Japan, America or Europe. No,
our ‘market’ is the human being. So our crientation will be
universal ~ | want to make games for a worldwide audience,

As & game producer, i'm much more focused on the creative
aspeci than on ihe administrative and business sides. Today,
I'min & suit, but normally I'm in far more relaxed clothes,
Since taking on the company buiid-up, | have beer really
busy. In tact, | heve sxpenienced a lot of stress. But we
have started at last And from now o, if we manage to
maks wuat fitles. my siress will disappear.

Anywsy, we fiave two projects at present; one Is still at a
very early stage I'm nervous, as I'm watching tham take
shape: I'm-aiming for a 2001 release for tha more advanced
ane | want to imtroduce an ariginal concept, very differant
from Space Chanpel 5. And... and.., okay, let's talk about
ﬁglrmlndiml. No? [His assistant is talling him not to
Sy =myttweg.| Al ight... | would like to talk about this gams
= mueht. So | v nothing 1o say? [Looks at his assistant ]

With Space Channél 5. we had a precious expenience. The
e that worked on it - around 25 people — is now much
more confic=n. 1 s fike passing from Serie B to Serie A
2 the Il football feague] and competing for the
cfesmponsha. Thare is another team | would qualify as
52l beng Sevia B class | would like to spend alot of
eresgy cresteg & real UGA culture inside the company
 then) focus on offer matters next year, based on

s creanve environment.

As UGA is 10D per cent owned by Sega Group, we will
work at takirg Seg= 10 the top: | comipars what happened
Inside Sega with the movie ndustry in Hollywood years
ago, The media, the productaon, and the distribution were
separated. | think i Is the same in Sega Group. I'm quite
axcited by that, and | befieve it.was a good move by ouwr
chairman and CEQ, Mr Okawa. even though It is not pasy
since the business issues have 1o be consitered. We have
to survive and create at the same time. | can't tell you how
long it will take, but, 25 a producer, as a games studio,
| want to be the number one in the world,

What is great about the consumer market is that you can
reach a huge numbar of people. | know the arcade market

Auite well, as | have produced several racing games, but
thare you reach mainly male users - and in some countries,
chiidren aren’l even allowed into arcades. | have many ideas,
many concepts 1o shars with people. so, for tha coming
years, | will be develaping for cansales. But.I'm not the only
person in UGA, and It is important to take inlo considaration
evarybody's ideas and aspwations: It is a kind of human
chemistry and it is important to manage it. Projects will
emerge as 8 resull of this chemistry.

| would say there should be fewer barriers: To entertain a
large number of people, you need a Gertain sower, charisma;
Working hard for a few months is not sufficient, as the
process takes a long time, 11 is & long, drawn-out job to
create a culturs, an image, and It is st essential for Sega,
aven though all the teams are separate and operate
Independently, | would say that what Sega is delng best |s
carrying on. Saga can continue for a fong time as & console
maker and as a game maker, but | would like Sega to think
again about the foundation of its consumer business.

| have & visiw on the naxt five years — I'm very excitad and |
even have difficulty slesping. Howaver, P'm not thinking of
entering the network business yet. | know it i5 the network
boom In Japan and nobody talks sbout anything else but. in
my view, It is something you have to think about carsfully
befora making a mave. | will wait until | have a solid project,
bt | really want 10 work on network titles: I'm not sure that
network gaming will take place on consales when it matures
- it's possibie that 8 new kind of Sardwane or platform will
appear in five years, changing MB% habits.

| gon't hawe any genm in ming. | dont even differentiate
between an adventura game and an RPG. I'm much maore
interestad in fun or feelings and particularly in how 1o put
them into a game. With Space Channel 5, peaple wanted 1o
put it in & category and | had to agres with every suggestion:
action, musical, dance. | was a problem for me as the gama
had no particular genre tofit into. So for-our new titles, | will
lot usiers decide themselves. | would rather develop taste
and f=elings through my games.as | did with Ssga Aally,

It 18 one of the foundations of UGA. developing
cuttmg-edge of papular stuft

As g matter of fact, #t is aiready happening. Among the
60 people working at UGA, ther are several people wha
dant come from the games indusiry. They are specialists
in vanous fields: visusl, dance, DJ. sound etc. Theyare
intagral 1o numerous stages of the game development
and they usuaily heip ms design the game concapt.

It's a way of working | want to continue at UGA.
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My goal & to make games peopie will enjoy. f possible, as a
family, | would fike players to be very happy with our titles. | aiso
want these peopis to anjoy playing onfine with other players thay
don't know. For all thesa reasons. | wanted 10 Includs the word
‘smile’. However, smile s not serious anough on its awn. so |
decided to inchude 3 digital iImage by adding the word bt

Smilabit is mainly based on the former Sega PC. which
repressnts about 3 third of the staff. We have six lines and
aven though thers are 105 of us, I is still not enough. We have
regroupad some very successful sanes with all Sega's club
cantinuing to deveiop these senes using some of the ines.
When | jained Sega, | warnted to develop 2 few onfing
projects, as Saga had desided to dversily into home baniksng,
home trading, stc. Then | was in charge of Satum's development
toots and technical support. For all these reasons, when Smillebit
was founded, Sega asked me if | could come up with an onlina
title to support Sega’s network strategy, As a resuit, we have a
network game that will be compatibie with the Dreamcast and
Net® [eCS]. It's cabied Hundred Swords. And we have a second
project in progress, quie ariginal and also network based

It is & 30 realtme smulation game, like 74 Kingdoms. It has
bean cesigned from the beginning as a true network game.
Dreameast and arcads [NetE] versions will be a fittie differant.

O a console, users will play longes, s a Story mode is included
with 30 scenarios. in the arcade. time will be limlted (for exampla
30 minutes or one hour) and e will be three scenarios. The
chat systam wil be avite different between the two varsions, and
Huneired Swords will benefit from higher texture quality using the
large amount of memory avaiiabie on Net@. There are four
kingdorms with different ways of evolution. They fight sach ciher’

As part of Sega Group, our @im is to boost Sega 1 the games.
industry. Somstimes Sega will ask us 10 taks on paticular
projects, as was the case with Hundred Swords. But 1 be abie
o respond to any needs from Sega Group of from the market,
you have io be able to work Tast, So | will aliocate some of
my fesources o research and deveiop new technologes:
That might be 2 line which is not tasy or a separate tsam.
My approach is simpie and may difier from others. Even if
you have a gmat project, you cannot do 1 uniess you have
the right technology o suppor it

I'm aiso developing a PC line smce we have experience on
the platform. Projects will be developed simultanepusly for the
Dreamcast and PG, Simuiation games may be our main gere.
B, of course, | want 1o develop new genrss too.

On the business side, it is our first year of existence so our
main objective will be to be profitable on March 31 next year.

Aftar a couple of years, maybe fhves, we will be able to evaluate
our profitability and then invest in building our own gamea server
at Smilebit. Based on this server, we would develop sarvices
and eCS features based on the game field. As ow chaimman
and CED, isao Okawa, stressed recently, in five years we

want 1o get involved In IPO servicss. j

| think we have 1o deveion ‘Sega-locking’ games. | don't think
we are making Sega games any more, and the users have
airmady noticed. Of oourss, 8s a separate company it s vital to
make Smilebit games. but we musin't forget to include the Sega’
fiavour in sach of our titles. Users should see Smilebitasa
company belanging 1o Sega Group. . o

As far as the Dreamcast is concerned | really do nat fes!
the probilem is the hardware. That woultt be too simpie; oo
nalve. As the first nexi-generation console to be released, itls
not surprising that it has lower polygon performance. The main
Issua is to explain to users why the Dreamcast has a modem.
Also, we have to exploit several key features of the console,

-such as the memary, the graphic chipsat and the CPU. Thers

is still & lot to cio. | really think the Dreameast is a well-balanced
machine. | know that thane are propcts which would be
wmwmuwmww
are working hard to get the most cut of the consols's pawer.

| remember during the 2D age. it was difficull 1o make games as-
ihe hardware Imits were 5000 eached — bul we managed ©
make a few great titles. Now It is much easier because of the
graal svolution in technology in recent years. With network play,
the main difficulty is the infrastructure. It wasn1 developed 1o
suppart gaming and It is toc expensave. Things ars getling much
batter, though. Three years ago, for exampie; ISON was stil out
of reach of most peaple and only com Lsars were eniaying
digital, high-speed Intermet. Now it is common,

My vision of natwork play 15 a game that dossn't give the
impression of being a network game., | méan, users won't have
to walt for the system to establish a connection or spend time
searching for a friend on the network. Evenything has 1o be:
immediate, ready to use.

| said the time for network gaming has arived, but we stil
need sormie fime, since the infrastructure is not yet perfect and
the consoles aren't ready. According to my vision telling people
now that network gaming # relity 53 fie- Cansoles don't have
maans you have 1o fimit your project. find tricks 1o prevent the
garme rom slowing down, In other words, you are searching for
fricks 1o ool the usee, to make him balieve he is experiencing .
what Everytody = calling network gaming. We need the
techniogy 10 be good, and cheap encugh to make it viable.

As & business, network gaming is very hard to measure. ff
mdﬁ.ﬂﬁmdxmmmmﬁ:mm
you would have said iT it was a network titie. We can anly make
oriine Willes in such @ wayy that people will accept pay-io-play.
| hape that in the foflowing years, the network busiress will
represent around 30 per cant of our profits,

. v i s oor Sitedl b ST
We worked for a few years with the AM departments —ws
presanted the idea for Tiping of the Dead to AM1, For arcades.
e are mainly working like this, looking at what wa cart adapt or
mmmmmmwmmammmm
W have to help Sega grow, as il is part of cur survival.




Wave Master Yukifum;




WAVEMASTER

Maost of us come from the former Saga music studlo — there
is @ blg sound studio Inside Sega HO. We used 1o provide
soundtracks for both CS and arcade development teams,
50 | thought it was important 1o keep a trace of our origin,
of our very founcation. However, | didn't want to restrict our
image to sound. We want to be more than simply a sound
studio as we ware befors. We will make our own products
and devalop our own Imags and culture. So | decided not
to include a ward like *sound’ in the company name in
order to give us A wider fleld-of activity,

| used 1o play on the Famicom and PC Engine and didn't
know much about Saga. | aftended a corporate mesting at
Sega for new graduates. | met every departmant and
m&aﬁcmmmlmtawﬂmmw
mmmnmumm-mm
—1never thought sound wauld be my profession, alttough |
tiac & bandt 3t university It is orest to do whiat you e,

We usad 10 spacigiisa in sound, S0 producing games s quite
new for ma. We will cantinue to write sbundiracks for ather
teams when they ask us. But | think that eventually each
new company will have its own sound department, so

thair devalopment will be unified. Othars may seek

outside collaboration, so our business may get smaller

and smalier. In order to sivive, we have to develop

games - or al least services.

