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The future of electronic entertainment

ust as the last pages of this issue were being completed,

a letter armved from a reader despairing over the future of
electronic entertainment as he saw it. Videogames, he said,
exist solely to provide enjoyment, and we play them in order
to escape our everyday lives. Why, then, he demanded, do
videogame developers insist on crafting experiences which
seek to replicate the real world in ever more convincing ways?

This topic is one that attendees of Edge Live will be
familiar with. At the event it was put to the panel that games
bearing at least semi-believable elements taken from the real
world are taking over from the purely fantasy-driven efforts
that once dominated the industry. Put simply, it was
suggested, today's gamers can much more easily relate to
hauling a car at tyre-squealing pace around a street corner
than they can pushing a bastard sword (+4 vs scarabs) into
the beilly of an advancing orc in a mist-shrouded swamp.

Would Driver, for example, have sold even half as many
copies as it did had it been set on Mars in the year 21227
Would Tony Hawk's Pro Skateboarding have proved such
a hit with mainstream gamers were its environments not
based loosely on real-life locales? Would it have been
embraced so fondly, by so many, if its playing areas were
negotiated by hoverboard? The simple answer s no,

Evolution Studios, the developer of this month's
cover game, appears astutely aware of this, and is working
towards building an experience whose appearance at
a passing glance will be indiscernible from real-life rally
car coverage on Eurosport. The developer has set itself
some preposterous goals, but from what Edge has seen
{see p56), it has at least built a technology set that seems
to push PlayStation2 harder than anything else to date.

If Evolution’s goals are reached, clearly World Rally
Championship 2001 will widen the gulf that exists between
the real and the imagined, leaving at least one Edge reader
in a state of further despair. However, looking at some of the
other games that feature this month - notably PC releases
Baldur's Gate Il, Sacrifice and Alken's Artefact - it's clear that
goblins, demons and imps aren't ready to keel over and die
Just yet. It will be fascinating, though, to follow their
evolution outside of the realm of PC gaming.
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096 TimeSplitters (PS2)

098  Metropolis Street
Racer (DC)

100 SSX(PS2)

102  Sacrifice (PC)

104  Dino Crisis 2 (PS)
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107  Smuggler’s Run (PS2)
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111 Medal Of Honor
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112 Le Mans 24 Hour (DC)
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Madness 2 (PC)
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115
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Wild Wild Racing (PS2)
Capcom Vs SNK (DC)
Prince Naseem
Boxing (PS2)

Sega Extreme
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Tekken Tag
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Autumn TGS paints bleak landscape

Second event in Japanese calendar offers little indication of a videogame industry
moving out of its cyclical downturn, with few high points and a weak DC showing

Photography: Hiroki lzumi
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oW was charactersed

by worrying signs of a difficult transitional

market, albeit tempered by the willingness of

Nowhere is the difference in Japanese
and European tastes more apparent than
the gaudy costumes and colourful stage
events at the Tokyo Game Show, which
are at odds with the comparatively
sober presentations made during ECTS

technolog The evenl, which took place
from Septermnber 22-24 at the Makuhari

M
he show'

nvention centre

event this year, puts it s

Although attendance was up from the spring event, last year's autumn Tokyo Game Show

d mesting attracted more visitors. Alarmingly, this was manifest in the empty spaces around the floor

v at the exhibition.
Str

on the preceding JAMMA exhibition, the

Garna Show tardh rumours on the show ¢ were that Square’s
d n not to attend was attributable to
discussions batween thi

, for examp not demonstrate

any meeting r
just about the games.” Neverihel

Jreamcast software, leaving

pany and

Microsoit. Another, mare worrying, possibie while Guilty Gear X

on to carmy the torch. But
was a certain amount of

3 notable for attracting

explanation for both Square and SNK is that cant crowdds over the three days, with
the rising cost of creating commercially more the 100 lucky attendees receiving a
ry number

successful games in a market that offers demno, this was just one of a pa

s is having a d of products displayed on the piatform. In

Sony u

Tipar

conceming the quality

to the disaj itment of th

much-vaunted capabiliies of this machine,
with Konami and SCEI still the companies
coming closest to fulfiling its immense
potential. Surprisingl
was relegated to a s
desp within the rec
and failed 1o

at E3. Perhaps this Is because the release of

r Solid 2

17-inch monitor

g
a5 of Kona

's booth,
ecipitate the fervour withessed

Given Sega’s absence, the Dreamcast was
overshadowed by Sony’s hardware in terms of

Those attending the Tokyo Game Show were treated to the new X-Box logo, which was

emblazoned all over the entrance. Curiously, Microsoft had little to show inside the event the number Of SOﬂWEM’e t|t|eS that Wefe On ShOW
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Even at the most popular attractions, which largely consisted of the huge array of BeMani titles that were on display, the Japanese crowds
were a picture of moderation compared to the scrums at E3 and ECTS. Another contrast is that the 'booth babes' actually know their stuff

interesting Iying Sky Gunner

“It was strange to see the big Microsoft
X-Box logo plastered all over Makuhari
Messe. Naturally, they didn’t show anything”

was undermir

ng problems.

included Namco, which showed off Seven,
Moto GP and Ki
made the bi

the DVD trailer had slready whette

appetite of Japaness gamers, but it cow

also simply reflect the difference in regional

title that looks a little dated ne
Code Veronica. Intriguingly,
a speech-recognition controlier 2
couple of games based on the technology,
Oy

19 The Greatest Striker, which g

G it

PS2 peripherals

This wasn't the anly perit

In fact there were a number of multimedia

Of the PlayStation2 titles on show, GT3 looked continued to look impressive, while Konami
curiously relegated Metal Gear Solid 2 to a single screen to make way for the company's
large BeMani roster, which appeared to meet a more rapturous reception at the event
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Although the Tokyo Game Show currently takes place twice a year, the common perception at this year's event was that the organisers
may have to rethink such a strategy if scenes like the one above, of a show floor largely devoid of attendees, are to be avoided next year

strice. Althoug

than for the

gil they o v

E'J)\fllj. out e

booth galeg

videos or

c climate

d by the diminis

ng returns of a

t that has yvat to hit its ne:

o
Y - L]
“Q’ " '] -
N i g
" i
B - 4 ¥ oy
™
Sammy Corporation was one of the developers to support Dreamcast, attracting hordes Like ECTS before it, wireless gaming
of visitors with Guiity Gear X, one of scant few titles on display for Sega's 128bit platform applications were ubiquitous at the show

Several multimedia add-ons for the
PlayStation2 were displayed by Sony, as
well as a number of thirdparties. These
included an intriguing digital camera,
which was designed to be attached to
the unit's Dual Shock controller (bottom)
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Microsoft unveils X-Box support explosion

Microsoft announces the names of the 156 development companies it believes will help its console
hit the number one spot, settles on X-Box as the official format title, and presents the brand logo

ase next year
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L s uld be shipping anly
half of the pre announced million
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Microsoft's J Allard appeared alongside John O'Rourke and, via
satellite, Robbie Bach to unvell the sparkly new X-Box logo (left)



The console design has been finalised, but Microsoft still refuses 1o show it. When it does
hit the streets it will be accompanied by an official magazine produced by Future Publishing
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Although the developer roster reads like
a who's who of videogame development,
there were one or two notable absences
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Microsoft’s rolling X-Box demo included (clockwise from top left) Colin McRae Rally 2.0, Star Trek: Voyager - Elite Farce, Ultimate Fighting
Championship, Silent Hill 2, Tony Hawk's Pro Skater 2, and Ready 2 Rumble Boxing: Round 2. All are shown here running on other platforms

X-Box developers

Agcinim Enterainment, Inc.
Activision, Ing

bam| sntartainment
BANDA| CO., LTD

Barking Dog Studios, Lid
Bethesda Softworks Inc.

Crystal Dynamics Inc
DATAM POLYSTAR CO.. [TD
Deop Red Games Lid
DigitalWars nc

DMAL

Eigos intoractve Lt

Empers interactive
EON Digital Enfertamment

GENKI! Co., Ltd
Glak

| A Emurtainmeant, inc

hand b
HLC. Ce
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SOFT CO., LTD.
Ertestamment, Ing

udios Limited
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KEMCO / K
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Other titles expected to appear on X-Box

include Max Payne and World Sports Cars

Logo inaugurated

The final component of the presentation
was the inauguration of the X-Box logo.
According to the blurb, the green cross
was ‘designed to exude three key
messages’. Not 'Stop, Look, Listen’,

the demo that they had made available for
download — ostensibly because the tities
shown are too early in development for public
consumption. The video consisted of several
tities that have already appeared on other
platforms, along with one or two that
prompted enough speculation 1o furmish
news Web sites with content for weeks. Titles
like Star Trek: Voyager — Elite Force were little
differant from their PC incamations, but there
were also intriguing giimpses like the one that
resembied a Pink Panther-styled Metal Gear
Sofid, Until any further announcements are
made, speculation is of ittle use, though,

Microsoft’s explicitly global focus is significant.
The massive recognition of the console is an
impressive wake-up call for Sony and Nintendo

as might be expected, but actually, 'powertul
technology, an exhilarating experience and
fresh, inventive gameplay’. While it is true
that these are laudable qualities in any
console, it requires a leap of ad executive-like
proportions to ascertain exactly how these
qualities are expressad by the logo, which
appears to have met with a mixed reception
- though not from the US contingent of
reporters, who were characteristically
more vocifercusly enthusiastic than
their European counterparts.

The maost significant aspect of the
event was Microsoit's explicitly giobal focus.

The massive recognition of the embryonic

console far in advance of its mooted release
date has come from all quarters of the globe,
and Is an impressive wake-up call for Sony
and Nintendo. Microsoft s clearly intent

on doing its utmost to upset the

established consoie apple cart

Climax is one of only two UK
developers selected by Microsoft to
work on X-Box tities for their own
label {the other being Lionhead
Satellites), and because of that
we have morne expenence with
thé sy 1 than just about anyone
outside of Microsoft themseaives,

The machine is absolutely
awesome in every respect and it
should really be thought of 85 a
future-generation console, not just
ancther next-generation machine.
The graphics performance is In the
region of three times the neansst
competitor, and the integral hard

Ouls

games th. have
aven dreamt of before. The X-Box
will aliow Climax’s game designers
to focus on the art of creating
games without having to wrestle
with arcane techrology,
Nintendo's GameCube Is
young-skewed, and will have
great Nintendo a
5 on it, so they wi
own o iche; the X-Box is
targeted to-24-year-old

males, which puts i head-to-head
with the PlayStation2. The X-Box
launch is over & year away Now,
s0 Sony has a usaiul head start,
but they will have 1o really make
good use of the tme if they are

to stay ahead of the g M™

Kari Jeffrey, CEO and president
of Climax Group

“The console market 1s

continuing to shift as price
changes, announcements and
launches take place. Making a call
on the final outcome ramains a real
challenge. This is how | see it at the
momenL. Drearncast is looking
pretty good for games, and with
the recent price cuts and
aggressive online strategy, Sega
are making something of a
comeback. Their real strength is
that many of their games look as
good as or better than PS2, and

at a better price.

However, with all this, | don't
see them standing up to Sony next
year, they might have a good
Cristmas, though, GameCube's
position is still pratty unclear, A fully

connected and semi-portable
games console with specs a
bit above Dreamcast is what
it looks fike being.

My gut feeling is that Nintando
will continue to be successful, but
not make major inroads nto the
mansiream consoie space.
Cartainly Nintando aren’t showing
any signs of changing ther basic
business maodel for their coming
consale. So. the battle for the
mainstrearn console space is
between X-Box and PlayStation2,
and for me at the moment it's just
o0 close to call. What all this
means is that at the moment
we're dividing our resources
fairly evenly between the two,
probably doing a couple of
games on aach at any one time."
Julian Davis, technical director
at Kuju Entertainment

“Take Two aims to maintain
balanced suppaort for all the gaming
platforms. We are offering great
titles &t the launch of the P52

and expeact 1o do the same for

the launch of X-Box. if anyone

industryopinion

How is the industry preparing for the X-Box launch?

has a chance at offering a credible
alternative, Microsoft have,
and we will be thers with them. "

Simon Little, business affairs
director, Take Two

*As part of the cument strategy
having 65-plus next-generation
titlies within in-house davelopmant,
Ul Soft have plans to/are currently
developing 13 titles for X-Box,
including products associated

with the Rayman and Rainbow

Six brands. This |s a dedicated
publishing commitment 1o the
console, not just "dipping & toe in
To Mustrats this, around two thircs
of games published under the Ubi
Soft name are developed in-house,
by Ubi Studios, throughout 12
different countries. Of this number,
approximately ten per cent of wotal
development resources Is devoted
to X-Box projects. Of course, this
may change within the lifecycle

of the consale jtsalf

Rob Cooper, managing director
(Northern Europe, Australasia &
Export), Ubi Soft Entertainment

continued...

KOEI Co.. L
KONAMI CORPORATION
KOOL KIZZ AMUSEMENT WORKS
uju Entertainment
Legend Enertainmant Company
LightWeight Co., Lid.
Lost Boys Interactive
Magesco, inc.
Mass Media, Inc.
MAX-INTERNATIONAL INC.
MGM Interactive, a uni of
Metro-Goigwyn - Mayer Inc.
MWicroas
Midas imeractive Enterainment
Midtway Harme Entertainment inc.
Monalith Productions, inc.
Monater Games, Inc.
Mythos Games Lid
NAGI CORPORATION
NAMCO LIMITED
Nest Corporation
Nevernoft Entertainment
Nihilistc Scftware. Inc.
NEHON CREATE INC
Noval.oge, inc.
OVER WORK'S inc.
Pacific Coast Power & Light Co
PANTHER SOFTWARE, INC
Papyrus
Paradigm Studios
Pipe Dream |nteractive
Cubie
RAC
Radical Entertainment
Rage
Azven Software
Red Storm Entertainmant, inc.
Raflections interactive
Ripcord Games, LLC
RAvernilinoft Inc
Aockstar Games
Saffire Corporation
SCi Enterninmant Group PLC
SHOEISHA Co., Lig
Searra
Silicon Dreams Studio Lid
Simon & Schuster interactive
SKY.Co., Lid
SouthPeak Interactive
Spike Co., Ltd
Starbreeze Studios
T&E SOFT, Inc.
TAITO CORPORATION
TAKARA CO, LTD.
Take-Two Interactive Software, Inc.
TAKUYO KOUGYO CO.. Lid
TOK madiactive, inc
TECMO, LTD.

ELENET JAPAN CO., LTD.
Tarmiral Reality
The Codemasters Software Comparry Lid
The Colective, inc.
The LEGO Company A/S
Tha Pitbull Syndicats
Tha Whole Experience, Inc.
THQ
Titus
TooWare Interactive AG
Treasum, Inc
Uty Soft Entertainmant
Vaivo, LLC
Victor interactive Software inc.
VIDEQ SYSTEM Co., Lt
Virgin interactive
VIS artertainment plc
Valition, Inc.
Warthog PLC
XeNN inc,
YAGER Developmeant
Yuki Enterprise Inc
Zono, Inc
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Coin-op technology debuts at JAMMA

Sega unveils Naomi 2 and Namco presents System 246, but the future looks bleak,
with a seismic demographic shift and increased home gaming limiting profits

The highlight of the show was, without
doubt, Sega's announcement of the
Naomi 2 board, which almost made up for
a poor showing at the Tokyo Game Show
two days later. Nevertheless, the general
tone of the show was one that reflected
the currently difficult arcade climate

industry,
that it 1s 1

n a transitional market

rterupted after Model e this may

rule out the option of easy ports for the
emoves the

hampered the dew

ng title

typified Sega's approach. Yu Suzuki's Ferrar

Sega's arcade success

Ironically, the poor commercial performance of
the Dreamcast in Japan has allowed Sega the
freedom to reassert itself in the arcade market

013 >



Not to be outdone by Sega, Namco also
announced upgraded arcade architecture
in the form of the PlayStation2-based
System 246. Of the games shown on the
two boards, though, the crowds seemed
more impressed by Sega's product, and
the news that Virtua Fighter and Virtua
Striker updates are in development

Naomi 2 is a cost-effective, technologically
sophisticated piece of hardware, capable of
displaying ten million polygons per second

Naomi 2 vs System 246

Naomi 2
CPU: SH4 RISC 200 Mhz, 128bit

| graphic engine
3D engine: PowerVR2
VRAM: 32Mb

|  Media: JAMMA ROM (JVS) & GD-ROM
Geometry: 10 million polygons per second
Sound: Super Intelligent Sound Processor,
32bit RIS
RAM:
Modem Data Memory: 32Mb

; (B4 channels ADPCM)

Colours: 1,677 million
[ Rendering: 2

Supported Effects: Bump m 3. foq,

alpha-blending, mip mapping, tr-linear

)00 Mpixeis per second

filtering, anti-aliasing, environment mapping
and specular effects.

Extras: Two-scresn management, RS232C

optical fibre connection for network
System 246

| CPU: Emotion 8 12Bbit, 2 112Mhz
3D engine: Grapt

| 147 456Mhz

VRAM: 4Mib

Media: hard drive, CD-ROM and DVD-ROM
Sound: SPU2, 48 channel and library,
36.864Mhz

Sound Memory: ZMb

RAM: 32Mb (Dwrect RDRAM)

10P Memory: 2Mb

Compatibility : PS2 and PS

< 014

Unfortunately for Namc ‘ : iso by dodging bullets and

and Sony, it met with a less rapturous

than Naomi 2. The first title
»erl by Nameo for its new

S aren't strong, the
makes up for It

1al Naomi
eally shone.

1 and Jalecq

e part of their respactive

ve melody download

€ offe 2
markst. Cabinets
es. Although this

ed saturation point

ing shown on
screen, and news that both

Striker 3 and Vi

-0p ar

reased for some time. record images

a low-quiality themselves, which can be

downloaded 1o mobile phones

ioped was

Away from the competition between
Sega and Namco over who could provide
the optimum blend of technology and
cost effectiveness in their arcade boards,
there was ample evidence to support the
claims of Yoshihito Kikahara, that well
designed arcade cabinets, kitted out with
the full range of peripherals, simply offer
a better experience than a home console.
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confined to |

It would appear that they start them
the arcace in the eye young in Japan. This little chap is too
young to remember the joys of the original
Space Invaders or Telepong, though the
sight of Hang On was a clear draw

waera in their he
milllon youths =
whom snited arcad " around

12 millior the arcade sector ha

Narcwe

compatibility, he & that gamers are

d the quality of

ger drawn to a

uct sufferad as 2 he points

out, it s ilegal n Japan

Kikaha entirely pe The section of the show devoted to the
thougt Jhiighting glory days of coin-op gaming served only
must pte 1 to highlight the difficult arcade market
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Interactive BAFTASs thrive

Phill Jupitus hosts 2000 event, which enjoyed a record number
of entrants from sectors spanning the whole of the industry

This year's nominations range from
ChuChu Rocket (top) to Deus Ex (above)

T he BAFTA Interactive Entertainment
Awards ceremony, in association
with leading e-Business services company
ICL, was scheduled to take place on October
26 at London's Foyal Lancaster Hotel. Now
n its third year, the event — for wihich Edge s
a media partner — was sei to be hosted by
Phill Jupitus of ‘Never Mind the Buzzcocks
fame, who joined an aiready lllustrious roster.
of pravious presenters which includes the
likes of Staphen Fry

Despite the well-documented difficulties
prasented by a transfional markat in the
videogame ndustry, this year saw a record
number of nominees, expiains Sue Thexton,
chair of the BAFTA interactive Entertainment
Committes. "We have been overwhelmed by
the sheer number of entries, which have
scaked new helghts of quality and maturity
The entries are more diverse than aver,
representing the full range of platforms -
from art installations, WAF, CD-ROM and
DVDs, through to games, Web sites and
digital television.” While the variety of
entnes increased since last year, it also
worth noting that the number actually
doubled and that there was a greater
nternational representation.

Edge will be featuring a full report on the

at the time of going to

were hoping 1o join the ranks of some

“We have been overwhelmed by the sheer
number of entries, which have scaled new
heights of quality, maturity, and diversity”

Those nominations in full
Although nominations for the Interactive Entertainment Awards encompassad a
huge variety of interaciive media, listed below are the various games categornes.
Games - Mobile or Networked Developer Pubilisher

| ChuChu Rocket Dreamcast) Sonic Team Sega
Marchant Princes (\WAP) nGame TBA
Poleémon Yeliow (Game Boy) Nintendo Nintendo
Games - PC
Deus Ex lon Storm Eidos Interactve
Ground Control Massive Entertainment  Siama Studios
Shogun Total Wear Creative Assembly Drearmtime Interactive A
Games - Console
Medien If (PS) Team Cambridge SCEE
Reacy 2 Rumble Boing: Found 2PS2)  Midway Micway
TimeSpitters (PS2) Free Radical Design Eidos Interactve
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Croft and Jupitus: identical body masses,
arranged in a slightly different way

distinguished forebears in winning an
award that is fast acquiring the respect
of the Interactive media industry. Previous
winners include Nintendo, which won several
awards for Legend of Zelda: Ocarina of Time
SCEE for Wipeout 3, and BBC News Online
for its Web site

Many of this year's nominees will
be familiar to Edge readers. Blast Theory,
responsible for the art installation Desert Rain
(EB7), was nominated in the interactive arnts
category, and BBC News Online was once
again competing with FT.com in the news
category. Of mast interest to gamers will be
Team Soho's This is Football in the sports
category, and the games categories (sea
boxout). NGame's Merchant Princes was the
only WAP title that was nominated. Featuring
a persistent world set in Medieval Europe,
this title competed with Sega and Nintendo
in the maoblie or networked games category

Judging the
of 16 members drawn from within the
videogame industry and from a vanety
of multimedia backagrounds. Best known
1o Edge readers will be Peter Molyneux
of Lionhead, Argonaut's Jez San and
Grant Dean from Eidos, but the committee
ncluded Channel 4's Sophie Walpole, EMI's
Fionnuala Duggan, and Anglia Polytechnic's
Stephen Heppel. Expect a full breakdown
of their cogitations and ruminations in
the next issue of Edge

awarcs was a comimilieg

GamePark's Game Boy

By the time Nintendo launches the Game
Boy Advance next year, Korean firm
GamePark will have already releassd

its own colour handheld game unit with a
comparable set of specifications. Set to be
released in Asia betore the end of this year,
the GP32 will feature a 32bit CPU, BMb of
SDRAM, BMb ROM and a colour STN-LCD
screen capable of resolutions

up to a maximum of 320x240 pixeis.

Seven titles will be available at launch.
ranging from Kisi Kimi, a puzzie game, to
Littie Wizard, which seems to be a blend of
2D beat ‘em up and Pokémon-style games
The company currently havs no plans to
release the unit in Europe.

Three of the initial seven titles for
the GP32 are shown above: Dungeon
& Guarder (top), Little Wizard (centre)
and Highmoss (above)




Cannes | kick it?

Prove you can through the New Talent

competition at the Milia 2001 event

M llia 2001; the World's Interactive

larketplace, which takes

place from February 10-14 at the Palais
des Festivals in Cannes, will feature its

aw Talent competition for the seventh
year running. The event provides an

ty for the brightest new

undiscoverad interactive content

gevelopers, designers and researchers
from some of the worid’s leading

universities
a stand in the

area dedicated t

The competition, supported by Edge
d with the Japa

and organ
Association AMD (Association of Media

in Digital} and Ngapartji, i open to all
interactive media and games university
courses and research facilities from around

the world, with a limit of cne project per
institute. Projects must be submitted by

nd a six-member panel wil

determine 15 successful applicants later

that manth, Winners will be notified in

January. Milia will cover the entre
traval and hotel fees for selectec

representatives, and the entrance fees
of five other stugents and the course tutor,
Given the 7,000 industry delegates
that attended last year's event, tha New
Talent competition will provide a unique
opportunity for students to develop their
knowledge of the interactive market and
new technologies while promoting their
QW CLC

rse and research, It will also

ply the chance to compare
>ourse content with other students
and institutes, and to build up a
portfolio of industry contacts,

For more information and entry conditions,
interested parties shouid contact Reed Midem
Organisation’s Samue! Socquet-Jugiard who is
organsing the competition via amail at newtalent@
resdmidem.com, by fax, on +33 1 41 90 44 70,

or telephone, on +33 1 41 90 44 &2

Telewest and VIS strike game deal

VIS Entertainment signs £2 million agreement with the country’s second largest cable
developer to develop and commission content for broadband and iDTV markets

ith analysts bullish about the

W future of both online gaming
and interactive Digital Television
(iDTV), Telewest Communications
and VIS entertainment have announced
a partnership designed to take advantage
of the opportunities provided by new,
high-speed coment delivery technologies.

The deal sees the two companies
establish a joint venture, called VIS iTV,
to develop and commission gaming
r the broadband and DTV
ing an itz

conten

markets

investment of up to £2 on to fund
the costs of setting up the enterprise
and producing the first product. Under
the terms of the agreement, Telewest will
have a period of exclusive access to any
content deveioped by the new company or
commissioned from thirdparty developers
before the product is offered to other
access providers

The advantages for VIS Entert
derive largely from Telewest's large user
base. As the country’s second largest
cable operator, Telewest already
provides sarvices to more than 1.6

nment

Tom Cotter, Telewest's games content manager (above), sees the arrangement with VIS
as an important component of the company's strategy of generating compelling content

million UK households, and prospects

for growth are good, with market
research company Datamonitor expecting
the penetration of iDTV services to have

grown to 50 per cent of all European
households by 2005. For Telewest, the
move is significant given rival operator
NTL's agreement with a number of games
developers, ranging from Infogrames to
nGame, for them to provide content for
its own broadband digital cable services.
For gamers, the news is also good.