We will work with the entire Sega group and maybe
other outside companies, We developed the Dreamcast
sound tools and library. We will still provide sound support.
which | guess will represant about 80 per cent ol our
activity in the beginning. The other 20 par cent will
include aeveloping onginal fittes and other sub-activilies.
for exampie DJ album prodoction of movie soundiracks, sic.

-Ariyway, during this first year we will focus on what we know

best — sound - but at the same tima we will leam, find new’

- oppontunities and think about game projects.

Not raally, but we will certainly help or work in callaboration
with other members of Sega Group on their game
development. But I'm thinking of entanng the firs! wave of
enterminmant devalopment for Docomo's next revolution
in mobile phones; W-CDmaone. We will use this cutiing-
edge technology 1o program innovative services. | think
this will be big business next ysar.

{'m aiso starting Roommania 2. | want (o include network
ability in this sequal, but how that will take shape, | cannot
tell you yet. I'm studying several ways. | would really fike 1o
develop the sound feature in DVD. This format 1s boorming In
Jdapan, but the sound kasn't been explolted properly. There

is & lot 1o ba done, and | have & lot of ideas.

For me it is simple: networks are a communication tool, no
more and no less, Okay, they can be used to support online
play s0 numersus people can compate with each other. But
for me, it is the greatest tool for people to communicate. |
would really |[ke to davelop various solutions as networks will
be & great market, more for thelr communication potential
than for gaming. People-are Investing a 1ot of maney in
maoblle phones, primarily because they want to communicate
with each other. In this respect, them Is mueh to do and the
outiook is promising.

I think Sega is moving In a very clogad anvironmeant.
Teams are working together and nothing new Is coming
from outside while the whole Industry |s changing - as is
the market, | think it will be a prablen seon. Reammania
#203 was an indication of that for ma, in many aspects,
this game is an Incamation of Sega's problems.

‘W ave a very, very young Staff with an average age of 20

mmmuammmmm
ﬂMhhﬂtmw&Mwmﬂhﬂ
had never touchsd or thought of batore. The biggast
protéem 1= certainly the business pan We had to forgat ow
aniatic naturas. i order to be PR or business nspresentatives
10 deal withy our parent company and others

It people said we had developed a great title or service,
we would be very happy. of colirse, but mors Important
to us is to have done our best. We want 1o be proud of our
creations. We have a lot 1o learm, but even at our level we
wmtuwmmmmaww
for the users and curssives. | will be the happiest man in
this inciusiry

We have vary skilled staff in the company, as they have:
worked on mgjor projects. Ve really know how to exploft
hardware in crder to dedlver the maximum capacity So |
think we are abie 10 adapt thess skills to programiming. That
will b very halphsf for our future game prosecis
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Power without control

irelli ran an ad campaign featuring Carl Lewis - once the

world's fastest man — wearing stilettos. The ‘power is
nothing without cantral’ tagline naturally applled to more
than tyres, and videogames are no exception.

Caonsider the number of times you've experienced a game
whose potential was stifled by an inadequate control system
or obtrusive joypad design. Too often, developers appear
unwilling to devote enough time to the quest for the most
appropriate control system. And yet, get it wrong and you
may as well have not bothered with the months spent
working out routines for cramming all those polygons on
to the screen. Does it matter that all that data is refreshed
avery 1/60th of a second if you can't control your polygonal
alter ego? You could have the world's most Impressive
Visuals, but as sooh as the game becomes unplayable
you're left with nothing more than an indication of your
plastic box's triangle-pushing potential, not a game.

Nintendo seems to understand this better than most.
Having always led the fisld when it comes to jovpad design,
it's inevitably aped by competitors, Sure, other hardware
enginears put an awful lot of effort into designing controllers,
but you can't help but feel that they concentrate more on
making the controller as ergonomic as possible. whereas
Nintendo always gives the impression that a lot of thought
about gameplay implications has also gone into what must
be a headache-inducing process. As & result, its developers
can work at making the joypad as 'invisible’ as possible for
the likes of Mario 64 (below), Wave Rece 64 or 1080°.

Would you ever find the buttons on a Nintendo pad sitting
too high for the classic button-bashing approach required by
Track & Field-type titles? Not likely, But can you say the same
of the Dreamcast controlier when attempting 1o play this
month's Virtua Athlete 2K (2817 Sadly not

Of course, some developers are keenly aware of how
joypad design may restrict the gamepiay of their product
Witness how Argonaut thoughifully included PtayStation
mouse suppart for Alien Resurrection when 1t realised the
game suffered from Dual Shock-only control. Unfortunataly,
many other developers would have been contant ta leave
gamers to struggle with the latter option alone.

Maybe Mario should embark on his own ad campaign,
encouraging developers to better harness the power at
thair disposal. Let's hope the stiletios fit.
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Ferrari's Fiorano test track can't be raced
on, though Time Attack and Practice is
allowed (top). The pit sequence is superb,
and useful during endurance meetings

F355 Challenge

Format Dreamcast  FPulbvisher; Sega  Developer: In-house  Price: ¥5,800 (£36) Selease: Out now (Japan) October (UK)

ost people will initially find F355
Challenge dull and insanely difficult

But after 30 minutes it becomes clear that
it is no narcolepsy cure, nor is it IMpossible
to play. it's true, though, that getling to
grips with 380bhp of pseudo-authentically
simulated talian enginearing on 11 (sox from
the arcade and five a DC-only bonus) of the
world's most technical circuits takes a litte
longer than it It does in most racing games.

While a collection of electronic assisis
are immediately available to beginners,
switching off the inteligent braking system
from the start is recommended - it has a
tendency 1o decelerate far too early, making it
impossible to outbrake your competitors and
hence achieve a decent finishing position
While far less intrusive, the others should be
turned off sooner rather than later - this may
make life harder initially, but it does
precipitate the learning process. Stability
control is arguably the easiest to live without,
followed by traction control {though this
remains particularly tempting for starts),
and eventually ABS, As aver, the quicker
you adopt a manual transmission system.
the: better, You shoukd then find that keeping
up with the pack and even Winning races
becomes a genuine possiblity

And this is what sets F355 apart.
It is unguestionably one of the most
comprehensively hardcone racing games
to date. There's no eagermess on iis part 1o
reward your initial feeble efforts, and, the few

It's one of the most comprehensively hardcore
racing games to date. There's no eagerness
on its part to reward your initial feeble efforts

090

limited driving aids aside, it makes no
concessions for your inexperience. With eght
competitors matching each other in tarms of
performance, this is real racers’ termtory

if you want to win in F355, you're going

to have to wiork at it, bringing all your
videogame experience into play.

As such, F355 draws you in like few
other games. You may well scream in
despair as one more trip into a gravel trap
ends yet another chance of victory. Yet,
without hesitation, you subsequently icad
up another race, promising yourself this time
you'll brake that fittie bit harder and a few
centimetres later, hug the apex a couple
of milimetres tighter, and power out more
decisively and a fraction of a second sooner

Possibly the best-looking racer to date, F355 offers inspired renditions of Monza, Motegi, Sugo, Suzuka
(short/international layouts), Long Beach, Atlanta, Laguna Seca, NUrburgring, Kuala Lumpur and Ficrano

Maybe then you'll beat that sixth-placed
man to the first comer. Away from your
Preamcast you'll contemplate new lines,
later braking points, different strategies of
dealing with the opposition, relishing the
momeant you're next behind the wheel of
your digital F355 again

Despite this, the game could be better
balanced. Being forced to stant from the
back of the grid is particularly harsh when
BVEryone is racing the same car, and can
become demoralising — you always have
to work that fittie harder than everyone eise
That's fine for the Arcade mode, but why
wasn't a qualifying or random grid positioning
system included for the Championship
game? Also, a championship including

the extra tracks would have been an
excallent addition, and It surely wouldn't have
been much of a headache 1o implement

But the main concern isn't F355's
structure. It isn't the lack of damage, either
(though it would have benefited the game
trermendously), or the way cars bounce
unrealistically and disappoirtingly off each
other whenever mid-race collisions occur (or
the fact CPU drivers invariably seem to come
out better from such automotive arguments),
Or even that, while decent, the Al never fools
you into regarding the opposition as human
- it's certainly far less convincing a case than
TOCA Worid Touring Cars, for instance

No, the problem is wild uncersteer. By
lesing the force-feedback of the arcade




Replays are the only time you get to see more than the top of your F355s bonnet and steering wheel, as
the in-car view is the only one offered. Widescreen TV owners will welcome the anamorphic display oplion

version, it becomes extremely difficult

to judge the adhesion level of your race-
prepared machine, Furthermore, having
experienced a Challenge-spec F355
firathand, this writer feels the developser has
underplayed the grip available — in the real
world thess vehicles can ba thrown into
comers at absurd speeds and, provided
you adhere to conventional racing drving
technigues, the car's slicks refuse to let
go. Maturally, this wouldn't be a problem

if It did not interfere with F355's gameplay,
but this isn't the case. Being forced to
tiptoe around the circuits isn't particularly
clever — it's a simple case of practice - but
it can feel particularly chastening, Faster
comer entry speeds and brusque steering

input that doesn't necessarily result in control
loss could have made things more ¢
and ultimately even more rewarding,
Hawing said that, this is a splendid
effort and easlly the best Dreamcast
driving game 1o date. True, it could have
attempted to embody more of the passion
and identity associated with Ferrari, as at
times it can be a stenle experience. And
it's a shame rmore wasn't made of the
home version; evena Srrnple Carser mode
would have ensured further substance,
Regardless, those prepared to take on
the challenge will find it one of the
most enjoyvable yet

«citing

When not racing the Arcade option, you're given the choice to tinker with your vehicle's set-up. As
ever, it's a subtle process and It can help reduce the game's over-zealous understeer characteristics

IE?;

Fimeit

F355 Challenge Twin (Verzione Domestica)

5
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Like most racing games nowadays, F355 Challenge offers a twoplayer spiit-screen mode for a
step-up from the CPU opposition (though, naturally, this varies according to individuals), There's

a slight loss 'of graphical detall once on the track, but other than that it's business as ust
more interesting, however, Is the game's cable link option, which allows two Dreamea

connected, Aware of TOCA 2's outstanding fink-up facility, this

. Far

5 likely to be an essential inv




Spawn

Format: Dreamcast  Publisher: Capcom  Developer: In-housa  Prce: ¥5,800 (E36) Felease: Out now {Japan) TBC (UK)

T odd McFarlane’s characters are huge,
ntricate, and camy a crunching impact;

Spawn is no exception. The game, overseen q
bf McFarane himself, possegses & soreen- o A . Lyl = 44, f+ r "; viee If !
shaking power and cartoon style appropriate '-t f} w |‘-— 1{|J — t v T‘-—- 1 I 1 g
to the series, and crossas it with the clarity of
an arcade machine. Everything about Spawn
shouts coin-op, from the slick visuals down
to the time-limited, vacuous, thirdperson beat
n. Even its insistence that you
play In the split-screen multiplayer mode (the
number of players defaults to the number of
controliers olugged into the Dreamcast)
smacks of arcade combat camaraderie
Once you've forced the software to

ou play alone, it's chvious why it tries
O stegr you elsewhere: the oneplayer game

5 almost an apology for the mayhem of the

Jltlﬂlayer Choose your character, take on
seven bosses over the course of seven short
levels, destroy them, and another fighter is
yours. Then repeat with the character you've
just won, and s0.0n, The levels can also be
iayed co-operativaly in split-screen mode,
which brings a little life to the experience.
The number of selectable characters
tion takes a while, but
ot necessarily time you'll enjoy.

One butten for jump and another for

attack means the combat is nei
nor complicated, despite a massive range of

ier strategic

In Spawn, having your body cleaved
in two is only a tamporary setback.

Reducing the enemy energy bar to weaponry and a limited set of special moves.
nothing within the time limit is your aim The action is, however, breathtakingly
Each round takes place over two-and-a-half
minutes, in which the level's boss must be Close combat might be powerful, but it makes you more vulnerable to enemy attacks, meaning defensive

" : ower-ups are crucial. The yellow arrow, shown at the top of th . poi to the level b
killed, and death for your character means B a ] 4 P B SCrabn; PRI R A icnihe eV Dass

a time penalty is subtracted from the clock

Everything about Spawn shouts coin-op, from Destruction predominates, and though the
the slick visuals right down to the time-limited, prasicosen o il

; y ] gore af. say, Soldlier of Fortune, it has a
vacuous, thlrd person beat em up action spead and intensity that's far more powerful
: Graphically, it's immensely satisfying, but
spoilt by the utterly inane camera.

Dizzying and unpredictable, the
canstantly shifting thirdperson view mean
that you often can't locate attackers. Fealing
you're in control of your character and aware
here your enemies are is crucial in

5

orw
something this fast-paced, but when instant
deat

comes from nowhere time aftar time,
it feels unfair. The developer has attempted
a fix in that one button briefly shifts the view
to a firstperson perspective so you can align
the camera, yet it fails, as the speed of the
nat by the time you've

0 face the ensmy

e'll be upon
vith the ridiculous situation of

One game mode lets you select four fighters and play them off against each other in an arena of your 4
choice. Points are awarded for Kills, and the winner is the player with the highest score after three minutes you. You're left v

082



Barrals and crates litter Spawn’s levels. Some
can be picked up and thrown at your enemies

and timing your evasive
Co-operative multiplayer suffers the same
probilem, but in deathmatch the

IS tem Dy KNOWING your o

aven fans will see it as absolute
Although the ta

nsparent

dimensional gameplay

Despite much of the combat taking Inside moderately
sized arenas, occasionally the levels are based around
smalier passageways, staircases and rooms. In theory
this should add more variation to Spawn's limited
fighting style, but, unfortunately, the camera is

even more unpredictable inside confined spaces

At the end of each game, a screen lllustrates the \ 1]

that you managed to collect during the levels among
slihouettes of the ones you missed, These take a full range
of modern day artillery as well as traditional swords and

sorcery fantasy weapons. The game also features

ction — the ev

shghtly odder implements of

n particular, uses a comb
boxing glove to smite his ane
the MBD, the Flaming Sword, a



Alien Resurrection

Format: PlayStation Punlisher: Fox Interactive eloper Argonaut.  Price: £35

onceived in "97 and born September

00. Prolonged gestation signals
prablems In most forms of media, and
gaming is no exception. Resurrection

was expe
delayed, then trz
from

ted sometime last year, bul was
hed, then reconstructed
ginal thirdperson format Into a

firstpersan 'horror adventure’. Hardly an

auspicious start for any game, particularly
one that attempts to follow the splendour
slease (Aliens

1 @ machine

18]

jagged polygons and crude bi
When they do come ta light, they're

forgivable. When pixellated lines are

visible in the chewed-up gu the crew

members. it's not their jagges

you begin as Riplay, humans
and aliens trying to take you down. The
humans are tough, the aliens tougher.

[f they get to you - and although they
slower than their film or PC counterparts

they're slill fast — you're dead, They run up
walls, across cellings, and scuttle towards

The FMV intro fits the mood of the game
perfectly, intercutting scenes of the
spaceship with foreshadowing shots a bit unfair, especially with a joypad. No

. it all seems Vents may not be a particularly oniginal aspect of Resurrection, but given that the films are so grounded
1 al =l=10 81 : k 3 B
¥ in fear and claustrophobia, they're particularly relevant. Crawling is realistically and scarily cumbersome

yol with startling pace. Initi

of the Aliens and a gruesome operation

iter how well-designed the interface,
Shock's two analogue sti
stitute for the instinctive anxiety,
ever previo

Resident

the Du wing, d

bing t stealth and sneaking up an your

e than in anything

15 triggered by

Even during a casual half-hour game in
the daytime this has the capacity to scare —
ay it in the dark and it's absolutely terrifying

come read

len't as su

P

d irmtates

fina

sudden, surprisa-con

nesy

ction excels. Thankfu

What sets |

anything

at's gone before it is the fear ten
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Bodies litter the ship, but most of the killing has nothing to do with you. With every dismembered corpse
comes a reminder that somewhere, possibly very close indeed, the killer waits to do the same thing to you

Can you stomach it?

fearful mix. Firstl

the flamet

s a mol eative way of alien slaying. Both the
uted, and their effects on the aliens can be lethal




Mario Tennis

Format: M64  Publisher: Nintendo  Devsioper. In-house  Price: ¥6,400 (E40) Reiease: Out now (Japan), October 13 (UK)

he idea of a sports simulation is a

fallacy, However slick the onscreen
action, the nimble joypad taps of a FIFA
expert are a world away from the skill of
even the dourest professional footballer.
While the strategies may be similar, albait
at the most tactical level, thera must come
a point where imitation Is discarded in
favour of entertainment. Sensible Soccer
succeeded in the 16bit era for precisaly

Mario Tennis scoffs at the ultra-realism of
Virtua Tennis — players become surrounded
by rainbows, bubbles or crackling electricity

these reasons, distilling the beautiful game
Inte two-minute matches of hyperactive
fun that were more like a game of pinball
than football. Mario Tennis takes a similar
approach, scoffing at the ultra-realism
of Virtua Tennis and sucking Wimbledon
into candy-coloured Maric Land.

In Mario Tennis the ball is only slightly

S A

o FT "

Every part of the game exhibits typical
Mario style and character, from the
salection screens right through to

the colourful end-game celebrations

096

smaller than the characters’ rounded
polygon faces. In Mario Tennis, a good
stroke is surrounded by a glowing aura.
In Mario Tennis, players can charge
themselves up for powerful shots and
becomes surrounded by rainbows,
bubbles, or purple crackling electricity.
The only nod to the game proper is court
layout and the lines that mark it - but
these are overseen by Bob-Omb judges
who explode when the ball dnfts out.

Within the confines of this quirkiness
lies a beautifully simple control system
based around the analogue stick and
just two buttons: Strike (A) and Slice (B).
Double tapping the buttons gives the ball
a blue or orange glow, making accurate
returns difficult. Pressing a button before
the ball comes to you means the character
will ready his racket, unabie to move, but
capable of striking the ball harder than
before. Finally, pressing first Strika than
Slice will produce lob, while Slice then
Strike hits a drop shot.

The game is structured like most Mario
titles, with a main objective surrounded by
smaller, non-important goals. The key task
is to attain victory with the 16 characters in
the tournaments Mario Tennis offers, Just
as in Mario Kart, these are three cups: the
first is simple, the second slightly less so,
and the third stops just short of frustration.
Victory in a cup either provides access to

Wb efreses

T m—‘;......rv-‘

Helding a button down before the ball arrives means a more powerful shot, indicated in this case by
stars sparkling on the character's racket. Adding slice to this can make returning insanely difficult

the next one, or unlocks bonus characters
or courts. Two, thres and fourplayer
matches can also be arranged, and this is
where tha bulk of the game’s appeal lles.
Apart from the obvious plus of playing with
friends, the reason for this is that while the
highest-level computer players are difficult
to defeat, their simple Al produces a
repetition that the multiplayer lacks.

As well as the Tournament mode and
the configurable exhibition matches, Mario
Tennis offers a series of mini-games. In
the simplest, plavers practise passing
an opponent by returning balls randomly
spat out by giant Piranha Flants. The
ring game places giant Sonic-style golden
rings all over the court; each rally

PGE #

accumulates points according to how
many of the randomly placed hoops the
ball passes through, and the paints are
collected by the player who wins the rally.
The final mode of play takes place on a
swinging stone court, nominally the

home of Koopa (Bowser in the UK),
where characters maet in a kind of

tennis deathmatch, Mario Kart players will
recognise the power-ups, with lightning
strikes, banana skins, and red and green
shells being among the various collectibles
to be unleashed on your opponent.