The deal is another indication that the

future of electronic entertainment will be

a connected one, in which communication
between both users and devices forms a
key component of game design across
genres which appeal to traditional gamers
and new users. As Tom Cotter, Telewest's
games content manager, puts it:

“The world is looking to the games
fraternity to beat the shortest path to
compeliing broadband interactivity. With
VIS we have an opportunity to create a
phenomenon by consolidating the digital
capabllities of Telewest's broadcast
network, the community basis of the
Internet and the interactive skills

of VIS Entertainment.”

o7
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uld get Bill Gates in a headlock,
ve him some good noogie”

Microsoft-pubishad wideogamae is o ir merts of violsnce

“| still like to punch the training dummy if |
get stressed in meetmgs | call him ‘PS2'™
Se0E CLNpE heil Of iting officor, Kazutoshi

Mly'lke J | g

“I'm not very good at beat them up games,
but | do like games where you have to think.
| love Final Fantasy - the character Rinoa's
great, and | model my hair on hers”

Cnaricth Hudson - Watcho

“The vast majority [of PS2 games] are tricked-
up versions of existing [games] which, whil
they look brilliant, are generally tog
Gradius lll & IV are a joy to beh
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Locating power supplies for old-generation consoles
You would not believe how many knots leads can tie themselves into
Web-publishing hassles
Yes, honestly. Edge Online will be alive and in full sffect soon
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Formed & rélativaly short time ago, The Arcade
Warehcuse has nevertheless been dong storming
business from customers as widely diverse as 1op-
ranking Lioyrds brolkers 10 legendary '80s popster
Sade (the latter recently slecting fo pick up a bona
ficke Chopilfter cabinet after becoming hooked on It
during the French leg of a tour back in the day). The
ocompany offers a scanly comprehensive range of od
videogame arcace machines, pnball tables, quiz
machings, and beyond ~ all delversd with a sense of
stomer senvice unmatched in its fisid. The resson
bd-mmmummm:.ﬂwcm
of its proprstors is a gameead i the truest senss of
the worct: he unclerstancs the value of a rare. orignal
tabistop version of Ms. Pac-Man ke few olhers. The
company now aven offars Christrmas rental senices.

as= Advertainmernt

ml‘ammmvﬂmﬁ
adis aimed at children frequantly poke fur at
aduhts, few more biatantly than Nintendo's
M'MWSWW

£ Oplans on kids playing the new Pokémon. Kid;
"Oamm.lem"‘n Shat of businessman on
his lunchbreak 3, Mar: “Huh" *| He gets up
“3, "Hey, is that Pokémon Silver and Gald?"
e Hayluﬂsl"‘ﬂ:tw Man; “Are
mm S “What? A puzzie game?” |0 "It
Isa puzziel® | | th‘Doywmnw?' Man;
"On! 1. | can?™ 12 "Wowwwl® s,
greseaaat!” 15 mmmmﬁrﬂmmh
try It again! Hey!™ 1= “Can anybody help me? Pleasa?”
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has taken place, and £3, ECTS and

Spaceworid are just hazy memones, the
wdeogame exhibrdion calendar is over for another
year, Which isn'l to say that the diaries of videogame
Journalists are empty. With the imminent release of
PiayStation2 and the crucial Christmas (and indeed
schadules are no respecters of media timetables.
There are plenty of forthcoming opportunities for
hacks to be herded ke cattie nto crowded
venues, thers 10 hear ancther otical prociamation
about the broadband future of gaming, or to view
the latest selection of genre-defying titles.

Perhaps unbeknownst to publishers and their

PR firms, the decision taken regarding the location
of such engagements is one that is fraught with
danger. There is aways the chance that the mone
cynical slement of the journalistic fratemity is as likely

N ow that the autumn Tokyo Garne Show

to be influenced by the quality — and quartity — of
free food as it is by the abundance of polygons that
the current Formula One game pushes amund,
While some announcements justify a full-scale ket
to exatic locales, and others are made through an
exclusive interview with a single publication, the vast
miajority occupy a kind of middie ground in which the
numbers of journalists attending must be balanced
with the cost of hwing a location. It is an
oft-overlocked fact that this balance should not
be at the expense of leaving a bad impression.
Microsoft managed to strke this equilibriuim
when it announced the 150 X-Box developers at
Covent Garden's Nutopa recentiy. Although Nutopia
apparently falled to establish itself as an Intemet
cafe, it seems to be successiully managing to canve
aniche as a venue for all kinds of new media
conferences. Thase lucky enough 1o amve early
were able to get a seat and a flatscresn monitor
on which 1o view proceedings, and were wel placed
to grab first pickings of the copious trays of
sophisticated nibbles — though it was a little
disconcerting 1o see these come from the entrance
1o the tolets. Latecomers could take solace in the

Swedish minimalist Interior, which had several large
screans to give everyone a good view. Staff were
1o the eye not to have looked out of place in a
Conran restaurant, though it must be said that
one or two had an attitude to match, with one
hack being disdainfully admonished that the
noaious-looking green stuff in champagne flutes was
a 'dlassic’ cocktail. The only mistake that Microsoft
was guity of was forcing smokers to take to the
strests to get their fix. As anyone who attended
ECTS wil atfest, the Me of a videogame joumalist is
not one that pays heed 10 health wamings.

The Playing Felds, in London, could not be
in sharper contrast to Nutopia. For a start it has
managed to achieve success as a cybercafé as
well as proving to be a popular location for
videogame companies 1o show their wares to the
press. Codemasters, for example, chose the venue

REDEYE

1o demonstrate several PC fitles some days after the
Microsoft event. But, while staff are friendly and there
i a reassunngly informal atmosphere, RedEye can't
help but wonder if it would be better off if it stuck 10
providing networked gaming rather than getting into
the murky world of press events. The employee 1o

makes It difficult for a publisher to let their
merchandise shine. By far the most inferesting
fitie on show at the Codemasters event, Cperatiog
Fashpoint, was hampered by being demonstrated
on two PCs in an alcove that suffered from having a
maximum capacity of fiva people. Of course, this
might not have been a significant problerm were it
not for the fact that two of these were from
Codemasters, and the other three were required
to adopt poses that make a mockery of our
evolution as bipeds.

But things could have baen worse, of course.
Every s0 often, companies wil hald these events at
thesr own offices. indeed, some offices feature state-
of-the-art faciiities for this very purpose. More often
than not, though, an invite to a company HQ as part
of a broader contingent of joumalists is down to last-
minute organisation. Witness the attempt of Edge's
comespondent to jon the ranks of those invited to

mmentary from inside the videogame industry

speak 1o the distingushed Yuji Naka at
Sega's European HQ:
"Eugerie who? We don't appear to have
a Eugene working here.”
*No, I'mihere to interview Y-U-J-| Naka.”
“Oh. Hold on, 'l find out if | can locate fum,

The more cynical element of the journalistic fraternity is as likely
to be as influenced by the free food as the abundance of polygons

Journalist ratio tends to verge on one:ane, making it
difficult to maintain a semblance of organisation. And
with many workers finding time to survey the goods
on show, it's a repeat of the 16-year-old store
manager syndrome that takes place every year at
ECTS. Although these individuals may anjoy getting
a first look at a quality titie, they don't have readers
1o report to on & monthly basis, as the hamiworking
RedEye does, which is why it grates to have to wait
for them to finish up before being able to get a
hands on impression of a game like Severance.
or Insane, or any of the other products that
Another gripe is that the cellar bar architecture

EDGE

Do we have a Y-LU-J-1 Naka working hera?"

At which paint it was clear that the afterncon
wasn'l going to go strictly according to plan. It's at
times like these that RedEye would prefer to be in
the relative safety of the office, or at least imagining
a world in which everybody in the industry had as
good an understanding of the importance of
maintaining an impeccabile facade as Microsoft
Journalists may be &y, but they aren't stupid.
Far better to make them work at finding fault
with a product than with the PR presantation.
RedEye is a veteran videogame joumnalist. His
views do not necessarlly coincide with Edge’s



« 024 »

orget about virlual reality for the time being;
the new kid on the block is augmented
reality. If the imaginative tech-heads in
Japan have thesr way, we will 500N NO longer
have to search out information about our immediate
emvironment — it will just pop up in our field of vision
has already been anticipated by videogames.
AR aims to combine research in wearable
compuiting with high-speed rendering engines
in order to ‘augment’ the reality that we ordinarily
expanance with context-targeted, computer
generated data. The applications are widespread,
A brain surgeon, for example, might be able 1o 'see’
his patient's head made transparent, together with a
three-dimensional model of the brain 10 be operated
upon, rendered from a previous scan and overiaid
on the visual scane with precise calibration. A fighter
pilot fiying low in heavy cloud could nevertheless

N

his cockpit window. On & more trivial level, you
might be walking down the street and pass a
cinema, whereupon a fist of fim times and seat
availabilities wouid wink into existence before your
eyes. In effect, AR could function as an instanty
accessible, global, up-to-the-minute encyclopsdia
wherever in the world you travelied.
Augmented reality is a spectacular kind of
cyborg dream: a utopia where our senses - our
only way of directly interacting with the world — are
themseives enhanced by information engneening.
Some versions of it already exist. Miltary arcraft
have already had a specialisad kind of augmentad
reality for decades, in the form of the pllot’s head-up
display, whereby cockpit data is projected on to the
windshield (through an old mimor trick known as
Pepper's Ghost) so that he doesn't have to look
down at panels of dials and gauges all the time.
{This has long been paralieled both in serious fight
simulations and in more arcade-style games, as with
the tumbling red squares of Wipeout3's missile-lock
system.} Sc-fi writers thought of it a long time ago:
remember the Bionic Man and his specal zooming
eya? AR isn't a brand-new idea, it's just that only
now is technology making it a feasible massmarket

application in the next decade or two.

And as it develops it wouid do well to notice
the creative use of AR In videogames, which have
nvented ever more useful ways of presenting
Information as a coherent pant of the gameworid
represantation, rather than relying on marginal
instrument readouts, A simple example of the way
this can actually be justified in the game’s fictional
context is in Deus Ex, where J C Denton's
nanobiology enables him to distinguish friend
or foe from a distance when the player passes
crosshairs over the target.

Crosshairs thamselves, In fact, are a form of
in-game augmentad realty, too. After all, it is clear
from the perspective in which weapons are drawn
that Deniton, Dark, or your chosen Quake 3 avatar
isn't sighting carefully down the barre! all the time. So
the crosshairs are in one sense an arbitrary, artificial
aid to the player's aiming. Yet we can also think

Staven Paole

about them in terms of augmented reality, and
surmise that future real-world guns with onboard
computers that communicate with the subject’s
optic nerves will be able to recreate precisely this
‘situation. In this way, many things that currently ook
‘unrealstic’ or like clunky fixes in videogames might
Just tum out to have been ahead of their time. When

style revelations of hidden enemy units on their
subject’s direct view of the environment, And games
themseives can now choose 1o use wirsframe as
AR: G-Police 2, for exampie, cannily attemptad 1o
Justify its homendous draw distance by pretending
the ernvironment really was extrennely foagy, and that
your gunship was equipped with AR instruments
that drew far-away buildings in ghostly outline.

There is another set of visual paradigms in
games that do not strictly quaify as trua AR, yet
they might provide models for future augmentations
that can be overlaid onto a direct view — the delicious
apparatus of night-vision, remote cams, sniper
sights and so on. Briliantly manipulated by Metal
Gear Solid and then taken 1o wonderful extremes
by Perfect Dark, with its psychedelic wall-defying
Farsight and weirdly claustrophobic infrared goggles,
these quasi-augmentations enhance

TRIGGER HAPPY

even further the organic llusion of the gameworid’s
actual existence. For if we can obisene the same
environment in many diffarent ways - themmally,
through X-rays, zooming in and out at will - we
naturally get a sense of the world being more

real, because it opens up to such manifold visual
probings than if we are constantly bumping up

AR aims to combine wearable computing with high-speed rendering
engines... like many, this technology has been anticipated by games

reabworid technology catches up with them,
they'll be seen to be perfectly befievabia.

A nice aesthetic paradox is that videogames
gave us the augmentations long before they could
ever give us the reality, Take the brutalist, glowing
green-and-red wireframe of Battlezone. At the time,
it was in effect the best approximation to reality that
videogarme technology was able to deliver. But it
managed to makea a virtue out of its abstraction,
persuading the player that he was a soldier in some
futurist war in which this computer-generatad image
intensified and made navigable some dark, messy,
hostile environment that was really out there. Now
that whee! has come iUl circle: real military ressarch
into AR is providing infantry soldiers with Battiezone-

EDGE it

against magnified textures and operaling in a workd
that confesses to only one informational scae.

It will be fascinating to compare the
deveiopments of videogame AR with its real-world
counterpart. For if it is true that AR-style devices in
games tend to increase the flusion of a reality that
is already there 10 be augmentad, it might work the
apposite way in real life. Wil we come to rely on the
Informative comfort of real-word AR so much that
the naked, unaugmented real world comes to
seem a shadow of its former self?

Steven Poole is the author of ‘Trigger Happy: The
Inner Life of Videogames' (Fourth Estate, £12).



he term ‘industry veteran’ is bandied around so often nowadays
that it has almost lost any meaning, but John Cook stands head
and shoulders above almost all others in deserving the tag.

Joining Popular Computing Weekiy in 1984 as software editor, the
now-40-year-ald Cook analysed around 20 games a week over a spell
of two years before getting itchy fest. “Whiting about them soon became
frustrating.” he relays, "because you can see the flaws but can do
nothing about them.” A career in gama publishing beckoned.

The lli-fated Mirrorsoft became hisiiew home for the next two years,
where he managed the company’s game output. “\.ﬁﬁﬂally the first
thing that landed on my desk was a jiffy bag from Moscow,” Cook
remembers. “And it was Tetris. Following that game fromt ground zero
ta global phenomenon was a genulne education - from development
to marketing to commercial exploitation, All these elements have to
be right for a game to be a success.” .

The Tetris saga from Mirrorsoft's perspective has, of course, been well
docurnentad in David Scheff's ‘Game Over'. In 1988, Cook moved into a
role which he still revels in to this date: “I've been working in business
management. The mission of any good development group must be to
make great games, but that requires the right development structure
and rigorous follow-through with consumers, both to ensure they are
aware of the product and to obtain the vital feedback for the
development process. That in tum needs to take place within a sound
commercial structure and with a financial strategy that means the
group can the exploit success if and when it cornes. My job is to help
clients pull all this together — arranging the publishing deal is only a part

. of that process. That said, each client is of course unique and has

differant talents and aspirations that have to be catered for.”

Cook, then, has been something of a father figure to the development
fraternity, representing the likes of Maxis, Bullfrog, Sensible Software,
The Bitmap Bros, and Lost Toys in terms of placing them in front of
the much-fraught glare of publisherdom. Far fram being some form of
clinical, detached entity, however, he has firm opinions on the future of
gaming. "What we as an industry have to face up to now is the challenge
of making games for people other than ourseives,” he says.

“We've been introspective for too long. The single sadness | have is the
narrowness of vision demonstrated by so many game makers. Of
course, this isn't the only fault of developers; funding is a big part of the
problem. It's undoubtedly often a struggle to get finance for something
that’s thinking “out of the box', especially given the large, bureaucratic
nature of many large commercial organisations. | admire enormously
both Chris Deering and lan Livingstone as having great natural instincts
for gaming in the broadest sense, but even they have to work within the
framewarks of big-companies which are naturally conservative.

*Commissioning by committee and the creation of large, publisher-
owned in-house teams have come close to terminally damaging the
business, both commercially and creatively. While they have their place -
look at EA Sports - for our business to reach its full potential it will have
to look beyond seqlisis and clones. And committees.”

Cook turns up for Edge's photoshoof"in a suit (admittedly without an
accompanying formal shirt) and shoots opinions suich as this. He has a
second home in the'south of France —a luxury which speaks for itself.
But if the devqlﬁﬂ'?‘lanf community really is to push the videogame
medium forward, surely the videogame industry needs more like him,
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Small wonders

here was a videogame released in 1984 on both the

Spectrum and Commodore 64 which was a ravelation,
It clid not astound with its graphics, sound or animation,
and nor did it send shockwaves through the industry by
attempting anything particularly revolutionary,

The title in question was Bruce Lee, published in the UK
by US Gold and markated as a platform game. Yet this was
not the area in which it excelled. Moving from one ladder 10
the next and leaping obstacles was engaging enough, but the
real challenge came from defeating the two adversaries which
were sent to thwart your progress. Thay were included, it is
presumed, to spice up the rather laciklustre platforming action,
but their presence and personalities took over tha entira game.
This wasn't a sophisticated beat 'em up on the scale of Way
Of The Exploding Fist, yet thers was something absolutely
compedfiing about defeating these two sprites with simple
kicks and punches. The fact that they would just get back
up 1o take another beating made them iresistible targets
Completing the game didn’t matter any more because
something more engaging had been embeadded into the code,

How many games include such sublime gameplay
elements which threaten to overshadow the game proper?
Daytona LISA on the Sega Saturn showed all the signs of
a rushed and poorly converted product, yet it featured two
dalightiul gameplay slemeants which lifted it abova rival racing
fitles. Many will fondly remember the inspired frult machine
mechanism which could grant the player bonuses if the slots
were stopped to reveal three ‘7's. The need to trigaer this
small gameplay element eventually turned info an obsession.
Second, thers was the ability to connect with and affect
roadside scenery. Cones would bounce off the bonnet
and skitter down the roadside in a manner which was
maore convincing than nearly anything else in the game.

Mars impressive still was the fact that the cones would

not simply disappear, but would remain abandoned in the road
awaiting your next circuit. The drive to attempt to keep a cone
bouncing along in front of your vehicle could, strangely, prove

more addictive than competing with your motorisad rvals,

Daytona USA is making its way back to the home (see
P30}, and it is hoped that such gamepiay nuances maka a
return. Because sometimes it isn't the grand vision which
impresses. but the tiny pieces of gameplay magic which
make gamens fall in love with, and obsess over, a title.

2

B

E



* Dark Coud

The action RPG that stirred up so much interest at the original PS2 presentation
doesn't look like living up to expectations, yet incorporates some original features

Rituals and dances (top) play an important role in tha game, a fact which SCEI recognised by recruiting
professicnals to choreograph routines and to help the team make the moves look more realistic

an

Capsules (above) are hidden around the map, and
Include villagers and villages protected from the
demon unleashed on the world by a militaristic race

ud first appeared in a

high above the gamev orm of dark clouds, In order 10 deploy
Sadly, the product f

to include many of th

ks unlikely it as a deadly weapon.” The demon's

although destructive power is withessed | vizard,

om the

logical demo for PS2. But, yes

nary of the things | was rebuilding

into the game are no more, du mon

then gestroying tr

time constraints.” Nevertheless, the titlke has The acter isn't alone in his
retained a number of highly original elements endeavours, with up to six playable characters
- including the ‘diorama’, wheraby you play a — plus an unspecified number of hidden ones

-tobeen

ntered through the game. Each

a specific ability which may need to be

brought into play in order to defeat ena

Come cDsladies

Of avo

" elaborates Motomura

raquire you

characters in order to succeed, You then

return to the village's former site, when you

access the diorama slement of the game

able 1o walk aro

serves as a hub
dungeons: As for t

Is very similar t

the diorama is very unigue,”
These gameplay similarities iInclude

af Fantasy IX-style ex
appearing above c
an ac

i 5 Op

< W

Dark Cloud will certainly be the best
action RPG on PS2, but had Sony
afforded the title more time, the end
product could have been improved



t- PlayStation2
SCE

In-house
Japan

Raisase: December 14 (Japan) TBC (UK)

Comparisons with Legend Of Zeida are virtually
na\'cv‘l'sh'n what with the swordplay slemeant of
and the startlingly similar

offer, but it is t that

afforded the title more time = it may be ¢

the impending arnval of GarmeCube has stimsd

the end product

the company Into ac During tha action elements of the game, the character

could have

18 grap

verage at

ungeons, whic

h an

dden, and deploying the

Keeptng the natives happy

y to success in the diorama element

according the oc::upar;ts' wishes. Requests
an range from wanting to live near a
waterfall to asking not to be neighbours with
a certain villager. After the initial layout, the
village can be fine-tuned, before the game

e of in technical ter

assesses the player's town planning.

¥ 031




Phantasy Star Onine

Sonic Team has set out its stall to reinvent the console RPG for the online generation,
and is poised to invite Dreamcast owners worldwide to come together and adventure

Players initially choose a character class, but are
free to evolve in order to deal with differant enemies

uji Naka, Sonic Team CEO, has

always felt the need to push the
L1 limits of console development
whather he was creating beautiful parallax
scroling worlds with Sonic in 1861, reclefining
the 30 experience with NMiGHTs on Saturn, or
generating the mad design documant that
tually became Samba De Amigo on
ncast, Naka-san and team dabbled
oadable options in Sonc Agventure
/ they are finally ready 10 fully commit
0 Internet gaming with the first online
console-based RPG, Phantasy Star Oniine.

"I madea the first two episodeas of the

senas, which were traditional RPGs,"” explains

| wanted the new Phantasy Star

yrace a whole new experience.” The

result iIs L
gamers from around the world the opportunity
to play together, Naka-san stresses that

co-operation is really what he's trying 10
foster. “Teamwork is going to be my main
concerm for this titie,” he says. “It will be
possible to clear the main guest of the
game alone, but that would only account
for-a small percentage of my whole vision.”
This type of experience may be old
hat to PC veterans, but the fact that it's a first
for consoles makes it something of a social
experiment. Up to four players — many of
whom may well have never played online -
can join together In a quest via SegaNet.
Naka-san guesses that this inexperience
will lead to some fresh gaming experiences:
“Imagine that four players ars in a dungeon
and after a battle you are rewarded with a
chest. Inside t

g chest is a cool item. it will be
resting 10 see how the four players decide
who has eamed it most. They may fix nules,
give priority to the females, or just argue.”

inte

Piayers ame nudged subtly towards amicability
by the fact that they can't actually hurt one
another, but, as any Evarguest veteran will
attest, you never know what will happen
when you're playing alongside strangers.

It will also be interasting to see how
people who may prefer to play the game
alone will deal with the reality that they must
work with others to complete puzzies in the
game. "A simpie example of this,” Naka-san
elaborates, "would be a mechanism with four
switches that need to be operated at the
same time, One or even three players alone
would not be able to access this part of the
game." Combal s also aimost a puzzie in
itsedf, as players will need to co-operate to
sunvive. "Each player will have strong and
weak areas, and it will be essential for the
group to know each other inside out,”
explains Naka-san, "Otherwise the party wil



Despite the fact that the game world has been kept
small, there is still a tremendous amount of vanety
to be found, but you'll need to be part of a team

be quickly wiped out.” Since the fighting

time - a first for

IS now completely in re
the series — it's not harc
banding together. Gangs of ener D
d be too diffic

o imagine

£ven a large boss, woul
for any one player to defeat alona.
Despite these factt

are beng rkept guiet
sn't wa

ture as other RPX

for example, has been kept smal
random wandering. " don't
Final Fantasy or Dragon Ques
Maka-san. “You have a ve
it is necessary to travel miles and sometimes
get lost. | prefer the player to be focused on
the gameplay as well as the setting.”
Pernaps the most revolutionary part of

g story, and

the titie promises to be an interface that ties
together players from around the world, The
game will ship with support for five languages

Dreamncast
ibiisher: Sega
« In-hause (Sonic Team)

Origin: Japan
December 21 (Japan) Q1 2001 (UK)

el . -

Unlike past instaiments of the series, the combat in Phantasy Star Online is all reaitime, 8o you'll nead good
reflexes as well as an gye for tactical planning in order to make your way through the game with any success

lish, Japanesa, Spanish, French

German — and will enable players to the Phantasy
&d messages from other : iy ,

Vhile e are scarce
en accomplished

ferred 1o ke

ther or Nnot onine Cons

gaming
takes off remaing 10 be ssen, but Naka-san,
like much of the gaming community, fesis

thatitis me. His hope is that

Phantasy Star Or

serve as a catalyst
towards cnline {interjaction by

for @ move
solitary console gamers, which, coincidentally,
is only offered on Dreamcast at this paint. it's
a gamble, but Sonic Team has always

thrived on placing educated bets

When you communicate with other members
of your party (abave) the text will be translated
into English, Japanese, French, Spanish. or
German, depending on whichever they request

033



Operation Fleshport

Bohemia invites you to revisit the Cold War with a title that looks to broaden the squad-
based tactical genre playing field by incorporating elements of realtime strategy

Crisp visuals depicting

trol, will be abl

their co

ranging fro

and tne isometnc

of Midden &

1o the thirdpe:

Dangerous, and even the arcade onentation

of Cann
Flashpoint
Its unique selling point is that it will p
a blend of historically authentic realtime
strategy and squad-based a

Fodder, When Operatio

ction with a

LM

ters the fray early next year,

ckage

wiogy from 1985 are already in place. Players, or the squads under
vicies in ihe game to traverse the immansely detailed landscapes

adv

e Q1 200

mibitious intant of Inc

er's progress from a b
fo the commander of squads of up to

ndivicuais across three hug

lands. Although early missions

will take place over a small portion of the

de the ability
players
are assembiing squads from 30 different

ersa larger areas by the time

0 (g and an accurat
map will enable canny players to navigate
unaided in extreme circur 3.
Maost of the affort that needs to be

expended between now and Cperation

Flashpoint's release is to tie such a

promising concept and engine to a tightly

gainst a backdrop of hardcore

t opposition to Gorbachev'’s policias of
glasnost and perastroika, When a rebel group
appropriates an island community, NATO is

2, which is

mbat mode, It remain

all these &

ments will ultirmatah alised,

but Operation paint shows an

immensa amount of promise

S in Vil

pration of incre

ticularly if 2
usly visited location is required



Format: PlayStation:

P her Koe
E In-house
Cirigin: Japar

Felease: November (Japan) TBG (UK

Koei regenerates its anti-terrorist operative title for PlayStation2, but, bar lifting the fog
on proceedings, little seems to have been improved to warrant next-generation status

——— nother day, another special intervention unit fighting a
terrorist organisation. Some might remember WinBagk
from its previous incamation on the N84, This, a reworking

of the onginal for P52, brings the same design, gameplay, and frenatic
GoldenEye-inspired fourpiayer mode, while offering a rather limited
revamp of the visuals. Textures are more detailed, but the biggest

Improvement comes in the draw distance. Koel used the traditional
excuse of fog to explain away the pop-up on the NB4 version; now

the environment is completely clear, giving the player more opportunity
to spy from a distance and sneak accordingly.