Mario Tennis isn't [ealous of the power
and realism of Sega’s Virtua model. It
thrives on its characters' own hyperactivity
- they get giddy with excitemant at




Nintornd

Victory can mean accessing special courts, such
as the Yoshi and Baby Mario one above. The
tiltting deathmatch tennis court means judging
angles and movement can be tricky, especially
when avoiding shells and banana skins

Characterisation

Predictably for a Nintendo Mario titie,
ingame characterisation is delightful. Each
of the 16 players performs his or her own
quick calebration/sulk routine at the end of
each pont, as well as slightly longer ones
to end maiches and toumaments. in
twoplayer mode, this ups the smotional
stakes considerably — Kinopio (Toad) In
particular has a victorious squeal and
bounce that almost caps his Marfo Kart
“I'm the bestl” for sheer gloating potential

Baby Mario, first seen in Yoshi's Island on the Super
Nintendo, is one of the 18 characters in Mario Tennis

deadlock’ fes ;
Tennis hat you

exuberant Pressing bath buttons simultaneously results in a powerful stroke, lllustrated by the purple haze. When a
point is won, quickfire replays appear - one button skips these, and the other changes the camera angle




Sydney 2000

format: Dreamcast/PC (reviewnd), PlayStation Putlishes. Eidos  Daveloper: Attention To Detail Prce £40  Release Out now

The long jump is a classic button-bashing
event: gain speed as you tap, time your
Jump so you hit the board dead on, and
hold a button down to get the right angle

Sydney 2000's realism cannot be understated. Replay
angles often resemble those seen during televised athletics
events, and the athlete models are fantastic. splendidly
attired in their country's Olympic kit

Taking the plunge

Diving is one of the few events unlikely to result in @ sprained wrist, The player chooses a dive from a list,

rated according to difficulty, and then attempts to stop a power bar at maximum to provide height off the
board. As the diver plummets towards the pool, she passes through a series of blue, green and red

Skeet shooting is fun, requires speed and
coloured hoops on the way to the water - the player must press the same sequence of buttons on the accuracy, and is an aspect of Sydney where the

Joypad. Dives are judged on their exécution and the score is increased by a difficulty multiplier. pressure can really start to tell in multiplayer

id Ocean, when publishing Daley

Thompson s Decathlon: see it
as the future of electronic entertainment?
Maybe not. Regardless, the genre it spawned
remains caught in the same key-bashing
dynamic that destroyed so many computer
keyboards 16 years ago. And Sydney 2000,
the officially licensed game of this year's
Olyrpics, is as faithful an exponent of that
ethic as any of Decathlon's distant children

There are 12 events, most demanding
a predictable combination of intense button-
pressing and exquisite timing. Some break
the mould: in kayaking, for example. a clumsy
control system means you struggle to steer
your canoe through approaching gates. Skeet
shooting Is perhaps the most enjoyable. being
a non-lightgun Duck Hunt for the year 2000,
though it suffers from a lower resolution on
the Dreamcast version than the PC

A oneplayer Olympic mode sits in the
middle of the game, allowing you to take
athletes through Bishi Bash-style training
games to qualify for - and ultimately win
gold at - the Olympics. Together with making
attempts on world records in the oneplayer
Arcade mode. this ensures the solo gamer
will find some enjoyment in the title.

But the solitary experience pales next to
the clustered misery/ecstasy dynamic of the
multiplayer mode, where the presence of
others watching, waiting and competing is
everything. The character animation that
bookends the action Is no longer frustrating -
as in previous incarnations of the game - but
provices vital moments of calm amid the
tumult of competition. Each event's simplicity
almost adds to the pressure as you struggle
to perform even the most simple of tasks to a
competitive standard. The atmosphere is
consuming: the tension, arguments, glory and
gloating all-powerful - you almost forget this Is
little: more than an Bbit game in polygon guise

So, how many weights or heights do you
pass on before you brave an attermnpt at the
weightlifting or high jump? Will the catcalls
and jeers during your run-up throw out your
rhythm? [s unorthodox joypad technique bad
sportsmanship? Is rubbing your sleeve across
the buttons the digital form of steroid abuse?
All interesting guestions, but not immediately
pertinent. The one that's crucial to ask before
buying Sydney 2000 s this: can you forget
about the almost inane simplicity when
faced with a game that encourages
multiplayer rivalry at its finest?

Edge rating Seven out of ten




Virtua Athlete 2K

Format: Dreameast  Publisher; Sega  Developern: In-house (Hitmaker] Price: €40 Ralsase: Out now

iriua Athiete 2/ rekindles fond memories
V of Saturn Decathlete in 1996. The
game's cartoon look and balanced playability ”l P lA y
certainly gave the PlayStation’s Infernational
Track & Field a button-bashing run for its
maney. Over time, Kanami's event selection
has offered slightly a more immediate,
improved multiplayer ambience than Sega's,
but it has always been a close-run thing.

Yet, with the overcomplication of IT&F2,
the opportunity for Sega to capitalise on its
closast competitor's stumble has emerged.
lronically, though, Sega has gone the other
way, over-simplifying elements that were
already at their most basic. This results in
some events losing a little appeal, with the
shot put, for example, degenerating into an
exercise in brute luck. Conversaly, where an
embelishment to the traditional gameplay
has been made — such as the stamina bar
during the 100m sprint — the balance of the
gameplay has been carefully consenvea

Far more damaging is the quantity of
events. Just seven categonies are avaiiable
100m sprint, 110m hurdies, javelin, 1
shot put, long jump, high jump), resulting in
some indecently brief competitions, as the
chances are you're just getting wammed up as
the end seguence kicks in. And don’t expect
to unlock extra events — you can't

However, Virtua Athlste 2K isn'tto
blame for everything. The Dreamcast pad
18n't suited to button-bashing, as its buffons
sit too high, and unless you reconfigure you'll
find yoursslf holding it at the oddest angles,
rendering the D-pad/analogue stick useless,
which is fine providing the event doesn't
reguire their use. The resulting gameplay
expernience simply isn't as smooth as
that offered by the competition

On a more positive note, the presentation
throughout is mighty impressive. Pre-event
preparation undertaken by the skifully
animated athietes is depicted in a thoroughly
convincing manner, and the vanous camera
angles do a commendable job of further
dramatising the events. Good, too, is the
CPU competition which, on the highest

Possibly the hardest event to excel
at, timing the high jump (above) can
prove particularly tricky for anyone
used to International Track & Field

500m,

Fourplayer 110m hurdling (above) can degenerate into hysterics for contestants as one player inevitably
takes the direct approach and attempts to power their way through, as opposed to over, the obstacles

difficulty setting (World Championship), SR irtia.
provides a real test - welcome news - APPAREL EDIT
for any oneplayer punters out there. BLASSES Type 18 . s 2
SESPREE e s : Creating the ultimate competitor
While on paper Virtua Athlste 2K presents e
! g 14 L 5 z 1 "
itself as a potential worthy successor to F ::?ILW An interesting touch not previously seen in this type of title is the ability to customise your character.
Decathlete, in practice, fewer events, a 20 Type 84 After you've selectad skin tone, renamed and given your athlete one of the several available nationalities,
penchant for oversimplification and — ' 1t Tyne 117 you can clothe him (sorry, no girls), and spend stress-inducing moments attempting to co-ordinate

wristbands with sunglasses, socks and trainers. Furthermore, you can select three disciplines of
specialisation from a huge range (some only become avallable by completing the game), though
there is apparently little correlation between those selected and your man's ability on track. Besidss,
you have to wonder how a penchant for sepak takraw, billlards and reggae affects your athlete.

rougher controls take their toll

Five out of ten

Edge re




tar Trek: Invasion!

r: Activision

Format: PlayStation Pull

Invasion! is based around smaller
craft than usually seen in the series.
It's only when you get close to some
of the more widely known ‘Trek’ ships
that you get a true idea of scale

Telling tales

Next to so many poorly conceived and
n stores in other sci-fi

games, the tale toid here stands out

be g from Parar extensive
nput an Inct nes CeC on
the developer. Graphics, too, are consistent

with the Federation’s shiny curves, and will
be hugely satisfying to Trekkers. Even the
ew fighters created from scratch by

rthog — and there are lots of them,
a game ba
hose generally

n much smaller ships
aen In the series -
@ the iook and feel of official ‘Trek' craft

Developar Warthog

The Elite-style radar, displayed along the bottom
of the screen, makes locating enemies quick
and easy. When they're onscreen, tapping
triangle makes them your target. Holding the
button down will lock you on to their flight path

s In Gene Roddenberry's

will love this game.

18 Interlinked by plot

vaned nomina aims — retneve
- but all ultimately depend cn your destructior

of the weak enemy fighters. And though

once stal

- just one




Koudelka

infogrames Oeveloper: Sagnoth  Pricer £35

= September 22

far this fusion of

5 falis short of the dizzying st

Aninttial d

1 from explor

s0 obwvicus, There's little atter

These guality rendered cut-scenes don't make
up for the problems with the game's battle

ad sequences. While the enemies are easy to beat,
the frequency of the battles becomes annoying
Horror sound
1 14
never
1 is a fine thing, but in meiody. Despit
srirc If, rather that so much sp
.. ! to mundane samples in Koudeika
P that the battle scenes have to make do
2 with clunky effects and a sole, completely
inappropriate piece of APG muzak
= Searching the monastery for items is made difficult by the random battles that await down every corridor.
0e ratng Three 1 ten These at least mean that soon your character's stats will be boosted sky high, due to the constant fighting



Parasite Eve 2

Format: PlayStation  Publisher: Square Europe  Developer Square Japan  Prics: E35  Reisass: September

W

i A

Unusually for a Square game, your character's
magical attacks are not enormously OTT - a far
cry from the self-indulgent extremes of FFVIII

What's the story?

Parasite Eve 2's plot-furthering asides
are wonderful to behold, but its dialogue
Is truly execrable. The omission of voice

acting initially appears to be an oversight.
With time, however, you come to regard

it as a blessing - the woeful script on

offer hardly lends itself to entertaining
vocal exchanges. Like the similarly blighted
Resident Evil, it's fortunate that the implied
narrative in certain scenes - a room full of
slaughterad SWAT troopers, for example,
or a seemingly harmless woman
transforming into a hideous monstar -
introduces a modicum of atmosphere,

102

The various encounters with ‘boss’ monsters are rather overshadowed by the outstanding FMV interludes
that introduce them. The invariably system-oriented methods required to progress are, to be frank, tedious

W th its Final Fantasy-style ‘random’
battles and RPG leanings, "h‘f onginal

Parasite Eve was an unusual reworking of the
survival harror brief, After no doubt jealously
gyeing Capcom's continued success with the
Resident Ewi franchise, Sguare has opted for
a more conventional approach in this sequet
It's hard to dispel the suspicion that the
use of prerendered environments has
become an admission of limitations — be
they of programming team, resources or
chosen format — rather than a style issue.

ham-fisted way to present a game

enviranment, albeit comparatively cheap.
It Is, howewver, a clumsy way to build a
combat-orented adventure. Aya Brea, the
returming heroine, is leaden to control.
Worse still, she has a frustrating propensity
1o moonwalk against scenery. By filing {and
then, invariably, re-populating) maps with
generic monsters, Parasite Eve 2 leaves the
er inured, aimost bored with its cor
sequences. There's an onus Upon posi
Aya behind objects or running to another
age point before blasting oppanents,
whose feeble Al can't handie this bewiidering

vall

conundrum. T!