Preview code Is always difficult to judge cntically, but the clone-liike
remake policy exhibited here Is disheartening.
The relative increase in power in the
generation jump from NB4 to PlayStation2
ce of

deserves more than simply an abser
fog, but Edge has yet to witness any new
stages, better character models, or any

improv t in ervironmental or special

in this

i i J i | effec version. Still, this isn't the
Despite the more detailed textures, WinBack's look is Brdl et AN o i
all too similar to the NB4 version. Still, the lack of fog inal code. With more additions and

is likely to make for a much better gaming experience, improvements, perhaps WinBack can stil

particularly in the spiit-screen multiplayer option 1) become something more than just a filler
heESLELDD- - - for those spy-crazed PS2 owners so

desperate for Metal Gear Sofid 2

Format: PlayStations
r: Kemce
velnper: Papaya Studios

rq n “‘Jap;.\.'r
se: November 2

Papaya Studios looks to have been left on the start line as driving titles progress
beyond the straightforward circuit burn, and move into free-roaming racing

he press release accompanying the code for Top Gear
Dare Devil boasts a game which departs drastically from
typical driving game fare. One only has to look at the

acing w this month to realise that this
he freedom to roam around

mes up for re

claim. Having t

a city is now
mprovements have been made since the game was showcased
at E3 back in May, but it still falls woefully short of anything else in its
1 be slow, and some of the graphical

scoming more common than straight track racing.

crowded genre. Frame rates o
effects are laughable. Driving through a newsagent’s stall,
results in the same glass-shattering routine as the one accompanying
g of a telephone booth

Fival gangs and police enter the

¢ and thwart you in your
missions, although Al is pretty basic. Top
Gear Dare Devif has a power-up system
which may improve the lacklustre driving,

but you would think that the ability to trigger

& smoke screen would offer little incentive

to play further. Though locations including

Lor vo, San Francisco and Rome can
be explored, the early looks at Kemco's first
PlayStation2 title do little to engender
confidence in its ultimate success

for instance,

the trash

mayhem to

Take a close |ook at these screenshots and you will
realise that there is much work still to be done on
everything from textures to adding minor details such
as round wheels, Yet this title is ready for the UK launch
on November 24. The game does at least ofier the usual
variety of cars and environments. |t may struggle to shift
units next to Ridge Racer V and Smuggler's Run

0386
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= November

Stealth and cunning are what you need in order to make it as a virtual assassin, but 10

Interactive has developed a title that also demands you hone your observational skills

perhaps explain that barcode on the back of his head

Planet Ring

The level of realism in Hitman may well prompt comparison
with Soldier Of Fortune, but @ more considered approach
will be necessary to steer your anti-hero to a successful
hit. Effective preparation will ensure a less bloody escape
routs, and civilian casuslties must be minimised in ordér

to progress towands uncovering his mysterious past and

itman is unlikely to go unnoticed by the gaming public for

all the wrong reasans, but undertying a supertficial Pnprall-}-

dubtous exienor Is.a convincingly innovative appre that

threatens to defy y categorisation. There isn't anything new about

action games with an emphasis on stealth and cunning, but the

in Hitman represents a shift from titles such as the Metal Gear series.
Observation and preparation form such a large part of most of the

missions that casing the joint is as essential, and as satisfying, as the

it f. Wes st be chosen carefully and used with precision:

balance

s for missions later in the game.
vironmenits, which range from jungles
5, are interactive to an almost

| for mairtaining the llusion of

, s apparent from the range of stimull
that enemies respond to, Consequently each
mission can be played in a variety of different
a on how characters behave

dirn

ways, depery
As missions are successfully completed

a strong plot exposes increasingly substan

gimpsss of the eponymious antli-nero’s murky

iding to a dramatic climax.

=ay, all Is not what it seems.

Format: Dreamcast

Publisher: Sega

: Eumbé
Q4 2000

Sega makes a move towards offering DC owners more online options with an
inspired collection of mini-games based on communication and co-operation

and simple tenets of play featured in Planet Ring are arguab
important to establishing a Dreamcast-dependent online community,
Although Sega has not yet confirmed how the title will be «
there is a strong chance that it could come bundied with the Dreamcast
microphone, which would make sense as communication and
co-operation are at the heart of this inspired collection of mini-games

1 four will be initialty offered, Sega plans to add another

| every guarter, with users able to vote about what should stay

hould go. The starting four will be
Ball Bubble, which sees players compete for
balls dropping from the sky by manipulating a
playing surface; Splash, which is similar to
Battleships: Dream Dorobo, in which two
players must combine their efforts to direct

y navigating Planet Rin
satisfy

ng. The Ring Information Centre also
provides additional attractions — such as
loudest voice competitions. Inspired

038

13
Ua

online strategy, the uncomplicated graphical presentation

y |ust as

bt

e

Dream Dorobo (right, above right) is the title which has
the most obvious potential, requiring players to poal their
ability by means of the Dreamcast microphone in order to
navigate a maze. Only one player can see the whole of
the maze. The other games are just as compelling, with
new additions arriving every quarter to replace any
attractions that prove unpopular with Planet Ring users




Jrigin: Japan
Aelease December 21 (Japan) TBC (UK)

UEP Systems takes videogame snowboarders hors pistes with an ambitious title that,
given time to come into its own, could serve to breathe new life into the genre

| he piste is passé: entire mountainsides are whers it's at
If UEP's Cool Boarders Codle Alfen fulfiis its design brief

L1 idealof eschewing tunnel-like tracks in favour of wide,

epresent a leap forward for a genre

faces is to marry this realism, of sorts, with solid gameplay - which,
after early viewings, looks as though it may come about. The main play

mode aliows the player, with a da

ge meter and a time imit to be

mindful of, to slide tf

also require an Intuitive degrea of control on a
par with 1080° - & it its ipe and

DI ar play modes

Cool Boarders Code Alien takes the player hors pistes and
lands him deep in the powder for a free-roaming remp
down the mountainside. However, good as the concept
Is, as it stands, UEP Systems will need to invest a lot of
time Diay‘_es:;ru; and !erln.ng the titke in order for it 1o
realiss its potential and revitalise the snowboarding genre

oters, waterfalls and walls

gin: Japan
Relaase March 2001 (Japan) TBC (UK)

Run a mercy mission from your PS2 thanks to ASK's interesting whirlybird-
based rescue title that doubtless has Noel Edmonds drunk with anticipation

hose who enjoy the predictable disaster scenarios of ‘999

T will find Air Rangers an intriguing prospect. The situations
| will range from recovering stranded ¢ from
mourtainsides -sea rescues. Early code also reveals missions

as vaned as puling trucks from the edge of a damaged bridge to
salvaging T a burmning offshore oll platform. Vaned weather
effects will also help to extend longsvity.

A heavy emphasis Is placed on choosing the appropriate
helicopter for the job at hand. Three will be salectable and each has
different handling characteristics and hardware specifications. Though
nds to follow the same

the concept is relatively unusual, each missior

format. The briefing will give the players clues

as to which heilic or the

mission. They must then make an approach
to the destination and depl
small target. Maintaining a stab
while hitting the target is extrerely difficult
and some tweaking still needs to be done
to make this aspect fun,

The textures still nead more work, but Air Rangers is
already looking like one of PiayStation2’s most innovative
titles to date. Judging by early code and the styling of the
screen dials, the game appears o incline more towards
arcade handling than a helicopter simulation. However,
holding the craft in a steady position while deploying the
hook is tremendously difficult and needs some adjustment

Though the graphics and some

alemenis of the gameplay require fine-tuning

a Marc
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OMX 2002 feat. Ricky Cammichagl ==

Er-- Fslaase: Q2 2001 (US) TEC (UK

The sequel to last year’s snappily titled Championship Motocross 2000 featuring Ricky
Carmichael, developed for PS2, may well prove the benchmark for games in the genre

he first (but surely not the last) motocross game officially

ﬁ I l announced for PlayStation 2, CMX 2002 featuring R.'"_:ky'
Carmichael could easily establish itself as the benchmark
i i by which all future motocross games will be judged.

Although pre-alpha, the title alneady sports impressive visuals,
Each rider model uses 3,000 polygons, each bike uses 3,000 more,
and the game blasts along at 80fps. Granted, there's still a long way
to go, but what Edge has ssen inspires confidence.

Realism is what truly sets this game apart. Banked tums are a
staple of actual motocross tracks, but they're rarely seen in games
due to how tough they are to reproduce, but here, they're everywhere.
Likewise, the developer has managed
to incorporate ‘whoops' sections, the
matocross equivalant of moguls in skiing.

However, the most visible demonstration
of the physics model's versatiity was
presented to the team the day it discovered
that it enabled the bikes to perform not just
wheslies but stoppies (front-wheel whealies),
a feature unheard of in past motocross
games. While this may not be useful
during races, it bodes well for freestyle
stunt competitions, and Edge can
attest that it's a lot of fun.

I there’s one thing that will set CMX 2002 featuring Ricky
Carmichael apart from other motocross titles, it will be its
commitment to realism, @nd a game engine that enables
the team to realise that. So far this has led to the
incorporation of realistic banked turns, 'whoops' sections.
and the ability to pull stoppies — who knows what else

will come to light before the title is ready for release

Fon nHE)‘StETIOﬂé
Dfizner: Takars

Origin: Japar
;. December (Japan) TEC (UK]

After the disappointment of Penny Racers, Takara has high hopes for this title, which
offers the player the opportunity to transform cars into boats, planes, or submarines

1 ith s0 many racing games touting bona fide physics and
high-profile licences, the stylised Choro-Q HG may prove a
! welcome, uncomplicated diversion. Much depends the abiiity
of developer Takara to leam from the mistakes it made with its flawed
PlayStabion and N64 predecessor (releasad in the UK as Penny Racers),
Based upon the titular toy cars, Choro-0 HG features a vast array of
vehicles. From station wagons to supercharged GT machines, there will
be more than 100 individual cars to drive. Interestingly, it will be possible
to modify each vehicle, transforming it into a plane, boat or submiarine.
It the dynamics for each form of racing are carefully balanced, such
variety could prave highly pleasing. A worst-case scenario, however,
would see one of the styles destroy the ‘feel’
of the ather three, as with Pan Pen Trathion.
Choro-0Q HG will reward players with
virtual cash for accompiished performances.
Disappointingly, its multiplayer support is
limited to split-screen battles between two
participants; a serious flaw for any title that,
with its arcade-style remit, should be aiming

Choro-Q HG includes more than 100 different cars, all
of which can be modified to the extent that they can be
transformed into a plane, boat or submarine. The key

to developing this concept will be to pay attention to
balancing the different forms of racing this will generate -
avoiding the sorts of problems Pen Pen Trathicn faced

to challenge the pre-eminence of the Mario
Kart series. That Takara is willing to aim its
sights lower does not bode well, but thera's
always a chance players will be mollified

by a engrossing aneplayer expérience.

040



it Coin-op

NnaAssault E =

e 04 2000

Live out your beslippered assassin fantasies in this Namco coin-op that represents
a new take on the Time Crisis theme, but does little that's inspirational in the process

N the curious posihion

with kataras, sh

s &
Tha anly
h keaps the

dition to the mix is a combe
rolling up if waves of ninja are d

stent accuracy, It's not especially inspiring

t: PlayStation2

= 08

Fun but limited highway-duelling racer leaves the Dreamcast road to get some miles
on the PlayStation2 clock, offering the player 180km of Tokyo Tarmac to roar around

ok if your endless

vehicie and skiiful blocking manoeuvres are required . acing has taken |ts toll




Format: Coin-op

Giga Wing 2 B '

Twitch gaming makes its presence felt in the arcades as Giga Wing returns in updated
form, offering audio and graphical upgrades, together with an enhanced twoplayer mode

| ttimes it can look like Fantavision; but rather than maintaining
j a casual distance from the assortment of psychedelic |

explosions, you're night in there, dodging for survival, Giga

) i ’ Wing returns and promises to bring with it twitch gameplay at its finest,
A EHI " el The simple two-button control methad Has been kept to ensure
Jl] b-l | l t i g that the player is completely focused on the frantic action. Also making
f a welcome comeback is the reflect force ability which made the original
Giga Wing so distinctive. The opportunity to repel the numerous enemy
attacks increases the gameplay possibiiities and offers some respite
from the indefatigable enemy hordes.

The twoplayer made has now been maodified, and the emphasis

is placed strongly on co-operation. As you
work together, the points total accumulates

n a shared tally called the guy score

y, the graphical and audic
effects have improved dramatically compared
to the original titie. In keeping with current

trends, most of the graphics are polygonal
constructions, but the game operates mostly
within a 2D game physic. The Naomi board
throws the swiring mass of pyrotechnical
effects around the screen with abandon,

and a Dreamcast port in the near

future should not be ruled out.

Arguably the transition from 2D te 3D over the last few
years has brought few gamepiay innovations to the shoot
‘em up genre. Giga Wing 2 doesn’t try too hard to break
away from its venerable past. The power of modern coin-
op architecture is used to throw around colours and
objects with a tremendous dynamism. This should keep
mare maturs gamers happy until the inevitable DC port

Fo

o 1 Publishar Visiware
D r: In-house
France

Maonthly

Climb the slippery social pole of Akabha with Ali, who has set his heart on marrying
into power in the world’s first serialised PC game set to be sold over the Internet

(= aris-based Visiware has an ambitious plan. Put simply,

| |2 | Arabian Nights is set to be the world's first serialised PC titie
Il'__! to be sold to users exclusively over the internet. By cutting
aut the usual pul

lishing, distribution, and retail costs, consumers
benefit from radically reduced rates.

Set in the distant three-dimensional town of Akabha, you are Ali. Ali
can perform the typical variety of acrobatic mations (sprint, jumip, climb
ladders, walk tightropes, throw knives, and brandish his scimitar) you'd
associate with many of today's 3D adventures. Additionally, the ability to
command magic sees him cast powerful spells for long-range attacks.
His ambition is to gain control of Akabha, but rather than fight his way
up the greasy political ladder, All has opted to
marry the Sultan’s five daughters.

Whille the first episode is available free,
four of the next six instalments — which are

monthly — are already out, with the November
and December sat to complets Ali's stony.
Intriguingly, from then on the developer is
letting Arabian Nights® players influence

the course of the game. By oblaining user
feedback (via forums and email), the plan

is to alter the storyline in accordance with

the public majority. A democratic, and
possibly revolutionary, method,

It may come as a shock to some, but despite its episodic
nature, the Internet-delivered Arabian Nights is actually a
reasonably accomplished 3D adventure, displaying better
structure and playability than some recent releases, How
the user-influenced plot will devalop after the first six
monthly instalments is a rather interesting proposition

042 EDGE S



Format: Dreamcast
Publisher An':System Works
Developer: Sammy

Ornigir: Japan

Helsass: December 7 (Japan) TBC (UK)

Sammy manages to convert the coin-op success story that is Guilty Gear into a
Dreamcast winner, proving an unmitigated crowd-puller at the Tokyo Game Show

s was just a mildly disappointing FlayStation 2D beat 'em SPEAL T EMAED

| J N, 2 o | SO 2
up to begin with, but Guity Gear's popularity rocketed after K

its Naomi z mp. Now it's more popular in Japa

1 Capx

ne more a ' al the

Gaar Petit. Rather than innovation, its popula Omes

tacular blend of 20 and 3D eff

well-bala

ighters,

and its

anlvened a little by the tel

0

dynamic is

gi=llelp]

gaugs, similar 1o hter's hyp 'bo gauge, which enables the

ills when

The special moves, animated with a blend of 2D and 3D
effects, are one of Guilty Gear's strong points. Their

strength depends on the tension gauge, which increases
with every player attack, but decreases on defensive play

modes now standard for the genre

In-house
Crigis: Japan
== December 21 (Japan) Q3 2001 (UK)

Konami moves Goemon on to the next generation, as the blue-haired wanderer
embarks on a platform-heavy RPG accompanied by a sagacious tiny white tiger

year before Metal Gear amved on the Famicom, Konami

re Goamon, Sequels on the Super Famicom,

NB4 came and went wi

seams that this time round Goemaon )
nphasis in tandem with its BPG aspects. Then 1s to collect,

shops to vistt, and people to meet, with all actions performed with a
single button. Battles, too, are simple and arcade in style. Regulars
mon's friend, Ebisu

tiger who provic

stinctive charm and personality

5, with textures f

Goemon's visual feel is still decidedly cutesy, despite
apparently losing some of its personality in its leap to next-
generation handware, The new emphasis on platform skilis
is particularly obvious during Goemon's rooftop exploration
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Silent Hil

Fog enveloping a small town holding an unwelcome surprise around just about every comer.
Enemy creatures that make you stop and stare before briskly attempting to bring about their
demise. [t can be only one game, and Edge has been exploring the sequel with its creators

ning

g 4P | games
able, and

y Invited to meet

1O Come

this most n 8

Akihiro Imamura (dire
Takayoshi Sato (CGl dirsctor,
Masashi Tsuboyama (art director)

programming sections of
When did work start on Silent Hill
2, and why did you choose to

iNe proyjed

Have you retained the original team
responsible for Silent Hill, or has
new hardware meant new staff?
Takayoshi Sato: Ve of

develop it for PlayStation2?
Al: We started around a year
TS: The f

s0 when we decided to make a

a0

rst episode wa

ecual, we had to consider the
avallable platforms and also think
about what Sirernt Hill could become,
using the available new technologies.
Al: Yes, we touched the limits ¢

PlayStation in the field of 3D in Silent

ithy the market focus

Looking back into the fog
How does Silent Hill 2 relate to
the first episode?

Al: The only link is the town it

t Hill. Othear tha

“| shouldn't really
tell you this, but an
additional factor was a

wish from the business

section that we move
rapidly on PS2. You
know, it is currently
the market focus”

PlayStation2
Konam
In-housa (KCET)
TBA

Japan




“You should
experience homnor
visually, but also
through sentiments.
We have included
many elements in the
game to deliver the

maximum impact”

< 046
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PlayStation, and because we wanted
to give the player new experiences,
we had 1o design new locations.
Masashi Tsuboyama: \We kept all
the good elements included in Silent
Hi#. | mean the fog, the frightening
atmosphere, etc. As the sequel was
sat for PlayStation2, we wanted to
fully use its patential. Our wish, and
that of the markating section in
Konami, was to be able to answer the
"It is on PlayStation 2

50 we expiored what we

in the game to males it
greater and worthy of PS2. As for the

lirtke with S

nt Hil, we tid not star
Silent Hill 2 with the intention of

making a sequel. As we started 1o

work on a new system, which is
far more powerful than the prev

one, we wanted to generate a
story based on the new possibil
offered by the hardware.
Suguru Murakoshi: This time, we
have done a lot of hard work an the
graphics, This lsn't only from a visual
perspective, but also on the fealing
aspect as well. Looking at Silent Hilf 2

u should experience homor visually,

but also through sentiments. We have

included many alements in

the game
to deliver the maximum impact, and |
think we have made something which
will compete with any other media,
such as movies. Of course, we
haven't neglected the gamaplay side

You know, thera are 5o many products

with great visuals but ne

which means they don't have any
balance, But | don't want people to

say that Sient Hilf 2 is only graphics -
we also worked hard 1o raise the
gameplay to the same level

Horror stories

How does the story work?

Al: Once again, we have developed
guite a strange scenario. There is a
man who = the main hero of this

game. His wife died and |

S Now

glone. He has just managed to restart
his life after a long period of pain
when he receives a letter from his
supposedly dead wife. She asks him
10 come to Silent Hill where she will
explain everything. So, the man
rushes to the mysterious town, and
then the story starts.

TS: It is very much like a movie,
What is the underlying concept
behind the gameplay this time?
TS: We almost kept the vary same
concept as the original. There was
little need for dramatic change in the
game concept, which

advanced. It was all 3

was already
D
apted gamepiay.

with, | think,

wali-ac

Al: Yes, everything looks very similar,

You control & character in a 30 world

who seeks clues about 3 dramatic

event. As the hero encounters
enamies, ha has 1o survive, fight in an
action mode, and find the truth hidden
in the town. Using PS2 power, we
have been able to bring the game to
new levels. We have been able to
mclude more realistic visuals and
desion more frightening situations
What slements of the titie do you
feel justify the development of the
game on PlayStation2?

TS8: PS2's visual potential offered us
sufficient power to design more
hormifying situations and gives the
game a "soul’

Al: Yes, in the first episode, we used
the fog 10 combat the techrical
limitations of PlayStation. However,

was also designed to reinforce the
atmosphere of the game, and as a
result we chose to retain this feature in
Silent Hill 2. The fog gives the game a
temifying feeling. Forms appear and

disappear. You have a imited

ephior

ot the surroundings. Now

n addition to this fog, the high reality




deliver sven more impressive
sequences. A team of four
anists worked on around ten

minut

s of sinister footage

mpact. Thal

kgrounds & length es is similar, from

seven to 10 mi 5. The remaining

movies are in realtime, PS2 power is many different visions of Silent Hill

sufficient to offer great quality r we had to consider, which proved

Embracing new hardware extram
Have you encountered any hitches SM: Ma? D
many, SO n 51

during development?

had to fight

all of them. It would take

e fimitations MT: The most difficult thing from my but thera was one in particular. For

n to make Silent perspective example, let's say we can now wark

On PS2, we had with ten times more polygons than the

n. Great, but you

neaded,

nsider also the other

1 imes more

What would be the

o work with pc

yOu have 1o upgrade every aspect of a
game’s development.

It's a tired issue, but how have you
approached anti-aliasing?

support full-

will b more human-esgue enamies In
the seg And, of course, huma: S

Uniless this is some horrific illusion (above

Fog remains an integral element of the game, although
Konami insists that its inclusion this time around is for

artistic purposes onty. The town of Silent Hill had to be
built and rebuilt as the developers explored Pla .
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Creating new forms of evil
What elements of the game are you
most satisfied with right now?

1y, You fesl

sea them. Thare

18 sOoMEtning

human in them. Generally speaking

responsible for lirst game, ev
Silent Hiil 2 did 1 yegin life as a seque

om tham. | think

tagether, we'll have

Are there any similarities between
PS2 Silent Hill 2 and the planned
Game Boy Advance version?

Al: Only in na

8 Converson

novel, adventure-style
How different would Sitent Hill 2 be
on GameCube or X-Bax?

Al: We

those new

n't had any access 1o

:0nsoies yet

couldn't tell you what

Has grime ever been so realistically depicted ina i

flerent, | hope we will be able

get E C kits soon

< 048
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Daytona USA

For the third issue running Edge meets up with Amusement Vision's Toshihiro Nagoshi,
this time to talk about one of the company’s biggest challenges to date - bringing to
Dreamcast an authentic rendition of one of the most revered coin-ops in gaming history

POSITION

Leicester Square on ECTS
the footage that did most to what the
appetites of Sega fans was
of Daytona USA running on
Dreamcast, Daspite

a glimpse

S age, this blend

of arcade racing and driving realism
still commands ¢
that still features the unparal
of its eightplayer link up. Even
considering its disappointing history of
home conversion, the prospect of a
port which lives up to the coin-op has
enpendered widespread anticipation.
So it 1s ramariabie to think that
Toshihiro Nagoshi, who was the

r of the original coin-op

version, and who, as prasident of Players will be able to customise vehicles,
Amusement Vision, s now responsible racing game, but peaple said that the although [t's not yet known whether they

will be able to share them with other

for the Dreamcast transiation, wasn't gama would not succeed because of Daytona USA fans via the Internet

tha emphasis on fun. Model 2 should

through a virtual

optimistic about the

res

success first time

surprised when L gytona USA had an

hit,” he explains. * siernant
would be. Back when we designed

Moadel 1, Virtua Fight the first Perfecﬂy balanced

game ever to simulate the human Despita the limited number of units
body. When we decided to design prepared In anticipation of a small-

Model 2, it was in order 1o add texture scale launch, Daytona USA went

to the po ns 50 that it would be on to ba a sensation the world over,
possiD ); | was spacific. cause of its emphasis
at AM2 2 and we had to find on enjoyment. “I think it was the

a launch title for the system. | thought perfect balance between realistic

it would be great to make a fun 30 graphics — for its time — with a graat

Farmat: Dreamcast
= hor Sega
lopes: In-house
{Amusement Vision)
Felease December 21 (Japan) TBC (UK)
figin: Japan

Hirehi lzumi
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amount of fun. | don't see the need
for a game to be too realistic, because
if it was truly realistic, it would be too
difficult to play. Daytona USA was a
good experience as a racing game
and as a videogame at the same time.
Now, it is very hard to find the game
for purchase. If you want to get your
own cabinet it is quite difficult even
after all these years. Many operators
are just keeping hold of their Daytona
USAs. According to them it is
essential, and it is important for
them to have one cabinet in their
arcade. | was so surprised.”

But for those who don't have
the time or money to search cut a
cabinet, Dreamcast hardware should
at last provide an adequate platform
for dormeastic eonsumption of what
Nagoshi-san sees as the definitive
instalment in the series. “While | was
producer on Daytona LISA 2, | did not
direct it. | did on Daytona USA.
Dayiona USA 2 was the cccasion for
me to put forward new people, new
talents. For me the original version
appearad clearly as the best choice”

Which means memories of
inadeguate ports can be laid to rest.
Despite its Edge rating of eight out
of ten back in issue 21, the Satum
incarnation of the title was
handicappad by poor draw distances
and substandard frame rates, which
canspired to undo the onginal's
handiing, and was uftimately
overshadowed by both Sega Rally
and Rioge Racer. A remixed version
released the following year did little
to reverse the titie’s fortunes. But the

00 2; 68"'
0020 .'96

5004 3% °96

forthcoming release promises more

than just a straightforward conversion,

as Magoshi-san explains; “The
VErsions are quite similar as the
Dreamcast port is based on the
onginal Daytona USA, but we have
added few novelties, First, there will be
new tracks in addition to the enginals
from Daytona LSA. We designed
thern in order to offer a complete
choice of driving situations so the

“3' A !Ann

One of Nagoshi-san's boldest claims concerns the amount of cars available to race: a
full complement of 40 is promised, with absolutely no graphical performance preblems

-

sxperence should be complete. There
will also be hidden game modes and
vehicles and numercus game modes,
though 1 can't reveal all of them since

| would like some surpnses to remain.
It is also possible to customise the car
in various ways, from infiluencing the
car's behaviour to its appearance -
colour schemes, logos, and the like.”

Increased competition
In addition to these extra tracks — five
on top of the onginal three, all eight of
wihich can be raced in mimor mode —
there are the reguisite 40 cars on the
track. Nagoshi-san is keen to highlight
the improvements over the arcade
version: it is possible to set the
number of cars on the circuit from
20 to 40, with no slowdown and
the whole thing running perfectty.
The cars are much more detailed than
in the original, especially inside, and
deform when they are hit. There wil
be a choice of five cars at the start of
the game and players will be able to
access new ones later in the game."
Of course, none of this will matter
if the criginal gameplay recipe is
tampered with, but you can rest
assured that this isn't the casa,
"People may be surpnsed by the

Just a cursory glance at the main shot on
this page will be enough to convince
Dreamcast owners that Amusaement Vision is
paying attention to detail with its conversion
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Along with hidden vehicles to unlock (yes, the horse will be returning), Nagoshi-san claims
that gamers will be able to significantly tinker with the parformance of their automobiles

“] think Daytona USA was the perfect balance between realistic graphics, with a great

I i [.--’_ l‘fJ|'||‘|'|
i

’ Il

amount of fun. It was a good experience as a racing game and as a videogame”

games are the future. They

will continue to improve and

offer more realistic experences.”
Innovations such as Sega’s networked
entertainment suites provide some
indication of the direction such
improvements will take. "Graphics
will improve and physics models as
well, but, you know, 3D racing games
remain 3D racing games. Unless cars
change. games will be pretty much
the same. My guess is that online
play will be a good advance. It is

now nearly impossible to find eight
linked cabinets like before, when
Virtua Racing and Dayiona USA

were released. There were even
projects for 16 cabinets to be linked,
though even then there weren't many
arcades able to make such a huge
investrnent. With natworks, it makas
the whole concept viable agamn.”

It is strange to hear the figure
responsibie for one of Sega’s most
successiul racing games sing the
praises of a certain plumber, but
Nagoshi-san dafies expectation
when he describes the game that
currently occupies maost of his time:
“Mario Tennis Is once again an
flustration of Nintendo's skill in game
design. The game is fun and controls

simple. You take the cariridge and
put in the console port and that's it.
You anly have to put the system on
and you can play immediately.
Controls are simple, and if you want
to access more advanced maves, you
can refer on the guick reference card.
If you require very advanced moves,
there is then the manual.” But it is
precisely this formula of a well-
structured learning curve that offers
an easy introduction to a more
intricate repertoire that is at the heart
of the Daytona USA experience,

and which looks to have been
transferred intact to Dreamcast.

I i e

Sadly, the original music will remain in this Dreamcast conversion. One of these days Edge
will get around to asking Nagoshi-san about Sega's dogged penchant for poodle rock
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2001 (formerty Evo Rally),

L is the vidleogame
equivalent of an axymoron. On the
one hand it is the most ambitiously
detailed and reality-based rally game
to date. On the other, it demonstrates
a thoroughty ‘pick up and play' nature,
combined with all of the superficiality
associated with the average coin-op
expenence. Co-ordinating this delicate
metange is Martin Kenwright,
Evolution Studios’ managing director.
Formerly chief of DID, the
accomplished developer with
substantial military simulation
expenence, Kenwnght lefi the
company after it was acquired and
subsequently dissolved by industry
giant Infogrames back in 1999, At the
time, Edge met Kenwnight'in a hip LA
hotal suite where he was showing a
VEMy IMpressive rally demao running
on PC architecture. Some 17
months laier, the demo has tumed
into 2 game, now under Emation
Engne management

LTk /_\.\ 7 orid Rally Championship
\\ v
i

Real men love mud

*Aeal men love mud.” Not, as you're
perhaps wonderng, an invitation to
the local mud-wrestiing joint, rather
Kenwright's spiit-sacond retort when
asked to explain his company’s
specific choice of motorsport activity.
He does, howsver (and thankiully),

WRC 2001

Set in the countryside surrounding Runcom, Evolution Studios has a point to make. Every

WRC car, every WRC driver, every WRC stage, and every last snowy peak of the Swiss

Alps. Edge tightens its six-point hamess and makes for the mud with MD Martin Kenwright
]

expand on hig proclamation,

“In terms of driving experience
there's nothing more unpredictable
or more frightening than screaming
along on a few inches of mud without
any bamers, without any safety
whatsoever,” he says. "l personally
have done a lot of track racing, and
it's reaily great if you do one overtaking
manoeuvre in maybe one hour —
you've done your best, and the
next best thing you can hope for is
someone spinning out with a bit of
crash and a cheer. And it's all very
good, it's all predictable, but to me
it can become fairly repetitive. Once
|'ve done a lap of a track | want to
drive out of the stadium, down into
the local town and then head up into
the countryside.

Computers, Kenwnight argues, set

Format: PlayStation2
Publisher: SCEE

Developer: Evolution Studios

ity Martin Thomgson

The spectators are motion-captured, and
stand around waving their arms, cheering
and invading the track, though marshals
clear them before they get run over. Pity
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Mick Hocking
development director




themselves perfactly for this sort

of thing, which is why one of the

fundamental aspects of WRC 20
Is freedom: “Up until today | don't
think anyone's ever property emulated MES

a playable and enjoyable

entertainment simulation of rallying

It's the decathion for they can

2 o get 10

oyed, Oty

rally. Most

coridor-type
a tunnel-vision effect screaming down
a track, be it imaginary or real, with no
atmosphere, no crowds, no emotion

bit claustrophobic.”

Taking its own road

w1 Stuckos has made

r

The game should offer unprecedantsd levels of draw disiance while still maintaining ¢
ing to migrate PC, DC or X-Box code across to PS2 and only using the

betwesn
the machine

2a 1S ooKng 1o ge

onment it believes worthy

of & true rally game. “instead of

creating a glass tubeway, let's create

the Swiss Alps. Instead of bouncing
off the rock and coming back onto resulted in the team being able to
the fiy over that rock and 2 accurate world temain 3 for

thousand feel,” enthuses

fall s

Kenwngni “instead of crashing into

a spark and a broxen

athematically comect Evolution has made a pOIl‘lt ofdoing its best to gloreoﬂﬂrally m‘ mﬁ and
i instead is trying to generate an environment it believes worthy of a true rally game. Kenwright:

good content and narative,”

When Kenwright says the Swiss “Let's create the Swiss Alps... let's fly over that rock and fall several thousand feet”

Getting the PS2 to display exactly what the team would like hasn't been that troublasome - PS2 dev kits were only delivered back in February,
but as many of Evolution Studios' members were previous Amiga coders, they found the similarities between the systems rather reassuring
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include every element of
the World Rally Championship circult -
the cars, the drivers, the locations,
the sponsars, the whole affair.

The game opens with 2
tutorial that has been designed with
the help of the Prodrive (Subaru's rally
operation in Banbury), which teaches
you real rally technigues and acts as
a licence to enter into the main game.
The Arcade mode does let you jump
straight into one of the championship
rounds, but you're not allowed to
progress beyond it

Keeping it (almost) real
Naturally, the main emphasis in on

the World Rally Championship, In this
mode the game begins to run like a
television programme — say Eurosport,
for instance. There are exaggerations,
of course —at the beginning of the
stage the camera swoops In from a

satelite-type view right into the car's

At the beginning of the stage the camera swoops in from a satellite-type view right into
the car's cockpit, and then you're in control. Helicopters follow you around, motion-captured
supporters are cleared away by marshals and wave, whistle, cheer, and blow their fog homs

cockpit, and then you're in contral -
but most of the time it's all about
reafism. Helicopters follow you around,
motion-captured supporters crowd
the way (but are cleared away in time
by marshals, by request of the sport’s
governing body). They wave, whistle,
cheer, blow their fog homs, and
probabily help you get back on four
whesls should a ditch end up testing
the strength of your car's rollicage. “We
followed the calendar for the real WRC
and we very much work on the idea of
progressing through it,” Kenwright
explains. “We take into account
gameplay issues and learning curves
so that people should be able fo ease
into it very easily, be able to plck it up,
but progressively it will become more
difficult. And then to kind of undermpin
all of this - as | said it's a kind of TV
type narrative we're running — we
want to Interject TV commercials

in between stages.

"So it really gives you a feeling
of progression and narrative
throughout. And at the end of all
of these you will have the traditional
celebrations. But then even after
you've won the WRC we allow you
to run the game again, and you've
got special livery on your car as
champion. The tracks will revert to
the actual WRC width tracks, so the
next time you race it's the true WRC
We basically want you to complete
the game and then do the game all
over again but with ten-foot-wide
tracks and a whole new set of
gameplay issues for you to sample.”

Top technology

Predictably, the technology behind
the project is fairly alarming; drive

up a series of switchbacks,
handbrake tum yourself around

and watch in perplexity as the game
engine stubbomly continues to draw
the entire valley. Everything within the
game world is executed using higher-
order surface technology and is
generated procedurally in-game,
which proves a remarkably flexible
way of doing things.

In addition to the car suffering damage in realtime (see box), expect it to get increasingly dirty the further you powersiide into the stage. At
service stops it gets repaired and cleanad; though don't expect a huge amount of tweaking as far as car settings are concernad — the team
Is keen to keep things relatively lightweight and accessible for players, despite WIRC 2007°s obviously major emphasis on absolute realism
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take a few megabytes to

in fact, 10Mb to build using the

allow

Cue implicatior D playability

It doesn't |u R with the

tracks, O - the cars are

the Whereas, convent
a vel f 100,000

ral megs

The ambition from the 12-strong team is
evident, the technology is certainly there, and
the game's structure appears sound. With the
right handling physics, Evolution Studios could
end up developing the most authentic and
comprehensive rally videogame to date

Unsure as o whicn route 1o taka, the

team has built four sets

with all the tracti

As vou'd axp & drivar fully 3 % It doesn't feeal Nk
you'd exp E ully the vl
comment on your

Wennwroht reve

em up), the brake calipers close on the d

another way of doir

| it s not as Qoo gyslam
Body form R0 0ot e wihad Wi A &

Maturally, no rally game Is compl

1 this is yet another area Evolution Studios hopes to take to new levels. The amount 3O 15 10 ik the Dest Dils from the

of deformation that can occur when things go wrong while you're out on & stage is still 1o be dacided at this stage, though expect some very different models and end up with one

satisfactory dents, raalistic

t crumpling, windscrean sf ing. and other damage on & more comprahensive scale than pre

tweak urtil it's right.”

Eyes on the prize

hares st a

now and the game's proposed

elease, of course, Yet the ambition

the 12-strong team s evident

the technol most certainly there,

3 Btructure

and the gat

holes in the reality of it,”

Jefianitly. That was

suntiet being




David Garcia
lead artist




Ubi Soft

In a bid to establish itself as one of the top five
videogame publishers in the world, Ubi Soft has
embarked on an ambitious course of buyouts,
restructuring, and rethinking the very premises that
have brought it so much success to date. CEO Yves
Guillemot tells Edge how he is going to transform his

company, securing its future at the same time

egnscle war is about to enter a new phase
with the might of Micrasaft coming into the fray
l@ftake on Sega. Nintendo and Sony. But while
this batlle rages there are other smaller, yet no
ishes happening in the

less significant, skirm
software publishing arena. Ubl Soft has a
mission; by the year 2006 it wants to be one
of the top five publishers in the world. Currently
the company lies just outside the top ten. The
French giant has come a long way since the

original team of ten established the firm in April

it now it feels the time has come to
heights. Edge went into the heart
discover how it plans to take on
EA and Infogrames

impressive new premises in the
Uil area of Paris prove the company's

15. Now housing 550 members of staff
with more than 20 titles in development, the

aspiratio

French company Is set to become one of the
largest publishers in the world, Or so it would
hope, But the expansion is niot just confined to
France. Ubi Soft's presence has been strongly

stamped in the States following the acqul
of Red Storm, and now means that Ubi Soft is

developing games in 18 countries worldwide.

Gaining gamers' respect

Libi Soft may be responsible for one of the
Diggest-selling games of all time on the
PlayStation, but has yet to win the abiding

respec the world.

CErning gamers acr
Mario and Sonic may
their fair share of success, but Rayman is
LN I the

ICONSs Lar: Tave seen

inal game went on
n September 1995 and promptly hit the
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we» COMING 70 TAKE
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MY ALR BUBBLEST?Y

Though the original Rayman on PlayStation {top)
is not well regarded for its innovation or gameplay
it was one of the first games to go Platinum.
Rayman 2: The Great Escape (centre) tapped

into the vogue for 3D and was a mora than

decent title. Aayman Revolution (above)

launches on P52 and brings with it sumptuous
environments and a glut of mini-games

F1 Racing Championship (PS2) and Pro-Rally 2001 (PC) are just two of Ubi Soft's sports titles which it hopes
will convince gamers that it isn't just a ‘cartoon’ company. Early code bodes very well for both games




-familiar disembo

Tancs rom o

Guillemot. “That

and Warner to actually
brar

t are know

Taking Ubi Soft to the top

Guillernot is clearly ur

down his views on to 1z
he co-founded into the top f
videogames are more profitab
there is clearly a need to tap into
audience as possible; but the CE
this will not be enough. The

been restructured and clear game divisions
established. The company’s name — chosen to
indicate its ubiguitous appeal — will now truly
25 rather than just the

focus on all :

mainstream, as Guillernot explains: "We are not
just doing character-based games now; with

the acquisition of Red Storm we are going to
reach another target which is a little bit different
to our usual audience.”

Red Storm’s capitulation to Ubi Soft's
cause cannot be underestimated. It indicates a
distinct change of direction for the French
publisher. *It's one more target that we didn't

address,” Guillemot reasons. "it's a pe
audience, but it's a large audience. Wh
saw is that the volumes that are done in this
sector are extremetly important. We have to

have other brands 1o address all the
customers.” Ubl Soft has now divided up its
properties and it indicates a new way forward
for them. Three distinct groups have been

formed: Hall of Fame, Sports, and the Player's

Cluby. The Hall of Fame division will stick to

5 titles
such as Stupid Invaders, Inspector Gadget,
and, of course, forthcoming Rayman fitles. The

farmiliar Ubi Soft territory and include

company’s sparts brands include Pro Rally
2000, POD 2, and Carl Lewis Athletics 2000.

More interestingly, though, is the Player's
Club, which has been established to appeal to
disceming gamers. Brands include intriguing
RTS title Peacemakers, Bl Twin, In Coid

Blood, and the soon-to-be published add-on

to Everquest, Scars Of Velious. Those who still
believe Ubi Soft is just about pretty graphics
and branding should note that this new
addition to the persistent world is for level
30-plus characters only.

Some 1,700 people now waork for the
company, with Canadian and US development

obal assault. “What

teams spearheading the

appears solid enough. Rather than rely on
side development, production, and

marketing, aimost

houss. Even 9

Europe:

Al = g the

5 in time for Christmas.
ration’s French

ound lab, press

and administrative floors, you
he impression that this is a

mare than 100 products now in development,”
asserts Guillemot. 'We have groups to test the
different projects and we look at lots o
different ideas regularly. \We also have a good
tearn of thirdparty developers that look at the
quality of the product and the quality of the
leam that is going to create it. Whether they
will be able to get to the end of the project or
not is also [a d] at the beginning,”

Ubi Soft now plans meticulously to ensure
its products ship on time. Titles rushed in the
past have resulted in poor sales. *Our racing

Rainbow Six Rogue Spear (top) on PlayStation

looks an unlikely candidate next to Ubi Soft's

Disney Dinosaur (above). Both titles utilise powerful
licences, and clearly tap into very different markets.
The agcuisition of Red Storm sets out the French
company’s intentions very clearly; it wants to appeal
to all of the gamers, all of the time. A diverse product
range may be the future of publishing in the industry

Yves Guillemaot
Ubi Soft CEO
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titie Speed Busters was not finished when it
was launched,”
as well as we expected. But it has no
transformed into Speed Devils on the

Dreamcast, and that is now the finished

eals Guilemot. *1t ¢

been

version of the first one.”

A hard road ahead

It is clear that Guillemot expects a
he is to achieve his ambitions. When askad it
he believes publishing will become the
preserve of a select few, he agrees: " think
there will be ten, But there will be diversity fin
james] because the Industry is changing

constantly. Whan technology is o

¥-Box and GameCube. For the GameCube we
gon't have development kits, but we know

what the machine is capable of,” says
Guillemaot, Yet concerns that Ubi Soft is all
about tapping into audiences who are happy

to go with brand appeal remain, Ubl Soft Is

arker appr

amographic and w )} De
propriately. It is ant that the
s new batch of Player's Club titles are

few and its Hall of Fame games numerous.

marketed :

compa

Donald Duck and Bayman may have to

support the likes of Peacemakers for a while

t about Ubi Soft's nvals”

Ubi Soft is aggressively positioning itself
at the forefront of next-?en publishing.

“It’s just a wonderfu

regularly you can't be stable like n the music
or film inciustry.”

Uks Soft 15 aparessively positioning tsalf at
the forefront of next-generation publshing

Only Konami and EA have more tities on the
shelf for the PSZ launch in Ewrope and the US
“It’s just a wonderful time now,” entiuses
Guillemot. “The capacity wa have with this

we have been able 1o o=
engin at we can use. We have four games
ready for launch, and that m=ans our lsams

ara starting new proscts which wil De avaisbie

happy & 9o0d

H will be even bettee”

success af the PiaySiaton's

SCOre a simiiar Nt O nexi-{

time now”

“Blectronic Arts is really strong and | would say
number two is Konami," states Guillemot. "My
nivals are really the cnes that are the most

Solid,” smiles Guillemot. "We will try to do
ic! at one
point, but that will come in the future.”

The anly cartainty for softwa

better games than Metal Gear 5

i5 that the new generation of hardh
o result in even fiercer comp

are is going
3tit 3 Eague

of ten conglomerate pub v the future
for the inclustry? The battle lines have

already been drawn

Peacemakers was Ubi Soft's most ambitious title at ECTS. The military Al has been in development for over
ten years and the game vies away from typical RTS titles by including media, who can Influence the warfare

From top: Evil Twin (PC, Dreamcast and PS2),
Arcatera (PC and Dreamcast), Grandia 2 (Dreamcast)
and Dragon Riders (PC and Dreamcast) all show Ubi
Soft's dedication to Sega's llagging system. There is
a great deal of love for the machine at the company's

HQ, with prog s and team leaders quoting the
system as their favourite for bath coding and home
use. it's easy to understand their passion: Dreamcast
sales account for 20 per cent of all Ubi Soft's revenue.
These titles also prove the company's growing
credentials in the mature market, Yes, they still focus
on cartoon-like imagery, but all contain a darker side.
Evil Twin, in particular, is inspired by the films of Tim
Burton and will cross cultural barriers

08g
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Vi in that once upon a time running
2fLa.copy.of a ZX Spectrum or BBC title was
Ce as recording the Top 40 from

t as the industry has boomed,
tential revenues to be madea

=0 have the po
from bootleggi
In light of this,

Ng copies of Console games,
and the news that nexi-

gen
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P A R g i maniestation of piracy in the UK. generally o bt O

I g g in Europe, tends to be different to the USA. VT e LIRSS UL

Y Not hat's the point. of course T o
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e ten PlayStation titles, of an East End bamow b 3001 N Y
her format titles, that are beng soid, ny
n away, copled or downloaded, A C i, Bl e
We then estimate that, conservatively, even
if there are ten peaple buying or recelving free Repelling the pirates
s, wa say thal three out of ten Wrong, says ELSPA. Terry Anslow
erwiss QO and buy that game if chiet invesligator of the as
piracy didn't exist. So the ratio’s about three unit, 1= @ man at the sharp edge of
to one. If the industnys worth around a bilfion industry’s fight against professional piracy. software markel, “Organised crime has been
pounds in the UK, then wa're lbsing three “I'va got investigators up and down the very quick to realise how much money they

priTE . ' ; | sales for every oopy soid. | think that's a country, and it's hait ex-police, halt g can make from pirating games.” he states.
Y : - pretty reasonable analogy 1o use standards,” he reveals. “They oper 4 *it's not what it was in the Amiga days - little

il . i | L Reasanable or not, thers's no doutt, home, and we work in an unde S men in shably grey raincoats on a Sunday
VT W Lk howeve } g 1at capacity, in & lot of cases. to try and find the morning, making a few quid. These are very

R L . \iviciais who sell counterel games pecpie who are producing this kind of stuff, serious criminals, and they're rakmg al
P Ty for profit, be It at markets, pubs or suchiike - Wa will 4o investigatio
11T | dre making a kdlling. standards police or customs, or D 1o me about the cbscens profits made by
T VALY What is the commaon parception of " & haw aly up publishers in this country, but how does that
4 el professional software pirates? With many 3 t arrant-g ' compare with someone that buys a blank
Liies, peopie, the stereotype that immexgiatsly and the doot kicking-in.” disc for 40 pence, to sell it on for £10-C
e leaps 1o ming i that of the archatypal "doogy Ansiow has lound that t That, to me, & far more cbscene, and it's
geszar'. You might see thair face and shape S @ naefariol e trained upon the what we're trying to stop
" : “We'ra cetainly having an affect,
Wil - “ —— 7 . " 1 " though, because we've noticed in certain

i w Pp—— prveesd areas whete enforcament is good, it's not
. s = e > . = easy 1o infitrate these people. That's a very

- good indicator that they're wary of detection,
K : f We toak 200,000 gold CDs off the market
- i last yaar, In over 1,000 raids, There's a trend

;’“ towards prison sentences, too. If they don't
! go for copyright theft, then there's a good
chance they will be something else that

At o e - [ thiay're involved in.”

™

rmi' ' ' =8 : N “The individualé that Temy is busting,”
B = - e PR says Bennett, “are people that are sefiing
T i T A, Al S games for profit. They make unlawful money
i AT e 5 e = % : =3 4 =K out of someona else’s ntellectual propert
U 7 . - i hY SN S rights. It's stealing — there's no question
T e = et b 3 AT about it. These people are organised in the
Ly E sense that it's thesr iving. And they don't
] | Y TR - g s - always simply sell countarfeit software -
i) Mttt 4 e ' - = = = they're involved in ather things as wall, And

what moneay they make can go inlo drugs,
and they can maybe make more money «
of grugs, or distributing pomography, or
getting involved In various other rackets.”
L L T o T TR T L T R e T S R )
] SRR et BT L 1 N
R T e T LT T M
N ey CRAGRT B0« 111111y I TTITIARNMIN ST 15 DA S AT Ay
I TR TR EERVITY S| TTRITINA AR 001
b AN AR LR AN
el
WW A
! WHIEEMIN

AL
iy -!'"lm“"m'm“




Another successful ELSPA-

inspired raid. The hauls are
becoming increasingly large =
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N sional pirate. Irnmcally
‘enough, the roll-out and
growth of DSL could deprive
these rogue traders of a large
part of their potential market
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A\ quick to firm ELSPAS aless, It is an ille e d one that, in the long tarm, Saric i : W mm?-f

clairm that 80 per cant of all softwara pirates unit is entirely aimed at those people who are
are involved In ather forms of criminal activity, delibarately setting up business to underming

sometimes to a significant extant. *Eight out tha interests of the software publishing make a profit because
of ten are. Andl yes, It is that high, We'ra community, it's unlikely, put it that way, that can't produce any r
fincti dealers, drug importation, child we'rg In a posgition as far as enforcement gol no money to reinvest. That's the way
pomography and paramilitanes as wall." goes where we or any govermnment agency the world works.”
So ELSPA isn't merely adopting & could feel the collar of a person who has When copy protection devices such
‘pirates are p D d drug © ! been given a copy of a game by a friend. as Satadisc, validation codes and hardwars
gong to stand up n front of dongies are used with antertanment
d : “Right. we know that this software, they am designed 0 fod what is
goes on, and it's fina, we're not worried potentially the most dangerous pirate of all
D should be wornied about it. It's
an andermi itural fact, this casual piracy -
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DoiWe need alchange in the law 1o
do with broadband?

s thera any way of cambating the
threat of mamstraam pirmey? |||

by a dedicated cracker. How many average
PC owners, however, are willing — lel alone
capable — of wading through code to isolate
and disabie a copy protection routing? From
the ZX Spectrum to the X-Box, software
publishers recognise that ‘casual’ piracy —
that is, Individuals making copies for friands
and acquaintances - is an enormous threat
to revenue streams.

Integral to the industry?

“Piracy is a reality that's been with this
industry since... well, forever, really,” says
Peter Molyneux, managing director of
Lionhead Studios. “With the Sinclair
Spectrum and Commodore 64 you had
media that you defivered to your compiter
that was easy to copy — a tape or a floppy
disc. Wa've gone through lots and lots of
iterations of protection since then, and we've
tried joads of things, and here we ane again:
back virtually where we were a decade ago.
Ten years ago, | can remember we were all
talking about how terrible piracy is, and how
it kills our market; how a game is hacked
within three days of baing finished. We have
just simply never solved it. because there are
some very obvious things 1o realise about
piracy. The first is that computer software is
a very expensive thing — you know, it's £20
to 40 of anybody's money, | guess if you
start analysing it @n an hour-by-hour bases,

T
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{t's not enarmously expensive, but it's still
a ot of money for peopls to fork out. The
industry has to ba - and is — proactive about
coming down very hard on the people who
are making a lol of money out of pirated
versions: But it also has to understand that
cartain people are always going to pirate
games to give to their friends, becauss
that's the nature of the beast.”

It doesn't take a genius to surmise
that an absolute absence of copy protection
would lead o disastrous conseguences for
publishers, Howaver, Molyneux feels that
Intrusive security measures estrange paying
punters. “You end up adding fuel to the piracy
obby,” he says. "The cracked version dossn't
have a code number you have 1o type in —
you just play it.” Herein lies a deeper truth:
anything that might make an indivdual sesk
out a cracked version rather than an original
Is to be avoided. When [llegally duplicated,
the quality of wdeogame software is rarely
diluted. Unless specific portions of a title have
been removed or tampered with — the pruning
of nonessential files to facilitate storage on a
smaller medium, perhaps — the finished articie
Is Invariably indistinguishable from the final
release. With cassette tapes; or counterfeit
videos, a second-generation plrate copy will
obwviously be of lower guality. Not so with
videcgames: a 50th-generation duplicate
will be as good as the first
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Obiservers of the MP3 phenomenon have
argued that, far from being a thraat to the
music industry, the format Is in fact a powerful
markating 1ool. Napster is not the devil: it's
the FM radio of the information age. There is
a resonance 1o this argument that most Edge
readers will appreciate. As teenagers, the vast
majority of current twenty- and
thirtysomethings will have owned sizeable
collections of copied music cassettes, But
as aduits with disposable incomes, they
buy compact discs. It's not merely the higher
quality of the recording that matters: it's how
it looks. Raised on consumer culture, most
individuals want the whole package; the
proper sleeve and spine so it looks good on
a CO stand, the lyrics, and thosa extra tracks
that always seemed to slip off the end of a
C30. Is MP3 the cassette tape of the digital
era? Opinions differ,

The problem that the videogame
industry taces is that its wares are eminently
disposable by comparison, How many
owners of pirate copies will go out and buy
thie legit version because their self-image
dictates that it will look bettar on their shelf?
Fashions change within the music and film
industries, but the videogame industry is
different! progress condemns ageing titles
1o obsolescence. Moreover, few games are
played for longer than a day, a week, ora
maonth. The moment a pirate copy falls into
the hands of a gamer, that individual is a
potential customer |ost forever. If mamnstream
gamers could duplicate and give away
videcgames as easlty as they might with
cassette tapes or MP3s, It would lead to
disaster for the industry. The truth is, to a
cartain extent, thay already can.