3 isn't, of course, a design
fault — and neither are the instances in which
youl fight an off-camera enamy.

From the phenomena of ‘brushing’ Aya
ry in order to find hot spots —

against scen
Interacti

ve elements or items —

constant
patises to pull data from CD, Parasite Eve 2
exhibits familiar flaws. Furthermore, the
retatively amibitious nature of its backdrops
loo often demands active suspension

of disbelief — encounters with interactive-
seeming but actually Inert objects impedes

any growing sense of immersion.

Being a Square production, Parasite Eve .
is host to accomplished FMV sequences, not
to mention the odd marvellous cut-scena
generated on the fly. It's a shame, then, that
it often feels as if the action between these
showy moments merely serves to fill in the
5. From cryptic-seeming (but actually
imple) puzzles to basic exploration and key
nding, there's littke more in the way of conten

a certain Capcom opus from years ago.
comfortable;

[35]

[le]

=h @

At its best, Parasite Eve 2
there are worse ways to spend an afternoon
But exciting? Rarely, outside the boundaries
cut-scenes, With videogames,

participation is king —and Square, v
its love of extravagant showmanship,

would do well to remember t

Four out of ter




Seaman

Format: Dreamcast  Fubiizher Sega  Devsloper; Vivarium  Price: 850 (£33)  Refsase Out now (US) TBC (UK)

ws and ages. \ ough, comes

one that adds a
el talk back.

As a baby

—you can talk to

00 and giggie 10
a toadler, he starts

Cognise ana repes

first time Is a proud moment, and he

respond to the word "play’ gleefully, s
play, play,’ nght b

Voice

enough to enable your p

Y FESPOnSes, 2

S alsc beautif By picking up your fish you can get an

idea of his size. A separate habitat tank
means you can raise larvae and moths,
vital food for a growing Seaman

remember your first com

t may be, but whera othy

your memaory, Seaman le

= Tap on the glass and your Seamen will swim towards you, alerted by the noise. It's also possible
SU‘: Een to hypnotise your fish - move the hand icon in circles around his faces and his eyes will follow it

Heavy Metal: FAKK 2

Format; PC Publisher: Gathering Of Developers  Deveiops) Ritusl Entertainment  Prios; £30  Hesase: Out now

E

& and

Tar marketing
n rhiddlamen

ved

lirez

storic

The fantastical settings are colourful and
varied,a far cry from the endless greys of
Ms Crofi's adventures. Enemies are also
creatively designed, and a joy to destroy

slain by slings, semi-auto

rds — and it's re

By pressing the left mouse button durin_g a swipe of your sword, a special move can be executed, The
move depends on what FAKK 2 is holding in her left hand, but will more than likely dismember an enemy E




Terracon

Format: PlayStation Fublisher: SCEE  Deveioger Picture House Srice: B35 Falaase: Out now

than Perfect Dark’s e
retch the comparison; The gar
Station to its limits and defies easy ©

Gameplay aiso offer:
Tre developer has tried herd 1o
= management, with 'ge:
uct nec
tted around the

Dramatic views are complemented by
some impressive pyrotechnic effects,
but greater variation in both gameplay
and appearance would be more welcome

from this formula further emphasise di

shame, Te n s not a
Iy an original premise that is

Over the course of his endeavours, Xed must balance the use of ‘genergy’ as both ammunition and raw :
material. Items such as the floating platform above must be constructed by using the appropriate colour =

Tenchu 2: Birth Of The Assassins

Farmat: PlayStation Fublisher. Astivision De

Five out of ten

part Acquire  Prics: £30 > Out now

onably the
ncies. The grapl

technical oef

The patient will enjoy Tenchu 2's more
surreptitious moments, Hiding in water
using a reed (top) or creeping along
walls (above) can be hugely effective

weapons
& MISsion eaitor,
who are wi t

- If your stealth tactics fail then your enemies must be dispatched in traditional hack-and-slash fashion.
Six [ ten There is only one attack and one block option, making combat feel like the now-dated Prince of Persia




Codeshop

Tracking developments in development

Middleware on top

Cross-platform development proves a boon for Criterion’s RenderWare3

Criterion technical director Adam Billyard

. .  RenderWare. 3

URL
www.cls.com
www.renderware.com

Ray of light

ne particular piece of tittlie-tattle
O currently doing the rounds
features a large US publisher, which,
after letting its in-house team fiddle
with PlayStation2, swiftly switched the
target platform of its next two AAA-
licensed games to Dreamcast, Hard
to believe, maybe, but the key point
the bar-room raconteurs fail to mention
is that the unnamed manolith’s decision
rested not on the complexity of the
Sony machine's parallel processors
per se, but the timescale required to
get the specific titles to market.

This is a scenario that isn't lost on
Adam Billyard, Criterion Software’s
technical director. *I think people now
recognise that you can have the best
game ever but if it's s months late,

T LAkt

you're scrawed. Getting stuff out on
time is a big part of development these
days,” he says, a big grin playing
across his face.

The reason for his happy
demeanour Is clear. The upshot of
an unstable transitionary period of
the games industry cycle combined
with the drive towards multiple-platfomm
development has been an explosion in
demand for the Guildford-based
middieware vendor's RenderlVare3
package. “| just don't think people
realise there are shitioads of titles
using RenderiVare3," Billyard says. It's
currently being used to create games in
more than 170 studios worldwide.

Criterion has certainly come a long
way since the painful leaming curve of
Render\Ware2. "RenderlVare3 doesn't
share a single line of code with the
previous versions,” he explains, rusfully.
“We threw the whole thing away and
started again.” But the results speak
for themselves, While many developers
would rather express a preference for
FIFA over ISS than admit to using
middleware, some of the biggest
games publishers have signed on
Criterion’s dotted line. Deals
announced so far include Interplay
and UbiSoft. The first RenderiVare-
developed PlayStation?2 tities are
shipping in Japan from studics
such as ASCIl and Jaleca,

The greatest coup has been the
support of Japanese giant Konami,
which is using RenderWWare3 in all its
Japanese studics, with the notable
exception of Hideo Kojima and his
Metal Gear Solid 2 team. "l remember
when we were in Tokyo and we had
simultaneous demos running on
PlayStation2, PC and Dreamcast,”
recalis Billyard, " think then Konami
saw the writing on the wall. And while
there's always room for the $20m
blockbuster, that's not what it's all
about. The meat-and-potato stuff is
about not arsing around trying to
reinvent the whesl. At the end of the
day that's a compeliing argument.”

It's particularty compelling with
some publishers anly allowing
developers nine months to turn
a title around. With the ever-present
opportunity of content convergence,

this is a situation that is only likely
to get worse. "Everyone talks
about convergence, and it is going
1o happen,” says Billyard. “You've got
more outlets — it may be consoles, it
may be digital TV, and it really doesn't
work to say you are going to spend
18 months on a game.”

He does caution, however, that
RenderWare shouldn't be viewed
as a magical black box that can
effortiessly swap code between
platforms. “It absolutely isn't just press
a button and out pops a Dreamcast
version,” he says. Bven if an APl could
compile code completely unchanged
between another platforms, it wouldn't
be a goad thing. Developers should
always play to the strengths of a
platform. For PlayStation? this
obviously means more polygons,
whereas for Dreamcast it could mean
more textures, or transparency layers.

“Rendenwvare does simplify the
process a great deal, though,” he
says. "l think people will be pleasantly
surprised once they get something
going on one system 1o realise that
it won't be a mightmare to bring
it over to another platform.”

A number of Japanese development
houses have adopted RenderWare3,
and have already started shipping titles

144
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PS2 Bristol fashion

Syatems CEOs Andy Baveridge and Martin Day

hen the first batch of black

i : boxes marked 'T-1000 TOOL',
i } left Sony HQ, the obvious delivery
3 4 locations would have been ‘Derby,
3 Core’ or ‘Newcaslle, Reflections’
But nstead 'Bristol, SN Systems' was
=n top of the PlayStation2 dev kit list.
e ; Relatively unknown outside the

.Y industry, within it the reputation of
: this small tools specialist is second
" to none. It has already sold its ProDG
: Windows-based PlayStation2

development tools to more than
100 studios in multiples ranging
from a few units into the hundreds
“Sony has been encouraging
from the very beginning,” says Andy
Beveridge, one of the company's
directors. "Even before they launched
their own Linux tools, they made it
quite clear that they wanted us to
do Windows tools, and they
expected most developers
to work on Windows."”
This Is a gap In the market
SN Systems has been happy to fill for
hardware manufacturers throughout
the ten years of its existence, Back
in the days of the Saturn, more than
70 per cent of western Satum
development took place using
SN Systemns’ tools, which
weren't approved by Sega.
Unsurprisingly, for anyone who
knows anything about PlayStation2’s
architecture, a lot of time is being
spent on the co-processor vector

PlayStation2 wired
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units (VUs). “We're trying to extend
the basic debugging code,” says
Martin Day, SN Systems’ other
director. “The problem ks that if you
debug the VU by going through the
instructions, it can behave differently
to if it runs straight the -

The view early on was
that the VUs were pretty much
undebuggable,” says Beveridge
“The more we've had the change
to play with the hardware, the
more ideas we've had.”

Ancther area 1o be looked at is
adding profiling performance analysis
functions. “One of the keys 1o getting
the performance out of PlayStation2
15 making sure all the components -
the CPU, the VUs, and the graphics
chips —are all working at the same
time and you're not getting a

battleneck anywhere,” Day explains.
With more complex consoles

released at a more regular rate, the
company's workload keeps growing
Beveridge estimates that it took

five or six imes as much work

o complete the PlayStation2
development tools compared o

the original console, Dolphin,

Game Boy Advance and X-Box

will all be supported, however.

“There are some possibilities
with X-Box," says Day. "We're talking
to Microsoft. They think everyone will
be happy with DevStudio [Microsoft's
development toois], but we think
thera's some stuff we can do
especially in the graphics
chip debugging.”

The only black cloud on the
horizon, and the reason behind the
decision not to support Dreamcast,
is born of success. "We have more
work than we can shake a stick at,”
Bevernidge says. “We just have
problems recruiting people.”