Internet infringement
Edge, like all liberal entities, 1s not &
proponent of the view that the Internet
shouid be censored or regulated, It is
possible, however, that this useful,
entertaining tool could Kill (or at least seriously
damage) the PC games industry within the
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Internet auctions are proving lucrative
trading grounds for professional pirates, Over
the year anding August 31 2000, an Amernican
agency, the Sottware and Information Industry
Association, claims that action ageainst
Intemet software pirates increased by 235 par
cent. There were 757 cases initiated agans!
individuals or organisations distributing Segs
softwara, compared 1o 226 actions in the
previous year. In April, the SilA announced
that, in a four-day survay of Amazon.com
eBay, Excite ang Yahoo! auction ses, 81 per
I cent of software auctioned was prated. Begal
traders, realisng that enforcament agencies
are walching such activities closely, are noOw
collecting email addresses of EUCHon USers
that might be mterested in Cheap gamas n
order to contact them directly. But this is

the lzast of the software industry’s worries
— m“ MRt ensure that any version can only function
_— ’ W N on one machine ata time. It demands that }
My W the GO be present in the drive for a game i A
1o run, even though PC software generally L e i L s
Wl sllows all files be Installed upon a hard drive. ; __“m'-"”"""

W  Thefixed EXE files on Gamecopyworld M
i Temove this requirement, thus allawing the TP 1}
“ dod original copy to be passed on or sold. As WL

these files can be downloaded with a modest
T
58K modem, a single PC game could be

as far as the intamet s concamead,

A www. gamecopyworid com (and a
rumber of other sites) you can cownload
“fe!’ executabies for PC files, and
detaied mstructions an how 10 dupicats both
PC and canscie games. Ostensly, it offers
this aovice because the nght to make backup
copies of software is an element of US law
As retrogaming sites insist that game
downioads are for the sole use of thase
who own an original copy, Gamecopyworld

crack garmas in my youth, a long, long

tima ago.” offers Argonaut founder Jez San

“Twanty years ago | was a hacker before

| was a game programimer, it happens. it's

one of the ways that you prove your skill 1o
Sa how does San, with hes pnioe

knowledge of the soene, suggest the industry

prevents crackirs from pursuing ther hobby?
‘I don'’t know that you do.” he opines

“But then, maybe one day we should. it’s

ok
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requests simitar discretion from its visitors, in difficult. | genuinely think that the ingenuity
of the security creators is as good as thaf
of the security breakers, so | think it's a cat-
and-mouse game, That's just the way it
has been for aver 25 years.”

Copy protection on PC games is used
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practice, such polite requests hold no weignt
Is difficult to stop coders from cracking

copy protection: it's something enthusiasts do

fot fun and approbation, not profit. *1 used 1o

hinthin
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1 that truly complicates matters. Wider pipes i

equal more data per second, and the higher
that gets, the more leasitle Il becomes 10
simply download entire games. Antl-piracy
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organisations of government or industry origin
can shut down pirate sites as they find them.
There are even companies that specialise in
locating copyright or trademark infringement
on the Internet, such as NetRecovery
Solutions in the US. As no ISP of any
standing (or, for that matter, commion sense)
would refuse to remove pirated software,
‘warez’ sites are foroed to remain
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underground, where comman-or-garden
Internet users will struggle 1o find them. it

is, granted, possible for pirates 10 use a
server in a country with ittle respect or
regulation of copynght laws, but nations

with a vested interest in protecting the IP

and revenues of their own companies are
taking steps 1o deal with this, too. The worid's
dominant economees, boasting GNPs of more
than one trillion dollars per financial year -
Including the US, Germany, Japan and

the UK - can use aid and trade as cudgels

1o encourage developing nations 1o be 'on
message’ where piracy 1 concemed,

Peer-to-peer problems
Unfortunately, such efforts do little to
address the issue of peer-to-peer software,
Using Gnutella, Freanet, or any similar plece
of software, any piece of code can be
sfermed from one point to another, Lacking
the centralised server that Napster has, every
transfer is conducted from PC to PC. Buying

Tekken 3 Wa

Widdg [ [T -

a counterfeit game from a market trader
might make you feel a bit shifty, but a pretty
much untraceable download via peer-to-pesr
software, as San puts it “Doesn’t look illagal
It goesn't feel as if you have done anything
naughty, and no one will aver find out.” If you
have enough pipe, you can download or
upload as you please

Intriguingly, a study conducted of Gnutella
users by the Xerox Palo Alto Research Cantrs
dscovered that 70 per cent of users don’t
share theair own files (thair survey bestowsd
the moniker ‘free riders” upon such folk).
Taking a close lock at the movement of music
files, they noted that one per cent of users
offered half the available music for transfer,
while a mers 25 per canl of users served 98
per cent of requests. One explanation, of
course, 5 that those with the best bandwidth
can offer more tracks, and that individuals
with a mere 56K modeam - still the majority -
will be disinciinad to offer downlocads.

Tha fact that game files are exponentially
larger than music files means that, while there
will be many people seeking downloads,
fawer users will be willing to provide — hard
dnive space being another area of fite in which
tha “always fiving beyond your means’ adage
rings true. There is also another facet 1o this
8Sue. games are getting bigger. “Broadband
Is such a hot potato, it's unbelievable,” says
Molyneux. *So do we make our game:
in at ten gig. 1o prevent pirate:

But how much of a potential ten gig
gama is actually required content? When the
Utopia cracking group recently announced
that it had broken the Dreamcast's anti-piracy
measures with a software-based solution - a
piece of code on a CD, now being circulated,
that also disables terrilonal lock-out - the
weakness of the proprietary GD-ROM format
was revealed, Granted, cenain titles are larger

thar the 640Mb that a CD-ROM disc can
carry, but the pirate solution is elemantary.
People have been removing nonessential files,
like FMV sequences, before making the
resuits avasiable via the Intemet. Dreamcast
software is now avallable from a market pirate
or through peer-io-peer programs.
Compression, and the very nature of
game code, makas siza of only partial merit
s a preventative measure. On a PC, music
could be comprassed as MP3s, video
files clipped (wheare ralevant) and graphics
data crunchad, Furthermore, a simple program
inot dissimilar o instalishield) could automate
the entire process, “This usad to happen
quite a lot and it is definitely happaning now,”
offers Molynews. “The hackers are doing far
better jobs of compressing data and making
things more accessible: it puts us to shame a
bit. | remamber one game | did was on three
discs, but somebody managed to get down
to one. God knows how thay managed,
but they did do it.”

Below the radar

Uttimatsly, the biggest problem for thase
seaking 1o keap piracy in check within the

UK —as in all developed, software-producing
temitonies - is that it remans something of

a coftage industry. With Internet access
(broadband a definite preference), a PC and a
CD-ROM burner, anyone can pirale software.
With a modest outlay, a b pedroom can
be transformed into a
plant. The rewards are high, although,
increasingly, so 100 are the risks. Equally, the

ve duplication

‘casual’ pirate — and this usage of the term
will rile certain quanters of the industry, but a
distinction must be made n spend a few
hundred pounds and copy or downiload titles
for their own use, How many hardcore
gamers, given the opportunity 10 feed their

L e AL VA TR ARAAAMMNAEB 10011 <00 AL ot

—

F e -..r_ﬂlw

L ullmmm
. o |

(oo MBSV MR AL 10

U




SO,

T T i "

AP TIPS
- oo nneai
s O R IO

A

habit for less expenditure, wil rasist the
temptation? Whatever inroads it has made

into the massmarket, the videogame Industry

can't affiord to lose Its most avid sustomens.
coff when gamers cite il-
2d arguments about why DIracy &
justified in whatever shape or form, but at
least such disillusionment or irg is tangibie
{and, therefore, refutabla. And how many
former hackers and crackers, having once
espoused the idea that informalion wants o
be free. have gone legit?). Many mainstrsam
punters Duy . 3 chscs. however, don't
feal that their actions are raally legal; theft
g an abstract concart
things that you can
see — cars, wallets, televisions, oven-feady
chickens. There Is a world of differance
between drog 3 y of Deus Ex imo
a shopping bag in Dixons, and acquining
a copy from a pirate or the Internat even
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“Piracy will never be eradicated, DUTIS

reaches endgmic proportions, where pubil
recoup coﬁbemw it. Many solutfon

though, ethically, the two acts could
be viewed as similar.
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: There is & theory that you could pick any |
astul would find euidence of copyright law,,
prifringement theee - ﬁvmmmlulﬁ “'l' i
music, videogames o bootleg

Mo IO
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Many people are either ignorant of or and your UWPW‘? the Pmr} LA
indifferent towards copyright law within the r L
UK (including, in a perverse kind of way, the
courts — ELSPA has commented that punitive
sentences doled out during prosecution of ! _ |
pirates at present tend to be for trademark sthe ||
infringement. rather than theft of content) ) Vb
Edge has heard many anecdotes conceming
peopis - not prates, but those who Duy
product from them — sitemgfing 1o frade in or
saf dupiicate software to nde stores. Such
ravete 8 dmost touching

What staps e yoOu taking 10 prevent E D Impress upon peg

pEracy of your softwam? i
Should these be a shift in the law, so that

thass found buying sl software ars
Teaching rightecusness

Prracy will never be eradicated, but it's

important that it never reaches endemic

proporhons, whare publishers are unable to

reooup costs because of it. At presant, many

sohtions are being debated. At the top of

Them is 2t theory that suggests that mild
m moaamta massrnarka! penetmition of ||

' mm&msmmwm‘ ..Hm'l\l
\ perhaps, and the formal wou

\ becarrmumlau!ei = that a modic ,
'mmwhuibmeﬁtnagammhvﬂﬂtﬂ-

—— —— S S manlcturer People wil i shork Syl |

sdtmrefm-tnamuwﬂm

e . L o Jally put a fo o congole bacause they meMllﬁl‘j




= B
LT PORAATE TN ¢ YT

many peopla's list, though, is the principle {and political) nightmare,
of teaching the entire country to respect *What, zero talerance of software
copynght law., A siméar form of social irac aexclaims Molyneux, “Let me put a
programming i being attemptad In Hong guestion
Kong, althiough it's too sary to discern its and you came round to my house and saw a
thus tar. Other countries are whoie load of copled cassettes and CDs that
paigns of vanng scope. I've recorded from friends, should | g .t-'J al?
nes ELSPA's Bannett, “thay “It the police came in here o your hame,
as part of the school cumculum, an or anywhere, and they dia Hu;r\'.. WE Ve

-'||1 T .'.',1"t.'|'.'l!". | effe
' I" RO )
\ I1|l| r}

element of content that is purel 3 Qot you, son’, probably the last thing you'd
think of would be your music collection. |
think that's the game for a lot of computer
games. | don'l know the exact legality of it

One suggaetion offsren 55 & solubion 1o y
Perhaps we shouid P it but I'm pretty sure this is true: even when you

W1 PC piracy bnd, indest, pirary on ary

| gaming formal with & ht dove and lo have an industry In the long term,” buy a book, you buy it for your personal use,
Iernel acorss) & 10, via vt o continues Bannett, “we have 1o have a to read yourselt, and you're not supposed to

T3] i|_.| i 25 i W g
by & 4 suUrrspiitions means, ‘mondtor’ the degres of protection, so that people can jend 210 anybody, That just sh out
yright infringement is = noftwire contuled upnn 2 hard drive. ¥ i !
actually sell software, If tha! means re- of date all of our t laws are
Coulrl this be a sofution 1o tha piricy ACitaRy. o8 " o copyrigh :
protien? And, If 80, how can ahy nduiny educating people to respect intellectual compietaly out of touch with reality.
player smpiamant such & feature withouwt property to a greater extent, then that's Awtowardly, ‘reality’ differs in accordance

wifferng & public backiash sgainst : ing tha! has to be addressed." with whe you're speaking 10, Disney

the percsived invasion of pevacy |t ching pacple about copynght charman Michael Eisner went on record

oL ERp ALt and intellectual copynght is one thing, but recenftly as suggesting that media players
D¢ you fesl such programs (and their to respect it? That's a different matter entirsly. on PCs should be farmalised - that special,
mire sophisticated successomn) will, The sheer revenues generated by certai authornsed players might help prévent piracy.
with the wittespread uptake of brantband software companies engenders. ho He is alsp an advocate of snooping devices
Pat aocess, make the n:m il ermoneous it might be, the usual take on the at ISPs. "Piracy is 8 technical problem which

Il mll 2 e ol b

Robin Hood ideal. As one participart In must be addressed with technical solutions,”
Edge's piracy survey glibly commented: he told the Congressional Joint Economic

“it do=en't look as If Bill Gates s having to Committee in Washington, “We need
forsake many pies, does It7" An appreciation assurance that the pecple who manuiacture
VMUY o UGBS of cConsaguencas is a vital element of tf computars and operate ISPs will co-operate
pices wolll In e prove to be o : - 15 there an) Ce by incorporating the technology to lock for
uatinfacting anligene to piracy - alse . spail th Y-ty and respond Jlo piracy].”

os an adiditonil benelit, affiowing a argument? IS a legal system tuned to crucdy

wither spread of the himan demagragihic professional prrates and at least castigate BIQ Brother iS WalCth
ot it casual home copiers a reascnable The prospect of snooping devices installed

. proposition? The former might be possible. at ISPs is not @ salubrious one, but at least
aven desirbla - but gong after occasionally public uproar at the potential Invasion of
wayward consumers could prove a logistical privacy makes an entirely commercially

-
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.- }Irﬁlk_nlll‘wn_m &y other thowghts on e

At what polnt would pimey make a format’ |
tinviabie for Codemasters 1o work with?
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EXE files and patches for console releases

The number of sites offering “cr
is Increasing. In'the States, such & 'service Is legit - but UK users can still visit

1he industry MigRLIeach UROINLWIEE

f gamEsion Sona-st:

at'content will

on-gdemand

pe able to be dowhiloaded
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A Web portal, coptaining links to sites that offer instructions on how to
duplicate softwane. Onee DSL arrives, will similar sites offer full games?
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you have a hoax version: a demo of the title
in question, with a high-ras video fle of &
praduct ling-up attached to give the package
a convincing size. f studies suggesting that
the majority of peer-to-peer users take from
a small proportion of dedicated sharers are
true, this could be an effective spolier

A darker take on the above idea, of
course, is to release code spiked with
destructive payloads, individual viruses
programmed to senously iInconvenience
the: person in question, The legality of such
an appreach would be highly guestionable,
but how many developers or publishers,
uporn seeing their gama cracked and
distributed widely on s day of release
or before, would not refish the opportumnity
10 strike back, even anonymously?

New problems for next gen
For forthcoming consoles with hard drives -
X-Box and, if Sony eventually decides 1o
bundle its proposad drive with the machina,
PS2 - ring fencing Intemet access has

been suggested as the muost desirable
solution to a potential piracy problem. I
users rmust access dedicated servers, and
not the Web at large, accessing the wrong
kind of downioads will be an impossibility
unless the machine's security architecturs

is broken by a hardware or software crack.
Additionally, users will not have direct control
over the content of thewr hard drives. These
security measunas aiso have the inestimable
merit of allowing the hardware manufacturers
16 exclusively prescribe their content and
online stores — or the services of their

TRRLEY
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payng partners - ta all usars,

Dropping the price of software is
often espoused as the most noble manner
n which to antice consumers away from
pirats vendors. Although this state of affairs
is desirabie for all consumers, sub-£20 price-
points for launch titles is not something that
software houses, by and large, want. Many
are unconvinced that it would lead to more
sales and. thus, aguivaient or better revenues.
Indsed, with all eyes trained upon pay-per-
play arrangements, and other permutations
of the content-on-demand ideal, it's arguable
that calls for a drop In software prices -
however pleasing it may be for end-line
customers - fails to take into account the
direction lechnology is isading the mdustry,

S0 wnat does the futurs hold? Most
ooservers Edge contacted furesee that the
current balance of pirated and genuine
releases will be maintained - a cat-and-
mouse situation invalving crackers and
secunty systems, professional prates and the
authorties. Meanwhile, the majonty ol casual
pirates will confinue to be folled by evolving
copy protection systems. The sheer control
required to almost eradicate piracy entirely
cannot, and will not. be introduced overnight
— aithough, m the long tarm, 2 "boded frog
syndrome siuation, whershDy the haat s
steadily Increased until piracy s stamped
out, is not an ertirely fantastical possibility,
Equally, it's hard to give the apocalyptic view
of an industry crippled by pirate activity any
credence, bacause the industry s now 100
large, 100 established. to aflow that 1o
happen, Or Is it?
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A real threat

Whnen Edge interviewsd ELSPAs Bennatt,
he was attending a trading standards
management seminar in Londan. “There
was this guy down hene from the trading.
standards authorites who was saying: "What
wa need to do is to establish how many
businesses do not exist or have gone out of
business simply because of piracy’. It loses
jobs, and whers is the money going? Thene
is this perception that it's an actwity that
doesn't harm anybody. It's complets

and utter boliocks.”

Apropos of something or other, Edge
put the question to Bannet! that, as software
houses are capialist businesses dsdicaled
1o the pursurt of profit, it's going to be
hard to eficit sympathy from all quarters
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of the wider population. :

“What actually sustains the market, the
creativity?" Bennett retorts. “There have been
alot of figures bandied around recently: what
does it actually cost to produce a game? It
costs a million pounds, at least. So where
does that money come from? It peopia want
a games market, then somebody has to pay
for it. We live In a society now where
people do expect something for nothing
Wedl, it doasn't exis!, actually, other than
in tha short term. But if people continue to
expect somathing for nothing, then eventually
they'l gat nothing. We live In a capitalist
sociaty, Lika it or lump It. That's the way it
works. i we turn into a different sociaty,
well, 50 be it. But you can't have it
both ways.”
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SIX degrees

hat do you get if you cross musical

lollipops, a Track & Field-killing robot,
lemon squeezers-turned-video remotes and
handful of post-grad students? Four fioors
up in the Royal College of Art, the (entirely
serious) answer is being forged in the
furnace of cutting-edge interactive thinking
by scholars on the college’s MA in Computer
Related Design. With the first bells of term
ringing in students’ ears, Edge met with CRD
course leader Rory Hamilton to discover
what the post-graduates might have to offer
the videogames industry.

Established almost a decade ago by
graphic designer Professor Gillian Crampton
Smith, the RCA's CRD programme has
managed to build a strong reputation in
academic circles. The course’s fitle has

Of INnovation

The computer related design course at the RCA is

designed to encourage research in the field of

interactivity. Edge looks at the opportunities

students’ work may present videogaming

EDGE 91

confused some oultsiders, but the range of
skills and technologies it spans is hard to
encapsulate in a simple term. “The name of
the course is delitnamtel'yr vague because it
covers so much, but really, when it comes
down to it, we're talking about interaction,”
Hamilton explains.

Robotics, programming, social
awareness, wearable hardware, multimedia,
interface design, mobile technologies - all
are topics that fall within the course’s remit.
“The department started off in the product
design department, so it still is within that
school of industrial product and
architecture,” explains Hamilton. Work

' < 083 >




takes place in a freeform study area that
could easily double as a set from a
sci-fi flick; cables dangle from industrial
tracking like creepers in an electronic
jungle. No student's project is ever purely
conceptual - design prototypes, no
matter how outlandish, are required
to be reasonably functional.

A classic example of what we would
design is a video controller that people
could actually use," says Hamilton, “That's

Crispin Jones' ‘ZXZX', an International Track & Field-b
examination of the concept of cheating in vid

ing robot, is d d to encourage closer
ined :

A

you can deceive a computer

“A classic ex
people could
thinking about the properties ©

actus
of

()

. of Holy Grall... We're quite of
vjects and their inherert interactive qualities

2o controller that

our kind of Holy Grail, and sometimes
people do it really well.” He illustrates this
further: “We're quite often thinking about
the properties of objects and their inherent
interactive qualities. What can objects
represent, and what can they do.” How
this presents itself in students’ work can
be surprising. “In one year they did a
video interface which could only use
kitchen utensils,” he grins. “Some of them
worked really logically = pouring juice in
represented length of playback time.
That's how you teach people about
objects and interface.”

Henry Newton-Dunn's ‘Machine Not Robot”

g ing to the position
of sensors set into its structure as its arms
are moved in relation to each other

< 084

Peripheral vision

This year's ECTS saw Sony unveil an
official dance mat for PlayStation, while
motion-tracking was demonstrated via a
USB Web cam connected to a PS2.
Meanwhile, Sega continues down the
peripherals path, with Samba de Amigo's
maracas and Seaman’s microphone
joining Sega Bass Fishing's rod in Edge's
tangled games room. You'd think that in
such a climate CRD students would find a
natural home in the videogame industry.

“| think more than anything we’ve
been influenced by the games industry,”
admits Hamilton. “It opens up possibilities
for us of what could be applied to things
other than games, either software or
objects for use in the office or home that
aren't actually games.” A strong social
context runs through CRD work, reflecting
the thinking that technology is purely an
aid to interactivity — subservient to it.

For the traditionally technoliterate the
reverse is often the case.

“Quite often our students think more
about the social implications of something
like a game. Like [Konami's] dancing game
— some of our students did a piece which
came from that, because they loved the
idea of people dancing in public,” says
Hamilton. “So they tried to take it out of
the context of the arcade — and whether
you were a winner or loser — and actually
make it into something that could be put
into an office foyer.” That train of thought

EDGE 191

resulted in a wall of sequins which
masked a set of camera-activated
fans, which would generate the shapes
of passers by as the dancer frugged
around to a reactive music track that
ups the tempo the faster you dance.

Last issue Edge featured a tabletop
game entitled Phantom Limb, created by
former student Graham Plumb. Using
virtual smoke and mirrors the game
‘swaps’ opponents’ hands in an updated
version of Pong. However, Hamilton says
this is often as close to the mainstream
game industry that CRD work gets.
"Graham'’s piece is quite unusual because
it really is a game," he points out. “Most
things would be subverting games a bit
more, or taking game language and using
it in a different way."

Recommended links

Computer Related Design
www.crd.rea.ac.uk

Computers and Human Interface conference (CHI)
www.acm.ong/sigchi'chi2000

Ideo
www.ideo.comfideo, htm

Doors of Perception conference
www.doorsofperception.com

Ivrea (Gillian Crampton-Smith’s next major project, based in Italy)
www.interaction-ivrea. it




‘Connecting Flights’,
designed by Ramia

Maze and Monica Bueno,
is devised for playing
during long-haul flights.
The game is based
around a story, and
fellow passengers can be
‘bribed’ to reveal further
information on the plot

ca

i

Maobile applications
The post-CRD destination for an
increasing number of students is the
burgeoning number of WAP and maobile
content companies, and phone suppliers
hungry for fresh applications that will
make consumers buy yet more airtime.
“WAP sites are just dull Web sites,”
dismisses Hamilton, “but when you can
start to offer services that people want,
make them exciting and make them
social, then it starts to get interesting.”
Hamiiton illustrates this with an

example of mobile-related work by one °
of last year's students, Joseph MaclLeod,
who made a WAP service that ‘stalked’
the user. “it was for people who didn't get
enough attention, so they got this virtual
stalker who would phone them up and
leave them SMS messages,” says
Hamilton. Using new mobile phone
features such as cell broadcasting, which
enabiles the network 1o identify which
signal area you are in, MacLeod created
another variant on the stalker theme. “You
actually had to get out of that cell because

Other options

Given the nature of the MA, many
ex-students retain an active role in the
creation of interactive public work. “A lot
of our ex-students have worked on
projects in the Wellcome wing of the
Science Museum, which is all interactive
stuff,” relates Hamilton, “Two have a
whole fioor of video-projected work."
Support has been gleaned from several
large benefactors, including Casio,
Sony, the BBC and Ideo; the CRD's
adjoined research department is funded

you were being tracked by this agent,”
enthuses Hamilton,

A more friendly approach to portable
interactivity was taken by Henry Newton-
Dunn (brother of ‘Bits’ presenter Emily).
“It's all about location-based stufi,”
Hamilton explains. “Henry did one which
was all about place markers. When you
got to somewhere you liked, you could
note it down in your PDA and you could
recommend it. Other people could access
your markers, so you have kind of a Time
Out by the people, for the people. It even
came down to stuff like marking your
favourite tree.” Since completing his MA,
Newton Dunn has been assimilated by a
Sony thinktank in Tokyo. "I think he's
doing some quite playful things over
there,” Hamilton says cryptically.

entirely by outside sources. “They
understand what we do, and what our
students can offer them," states Hamilton.
“Because we've had friends in industry,

it really has helped spread our ideas
around. We've been really lucky.

“We have quite a few people working
at Ideo in London, on lots of projects,
from ticket booths to Web sites to
handheld devices. All the handheld
stuff is really taking off.” Outside
demaonstrations of what the course




Dominic Pullen's *Juke Pops’ gives users the
opportunity to have music piped directly into
their head via a tasty, table-mounted lollipop

has to offer take place on a regular basis,
organised both by the department and
current and former students — one such
was recently staged by a group of like-
minded graduates including Heiko Hansen
and Helen Evans in Brick Lane, London.
“The students are doing presentations in
November at Doors of Perception in
Amsterdam, and at CHI — computers and
human interface — which is a big American
conference. They always go down really
well there.” Relations with that most
famous of American technical institutions,
MIT, are also good, with a conceptual
synergy between the two departments’
directions. “They're much more the *how
we build it', we're much more the ‘what
should it be, and should it feel like, and
why build it?" people,” explains Hamilton.

So, does Hamiiton feel there is a place

for the CRD mindset within the game
industry? “I think what the students would
find limiting about the games industry is

games

the screen-based aspect of it,” he states.
“But that could all change as well,” he
adds. With the broadband dawn clipping
over the horizon, massive questions and
potentially thrilling opportunities present
themselves to the entertainment industries
every day. Hamilton feels that once
consoles are connected to widespread,
high-bandwidth networks, then his
students’ interest in the videogame

field will Increase exponentially.

“Once you start to use games across
networks and the Internet then it becomes
more interesting. That's the kind of space
our students are more likely to respond
to,” he says. However, he is quick to
add that: “Most of our students love
games in some way, and are really
influenced by them. | think it's the idea
that you can use some of the things that




er', developed by Joseph MacLeod, offers
=ly mobile phone users an attentive “friend’,
sends them SMS and voice messages

Ce

Plamb’s F Limb i

with their opponent’s hands, neatly subverting
ished ideas of interactivity in vi

games do and take it into other parts

of peoples’ lives; to make using an
ansafone or a video recorder more

fun and more intuitive, because that’s

the thing about games - they're intuitive.”

CRD's door is open to all-comers,
and Hamilton insists that people from the
games industry should come and attend
open days and see what the students
do and talk to them about it. The
communication flow needs to begin in
both directions, because, as he points out:
“| think there'd be a lot of students who'd
be surprised by what the games industry
might be interested in.”