Power to the people

Expect better mods and levels thanks to Discreet's gMAX

atween prof

create their own e

3 and characters

e developers and prosumers using gMAX. They will even be able to

has besen Narmow

1. thanks to the sell content on the Net without h

a 30 Studio

, 30Mb

3D Studio Max has become
an industry standard. GMAX
will be a stripped-down version

Oﬁrﬂlb_"' r --.-a-&t
S T T e

Jeff Yates D

of softwar

n top of the gMAX core, which wil

URL o' ed on the forthcoming release

www.discreet.com dio Max 4. It has already

wwwa2.discreet.com/events/si mpart/export

ggraph2000/pdf/igmax.pdf It will be possible to create content for games created

with 30 Studio Max and which support the gMAX package

Running gMAX

They minimum PC sp ation nesded to use *
with 64Mb of RAM, munning Windows 98, 2000 or NT, which |t
thiat will be: required to run 30 Studio Max 4. A 3D graphics c
strictly required, as 30 Studio Max supports the Hesi i
but having one will obviously speed up working process.

36 St ., with nVidia’s GPU cards baing the prefered




ne new shape of Emotion

Sony reveals the scope of its ambition with the massively parallel GScube

anes which, us

. are tak

Siggraph attendees were treated

to rendered footage from the
forthcoming ‘Final Fantasy” movie in
realtime, courtesy of Sony's GScube

arks

GScube features 16 PlayStation2 and 16 enhanced Graphics Synthesiser rendering
g it processors - the key to its processing app ly lies in load-balancing the components

URL

www.gscube.com
(still under construction)

Sormy high-defint

mercial ver of GScube is

expactad to be rolle

end of the year

A

According t¢

Cube power

CPU

) Adam Billyard

| director

CUDE Wil

polygons’sec

Graphics

Clock frequency: 147.4!
- y VRAM size: 5 i
the frame buffer.” VRAM bandwidth:

Not a

The all-singing, all-dancing RenderWare
package had 'Antz’ running on GScube

Weight 48Kg
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Optimising DC online

Sena

assocal: droctor Sege Plagnol

NexGen
| s ]

033097 ms RE]

till limited to offering western gamers

ChuChu Rocket!, Sega Europe is
finally sorting out its console’s battered
online reputation. Following a worldwide
licensing deal with NexGen Software,
developers will be able to use its low-level
TCP/P stack, called NexGenlP. to create
onfine content — and they won't have to
play a licence fee to use the code, either.

“NexGenlP is carefully layered to
offer the exact features developers need,”
explains Serge Plagnol, Sega's associate
director for developers’ technical support.
The TCP/IP stack formats data to be sent
over the Internet, while NexGenlP has been
designed to minimise the overheads for
the processor, This is clearly a big issue for
consoles, as CPU usage is a key factor
determining the speed of online games.
“Our objective is to offer developers

ane of the most complete embedded

TCP/IP stack which is perfactly twined
to exploit our optimised architecture,”
outlines Plagnol. “The stack also offers
features that make online game logic
prototyping easier. This is a great time
saver while developing network code.”

Although Sega has developed its own
networking AP, KAGE, this was a high-
level API. "KAGE, like any high-level AP,
raquires a TCP/IP stack such as NexGenlP
to send data over the Internet with the
highest performance,” says Plagnol.

In contrast, ChuChu Rocketl's online
mode uses the TCP/IP stacks that were
developed for the Dreamcast browser.
But because this was optimised for a
browser and not a game, the placing
of armows in ChuChu Rocket! suffers
from an embarrassing lag of a second.

Piagnol confirms that firstparty and
thirdparty Dreamcast titles will be released

this year using NexGen's code, but
refuses o name specific titles. Sega's
online release schedule includes Quake
i, KISS Psycho Circus and Half-Life.
NexGan, a 16-strong company
based in France, specialises in designing
embedded Internet Protocols for a range
of different applications. Previous clients
include Ericsson, ARM and Dassault, It
has developed online products ranging
from simple point-to-point protocols to
mail utilities and Ethernet connectivity,
Designed to be portable across a wide
range of CPUs and 0Ss, the underlining
TCPAP stack was only recently optimised
for Dreamcast’s Hitachi SH4 CPU. "The
resulting port is probably the best one
we have done,” comments Jean-Paul
Medina, NexGen's president.
"It manages fo improve both the
portabifity and the performance.”
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The importance of E3 can never be overestimated by a developer

Brain In A Jar diary, part one
by managing director Matthew Gabnel

with a dream, but now we have

w’ a W e have made it at last. It started
L v o a team, a contract with a publisher

Brain In A Jar is composed of Ferrari
nuts, but even as the team got to work
on a demo for a game featuring its
favourite motor, working out which
publisher held the rights proved tough

The Codeshop diary now
focuses on two projects from
two developers, Brain In A Jar's
next instalment will be in E91

and development is underway. 5o,
how did we get here?
Having worked together on
previous products and having
had numerous conversations
about starting our own development
company, Oll Wright, Carl Dalton and
| formed Brain in a Jar in December
1998. It seems so long ago now,
and looking back we have been to
Hell and back several times already.
We had already decided that we
wanted to create a racing game, but it
was the dream of developing a Femran
racing game in particular that kept us

'99 armed with a new demo. We had
some luck locating the Ferrari licence,
as Mark had put us in contact with
Alex Ward at Acclaim, and we
thought - although we weren't sure -
that it was the legitimate holder of the
Ferrari licence. E3 proved successful,
and our relationship with Acclaim was
growing. | discussed possibilities with
Rod Cousens over the following
weeks and a plan was hatched. Rod
loved what we had, and was willing
fo take a gamble on us, funding us
to develop a more substantial demo
over the next couple of months.

We developed the final demo
with Fesrari in mind. Ferran is about
passion and history, and that is what

money, but believe me it will be
worth it ten times over. The contract
negotiations seemed to take forever,
but that is the nature of contracts.
You don't spend your time arguing
over the royalties or the advances,
but over the small clauses that only
come into effect if everything goes
pear-shaped. It is annoying, as it
doesn't feel that these things are
important, but don't underestimate
the importance of this side of the
contract and don’t underestimate
how long it can take. Even with the
best will of both parties, it can still
take months. We actually signed
around the time of E3 in May this
year. t was during these seven

going through the low points. We are we wanted to capture. It goes without months that we felt we were
all complete Ferrari nuts - always saying that the demo had to prove we making frequent journeys to
‘We had aiready decided that we wanted to create a racing game, but it was

the dream of developing a Ferrari racing game in particular that kept us going’

have been and always will be. |
can’t explain what it is, but | guess
it's much like supporting your football
team. The three of us dedicate every
other weekend to Formula One, even
getting up in the middle of the night
to watch races on the other side of
the world. So we set ourselves the
task of not only developing a
convincing demo, but also of tracking
down who held the Ferrari licence.
While Carl and Oli got down to
work on our first demo, | spent my
time talking to people, bringing an
agent onboard and locating the
publisher holding the licence. You
would have thought the latter would
be the easy part, but in fact it took us
a long time - several publishers made
noises suggesting they had it, but
none of them would actually confirm.
By the time we had developed the
first demo, we had started to use the
services of an agent: Mark Cochrane
from The Games Agency. On the
strength of our first demo, Mark
helped us set up meetings with
several publishers. They were all very
positive, but none would make any
commitments - they wanted more.
We had to develop the demo further.
Scraping together our final
pennies, Ol and | headed off for E3

were technically capable of creating
a groundbreaking racing game, but
that isn't enough to do justice to
the Ferrari name, so we tried to
incorporate the passion of Ferrari in
the handling and style of the demo.

In September, a few days after
ECTS '99, we presented our final
demo to Acclaim. This was our big
chance. The presentation went very
well and we had most of the people
in the office taking a look at what we
had created. All were impressed and
we felt confident. The next day |
asked Rod whether we shouid be
happy. “You should be ecstatic,” he
said. It looked liked we had got the
deal, and the rest should be easy.

Or so we thought.

Later in September, | went with
Acclaim to the Tokyo Game Show,
which was very impressive. (if you
have the means, | would highly
recommend it.) One night over
dinner, Rod and | briefly discussed
the terms of a deal, and these terms
formed the basis of the development
contract with Acclaim.

Now the hard bit: contract
negotiations. My advice to anyone
thinking about starting up is to make
sure you have a good lawyer and a
good accountant. They will cost you

Hell, although looking back it was
both worth it and necessary.

So, once we were signed and
money was coming in, we had to go
out and get the most important thing
a company can have: the team. We
looked first at those people we had
worked with before. We are greal
believers in small but good teams,
We knew people who were good at
what they did and would work well
together. We made good offers to
them and all accepted immediately.
Luckily, Rik Ede from Dolby is a good
friend of ours and his company is
taking care of all our audio needs.
MNow we have a full team of eight
people on board and development
has begun. Our thanks to Chris
Green, Craig Grounsell, Dean
Burmns, Nigel Kershaw, Bev Bright
and Gamesound for joining us.

In fact | thank everyone who
helped us get here, and wish all the
best to anyone who is just starting on
the road. Take the highs with the lows
and have confidence in your abilities.
Surround yourself with quality friends.

And the company name?
Someone said they had always
wanted o have a company called
‘Brain in a Jar’, and no one
could think of a reason not to.

—_—
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The making of...
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Coder Mike Singleton breathed life into huge, convincing
gameworld Midnight, stunning a generation of gamers in the
process. Edge talks moonprinces, witchkings and cassette

tapes with the man who fought the Spectrum — and won
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the subsequent segments, Things like that
make you very caraful with your back-ups
and your labelling of tapes.”

Terry Pratt at Bayond So

Ware saw

the game universe coming together and

had great faith in the project. He organised

a three-month teaser campaign in magazines,

and when the game was finally released it

was met with an 'ecstatic’ response. The only
10N remampers was

at the press launch for the game: "I'd been

demoing the game 1o aists all afternoon

in the bowe f

equipment when T ushi, who in those
vayed in, somewhat
the worse for wear after a very long liquid
lunch. He staggered over, and after about
30 seconds of watching the game
pronounced, ‘Tha'sh a pile of shit', and
mmediately left. With that seal of approval,
the game became an instant smash hit.”