The question is: in what sort of
direction can Hamilton see his students
taking videogaming? “There’s a lot to do
with intimacy and interaction with loved
ones across distance and things like
that,” says Hamilton. Nintendo’s new
Game Boy mobile phone connectors
spring to mind as he adds: “Those kind
of things could be developed into games.
It's always that other dimension, getting
people away from just the screen.”

The Computer Related Design
course's next open day at the Royal
College of Art is on Thursday November
23, Call D20 7590 4293 or email
crd@@rca.ac.uk for details.

The six degrees
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Joseph MacLeod, ‘Stalker’

MacLeod devised this WAP service for lonely 21st century types, promising
to: “Fill the gap when a person moves from a communication-heavy lifestyle
to a communication-light one — after a change of jobs, for instance, or the
end of a relationship.” Users are sent SMS messages and even called by
their Stalker, who leaves something for them to chew over as they fall
asleep. Or not, as the case may be.

Graham Plumb, Phantom Limb

While on the surface Plumb's creation has very game-like presentation
(being basad on Pong that's inevitabls), it is underpinned by strong thoughts
about the nature of interactivity. “Rather than using the interface to reinforce
stereotypecal views of reality, intertaces could be usad to break down the
perceptual fiters we are used 10,” he explains.

Crispin Jones, ‘ZXZX’

Bound to raise a smile on the face of any hardened gamer, Jones' "2
is designed to take the classic concepts of cheating in videogames o
another level, *'ZXZX' offers a way of thinking about the cheating devices
available to digital games plnyers,” he says. “It also poses the question:
what does it mean to cheat or deceive a computer?”

Dominic Pullen, ‘Juke Pops’

llustrating well the free-ranging thinking about entertainment that the

CRD course generates, Pullen’s ‘Juke Pops' are inspired by the fad for
novelty bars and eateries, such as Soho’s Yo Sushil Users select a flavoured
loflipap, take it to their table and attach it to a stalk. The chosen flavour

then communicates with the stalk to pipe music directly into the user’s
head, the tune defined by the lollipop’s Havour.

Ramia Maze and Monica Bueno, 'Connecting Flights®

Designad for playing on long-haul fiights, Mare and Bueno's concept is

one that should appeal 1o many reguiar travellers: passengers use their
entertainment consoles 1o take part in a mass story, able to discover more
of the plot by bribing other players for information. The game is also affected
by the movement of the plane, as it shifts through different time zones.

Henry Newton-Dunn, ‘Machine Not Robot'

With a broad base of multimedia experience already under his wing,
Newton-Dunn was keen to take some of those concepls into the

physical environment. He describes ‘Machine Not Robot’ as: “An interactive
sound project based on the notions of performance, emotive interface,

and group dynamics/communication. I'm mainly interested in engaging

the adult, and technologically (not) interested.” By moving the machine's
arm through space, an interactive soundirack is generated according

o the positions of sensors in its structure.
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‘Word of moutn®

Voice production in videogames is a notoriously hit-and-miss affair, and the role it plays is often overlooked by publishers and developers alike.
Edge talks to the professionals who intend to change all that, and dispel forever the industry’s misguided notion that talk is in any way cheap

Mark Estdale Charfie Colquhoun Dean Gregory Laurence Bouvard Sian Estdale
managing director artistic director commercial director actross operations manager

he year was 1981 and a new gamers in a peculiary human way.

cabinet was wheeled into Its vocabulary was far from

arcades and cafés across the expansive, and its synthetic tones
country. Some cf the older machines were hardly subtie, but when Gorf

with their chipped hardboard and teased potential players with the
cigarette bums were relegated to a phrase, *| devour coins!”, before
darker comer of the establishment emitting mocking iaughter at their

or sent back to their manufaciurer to lack of sidl and co-ordination, a
be stripped for parts. Usurped by tis curious and profound connection

vibrant upstart, the angular vectors had been made. A connection

of Asterpids and the two-frame which 100K videogames into a new
animations of Space Invaders dimension of communication had
were already beginning to lock ke been made. Surely, it wouid not
something from a past generation. be long untll the use of speech in
Gorf had amrived. and it spoke to videogames drew players in with an

EDGE 089 >»




emotional intensity unimaginable

betore G

s has come ang

Storm and

HECITUM WNICN S

been possible. But those crackling

and nis:

19 tores which once

astounded have long since been

replaced with CD-guality sound
reproduction, However, 19 years

on from Gerf, the popular perception
Is that the general standard of vocal
content in wiceogarm

5 iS pOor.

Fast talking

The notion that a game can be
placed in the hands of a professional
recording studio to have all the
dialogue completed within a couple
of weeks is still prevalent throughout

the industry. As a result, gamers
could be forgiven for believing that

D look forward to in the
coming years Is rushed and hammy
voice acting. In a bid to discover

all they have

where volce production is heading
Edge sought out & company among

the farms anc

of remotest West

Ik about the discipine’s

ember 1998
rce Media is on a mission to
bring the expertise, professionalism
and high production values prevalent
m and television industries
o an area In game development
which often rates as something of
arthought. “It's such a young

there are so many elements which
need to be brought together. Getting

to a developer early lets them stant

thinking about what the issues are,
because generally they haven't
even considered them."

The Outsource Media team
consists Estdale, artistic dirsctor
Charlie Colguhoun, studio enginesr
Mike Timm, commercial director Dean
Gragory. 2nd al of them gather around
a farmhousa kitchen tabie to talk to

e, B wonong iam

ST yargs away from the

WINiCh nas Deen

uid appear 1o be
far aweay from the cutting edge of
volece production —a peculiar cottage
ving big corporates
and THQ. Asif to
gruity. one actor

industry
ncluding So

i 1t the

for a session begins
on a new Alan
Partndge vehicle, while ona of the

Estdale children - not guite speaking

10 taik of his

yel = drops a toy car into your
comespondent’s hand. This is a family
business where operations manager

Sian Estdale deals not only with the
day-to-tay running of the business
but provides sustenance to visiting
5 alongside her twins.
"“Wa looked very carefully at
studios In London,” smiles Estdale,
cording here pravides many

VOICE artl

nterviews and ounng

the studio. *I was concemed at first

10rs wouian t want

the way out here but they

coming back,
“In fact, the only problem we've ever

had |s when the sheep
next door get dipped. It can create
quite & racket. But I've

SOUN

the surrouncing area -

Specialised language
There is something forthright and
appealing about Estdale’s take on

the industry. Developers are beginning
1o specialise In key areas such as
scripting and voica acting, he argues,
but; "Volce production is different from
music production and different fro
sound sffects production. T
differant sets and different
focuses.” Some developers am
leami
thinking more about their production

uickly, he asserts, and are

and post-production, but is this the
ss the board? Many of

case ac

these specialists may be brought

in for one project only, some just for
consultation, Outsource Media wants
ovide a stable production model
that develo -an rely upan. "We

ae o quality, and as

a reasonably small production

company with high values we want to
find products where we know theme's
a real commitment to guality by the
developer. Many don't care how it's
done, they just want the pain talken
away, You can do that, but it's of no

I hear voices...” Gorf (coin-op)
Vocal content in videogames has something of a
chequered history, and can range from the sublime

to the downright ridiculous from title 1o title, sometimes
with little apparent reason for the fiuctuation. Edge
reviews the best and worst examples from the past and
prasent, and looks forward to some next-gen games
that are taking a new approach to the entire issue.

Giarf brought speech to the
arcades in o stantling way. The
poRding voioe couid smbarass.
cajcle and mock the player for
P shortoomings. Would the
game have besn sa fondly

ramambered otherwise?

Meteor Storm (ZX Spectrum)

Ths 808 wonder - an Astervidy
rip-off from an eea when patents
and IP copynght wens cormmonly
ignored within e rosogams
ictumtry - aftempted 10 speak 13
rame. Tha result sounded mors

fike an MBACT Desnking wind,

< 080




| Day Of The Tentacle (PC)

LucasArts has generated a
oood reputation for ity voice

production valuss, Both Day Of

ha T

che ang Gem And Mas

matched the vouces to the
characters with an assurance

often lacking in other games.

Resident Evil (PlayStati

on)

Ore o

i Utlen which has
ghven voles production a bad
name, The decisian to go with

hackneyed B-movie accants

and dalogue only servad 1o
UnGETING the tension

generaied through the game

Broken Sword (PlayStation)

Largaly commendad for its
usa ol voice acting for the
LS vorslon, but Broken Sword

wins s successiul in othar

fertes. The French had
fo suffer the change of the

haro's vesce midway through.

MEchanics ¢

exception rathe

1 the rule that

Maorris has work
Antonio Fargas

ranging

source M
Keeps two icons |

s recording

tudio s smafl
n the room: Buddha and Sonic. T!

equipment assoct

Tim Baldwin, busine

of Matinée, ha

with music

ind film proc

ese represent both the calming and creative sides of

seen mar

SUDDI

Ng

dale
the business




Final Fantasy VIl (PlayStation) Vampire: The Masquerade (PC)

Vampire is an oxample of the

The game which made grown Deus Ex painted a hopaless

detrimental effecen of a poar- dywtopian future, where the rich

man weso. but 7

siogue Wi ‘spoken’. The quaity scnpl. The pseudo- and poor $t00d united in one

&

combmaton of text and image medisvg setting resullind In thing: therr 1emble overacting

= perhaps batter suded to same truly risible dinlogue, The dark atmosphers came

producing emational content which no amount of skiffu clowa to baing apollt by the

WCN voNces

untit graphcs imp acting could compensate for charscters’ sub-co

paramount. Estdale is also happy

caution:

use stars, [ 1gainst

for the o | Darrow

2 think
tits

obvious, F
we'll he hirm

Ne

tha movie indus

erthalegs

videogames

of Estdale's main concems: “It's no

having

D mind.

| localisation

ng that this

rush job Is hard to dispel, It

on which had

buit up. The challe

bath the i

nwitn a game

Big publishers

ry 10 kesp all their voic

n-ho




cript and 171

ing the voice for ev

on, and

1 only get

Ersunng the nght

to Rc

regulars; “Vio

ine part 5 no
Brendan McNamara

any difficu

thesr parts gunng mo

We then use these

game moce

character with our ong

Increasi

Y

Inciples. Scrpting and voice acting
are just two additional areas which are

ised, But

No One Lives Forever (PC) - i ba released

Early code for No One Lives
Forever was notatsis onfy for the
richculous US interpretation of &
Scottlsh accant. After this was
pointed out by sevesnl games
ournaists. Sleps wese quickly

Taken to MpAoVe Manens

Titanium Angel (PlayStation2) - i be ek

Ontsowrce Madia i currently

The Getaway (PlayStation2) - o e reis

working on this bitie, and

that itz production mathocs

produce a convincing peckage.

Photographs of ral

characters ane given 10 the

% befors recording Dagins

1

Sony's next-gen titls is perhaps

10 use the aciors Ir
both in-game imagery and
voal content. This has rused

soma problems, nowsver, when




Evry lmws, Edge melatin
et indevalten or
wPRrE Vs RELA Yy A

U Dot e FReslr

s o A ATER
tvp el vaum, Edge’s
g Fysiem s fnt, progreeane andd balances An

BYEERGR (ETe (e AN dvarage mal - rof, 55 many
bedes, iy oul of ten. Broadiy speaiong, scores

COTESRONG 70 The foflowng sentimenis: oni dissstroun,
o mepaling, thes: sevieedly lidasd. four disappoiig

v Ayvmsge, s nomgatont. soven | distinguistis,
mphtl esoallont ning ! aktounding, teb favdiitionony.

Edge
Titles slowing productivity this

The Secret Of Mana

ECTS gone s dusied, Edge poppesd intt) 1he rets
sacon of Computer Exchangs and faEid muhg
money for & US copy ot Bounres 166 masiepiecs.

Cybernator

Ancthes Inp 1o CEX a8 a twoehour oalay returming
Ty the WRC 2007 vint saw Edge seriure outsine
Blmingham's tra) Stirtion straighit 1 the el branch

Perfect Dark

A litfle slow of firat, granted, DUt give 1 Time:-and this
evenfually mveals isell 10 be a fing comparic o
thasis locking for PD-reigtad thrills while on e mose

Tomb Ralder
Intriceats and exensive, Edge s suitistiy imorassed by
the Garme Boy Cdlors pliatfonn conversion of Sdes’

micrstor frarching, Thes's s 0 Ms Croftyet

Poor Anaemic Likeness

alking about shameful PAL conversions in the 21st

cantury comes as something of a surpnse. The subject
of many a reader lstter during the 16bit era (and the primary
reason behind rmany a gamer’s decision 1o go down the import
route), the letterbax effect and 17 per cent loss in game speed
resulting from an uncptimisad NTSC-1o-PAL conversion has
taken something of 2 backsaeat in recent times. Many
PlayStation pames continue o carry siight barders and
usually run 8t 25fps compared to their full-screen, 30fps
US and Japanese cousins, but more often than not the
code is optimised to offsst other problems.

in all of this, Sega stands tall and proud. Back in the Mega.
Drive era considerable sffort went Into making a number of
conversions almost idantical 1o the NTSC onginals, which is
rmore than can be said for Nintendo, By the tima the Satum
arrived, the company was displaying far more respect for its
PAL consumers than any other manufacturer had previously
botherad to (or since, for that mattar), Would Nintendo have
bothered to release optimised versions of Sega Rally or
Virtua Fighter 2, for instance? Evidence would suggest
otherwise. When the 128bit barrier was broken (and realising
that most televisions in Europe were capable of updating
images every 1/60th of a second), Sega went one better;
becoming the first manufacturer to offer PAL gamers the
opportunity to play full-soreen, full-speed imerpretations of
NTSC software. The decision may have resulted from
technical issues (developers Edge spoke 1o at the time were
at a loss as how to transiate an NTSC signal into a full-screen
50Hz image out of the Dreamcast), but the option is there.
Regrettably, not all developers take the trouble to include a
80Hz option with their titles, but that's hardly Sega's fault.

Fearing that Sony would neglect to include a similar
feature for its Euro PS2, Edge contacted SCEE shortly after
the Japanese launch, keen to leam the company’s position. A
few months passed before a press release stated that not only
would PS2 games be able to include a Dreamcast-fike PAL
B80Hz mode, but from now on the option wolld also extend o
PS1 titles. However, the initial batch of PS2 software, it
warned, wouldn't necessarily benefit from such a feature.

Perhaps the Ridge Rscer V and Tekken Tag Toumarnent
debacles will encourage developers to take the issue more
serfously, 8s gamers won't tolerate languld conversions
in the 128bit age. Don't expect Edge to, either.
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TimeSplitters

Format: PlayStation2 Publisher: Eidos  Developer: Free Radical Design  Prioe: £45  Release: November 24

astoundingly great, analysing
Dark's sublime use of innovat

or trying to nurture the kind of t
responsible for Deus Ex, Ti

oving contraflow

of an action hero from a mid

TimeSplitters isn’t a lot of things. It isn't subtle,
it isn't pretentious, it isn't visually revolutionary
or even instantly great. But give it a little time

ood production.

The story mode offers onep
-0
uncammonly e

/), fun on an

ning es scatiered be
to 2035 reguire you to j
artifact and bring it back to the designated
spot. Thare are no cut scenes, no layers

re mo:
n the story mode wher: The general diversity of the armament is good, and well thought out. The majority of weapons offer a
secondary fire mode, with some of them (such as reflective bullets) proving particularly effective

a caul

approach is preferable (satisf

the levels alternate in pace), but quit
out af the Story mode if you want 1

less consistent and more clutterad by

d this game took itself seriously.
game 1o show its true colours, emotion) are utterly relentless — camping is it
TimeSplitters doesn't focu

n't perfect, of course, but niggles

aren't majorly significant either. For

not an option: either keep moving or ;
oneplayer gaming. Connect a multitap, Which is something you'll probably be

nstance, the characters would beng
select Arcade mode and indulge in fur deing a lot of in the Challenge mode. Only from a wider repertoire of death
deathmatch, bagtag, capture t unlocked after completion of the Story animations, some of the explosions leave

knockout, est option, thi series of scenarios you feeling underwhelmed, and the

m

with up to three other p
the nakedness of the le

context — the a

& limit oneplayer experience ¢
entnc than

1 COMe across as
> bland (regardless of the title being
, and the rest of the game. Expect to be asked geared towards multiplaying). And despite
running into chairs or admiring the scenery to knock heads off 50 zombies before ame'’s pace, the le f detall Isn't
while scrambling away from a particularly

The smooth fourplayer mode has all of
the playability you would expect from i el Bt 3
ex-GoldenEye team members. An wouldn't do. Make
extensive options list is also a given enemies (the Al kind — humans tend to be

geful shotgun-tating zombie just

no mistake, the

096
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The Al is particularly suited to deathmatch
situations. In Story mode it's also impressive,
with opponents using their environment for
cover, but it's not the most advanced ever seen

Changing rooms

The characters are some of the most distinctive to have appeared in a FPS to date, their diversity helped
of course by the time-traveliing nature of the game, and unlike PC FPSs, they're fully animated at all times




Metropolis Street Racer

Format: Dreamoast Publisher: Sega  Developer: Bizarre Creations  Price: £40  Release: Novembaer

F irst, a scientific principie: the quality

player
corner

of the car
e licence -
these ihcance. If
yOou appro: bend and know that the
position of the car must be minutely tuned
that the brake and accelerator must be
applied with instinctive timing and that the
bend has an apex all of its own that must

be perfectly exploited, then you are

playing a

1 — reguinng you (o

by expenence.

n about the

and it tums out that this
asting enough
he usual set-up
ime Attack challenges

r cars— in MSR's
, you have to do
The game

5, the first 24 of

The split-screen mode (top) only subtly o

affects graphical performance. Tokya's you'll need ic
wide roads (above and centre) are great of timed runs, ¢
fun in both one and twoplayer modes

2 N 3 senes
g udos' points for
matters such as d skill, and losing

them for hitting crash barriers. Kudos is

Street Racer treats cormering as a
more like a real sport — requiring
skill and rhythm fed by experience

again, improving your
parformance each time,

The visuals are something of an
enigma. On one hand, of course they

are staggering, providing unforgettably

and London

-mile regions

en jammed into the ¢

areas have been ¢l

fe dozens of circuits. A list of what

I'll see in the game is pointle

guitle book to any of the cities, look at the

4]

The ‘Strest Race’ circuits pit you against up to five other cars. The Al drivers are skilled yet
overtly aggressive - often knocking each other out of the running in the fight to get ahead

y problem lies in
midday in San Francisco, t y seems
strangely overcast, and huge shadows
laam across the street. This is frustrating,
because F355 and Ridge Racer V have
hat 128bit te:

lighting - these b

both shown n do with

r is different
ral lypes

er mode

dingly Qe

the handlir

via the standard b

you with its

True, the frc

N many minu




This Lap

FastestlLap

rastestLap

4

LAP lofS

This Lap
22 890

LAPIof3 4B WP

Night driving presents a noticeably differant
challenge to day events. As in real life a more
cautious approach is sometimes necessary

Tat it Tipe

Weight distribution and wheelspin are both handled
well, The latter comes with loads of smoke (right)

3rd |

LAP lof5

This Lap

F margin

. you get

Fay S sﬁ!‘n

It

LAP3of3

LAP lof3

MSR provides excellent showing-off fodder for the well-travelled gamer. Tourist hot spots such as
of ten Asakusa's indoor market (above left) and Big Ben (above right) will provoke cries of * een there!"



The twoplayer split-screen mode, with
no noticeable slow down at all, gives
SSX a further extended lifespan. Human
opponents are marked by heavenly rays

X

Format: PlayStation2 Putisners EA  Develiper In-house Frice: £45  Relsasa: November 24

While the player s In the air, tricks can be performed by using the D-pad for turns and the L and R buttons for
grabs. The longer the grabs are held, the more points are accrued, and multiple tricks score bigger bonuses

T rprise. For an EA Sports title
albeit EA Sports Big, the publisher's
new range of 'extreme’ games - SSX is

oddly laden with enthusiasm and personality,

bereft of the corparate franchise feel that
marks the interminable Madden and FIFA
series. The ca

N parsona sits on top of
a structure that will be instantly recognisable
to fans of the genre. The player chooses a
character, a boar

negotiate. if you wi
perform enough tnicks, more characters
boards, and courses are unlocked

nd & mountain to
enough races, or

For an EA Sports title, this is oddly laden with
enthusiasm and personality, bereft of the
corporate franchise feel of Madden and FIFA

Strange, then, that

atypical EA outlook, SSX
graphically astound. It's not that it doesn't
have its moments of splendour, but rather
that they're just that: moments. Though the

draw distance impresses, there are none

of the jaw-dropping
boarding sections o

exampse 1s n the 1ce
sama non-refle

: skid off an
am

used to represent it since the Bbit era. into the compacted snow, tilt the angle of

the board to match the contours of the

Thankfully, If the visuals come as a slight
disappointment, then the handing proves
to be anything but

land: career off the frozen powder and
readjust again. Since part of the skill

es finding taking the numerous

the N4

Snowboarding ond is the impac Those multio mbined with

{, Every
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The right analogue stick controls your arms, meaning
well-timed punches can knock down opponents

A matter of course

hilflsicle within min
nstinctive. and Himng ramps perfectly, combined with releasing The courses are supremely designed, and disparate in mora than just texture sats, While the first map
thing jump at exactly the right moment, can give plenty tew surprises and serves as more than an introduction ta 55X ok and fesl, the sec
nc |
" of opportunity for extravagant stunts, but may not [ { -minute ntamsice evel thresis a hrough a
antast

be as guick as taking a ground-based route. A
biggest air’ time is given at the end of each level




Sacrifice

Format: PC Publisher: Virgin Interactive  Disveloper: Shiny Entertalnment  Price: €40  Ael=ase: November

i
o, S;:r.ﬁr e ends up

s blend of Bullfrog's

Wi

J U1
J L | I 4l
0 \3\:.”(-,;.9 1984 Wi Tl ‘ﬂm'i”." it

Jrl' “h’”rﬂr ”#

er game, but
ng dnl‘)Ther

CkK gnemies |
I

and then move in to capture their ~ TR . S /i

floating souls. Thesa souls

S Cumel

and can be

spent or reatures, which in tum

will win mare souls. Eventually, the scales

of conflict b

yme tipped so far a rout is
t 2, and ths
Three ma

wizard's inventory
player to attack and defend per
launch fience attacks in the middie
thirdperson shooter. The
tes creatures to do the

ding the player has
Spell casting
whers the

nirg se' e re used.
Though spells and strategies vary third set is. are use
throughout the battles, winning more The m useful of those will bulld a
souls is always the aim. Once an enemy is shrine around of e EaUREaR !

slain, his soul must be converted for use

varies along the rout
"'7 e, b LJI usually inve

(1

Though each wizard can unleash some devastating spells, the clever tactician in Sacrifice will hang back
from the battie, letting their army do the work and only entering into the fray themselves when necessary

the times

ar to spot and control

meraly
g, if 's slightly u
. Its not they're recreated with a startling ana character command system.

ce Is conventionally beautiful innovative HLyIE-. reinvented ta fit in The game works bast when your

ey re aiso individ wizard hangs k to control tha action

general, b
with a cl and selecting units

acknowledgement, often they'll whine lack of an RTS-style overhead view. In

might follow ordel

multiplayer, w

znthusiasm for the destructive job at hand, playe
r d ot

5 in deathly When up against the ¢




When you feel your army Is strong encugh, you may begin the final assault on your enemy’s altar. Desecrating the structure Involves a ritual which takes
some time. Since the process can be interrupted, it's important that the enamy forces can be kept at bay, If the ritual is successful, then you are victorious

- wm""'{-"-'m Beginning at the end

Sacrifice’s oneplayer narrative begins at its end
the game is playad through as a doomed
retrospective look at events gone by. It's a good
story, cleverly told, and centres around your
interactions with the five gods who vie for your
afiections — Persephone, Charnel, Pyro, Stratos,
and a famifiar (and bizarrely camp) sarthworm,
James. Their increasingly violent bickering takes

ill fi

structure repetitive, and the o

nd the missior

sional

sirategic
manage
warped ul
escape for some time

stalemates dull - gamer

0 break into Shiny's f

tastically

verse won't want to

place on the level-salection plain, where those
who you've yet to alienate will offer missions with
experience points and skill boosts as your reward.

Seven out of ten
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iIno Crisis 2

Format: PlayStation

Publisher: Capecom  Devaloper; In-house  Price: ¥5,800 (£36)

n December 1993, Sony's great grey
hope was being demonstrated to
developers for the first time. They were

treated to the sight of a fully rendered

Attendees were impressed, and duly
spread the word of the 30 revolution

By comparison, the TRex head
demo locks lame next to the multitude
of excellently modelled and animated
dinosaurs encountered in Dino Crisis 2,
But this is nearly seven years on, and that
demo also serves to show just how far the
PlayStation hasn't come. Though Capcom's
uel to the critically acclaimed Dino Crisis
ck, professionally produced package,
there is something rather tired at its core.

The plot is typical survival horror fare,
and includes all the usual suspects: evidence
of a biological accident, damaged and
dessrted buildings, dead bodies littering
every location, and the prospect of having to
save the world from total destruction. Even
given that Edge played through watt
Japanese texd, the back-story, which is
delivered after locating Dino Files, can be
second guessad, Would it be cruel to aive
away the ending? Probably not — gamers
have already been asked to prevent a nuclear

The dual shock controls have been
improved to make dispatching enemies
less frustrating. The 180° turn and auto
aim function are smooth and fast

launch many times before.
lack imagination

The puzzles al
Expect the onset of déia vu when you ound
a comer t)[1|}-’ to encounts
obligatory malfunctioning lift
rusty fusebox. Flashing areas on the map will

e NOW-

harism or

Capcom’s sequel to the critically acclaimed
Dino Crisis is a slick, professionally produced
package, but there is something tired at its core

even point the intellectually disadvantaged
to the crux of the problem.

The o
(between

yportunity to switch
na and Dylan) at key points

is wiorked in well, and their differing arsenals
require the player to tackle area
of ways. However, this is hardly an element
seasoned gamers will be excited by, and
has also become something of a cliche.

But these are fiaws which have been
levelled at all Capeom's survival homor titles
which have subsequently enjoyed massive
sales. The punctuated action sequences,
shock tactics, and simple problem sclving
is clearly & mix which has appealed to many.

acter

N a vanety

104

FReleasse: Out now (Japan) November 24 (UK)

Explosions can be dramatic once weapon upgrades are made. A tremendous range of weapons are
available thanks to the credit system which has been implemented. This adds motivation to the blasting

=

Indeed, critici hat the original Dino Crisis
lacked pace and action he

A tremendously well-implemarn
player being
5, and puts an e

Isms

for shooting prow
miserly bullet hoardi
and paints are cre
Combos and 'no damage’ bonuses are
even rewarded once a particular area has
been cleared. The crex
exchanged at a save point
medi packs, ammunition, and an assortment
of tools including body armour and credit
multipliers. This s a factor which makes

the player welcome, rather than resent,

g, Kill several dinosaurs

ted to the player

De

or Weapons,

respawning monsters.

/ vighly praisawaorthy is the general
design of the levels. New areas are opened
at regular intervals, and though some

Isn't as onerous

Ave poirts

backtrackir squired, this
as in the previous Dino Crisis
are pre Jle locations, and the

onal subgame makes

Jed at sensi
addition of the occasi
for a refreshing change of pa
What Dino Cnsis 2 does incredibly well

is take all the elements from the survival

oror pantheon and hone them for popular
consumption. Thera is nothing startling
ariginal here, nor are their any moments
of euphona when a new area s accessed —

you |
with it. Even the underwater sequ
g well presente lently executed,
s not enough to submerge the feeling that
cormidor-based survival horror has hit
something of a cree

iappen across-them and get on
2e, which

Ve

Six out of ten




Restarting after a particulary vicious mauling
is, thankfully, not a common cccurence. Health
packs can be purchased at reasonable rates

The usual locations are, of course, provided. What
would a survival game be without a medical facility?

Successful subgames

attacl

Diylan must keep them
Reg en

The underwater section is particularly
impressive, with a wave effect washing
across th reen, However, the formulaic
game mechanics remain unchanged




Midnight Club

| PlaySwation2 Publisher: Rockstar  Dowelo)

«: Angal Studios:  Price: 845  Aeleaso. Novembaer 24

fdiown Madness - sorry — M{dnight

Club plunges y
of London and New York's forbidden
nocturnal racing, where Insomnia-s. iffering,
souped-up four-wheeled-machinery-owning

U into the lllicit

indnviduals challenge each other to race over
set distances while attempting to avoid

nnnng into local law-enforcement units and

civilian traffic. In Arcade mode, efther of the

cities awaits your presance, though it's worth

noting that uritil you p

ay through the New
York head-to-head option (a linear set up

where waypoints mu

and the waypoint event (Check]
hit in any order while racing against four to six
vehucies), only th
options allow you 10 scre
England's capital. But at least you

n the flag-hunting fun.

The Carser alternative seas you cruising
the New York streets in a bottom-spec

machine looking for hookmen — fe
Midnight Clubbers handlly identified on the
map b =
follow himvher tc

challenge paint, and you

automatically enter a waypoint race. Win and
their mobile number is

Ours, so that snouid
you wish to deprive your rival of their more
powertul, better-handling set of wheels,

you

The game's two cities, New York (above] and
London (right) are recreated with reasonable
amounts of polygons, though, ultimately thay
can't hide the eventual gameplay repetitiver

from a head-
hookman runs

BES

should eventually appear, who

DECO!

g5 your ticket out of the US and an
ocean closer to world champlon

frame rate issues in

e thankfully been mostly
ed (at the cost of traffic de
¥ but gespite ¢
ly brave texturing, the enviro
her bland throughout, oo

) can alter 1

the bullding den
d opponent Al is 1

fittingly agg

While t

eventually

better and faster models increasing the

enjoyment

Yet, like Smuggler's Aun - the
developer’s other PS2 title — the lack of

d ty takes its toll. By today’s marke
standards, its limitations are too readily

‘the the ential

2 mber 24, then, but \

lasts, t can be enjoyable,

It may contain more than 75 races and 17 different playable vehicles {most of them initially locked) but you
can't heip noticing that the game looks not unfike a PC title from a few years back (or Midtown Madness 2)

Fve out of ter




Smuggler’s Run

Format: PlayStation2  Pubisner: Rockstar  Developer: Angel Studios  Frice: 845  Retess=: November 24

alk into US superstore K-Man with a
w youthful appearance and a craving 1o
buy a game containing a gun, a laschvious
woman or the depiction of bioodshed and
you are likely to be disappointed. increasingly.
'M’-rated games in the States will not be sold
0 anyone who cannot provide the adequate
ID. Some stores even refuse to stock them.
Smuggler’s Run, with its focus on transfarring
anything from drugs to frozen kidneys across
the US border, seriously jeopardises its
chances of reaching the masses as a result.

The content may sound maorally
dubious, but the game's arcade mannsnsms,
pleasurable car handling and bold, bright
arows soon render what “plot” les behind
the diverting mechanics of the game as
something of an imslevance. Indead, after
ten minutes of play, diving as quickly as
possible from A to B becomes your only
obsession, and you may as well be
delivering a birthday cake to an aldarly
retative as a key of coke 1o the pusherman

The real beauty of Smuggier's Run les
n its immediate car handiing charactanistics
and impressive landscaping. To successiully
reach your checkpoints it IS necessary 1o
leam to ride the bumps and hollows of the
landscape effectively while avoiding police
and the occasional rival gang member,
Finding the route of least resistance
rather than the most direct one Is
a major part of the challenge.

It is Ironic, however, that In a game
where you are given the freedom to roam
anywhera in your environment, the mission
structure should be so linear, A series of 36
levels are available, but you must compliste
them in strict order, Apart from a couple
of guick race options this concludes the
oneplayer experience, and there is little to
g0 back to bar improving on previous times.

Smuggier's Run smacks of a game which
has had a great deal of effort expended on its
physics enging and raw playabiiity, but very
ittle on drawing up an overarching design
The missions are oo similar in nature, and
although cresting the largest hills to marvel
at the draw distance or causing the police
untold trouble can be great fun, tedium
Starts to set in eardier than it should.

Surprise slements such as unlockable
areas, powser-ups or weapons would
have greatly improved the ride,

Damaged in transit
Though there are four types of mission
in Smuggiers Run, the tasks become
repetitive after isngthy play. The mos!
common i maving cangoe from one
drop paint to another, indicated by Crazy
Taxi-style floating armows. Simple races.
knocking down radar pylons and tag
games occasionally spice things up
although all consist of getting to the goal
in the quickest time possible. Claverly, the
cargo is damaged avery time you take a
knock and the resulting money lost gives
some incentiva to replay old missions

Draw distance can be usad by developers
to demonstrate the ingenuity of their
coding. In traditional track driving games
the effect may be visually impressive

but does little to improve gameplay.
Smugglers Run, howaver, uses the
technique to great effect. A stream of
coloured smoke marks the paint at which
your cargo must be collected. This

i trace can be spotted from graat

Edge rating: Six out of ten

distances and actually enables the player
to plan a route towards their destination




Baldur’s Gate Il: Shadows Of Amn

interplay  Developer: Bioware Price: £35 Rasaso: Out now

Lightening proceedings

Despit

to take 1f
scopa of S Wt is invigorated

hes, ranging from the

Apart from the dragons, demi-Liches and magic
items that are scattered around the realms, chief
among the rewarding features of the game are the
character-specific subquests that reward players
with a stronghoid, followers, or another alternative

As with the first chapter in the-Baldur's Gate sags, the combat style is pitched some level between the
simplicity of Diablo and the sophistication of a typical RTS. The ability to pause the action is essential

he fallow-up to the critically lauded
I and commercially successiul ur's

g a negative

85—t I8

really Is @ gaming Cormu

overarching epic story at the centre of

Jame surrounded and extendec

ster, Th

the party with each oth

S, it may
dered a deficiency that Shadows O

1"t includle such a featura. After al

onse of a human mode

yreatar sophis

development and

2 than s currently

vestment In time

the game




Alken’s Artifact

Pubishor. Fox Interactive

gun, a Der
Cantrol ([DNPC
spel-like abllitie:

o

AL T Y i

Unfortunal

Bosses such as Priscilla Divine
(above} need to be overcom

by special technigues. Though
usyally cbvious, working these
out can be a fraught process
during the heat of combat

orainteasers \

the underly
Some reqt
little indic

1 as to which one |s appropr

or indeed any real Just

. The psychi

heavy blocks

Switch puzzles (top right) are comman in Aiken's
Artifact, usually with sudden death as the reward
for any mistakes, resulting in a stilted experience

Multiplayer strength

The strongest suit of Aiken's Artifact

ly its multiplayer mode

Although the talents that initially co

with the game are not enomously vaned

there is sufficient scope for putting together

combinations that make for interesting

play, and Monolith plans to release new
talents for download in the future. It doesn't
reach the heights of Quake Il or Magic: The
Gathering — to which it bears a superficia
resemblance - but the experience Is
certainly superior 10 a oneplayer moda

Firaball

which gives the impression of not having
been adequately playtested

: = While the numerous spell effects and the zoomable camera are glowing recommendations for Monolith's
e raundg rive ol ten LithTech engine, the net result is a cluttered screen that accentuates the already frantic pace of combat




Silent Scope

Format: PlayStation2/Dreamcast  Pubiisnen Konami

Developer in-house  Prcs: £45/840 Rslazss: Out now

T
it e

Unless every shot is taken quickly and
accurately, time will run short. If shots are
missed, reloading is always slow, and often fatal

Shots to the dome

Enemies, picked out in yeliow after a short
length of time for the banafit of the less
observant player, will drop with a single
shot to any part of their body. Head shots
score accuracy bonuses, though, and are
absolutely necessary to guickly remove the
bosses, who make scripled appesarances
throughout the leveais. One, the evil {and
somewhat dated) presidential secretary
‘Monica’, can be destroyed with a couple
of well-pinced shots to the head, or several
to her exposed cleavage. Edge, courtsous
to the end, focused on the cranium.

At the end of the first section, the player can effectively choose from one of three bosses, one of whom
attacks the player in a jet. There's no such choice when it comes to evil secretary Monica (above)

ne shol, one kill: that's what Silent Scope
o comes down to in the final analysis.
There's one all-consuming, game-defiing
moment where you're faced with one enamy,
one bullet, and one headshot to make. So
what do you do? You watch the seconds tick
down as he moves in and out of your sight,
you make 1o squeeze tha trigger then think
again, you shake, settie, pause, and fire
Then, as the camera tracks the bullet's flight,
you hold your breath, and... It either hits, or
il doesn't. It's victory, or it's game over.

The conversion of Silent Scope from
arcade smash hit to home console was never
going to be as difficult as first imagined. The
coin-0p version features a screen sat into the
scope of & full-sized snipermfie aswell as a
screen showing a wider view of proceedings.
but it's @ misconception that the crowds
drawn by Sient Scope upon its '99 release
were attracted by the technology aione
Sure, they came for the peripheral gimmick,
but they stayed for the gamepiay. All Konami
had to do was find a way of translating that
same dynamic from scope 1o joypad

The result is a circle representing the
scope, within which everything is magnified.
Pressing and holding a shoulder button lifts
it temporarily, enabing swift movement of
the cursor around the environments, Aside
from that, the game plays like a nervous, yet
less frantic, Time Crisis. It begins with the
player picking off termorists from a rooftop
vantage point, then progresses through the
oft-used settings of the ultraviolent road trip
and the villain-infested warehouse.

Despite the occasional choice of
route, Siient Scope remains thoroughly on
ralls and pre-scripted throughout. Thare are
innovations aside from the interface, though;

the night section, in which your scope acts
as a night-sight, is a reasonable idea, but
ultimately flawed in execution. Ciues to the
location of enamies in the shadowed black

omea more and mone minimal, until sconng
highly — or even just sunviving — becomas a
test of memory rather than skill.

This ls @ minor point, though, and
since this is someathing that gets better on
replay, it's lorgivabie. After all, it won't 1ake
mast playars long o complete the game,
but Silent Scope is all about high scores
through high accuracy. That's what Konami
needed to port to the consoles, and the one
shot, one kill moments of euphoria and
despair crystallise this as a success

Saven cut of ter

coge rai



Medal Of Honor Underground

Format: PlayStation  Publisher: EA  Dovonoper Droamworks Interactive  Frice: £35  Reiease December 1

ji the fiaws of the oniginal M
Of Honor, th

joy N entenng its

jas a kind of innpcant

World War Il spirit ¢

on the might of the Nazi war machine.

seque!l wisely sticks to the Comman
comicbook kit
minor gameplay improve

Though EA claims there have t
generous alterations, there are no re

and brings with it

changss to the underlying garme mechani
This is a shame, because time spent o
applying some of the cosmetic touche
may have been better spent imp
undamental disap
the game angine. Targeti

more DOt

still erratic, and getting snagged in the game

scanary happens mol n than it should

Sublime LM, however,

Delignt in the soldiers

its forel

ear. T
the role of Manan, the femal

is time the ¢

operative who provided the
information in the first game. Through a

narrative which Is excellently told with use

of Pathe-style footage Mano
of Strategic Services (0SS), providing her the
opportunity to take on missi ound the
world, This neatly provides the player w
2Re’
ranging throu
Although tt

15 fittle Impr

joins the Office

3 ar

miuch mor

Mast of the game’'s room furniture can be
destroyed. Taking out saveral enemies by
shooting an arms cache can be very satisfying

d, heavy artilery and tanks

Stormtrooper stills

just three t
which compiler S fare. In one on it is eve
With 22 lew to trap a photographer in the <

As an agent of the 0SS, Manon is asked to travel
to places as diverse as Crete and Morocco. This
is a welcome change from gloomy interiors

before nipping off with her equ

three difficult
and as

multiplaye

sUming
her role. If you
Underground enhances rather than then take photos

Ntries,

overhauls its admirable predecessor &
they

vill play

to the cameara,

Edge rating Seven oul of ten




Le Mans 24 Hours

Format: Dy Publisher |

The eight championships offer a balanced manu
of sprint and endurance meetings. The sense of
speed (certainly in-car) for is remarkable - it's
reasonably lightweight, but very good, stuff

Expert fourplay

s 24 Hours is technically

That Le M
should shock no one after

one look at these images, but Edge can't
nelp but be amazed at the quality of the
multiplayer options. In twoplayer mode
you might as well be playing the oneplayer
version given the amount of detail still

Impress

presant an screen, while the fourplayer
mode not only has no frame rate issues

of any kind, the graw dist
quality is 5 aking this the first
quad-a game expenence

that manages to match its singlepiayer

equivalent in playability terms

Devolopor; Infogrames Melbourne House

Frice: £40  Release: Out now

oo
BEST AR

RECORD !
BEST LAP

TIME 16i00:00
LAP TIME 0:00.000

Rl

MI .ullﬁ'i.':.tMﬂI J ’

Possibly the third-best-looking DC racer to date (F355 Challenge and MSR taking the other two slots), Le
Mans 24 Hours also benefits from tremendous draw distance and a superb day-night-day lighting effect

Previously developed for PC and
PlayStation (with sketchy resuits) by Ettechny
though now in the hands of Infogrames

. Le Mans 24 Hours

in May and |

riheEr Poe

it is the nav

wendable is the Al, which
selves into

trouble Ang wildly off the ra line, or
simply fighting aggressively for position. Less

ng, however, Is the lack of a pit crew
and the subdued engine note, but the

; weather system sieps

ving and braking aids us instead

on the middie and high

18, the latter
pleasingly free from intrusive automation. Its
ature - a far cry from the

ary forgi

complexity of F355's mamorable equivalent

but push too and you'll soon find yoursel

swapping ends on the track. And the

e

the greater the

tyres to lose tr
but ulimately it remai

W arce
@, but not Impos
major d omes from
the lack of dar
of the real annual Le Mans sportscar race,
AS brakes and

appointmen

ge, such an integral part

meaning using opponents

expenanc

curtailing price of the al licence.




Midtown Madness 2

Formal: PC Publsher: Microsoft  Developer: Angel Studios  Price: €35  Rsieass; Out now

though producing a ¢
game, has

ot quite pulled off

The ove 1 handling an

tilin ¢

Hall. The commentary from ‘locs

Be harsh on the ears of

maovie

pernaps ina

cour

hough,

are tougher than the
is relatively
unlacking ney

or custom paint jobs for &

out. So it is a significant improvement to

take on human opponents

While Miditown Magdness retains all the

delight and flair of its predecessor, it d

It's not always a good idea to take up the
challenge of employing the more extreme
vehicles that can be unlocked in Midtown
Madness 2. The double-decker bus is
particularly sluggish, even in the face of
competition from black cabs, while the
articulation of the firetruck provides its own
difficulties. Like Bowser in the Mario Kart
games, though, this machine is capable of
some impressive top speeds if you learn
how to deal with the challenging handling -
not an easy task with the cops on your tail

Oppaosing drivers suffer from some pretty
simplistic Al (left), but it is a good idea to
keep an eye on the routes they follow, as
they can shave seconds off your time

Graphical glitches

While the two cities featured In Migtown
Meadness 2 are presentad in sufficient detail
o convey the atmosphere and detailed
layout of streets, the game could
reasonably come In for crticism over the
quality of its graphics. Civillan vehicles are
little more than coloured blocks on wheels,
and distant buildings are obscured by fog
But photorealism would sit uneasily with
the otherwise caricatured nature of the
game, and leaping over Lombard Street
(or indead trying to get a firetruck up it)

is satisfying encugh without it



Dave Mirra Freestyle BMX

Foeman: PlayStation i D

Publiaher: Acclaim Price: £40

Levetoper; Z-Axis

T
I

Sadly, Mirra's environmant has a tendency
not to remain stable for long, with
polygonal anomalles occurring frequently,
Furthermore, control can be rather fiddly

PS to DC 180 transfer

At the time of writing, linished Dreamcast
Mirra code Is still unavailable for appraisal
However, while preview coples have been
disappointing, with slightly smoother
visuals (virtually matched by PS code
running enhanced on PS2), unstable
backgrounds and slowdown are evident

1 the proceadings. it's hoped
Z-Axis will have improved matters by the
time the game s released. Whether the
gameplay discrepancies will also be taken
care of is another matter, of course.

gh

Amepse: Out now (PS) November 24 {DC)

Complating the game with a rider unlocks a new
character {above), a secret bike, video footage
and adds a super move to your trick repertoire

f digital

er of lme De

marksting men had

ather events in the axtreme sport

Enter BMX. Enjo a
resurgance over the | 5, this even
fair share of acrobatic masters, thoug

ccomplished as the eponymous
Mirra, termed Miracla Boy by his peers

(nine of whom have joined him by aliowing
themssives to be turned into triangles).

C arear mode offers one level
1 remain locked. Rather thar

mpetition rounds throughout th

sed. Suc

minad tasks opens

ts as a means of
acquiring better bikes, leaming new tncks,
and eaming new clothas from sponsors

The levels, most of which are based on

real locations, offer a wonderful selection

us Injuries, be they
it courses, and even pos
B back with a
ambi
rses keaps a
gnindl, teggest arr,
compeiing once

of opportunitias for senc

on vert, dirt, «

compsetion you're free I

3 try ever mor ous stunts

Initially, control s

some of the tricks feel a little siuggish. thougl

sciciedly ticklish and

with tirme things mellow out somewhat - it's
still quite rough, but far from disastrous.
The trick list is impressive (growing as you
progress through the game), and, a

yOUr reperic

complex routines

dversity into the procesc
However, Mira does have its

problems: technically, it's not the most

polished game around — the environment

continually warps as it updates in front of

you, and, more seriously, you can sometime:

land tricks that have clearly gona horribly

=il because

wrong, but can also be

antly smoother, t

n lerms

playability

g: Six out of te




Wild Wild Racing

Fommat: PlayStation2 Pubisner Rage Deveiopen In-house Pros £46  Relsase. November 24

since Edge

meaning that given the slippery natune of

of further realis

oU race on, it's a case of inartia diving

The twoplayer experience is decent, but
ultimately a lot of the game = including
its structure - feels particularly old skool,
and hardly next-ganeration matarial

There's nothing too spectacular about the way WWHA looks - it's reasonably pretty, sure, but most of the

X 1 oI 1ot ien environments are rather bland, and scenery fades in not as far ahead as a PS2 owner would like it to
Format: Dreamoast  Putlisher Capcom  Ceveiper In-house Froe ¥5800 (35) Saisaza Oul now (Japan) TBC (UK)
th S t company, Aruze, threatening
W to ¢ il projects, It is befitting that Capcom

on its greatast rival with such

The work of Capcom Vs SNK's
background artists is exemplary,

and SNK staff seem to have had a lot

of input. retaining the feel of both series

As usual, a knowledge of the myriad moves available will deliver a deeper, more satisfying experience
Capcom has taken the time to flesh out super moves with a form of motion blur. The effect is stunning Ige rating E_I(_ZJ|“. | of ten



Prince Naseem Boxing

Format: PlayStation  Pubiisher: Codemasters  Developen In-house. Price: €30  Helesase: November 3

When a boxer is on the receiving end of a
string of punches and his health gets low,
he'll glow red. It's a short journey from

there to unconsciousness and the canvas

The gauges by the gloves represent how close the player is to baing able to execute a special move.
They're filled by dodging punches, an often random process, even for those with lightning reflexes

Sega Extreme Sports

Format: Dreamecast  Publisher Baga.  Deveiopar: Innerloop  Price: £40  Reweasa: Out now

T he latest piay for the attentions of thrill-seeking
stoner gamers; throw your choice of spoilt Gen-
-ar down mountainsicdes while fulfiling combinations

of six suicidal events. A typical tnp might start with your

& hot air baloon ona

bunges cord, slipping out of the harness and rushing to
a waiting snowboard, before saddling up mountain

bikes, which are swapped in turn for gliders that swoop

and scar until the final sprint 1o the finish ©

Of the half-dozen everts, two are initially
unavailatile, and they're hardly worth uniocking. The

bungee Limping is 3o simplistic it barely aualifies as an

event; there's just enough time in freefall to execute the
stunts necessary to fil your spesd-boost bar. The same
15 true of the skysurfing, which merely demonstrates

Sega Extrame Sports’ imprassive landscapes via 8

twitchy impersonation of PlotWings® skydiving. in other
evenis, the game's beauty goes mostly unnaticed, due
1o the frenstic pace and concentration reguired to kesp

up with your oppenents. It's challenging, but hardly

't hold its
target audience's atiention. On a scale of suck

extensive, and with no multiplayer it w

1o rock, this rates as no more than a 'whatever’,

E

ige rating:

116

Mid-air snowboard stunts will fill the
speed boost bar, as will performing stunts
on your ATV - though it's unadvisable to
attempt them while you're in heavy traffic

T here were always signs of trouble here, and not
just the inferminable delay, but also a Ial? switch

of emphasis. This title used to be, conceptually, &
baxing sim; now, in the wake of the success of Ready

2 Rumbie, Prince Nassem Boxing has been modelled
in its image. This has resulted in special punches, less
smphasis on realism, and a gameplay disaster.
Fighters have four punches, with the shoulder
buttons executing dodges left anct nght. Each of the
charaCters aiso carries his own special move, which
can only be executed when the charge bar — built by

g opponent punches — is at maximum. But
0, even for those with the quickest reactions;

omes more a case of tnying to second guess
the

your opponent than a guestion of skill. Away from
core of the game, the Career mode that nominally
aliows you to create and train & boxer is mildly diverting,
»ut suffers from the inanity of the actual fighting

There are few flaws in the design of Prince
ably
presented, but represents a confussd mess of genres,

Naseem Boxing, unlike its execution. it's impec

and ends up punching awkwardly between the
5 of sim and arcade. |t hits neithec,

Three oLt of ter

Ll

Handgliding can seem twitchy and uncontroliable at first, but perseverance will lead to a feel of how
the glider handles. Even so, this section is almost completely on rails, allowing little genuine freedom



Command & Conquer: Red Alert 2

Fomat: PC  Pul

A

fter EAS p

as they're not directly attacking them remans

Red Alert 2 |s briefly engaging, but only as an

EXECISe In retrogaming. The ongingl exclament of

| ther ATS genre, and that's the curency s

(Top) The big gameplay tweak is the
ability to enter bulldings. Low-grade
infantry can be crammed into tower
blocks and take slightly longer to die

Characterisation is Red Alert 2's strongest suit. The C&C formula may have run dry but there's
iten still a certain wry satisfaction to be wrung from watching the Pentagon burn to the ground

Crimson Skies

sl PG

= Microsoft Dewsioger: In-house Fra= £30 Ralsase: Out now

s fantasised about being a pirat

m
Q

I fyou c
pllct

player assumes the role of Nathan Z

You want to attermpt tha improbable stunts that

showldt De the signature of @ game like this fiyi

beneath bric

nid thraugh tunnels. Knowing thal

Enemy planes start to break up under Jeath m
heaavy fire. After a while they'll burst
into flames and spiral groundwards
as their cowardly pilot ejects to safety

Crimson Skies' scenery is built for stunt flying - in fact, some missions depend on it. Good fun it is,
too, until the moment you crash into thé bridge support and have to wait seemingly forever to restart cQge rd




Fantavision

Fomnat; PlayStation2 Fubiisher: SCEE  Daveloper, In-house.  Price £45 H = November 24

I he majorit
based amound

s rocket into the

ey, and the player links th

o chains; then datonates thern bed

yOrks come in thres difftsrent of

1 be linked, th

At the end of each twoplayer game, a
graph plots the players' progress. The
spots mark where a Starmine bonus has
been achieved, leading to points aplenty

The dividing line prevents either player's cursor from encroaching into the other's half. If the line moves
too far across, then play on one side becomes difficult, but the switching arrows will reverse the situation

Gradius Il & IV

Releass. November 24

opposed io dgeiver

Gradius /Il (top) essentially runs under
emulation, which guarantees arcade
perfection (although the original's
netoricus slowdown can be eliminated)

; Gradius IV is, by a country mile, the better-looking title of the pair, using scenery distortion effects which
ng Six ten still manage to impress despite the game's inherent 2D nature. Bosses (left) can prove especially tough




ESPN International Track & Field

Fformat PlayStation2  F Konami wwope In-house Frioe 045 Fesass November 24

(]
o0
IPBoILY

|25 COMBO’
DO LY

Trap shooting (topj and rhythmic
gymnastics (two of the new events), are
some of the mest playable, particularly
the latter, with its DD Revolution controls

The presentation is particularly well thought out - the way the lettering on the title screens mimics the
X = actual event being announced is a nice touch, but it fails to match some of its more recent competitors

Silpheed: The Lost Planet

Format: PlayStation2  Publaher. Capcom Deweloper: Game Arts  Frice: £a5

- November 24

0] & wd W
1othing wro
at its boundaries. That said, titles

t 'am up addict !