Very rapidly, the game began to attract

a core of passionate gamers who would
send fan mail concemed with the mast trivial
or groundbreaking detail of the game into the
videogaming magazines of the time. “The
thing that did surprise me was how quickly
some people managed to beat Doomdark,”
admits Singleton. “In less than two weeks

somecne had sent in a winning printout
to Beyond (you could print out a scene-by-
scene record of your game on the Spectrum’s g
tharmal printer). | had estimated at least a
month or two. When | was testing the game
It took me nine solid hours to gain a military
against Doomdark, and | had all the
maps and data to help me. We reckoned
there must have been some fanatically
X ok tls s et He
working fife in the -nlau.str‘,-. bringing other Sa o
well-respected titles into the world such as
Micwinter. When asked if he preferred the
saif-sufficient days of Bbit coding to today's
two year developmeant cycles and publishing
stresses, he expresses a complete disregard
for nostaigia: “Would | rather be programming
Lords of Midnight on a Spectrum or
G-Surfers on a PlayStation2? Don't be silly,
The new technology is even more exciting realtime voxel rendered landscapes to the
than the old was, even in its day. Our PC. Plans are even afoot to bring the fourth
Imaginations are still racing to catch up with Instaiment of the game to the new generation
what's possible now, There's so much more of conscles, But wasn't Lords of Midnight a
scope for creativity now, In five or six years' shining example of creativity blossoming
time, there will be categories of game no because of, not despite, hardwara
one's dreamed of . limitations? Some might argue that the

The legacy of Midnight still ives on PlayStation2 may never have every ounce of
Doomdark’s Revenge (1984) pushed the fts power utilised to such creative effect
Spectrum architecture even further with its as displayed In Singlaton’s saminal titie
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Where yesterday’s gaming goes to have a lie down

Examining gaming history from Edge’s perspective, five years ago this month

1. A fresh-faced Phil
Harmson evangelises
Sony's entry into the
console hardware market
2. A slightly more cynical
Trip Hawkins considers the
future of 3D0 3. Philips
finally finds its CD-| killar
app In the form of Web
browsing on your tally

4. Another of Edge's
legendary (cough) genre
features 5. Yoshi's Story
6. Bug!, a Saturn flop
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Chris Kingsley gets spacay

It must have been about 1977 that | remember
reading about the new Atari BOO in the Maplin
Electronics Catalogue. The Atani 800 had a real
keyboard and 16K RAM that could be upgraded to
a massive 48K, It had great sound and astounding
colour - it even had a 256-colour screen mode.
What really caught my eye, though, was a game
called Star Ralders, a 3D space game just ke
‘Star Wars'. It ust sounded so cool,

For me, Star Raiders was the Atari 800's ‘killer
app’. It was the reason | wanted to get the computer,
and the reason | nagged my mum and dad night and
day. | convinced them it would be a great investment
for my future. For once, it was trus,

Just as | had hoped, it was "Star Wars' In 30 -
aithough there were no polygons. It used only
sprites, or ‘Player-Missile graphics', as Atari called
them. The shots travelled in 3D, and when you
destroyed an enemy you could fiy through the debris.

There was even a 'real’ starfieid that gave a great
sense of motion. The gameplay was great, too. There
was action, but action that required skill and not just
repetition. There was strategy, but it was in realtime.
There was even resource management. And all this
in BK! | was hooked., Star Raiders made me want to
make my own game instead of just playing others’,

a game that made me want to work out how
they did it and do it myself, but even better,




FAQ

Ste Pickford

artist to big cheese of one of the north

west's most respected codeshops,
Ste Pickford s heading up ZedTwo's next-
generation development drive.

What was the first videogame you played?

| have really vivid memornes of playing both
Space Invaders and Sprint in the late '70s. |
remamber at first thinking it was a really strange
concept, to put money in a machine to play a
game in which there was no chance of winning
any money back (all arcade machines I'd seen
up until then were one-armed bandits and the
like), to pay just for the pleasure of playing.

What was the first computer you owned?

It was a long time before | owned a computer.
My brother John had a ZX-81, then a Spectrum,
then Amstrad 464s and 6128s, Tatungs, etc.

| think my first may have been an Atari ST.

What was the first thing you ever created
on a computer?
My brother wrote little art programs on both the

aving trodden the path from Bbit hobbyist

B whole section In the clouds above the first level.

| think far too much Is given away In games
now. The instructions within the games spell
pverything out so clearly that there Is no sense
'p? discovery, and secrets and walkthroughs are
pften published (even officially) before the game
Is even released, which Is a rsal shame,

What was the last game you played?

[The last game | finished was Game Boy Wario 3,
Wwhich was great. The gameplay was split into
jovely short chunks, so | could play a level on the
bus to work in the morming, and always finish it
before | arrived. I'm playing Perfect Dark at the
moment, which I'm enjoying more than |
in‘:ﬁc-‘.ec‘. considering that | hated GoldenEye.

What's your favourite movie, book and album
of all time?

Movie: probably ‘Goodfellas’ - a movie-making
master class. Book: 'Gravity's Rainbow’ by
Thomas Pynchon - mind-blowing. As far as
albums go, | think |'ve probably listened to

he first Stone Roses album more than any
pther record ever

“Publishers only want copies of last year’s hits. How many
more karting games do we need? How many more FIFAs?”

ZX-81 and Spectrum, and, using these, both of
us had ‘computer-generated’ pictures printed in
2000AD, so that was the first published work

What was your first job in the industry?

My first industry job was a freelance graphics
job, while | was still at school (aged 14 or 15}, |
did the graphics for Amstrad Ghosts 'n’ Goblins
for the fantastic sum of £50. | was really excited,
until | found out | only had four colours per level,
rather than 16, 50 the results were pretty poor, |
was proud of the loading screen, though, which
also went on the CB4 version. The first original
game | worked on would have been either Zub
or Feud. Both games were designed by John,
but | designed the look of them,

What's your favourite game ever?

Mario 3 on the NES. It's hard 10 explain exactly
why, but we played the Japanese version, which
we got as soon as it came out, o we had no
instructions, and no tips or hints on the signs.
We had to work everything out for ourselves,
which led to a wonderful feeling of discovery. We
didn't know that Mario could fly until we'd been
playing the game for about two months, so it
was an incredible surprise to find that there was

Which game would you most like to have
worked on?

can't say any of my favourites (Mario 3
Yoshi's Island, Zeldas, etc) ‘cos | might have
messed them up. I'm quite happy with what
we're doing right now at Zed Two, really.

Of all the games you've been involved with
n the past, what's your favourite?

ight now, Wetrlx, because it's the game where
we've had the least publisher interference, and
had to make the fewest compromises, so it's
i finished product that most closaly resembles
pur onginal ideas

s there anything in particular that annoys

you about the industry?

[The fact that its next to impossible to do onginal
ames, and that publishers only want copies of
ast year's hits. How many more karting games
o we need? How many more FPSs which

describe a slightly different shape of gun as an

tinnovative new feature’? How many more FIFAS?

| I'm disappointed that after some exciting
arly years, there has been little or no
evelopment of gameplay ideas of late

All the focus has been on minor tweaks and

modifications to existing game
poncapts, masquerading as onginality

What is the most expensive item that you

have ever bought with a bonus?

Bonus? Actually, | did get a few grand bonus
when Ken Griffey on the SNES started selling,

&nd | used that for the deposit on my house.

Which new platform are you most looking
forward to?

GameBoy Advance, mostly. We're not raally
paothered about platforms, to be honest. We
like games, and tend to get excited about
pame ldeas, rather than the hardware they are
implemented on. We'd come up with great game
|deas for digital watches if somebody would pay
us. it's exciting to have better graphics and
sound available with which to realise your

|deas, but for a small company like us, without
tnlimited resources. the newer platforms mean

[mora money spent on development. More
money spent on development means a greater
Lirgency 10 make that money back, which means
ess risks. This of course means more 'safe’
plones of last years hits, and less 'risky’

priginal games. More karting games, In fact

What's your take on mobile-phone gaming?
My gut feeling is that it is nothing more than a
fad right now, a buzzword used to separate
Investors from their money, Sure, I'd play a game
pn a phone in my hand (| play my Game Boy),
put | wouldn't pay for it. Maybe when the
creens are better. Then again, I'm quite
prepared to be complataly wrong.




| read with great interest ‘x-Box — The Stary
So Far' in EBB, and |'ve drawn several conclusions.

Microsoft wants to be the new Sony of the
console business. The only problem is, | don't think
the X-Box will ever be as revolutionary as the
PlayStation. | am not talking technical spece. | am
talking about cultural phenomenon (or is that
saturated marketing campaigns?). Like it or loathe
it, and not withstanding the current (perceived)
difficulties with the PS2, no one can deny that Sony
has, to & large degres, created massmarket appeal
to what was once a niche area. In other words, the
PlayStation has street cred and lovaity base. The
PS2 will be a success, even if it is technically
inferior to a would-be rival that is one year
(at least) away from releass.

The way the project was initiated has planted a
seed of doubt in my mind. Bill Gates had to be sold
the idea and nearly balked at the prospect X-Box
not being PC-compatible. It suggests to me that
once the big money has to be spent on
manufacturing and marketing, we shall get a trug
indication of the Microsoft's commitment to the
project. The X-Box is so different from Microsoft's
core business that with the cument legal problems
in the US #t may not make the X-Box a top priority,

The main thing that stuck in my mind from the
article was the very last paragraph. It was stated
that the games situation was unclear and the X-Box
creators were only too aware that this was the most
important issue. In the past few months several
developers have announced that they have ceased
waorking on the Dreamcast. This does not bode well
if a relatively established format is losing out to a
maching (PlayStationZ2) that has not yet bean
released in all territories.

Raymond Russell, via email

Letters, Edge, 30 Monmouth Street, Bath BA1 2BW

ffl
Communicate by post:
I Or email:
edge@futurenet.co.uk

Microsoft is doling out $500m in its bid to buiid a
PS2 beater, which sums up just how serious its
views this new avenue. More importantly, the X-Box
team is a bunch of gamers, not suits.

With regard 10 your question in EBT as to
whiy the other half of the European Dreamecast
owners haven't signed up to the Dream Arena
senvice yet, it's because they can't. | live in Holland,
one of the most densely cabled countres in the
world, yet it is impossible to use a Dreamcast for
going online. Sega kesps making all kinds of
promiges, but the fact of the matter is that Dutch
Dreamicast owners have paid for a modem they
can't use. Furthermare, it is aimost impossible to
find a Dreamcast in any high-street store in Holland
today. Chains like Dixons have already slashed the
price of a Dreamcast by half. Are these the signs of
2 healthy competitor in the next-generation market?
The sad thing is, | really like Sega. Games like
Jet Grind Radic and Chu-Chu Rocket look really
appealing, but if |, as a resident of one of the ten
richest countries in the world, can't find a
Dreamcast and go online with it, that surely must
say a lot about Sega's chances for the future.
Maarten Brands, via email
It certainly seems that the scale of the Dreamcast
online element was underestimated. The old ‘six
billion players' claim looks even shakier today.

As | read through your article 'Ever Decreasing
Circles?" in EBT, it oceurred to me that Sega ouaht
1o do the following, regarding the internet
connectivity issue: build a ‘universal modem' —

a replaceable unit that offers the following:

1. A 'normal’ modem performance, offering a 56K
minimum, preferably mors,

2. A LAN 10/100mBit Ethernet port.

3, Optionally, a USB port for future compatibiity.
The madem should be able to be configured
with an existing ISP connection, since most people
already have an Internet connection at home, and
are reluctant to have yet another one installed. The

data should be saved on your VM unit for further
use, of course. The same thing should be possible
with the Ethernet port. | am the owner of an xDSL
connection at home and would love to use this in
conjunction with online gaming on the DG, LAN
gaming would thersfore also become a big step
forward, and give the DC a bieeding edge.

By doing this Sega could be relieved of some of
the burdens of acting as an ISP, and let others deal
with these issues, and attract those people already
owning an Internet connecticn. Surplus funding
could be used for spicing up the Internet portal,
which still should be there by default.

Massimo Fiorentino, via email

A number of significant DC developments are due
over the next 12 manths, in fields that include
comms tech, so you may find online satisfaction.

Industry, gamers and retailers rave
about the sheer power of the next-generation
games consoles, but little is said of what is perhaps
the most important interface betwean the
gameplayer and the game code. Control pads are
rarely mentioned, unless it's news of Mivamoto's
Dolphin controller or Sony 'borrowing’ the rumble
concept for its Dual Shock controller. Yet without an
intuitive and ergonomically balanced controller, the
best game can be spoiled.

Nintendo makes the finest controllers, even
though the NB4 pad looks cheap with its creaky
plastic casing and an analogue stick that starts off

According to Joachim Wold, PSone is evidence
of a Sony cash-in. Anthony Percival, meanwhile,
communicates somewhat different feelings




grit. But the actual shape, layout of buttons and
balance in the hand was perfect. The NB4 pad
seemed durable, too. Dual Shock was a welcoms
addition with a hefty bulk that filed this westemers
hands. Analogue sticks soon became sloppy and
Inaccurate, requiring replacement every three

1o four months.

Much is said about Dreamcast - some good,
most bad, Sega's great white hope is solid, of ciean
design and boasts enough oomph 1o run compiex
code, Games like Virtua Tennis, Soul Calibur and
MDK2 endear me to the Dreamcast, but | wormy
about the poorly designed and cheaply
manufactured control pad — I'm on my third pad in
four months, The red A’ button loses its bounce all
100 500N, And how can you drive a racing game
with analogue ‘tnggers’? Trigger action, bomowed
from firearms, involves a closing action. Hovering
the trigger at halfway wouldn't be so hard if the
stick and buttons sat in the correct plane. Visiting
friends have marvelled at the software and
struggled with the pad. "l would buy one, but
for those horrible pads,” they say. Personally,
| put up with control frustrations to savour
what Sega does best: software.

As Dolphin, X-Box and PS2 land in our docks,
will their controliers open our minds or cramp our
hands? | suspect the Nintendo offering will feel
cheap, but will otherwise outclass the competition,
Rob Cole, via email

It seems to me that Sony has got it al
backwards. | read on the cover of the official
mag the words: '... how PSone will revolutionise
gaming'. Eh? What's the deal here? The old
PlayStation in a shiny new package won't change

the face of gaming forever - but the next generation
of consoles will, What is so special about the ‘new’
kid on the block, then? It's not as If they actually
madified it for the better, adding more RAM, faster
CO drive or anything — Sony's just showing off,

Having been an avid PS fan for almost five years
naw, I've been happy with Sony's efforts. The old
PlayStation is a great machine, although it's clearty
showing its age now. So it's time to move on. But
wait, is that the sound of a cynical marketing ploy |
hear? Or Is it the sound of pure stupidity on Sony's
part? Sony seems to be having trouble letting go of
the PS, so they try to cash in on the 75 milion who
still own the machine by rereleasing the same five-
year-old technology. Why aren’t they concentrating
on the PS2 and its impending westem debut? Of
coursa, it could be because they are afraid of
standing up {0 game publishers everywhere,
because they know that an average PS game
equals money in the bank for them. That's why we
see Tomb Raider V (Core Design, give It a rest) on
the PS, that's why companies release games for
in money-making conversions to the good old PS.

| 1otally agree with you guys: releasing the
PSone so clese to the PS2 launch could be a
potentally fatal flaw. it will only create mora.
confusion for the consumers who are not tapped
into the whoie videogame scene,

Picturs this: a mother walks into a game store at
Christmas: *Hello, | want to buy one of those new
PlayStations for my son.” Shop assistant: “Sure,
miss, which one?” Mum: "What do you mean? is.
thers mere than one of them? Hmm, I'm not too
sure about this... Which one s the cheapest then?”
Shop assistant: “That would be the PSone.” Mum:
“OK, I'l have that one. How much did you say?”
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Do you get my dnift? It's no problem for
customers to understand that there's a difference
between PS and PS2, because the current model
is s0 recognisable, But a semi-new model can only
hurt PS2 sales and will make developers continue
to flog the almost-dead horse that is the PS to keep
the publishers happy, because cash rules the
publishing world, and great games rule the
development world. Those two worlds will almost
surely collide if Sony doesn't grow up and move
onwards to the new age. They've got a great
machine with the PS2 - they should be exploring
the new possibilities. Mobile phone connectivity?
Pah, | want great games for my console, that's why
| buy it. One day we all have 1o leave our childhood
toys behind. When will Sony leave theirs?
Joachim Wold, via email

When Edge first launched, each issue was
to me a tantalising, nay teasing ('the future is aimost
here', | think were the words) view of the dizzying
delights promised by the superconsoles of
tomaomow — and it still is. Holding a fresh issue in my
hand, | would sometimes wish | could sse four.
maybe five years into the future, justto catch a
glimpse of what fantastic new console/pisce of
software adomed your front cover/pages - indeed,
such issues as the one which revealed 'Sony's
world-beating gamebox' (olrca '94) often induced
this sort of wishful thinking. And here (at last) is my
point: would any of us have believed, bearing in
mind the speed at which computer technology was
supposed to be evolving, that five years down the
line a slightly modified (rejiteration of seven-year-old
console technoiogy would still be dominating the
front cover and pages (| réfer. of course, to PSone)

“As Dolphin, X-Box and PS2 land in our
docks, will their controllers open our
minds or cramp our hands? | suspect
Nintendo will outclass the competition”
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of Edge? Sany, | salute you (and look forward to
the all-singing, all-dancing PStwo in 2005!).
Anthony Percival, via email

Mare rony? That's twa months in a row.

Once again it is time for the well-worn
argument of ‘viclence Is caused by...' to rear ils
head and turn its attention to your favourite and
mine, videogames. Well, while we're on the subject,

| may as well have my thrupenny bit's worth

I've played many games and clocked up many
hours on the keys/stick/pad so | am mora qualified
than many to sit on the appropriate side of the
fence: videogames do cause violencs

| have seen many cases of this in my time and |
= by way of exampile. My
tan) was recently playing

shall relay 10 you

qirffriend |

a Smurf, and rarely has

hammering. The aggression was there for all to see,

and It was every Dit the fault of the game.

| beleve that all games of this nature should be
banned, for it is our moral responsibility, as today's
gaming generation, to stop this behaviour from
spreading any further, least of all te our children, at

whom many of these ‘games’ are aimed,

| speak, of course, of the deplorable Rayman 2,
and all such 'platform’ gamas with their annoying “|
pressed jumpl” moments, and the all-too-frustrating
“I never didl” fall-of-death occasions.

Join me, my fellows, and my organisation End
Platformers Or Suffer Shall Our Morals! You know it
makes sensel
Snowman Jr, via email

Makea sure she d 't get hoid of

According to Snowman Jr, the nuances
of Rayman 2 can be the cause of much
trouble and strife within the home

| feel | have to write this letter on behalf of all
gamers out hare, conceming yourself and all other
games magazines on the subject of scoring. As we
all know, the small print on the opening page of
Testscreen axplaing your scoring system, Now, |
totally agree with you that five is an average score
for a game, but there is also a baseline for what we
gamers will consider buying, Unfortunately, playing
a game with a score of five is very different from
playing a game with a score of seven and above

| have been playing games for about 18
now. and have made my own 5Conng s\

years

tem (that |

believe is the same for hardcore gamers) based on
Edge reviews. if you give agame a seven and it is
the type of game -
if it has an eight t
will purchase it; if you sc
definitely buy it. Howes
sconng six or below. This does not mean that
SEVEn IS an average
gamers know that this is our basaline for a ¢

, then | will cons

possibil

3 nine or ten th

Fe

| will never buy &

t just means that us

game that will keep us happy for several hours
We, the hardcore gaming nation, are bored of

ver you write will not change this = this Is the
of the nation

This I why | have stopped buying games
before you review them, as a game can seem
50 good from the press build up (including yours)
and be such a flop after you have reviewed It. |
talk from experience, and a couple of games
come to mind, such as Mission Impossible and
ekken Tag Tournament
Shaun Satterthwaite, via email
Finally. Someona who gets it

One thing unites al online gamers: the
ch for the ultimate setup. Whether it be 'best
mouse’, ‘best graphics card’ or ‘best config’, there
will always be debate, differing opinions, and
constant technological iImprovements that rander
last week’s top cholice redundant. Take
mousemats, for example. There are two main
contenders: the 3M Precise Mousing Surface
and the Everglide Large Attack Pad. Oh, how they
fight for the gamer's approval, The 3M, celebrated
for its sensitivity and used by some of the world's
top Quakers; the Everglide, new kid on the block
it with infamy gained from its stability and
durabiity (and an endorsement from 33t Yank
Qler, Makavelli), Both are similarly
though: price and avaitabiiity
market and that's reflected in
add P&P to that beca

seart

vantaged,

over. The Holy Grall has been discovered. You're

readng it. | don't know what treatment the cover
of this fine mag is given, but it works wonders
Smoath but accurate, big enough for the ‘low-
sensitivity’ players, but never obistructive. Cheap
readily available and a fine read between frags.

The secret is out, and it's spreading like
wildfire, | kid you not. Within a month it'll be the
number one gaming surface In this country. The
UK online gaming scene thanks you
AFT*oUtKast, via email

Truly, this is a victory for both

and subsiance

initiative starts here. Send In v

“The air was bluer than a Smurf, and rarely
has a controller taken such a hammering.
The aggression was there for all to see,
and it was every bit the fault of the game”

Shaun Satterthwaite's 'bitter experience’ of Tekken
Tag Tournament was brought about by taking a
punt on the game before reading Edge's review



Issue 90 on sale October 6

Next month: the definitive interview
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