Your fightor fires two different weapons at
once, which are chosen in between levels.
A higher score means maore weaponry
becomas available for selection

Sifpheed usually runs fine during encounters with the bigger boss enemies. It's when the level filis up with
smaller fighters and hundreds of spherical orange bullets thal the slowdown starts to seriously affect play




Ridge Racer V eay

her: SCEE  Developer: Namea  Price:

Format PlayStation2 By

ard (in much the same way s Tekken

Tournament falls 1o freshen up the mix), and the PAL

version is ne diffierant. In fact, it's worse. F

some of the worst letterboxir ve shamed screens

since the 16bit era (Uniess you're the unfortunate o

of & PAL WaveRace 64 cart), Ridge Racer V at least
afttempts to match the fits NTSC predecessor

Just when you thought poor PAL updales
had been largely left stuck in 16bit land,
along comes ARV to inform you such
things are still possible in the 128bit age

As with the original Japanese version, there's some fun to be had with this, but the speed has been
tinkered with and the entire package feeis slightly unbalanced as a result. It also still lacks excitement

Tekken Tag Tournament eay

Format PlayStation2 Publisher. SCEE  Devaloper: Namco  Price: £45  Felesse: November 24

e EB4),

g raturn for g

game, little a

3 clear menu screan

e fighter s

screen — DUt In ar has been busy alsewhen
Briting fu afiasing. Also pleasing

s the afte {aithough there

Although available at launch, it may be
wise to avoid TTT and instead wait for the
release of the more rewarding Dead or
Alive 2, which should appear a little later

2 The full-scene anti-aliasing does make an immediately noticeable difference, and on some of the snowy
cage ratng Six I 1en rounds more flakes appear to be falling, The most cbvious other change is the game's siower pace
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Tracking developments in development

Unbelievable Unreal

While Epic improves its FPS engine, Rage is driving European sales Pt R ge
=anees q

s. Rage's new-

& 4
7 ae
axplains Si Donbavand,
. the man now in the enviable position of
e Seling one of the strongest brands in
Lhd rﬂ gaming technology. “Somewhere within
T e T ny b &3 A e _
o -+ those discussions it came about that Thanks to code tightening and T&L support,
Epic was in a position to offer models should break the 5,000 polygon barrier
European | g. It wants to

2 0N Making game engines

gy, not getting boaged

ch have yet to be announced,
ched up a lucrative deal to bring caraful in the way it codes,”
/ to European developers. This Donbavand explains. "The res

will involve seling the engine in Europe tightening up the code was that it
and dealing with all the support Issues could add a lot more features and
that arise. Demonstrating the game performance.”

tackadaisical apg h of developers { bined with improvements to

when it comes Direct3D performance this

D supporting the the o

The new height-mapped terrain engine extemal use of proprietary . Rage's means that level «
allows the creation of enormous and first job has been to write a fully four t i< 7
beautiful vistas. A major revision of - ?
Unreal's level editor has resulted in a : smented manue! Ciposal. The characten froces
mare powerful and stable set of tools “Thera's been a hell of a ot of received a marked upgrade, 100,
Ui . ExXpians thanks to the introduction of a skeiatal
1. “Before ECTS a lot of animation system with improved
URL 3 were inlerestad in the LithTech mation-capture input tools. The

http://unreal.epicgames.com/Un engine and the other technologies such animation systern itself is processed “Imagine if Deus Ex used this

z:i:e:;:;;:;: Sment.Eam as AenderiVare, but at ECTS, | was through nardware T&L pipeline of tachnology," enthuses Donbavand,
www.rage.co.uk blown aw: me of the new stufl.” The other major upgrade is the
www.epicgames.com on for the ’

or contact: improvements in the codebase have The ny also recently signed

unrealtechnology@rage.co.uk come from Epic sh to port the a deal with b 0 ensure its games

mance on the X-

graphics chip vendor's hardware
UnrealEd 2.0 artain to make future
Uinreal-b

end, Epic d
support harc

extremely top-

e plansto try and

aut LinrealEd 1,0 was T&L in software, This
now Epic h TR o o b apart, tha end produc

pckage npresents a major uparade of the (

o create truly enormous playing
>ts are stunning areas. The engine also supports up 1o
ful ind stable. From a presentation point - “In Unreal Toumament, the sha passes to create detalled

around BOC polyoons, layer effects such as rock, lichen
Station2 version they
the la

Al

Ti&

and

firt, and features plenty of polygonal

e bl trees for effect. Another aspect is that

the zoning the engine

parsd 1o

weightad to react 1o mc
different ways. Even more impressiv

the facial animation

L unrsaltourmsiment. oom

1, which

00 1S aDout 10 get even sasiar.
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Unlocking the Cipher

Taking games native

hile breaking out of an

W established developer and
starting up your own project is an
ambitious step in itself, Synaptic
Soup has gone one stride further
Mot only are the three ex-leads of
Computer Artworks' squad-based
action title Evolva planning an original
game within an 18-month cycle, they
are alreatly releasing the underlying
engine technology, entitied Cipher,
to thirdparty developers

“We're pitching Cipher as a
complete solution for making games
in the same way that the Linreal
engine or the Quake engne are a
complete solution,” explains technical
director Rik Heywood. “Cipher deals
with the graphics systems, Internet
networking, sound - even fiddly
things like file access and
ympression.” But unlike those
praviously mentioned behemoths
of engine licensing, Clpher is what
Synaptic Soup is calling a ‘genre-
less' engine, It will, of course,
handie lirsiperson shooters too.

Crucially m these days of platform
transition, Cipher is highly portable
rently running on OpenGL for
and Linux, with a DirectX8
o follow shortly, and the full

o=

VErS)
range of next-generation consoles in
2001, “All its slements have been
carefully separated out and designed
50 the smallest amount of code

is actually dependent on the

amphasises

Heywood. *Our philosophy has been
keeping it e Thera's not a lot of
physical code in the [PC| demo we

t. The

actual core engine is only 140K’

have running at the mome

This simplicity even covers the

licensing aspects of the engine -
a single one-off payment per title
across all supported platforms. That
payment is also considerably lower
than that required by the more
established engines. “It's great for
people developing games now,
because they don't have to worry
what platform to develop for,” says
Vince Farquharson, development
director, "Instead they can defer that
decision until the product launch. You
just develop using Cipher and it will
work on any supported platiorm.”
Another vilal issue in game design
that Cipher ts optimised to deal with
is online gaming. “The engine
supports networking at a very
fundamental level," says Heywood
“All the game code runs on the server
and then there's a client-side version
that runs on the jocal machine, which
deals with the drawing and other
facilities. Those two systems are kep!
saparate and the engine deals with
thia communication between them
and does the client-side predication
to recluce lag, There's also the
backend aspects of running a
successful Intemet game, so thers
are authentication servers, which help
protect against piracy, and master
servers for finding games quickly.”
Cipher’s crossplatform credentials
make it an attractive proposition for

the MOD community as well —an
Increasingly impartant factor in a
game's long-term success. The
engine contains an internal virtual
machine rather like a Java system,
Heywood explains, that creates a
sandboxed environment that stops
tha game code doing anything
malicious 1o its host but will run

ac

platforms, “The advantage
of this Is if you've made a MOD
you just build this virtual machine
binary that you put on the Web and
that will run on all platforms, with
just the one file,” he says,

And despite Cipher only being
five months old, Synaptic Soup is
confident about releasing its fledgling
“We have complete faith in the
technology,” Farguharson stresses

We are encouraging people to take it
and test it to destruction. For us that's
the best way to do it and so far the
feadback has been excellent,” The
first batch of beta code will be
shipped to a limited set of developers
by the end of the year, with a full
release naxt spring. “We've got some
good tachnology which we are going
to be selling on to others but we're
not doing games to show off the
enging.” Farquharson explains, “We
are a gamas company.” Synaplic
Soup will announce details of
Its debut title in a few months.,
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[ This is Syn’?ﬁ_éore

——— —
raditionally viewed as an For example, instead of a
T unimportant second cousin sound designer creating numerous e | (bl |
twice removed when compared to discrete effects for a car depending '”.—] :
graphics, audio is increasingly being on the amount of damage it sustains, VI M e ol
accepted as a crucial part of game with physical modeliing they would D I TETE
development. With 3D sound now result naturally from combining the 1 gm o
relatively common, the next barrier damage algorithms of, for example, il Mm.l
to be overcome is the physical a punctured left front tyre with that || S 5]
synthesis of sound effects. Similar produced by the rear bumper {it E!;M}I
in many ways to realtime 30 hanging off and dragging along il g ul_-smi_
graphics, the physical modeliing the Tarmac at high spesds. |0
of sound Is created from combining Tricky stuff, you might think, i gM
complex algorithms, which but ona company, Staccaio Systems, [ n?;&;
themselves are generated directly has been working on the problam for Eilc.s s
from the physical properties that years. “The main advantages of thes 'I_ gm.
make up a sound. approach are realism and realtime i i_l-.l“*a
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control,” explains vice president of
marketing Denis Labrecque. “As
the sounds are based on how the
real object creates its sound, we
can provide controls that respond
as if it were real.”

Originating from high academia
(Stanford University's Centre for
Computer Resaarch in Music and
Acqustics), the company was
founded on the basis of 400 patants
from Stanford combined with others
that originate from Yamaha_ It has
focused its attention on the
videogame market, howsver. and
recently released its second-
generation audio software
development kit, SynthCore 2.

Currently available on: the PC,
SynthCore 2 Is a software-only
audio rendering engine that relies on
Staccato's proprietary Downloadable
Algorithms (DLAs) to create reaftime
sound effects. Akin to the
DownLoadable Sounds (DLSs)
used in wavetabie synthesis, but
as small as MIDI files, a set of DLA
libraries |s shipped with the SDK,
which developers can tweak to create
their own custom effects. The library
covers evarything from car models to
jets, submarines, and environmental
effects such as explosions, wind,
breaking glass, and water ambience,
It a developer required specific
sounds, these can also be provided.

“EA's NASCAR 2000 was a
custom modification of our basic
engine algorithm,” says Labrecque.
“We have since improved it to the
paint where the cars in West Racing's

World Sports Cars title are currently
being voiced entirely within the
AutoShop algorithm provided with
the SynthCore SDK2." he continues.
As its name suggest, the
AutoShop is a specialist synthesiser
for creating car engine effects by
combining DLAs with DSL or MIDI
samples. This added flexibility is
one of the key aspects of SynthCore
2. The addition of a more general
event modeller also enables sound
designers to combine all manner of
samples with physically modelled
sounds to achieve dyriamic results.
Although the first two titles
to use SynthCore have both been
racing games, Labrecque is keen
to stress that the technology is
applicable throughout genres, Several
major announcements are expected
at next year's GDC, and they will not
all be racing games. “We are not able
to announce the ather major
publishers we are working with due to
non-disclosure agreements,” he says.
With the SDK costing $485 (£340),
with per-title licensing negotiable for
what Labrecque calls ‘favourable
terms’, it seems that, despite the
complexity, it's about time developers
got their ears around the new
possibilities of audio.
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Reliving the Blitz

PC version of Blitz BASIC heralds a return to bedroom coding

ack in the halcyon days whan
B the Amiga was the mast poweriul
gaming machine availabie, every self-
respecting home coder had a copy
of Biitz, a BASIC compiler designed for
constructing games. It even staried th
phanomenon of Worms —a game snll
proving the timeless value of good
design with global sales of five millon
units. Sadly, with the evolution of the
Wintel PC platform, the Amiga went
the way of all silicon. Blitz BASIC is
on the way back, however, with the
redease of a DirectX-supporting PC
version, which its creators reckon
is the fastest PC BASIC
“We researched the PC market
because we felt that a lot of the ex-Biitz
users now had PCs,” explains project
manager George Bray. “When we
probed further, we found an untapped
market — no one was addressing the
'back bedroom programming’ fraternity
properly.” The first fruits are now
avallable with a limited functionality
demao on the Wab, which has been
downioaded 5,000 times. Bitz BASIC
Lite, the tull release of the 2D
which comes complete with a mar
URL ibranes of characters, backgrounds

er.

w.blitzbasic.com and sounds, documented source
w.guildhallleisure.com code, and demos, is aiso avaliable
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Proving its multitasking capabilities, you can run Blitz BASIC In five windows simultaneously.
Package publisher Guildhall Leisure intends to launch a series of games crafted with the code

Work began on the project
5 months ago, with coding duties
led up by Blitz BASIC veteran
Mark Sibly, whose development diary is
worth reading. One of the major
issues was the use of Microsoft's
Direct{ API. Whie a headache in some
ways. the use of its DirectPlay
networking code does mean the Bitz
can be usad to make online multiplayer
games. Sibly was less charitable about
its 2D graphics-handling capabilities
though. Another controversial issue
proved to be the mootaed removal
of the GOTO/GOSUB commands

Only strong feedback from Biitz's
gver-vigilant community ensured the
Inclusion of the infamous scripts. “They
were tricky to implement, and we arne
finding that not many people use them
in their code either,” says Bray. He

Nee

LY

EY? Bl6

Blitz's integrated development environment makes coding as straightforward as possible. Multiple viewpoints can be handled within the code

qualifies the statement, adding: “But
thay're there and I'm happy with that."
The use of DirectX means that 8itz
games can make full use of a PCs
graphics and sound hardware. 100
Whie the former may not seem to
be useful for 2D-only fitles, work is
currently well underway for the
next Biitz BASIC iteration - one that
incorporates 30 graphics and
aliows use of libraries of higher-leve!
languages such as C/C++, Called Blitz
BASIC Professional, it's slated for a
February 2001 release. Which isn't
1o say that Bitz is leaving its 2D
roots behind, however, “3D wasn't
the prionty,” explains Bray. “The priority
was to create a tool that everyone can
use 1o program their own videogames
with ease. The ultimate goal was a 3D
engine, However, some of the best
games ever were created in 2D."
To back up the statement,
Biitz's publisher, Guiidhall Leisure, Is
preparing to release the Blitz Gaming
range. “The plan is to launch a range
of gamas written by Biitz BASIC users,
Bray explains. “A programmer may not
know how o get his product soid, and
this is where we would ke to step in

All the creators have 10 do is send
either a demao or a finished game
to us.” Bedroom coders,

consider that a challenge
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nink small for big bucks

Unlock novel online revenue streams with the Jalda micropayment system

Jalda::

ne of the most tricky Web guandaries very Important seament for Jalda," says to unlimited use of venues, and whers
O ayments. Credit Patrik Centellini YOU i
3 only used for goods Inte 20
! 's really needed is a to le |
universal system for large and small amourits. Im pldn enting a data cc -I»:-ctlcr'

One of the proposed systems for solving
this problem is Jalda, Developed jontly by

based payment system is based on the
secura RSA public key infrastructure and

three ye

The first game to be designed
exclusively for use with the Jalda can be accessed by static and moblle

with payments that range

from the ¢

micropayment system is Daydream’s oevices. Daaling
futuristic airborne racer Clusterball Fom b

ed 10 provide the flexibility
iders to charge us ) project that
ent ways, ranging fmr'! Sif |_LJ|.;- 3

URL . :
www.jalda.com providers have to do Is down

www.clusterball.com AP| and Integrate it within their content with all aniin \ free s and misic e pl-
www.daydream.se “The games community represents a download will pay for — good quality content,
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New developments
NTSC-PAL/localisations
-,--"‘"Experlenced talented teams
Prototyping
Graphical alterations
Design
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Brain in a Jar rues the day it put all its eggs in one basket

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

As reported in E90, publisher
Acclaim has cancelled all its Ferrari-
related titles, resulting in some 160
in a Jar was one of the developers hit

The Codeshop diary now
focuses on two projects from
two developers. Brain In A Jar's
next instalment will be in E93

or those of you that read Edge’s

sister magazine GamesMaster,
you may have seen the preview of
our Ferrari 360 Challenge game. To
quote their summary: ‘The world’s
most desirable car on the worid's
most powerful (at the moment)
console. What could go wrong?”
Well, funny you should ask...

Having spent a year and a half
getting the Ferrari deal, three and a
half months later it's all over. Most
people in the industry are probably
aware of the news surmounding Ferrari

otherwise. | pointed out in the
previous diary how annoying it

was 1o spend so much of your

small clauses that only come into
effect if everything goes pear-shaped.
Now that we have the shape of a
pear, at least temporarily, | am glad
we put in the effort to get these
detalls right at the time.

In the last month we have spoken
to a lot of developers and publishers.
Luckily, ECTS was just around the
corner when the news reached us,

another publisher yet, but we have
a good idea of who's in the running.
And yes, we have meetings set up
with them. What chance do we
have of getting the deal again?

| don’t know, but we are in contact
with Ferrari, which we hope will help
us. Ferrari has always been
enthusiastic with our ideas and
what we have developed so far.
There are no guarantees, but having
got this far, and having a growing
relationship with Ferrari, we would
be foolish to give up the wealth of

‘Having spent a year and a half getting the deal, three and a half months later
it's all over. Luckily, ECTS was just around the corner when we found out’

and Acclaim, but for those of you
in the dark, Acclaim decided to
suspend future development of all
fities under the Ferrari licence. This
included our current game and the
other projects we had on the drawing
board. So it's back to square one.
We had big plans for Ferrari,
and our future depended on related
fitles. It's not usually a good thing to
put all your eggs in one basket, but
that was just another risk we took to
get the Ferrari deal. We have parted
company with Acclaim on reasonably
good terms, but | won't lie and say
everything has been amicable.
Under the circumstances you
wouldn’t expect it to be, and | know
you wouldn't believe me if | told you

and we quickly arranged lots of
meetings. Instead of a relaxing show
spent looking at new products and
ideas, | spent the entire time going
from one meeting to the next. Most of
these went very well, and it looks as
though publishers are on the lockout
with the increasing investment of time
and money needed to develop on the
new platforms a lot of "due diligence’
is required before any deal will get
done. With the bank account fast
heading south, we had to quickly
find a solution that would buy us
more time and room to manoeuvre.

We had started talking with
Warthog at ECTS, and after throwing
lots of potential deals at each other,
we arrived at an arrangement that
would help both of us. There is no
point in accepting something that
you will only regret later, and our
relationship with Warthog will give
us about two months’ breathing
space. During this time we need
to secure a new, longterm deal
with a publisher or developer. I'd
like to thank Ashley Hall at Warthog
for his help through this period, and
particularly for not trying to take
advantage of a company that's
going through a low point.

So, what is happening with
the Ferrari licence at the moment?
Things are happening, but as far as
| know nothing is official, so until next
time I'd better keep quiet. We don't
actually know if it has been signed to

ideas we have for the licence.

One of the annoying things is
that development of the game was
going very well and according to plan.
The team had settied in well to the
temporary office, and plans for the
new offices at Oulton Park (right next
to the race circuit) were going well.
By April next year we should have
moved in and added a second team
Hopefully we will be able to continue
with our new offices, but this will
depend on the next deal we do.
PlayStation2 development has
also been going well, and often better
than planned. The engine is up and
running and optimisation has begun.
Until it's finished | won't say that it's
been straightforward, because there's
still a lot of hard things to do, but our
confidence with the platform is high,
and we have experienced few of the
problems reported by other
developers working on the platform.

By the time of our next instalment
of this diary, one of three things will
have happened: we will have located
and successfully signed up a Ferrari
development deal; we will have
signed up for a different product;
or we will be anather casualty of the
games industry. Realistically, | think
we've got enough quality people
here to keep the company going.
but there's no doubt it's going to
be tough. Whatever happens we will
continue to put everything in to it as
usual. Wish us luck. | actually
think we're due some.
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The making of...

=XIle

i i ism. There's this guy in
Jeremy C Smith and Peter Irvin managed to code a game on :ﬁp‘*““ by ek
the RAM-strapped BBC that devotees have yet to complete and he’s being thrown around by

a wind raging inside a cavern, When his

some 15 years later. Edge uncovers how the pair developed :tr ﬂ the ground L’J’iﬂﬁ"mﬁ

the title that first introduced realistic physics to gaming I
and smash into his stomach. The impact
throws him back against the wall and he
screams again. A bird, nesting nearby,
carves almost eflortiessly through the
wind then swoops back out, He chases
because he can. Freedom of choice is
the future, so let's escape.

You're Mike Finn, weary space hero.
A research ship, the Pericles, sits stranded

i et e T i O 2
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on the surface of planet Phoebus. its
crew is missing, their fate picked out in
brief, terrifying radio bulletins from their
captain. Triax, an arch-geneticist exiled
from Earth for crimes against humanity,
is responsible. You're underfunded and
underequipped, and your mission? To
rescue any survivors and to overpower
Triax. Except now, Triax has stolen a
crucial part of your ship, and you're
stranded too. So it begins.

modules, each loaded from floppy

and compiled in sequence. As time

went on, these had to broken down

into smaller and smaller files just to

fit in RAM with the object code.”
Without the luxury of a network

or version-control software, Smith and

Irvin resorted to other methods of warking

in parallel. “We wrote down on paper the

routines we'd changed, and occasionally

merged the two sets of game code. We'd

“Exile was just going to be a man with a jetpack exploring

a 2D cave system populated with objects, animals and

puzzles. There was no plot, and no real development plan”™

Schoolfriends Jeremy C Smith
and Peter Irvin finished university in
1986. Smith was at Imperial College and
Irvin at Cambridge, and each had found
their courses sufficiently uninspiring to
exclude the idea of following the traditional
route into a ‘normal’ industry. Luckily, both
were accomplished bedroom coders -
Smith was the author of Thrust, the classic
inertia-based blend of skill and planetary
destruction, and Irvin had created the
well-received monochrome eight-way
shoot 'em 'up Starship Command. They
decided to work on a project together. “At
the time | was writing a game which had a

- wizard exploring a cavern filled with water
and monsters,” Irvin says. "l shelved it when

we decided to team up to do Exile on the

BBC, though the Exile code was built on the

Wizard engine, rewritten five times over.”
Despite their coding background and
obvious love of all things sci-fi, the initial
direction for the project was unclear,
“At inception Exile was just to be a
man with a jetpack exploring a 2D cave
system populated with objects, animals,
and puzzles,” continues Irvin. “There was
no plot, and no real development plan. We
adding new technologies, and seeing
where it led us. It was very much
development by evolution.”

As happens with evolution, Exile's
development took place at the very limits
of what was possible, right from the very
start. “Just compiling the game was right
on the edge of being possible all the time
because of the lack of RAM.," Irvin recalls.
“The source code was broken into lots of

written various utilities to help, for
example to compare the modules for
differences, but the whole process was
a bit of a nightmare to merge.” Arduous,
yes, but out of the toil emerged a planet:
Phoebos. The landscape was generated
by a fast map function which took each
x-y co-ordinate and created tunnels, solid
rock, or a special block with a manually
defined object in it. Objects could be
doors, guns, items, or, so important to
Exile’s vibrant planetscape, the natural
inhabitants of Phoebos.

Populating the caves with myriad
lifeforms, each exhibiting strikingly
different behaviour patterns, seemed
like an impossible task. Irvin explains

-— i e -

The red piranhas are aggressive. and killing them
will help the player progress. in can fiee his
weapon at any angle, useful (1 lights and przeles




The Urn, found early on in the game, can be
filled with water and used to extinguish fires.
Knock into a wall or accelerate oo quickly
while you're carrying It and the water spills out

how it was achieved. “Each creature
chooses a target as its main focus of
attention to follow or shoot at. It does

s0 based on a list of criteria. Does its
target belong to a certain group? Maybe
it's a type of animal, an evil robot, a friendly
imp, or whatever. What ‘mood’ - damaged,
hungry, or whatever — is the testing object
in? Is it in its line of sight? How far away is
it? And so on, and so on. This single routine
instantly gave us wasps behaving in realistic
swarms, animals that attack then give up

The fact it was impossible to die meant the player was free

to experiment with dangerous solutions to puzzies. It was a

massive, deadly world, and an exceptionally difficult game

Exile's single level structure meant for an utterly
non-finear experience. If the player bocame stuck
in one part of the planet, exploration of another
‘would provide a change of scenery and direction

< 152 »

intefiigent attack pattemns. All it required
was a few bytes of data for each object,
and then the same piece of code for
everything.” Simple, except for a few
imps. Irvin remembers: “There was a
bug where they'd clamber out of their
nests, up the walls, and swipe the gun

turrets off the roof, or try and make off
with the huge robots.”

Enemies or more subtle object-based
puzzles would block progress through the
intricate cavern system and towards Triax's
lair. Stealth and skilful flying could outwit the
killers; equally effective would be a volley of
fire from one of the five particle-based
weapons strewn around the game world.
Puzzles required a little more subtiety, but
solving them remained a world away from
the esoteric try-everything-with-everything-
else methods seen elsewhere. Because the
rules of Exile were grounded in real life, in
gravity and mass and inertia, so were the

The first structure Finn on Phoebos is the ab
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answers to its questions. It's easiest to give
an example: holding a heavy rock provided

you with enough weight to counterbalance

a strong updraft, and finding a jetpack
booster gave you the added thrust needed
to move downwards through it.

Equally crucially, the fact that it
was impossible to die - if you were
badly injured then your protection suit
would automatically teleport you away
to one of four self-set locations — meant
the player was free to experiment with
dangerous solutions to puzzles as much
as they liked. It was a massive, deadly
world, and an exceptionally difficult game.
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“Some of the really obsessive fans haven't
even finished the game - | doubt there are
many people who've even got as far as
causing the earthquake that floods the
caves, or finding the maggot machine
or the surviving colonists,” says Irvin,
“In retrospect, | guess we should have
made it much smaller so that more
people finished it, then made a sequel.”
Naturally, the game's success led to
conversions for more powerful formats. The
Amiga and ST versions benefited from a
massive increase in available RAM, resulting
in better graphics and walls that were no
longer restricted to 45° angles, but when it




came to saving on the CD32, memory
became a problem again. “The saved
game had to fit into a pitifully small amount
of non-volatile RAM. Each byte that had to
be saved had unused parts of the bitfieid
stripped, then was subtracted from its
most likely value. Then, after several
other compressions, it was finally stored.”™
A generational leap in hardware meant
nothing — the host machine was still
being pushed to the limit.
Might it be possible to test tomorow's
next-generation hardware with a new Exile?
- “Quite a few people ask about a sequel or
updated version: after all, the hero, Mike
Finn, has only had one adventure so far,
and Triax lives on. I'd quite like this to
happen, but only if it was better than the
on having the same immersive atmosphere
and gameplay.” That's not the only reason
why Irvin has hung back from recreating
Finn's universe. "l think it's only recently
that computers have become powerful
enough to do what I'd like to implement
in a really detailed realistic 3D world for
Exile. It's not just a matter of pretty bitmaps
and numbers of polygons.”

Sadly, Smith passed away in 1992. Irvin
still works in the games industry for his own
He's remaining quiet about his current
project, but reveals that it's a game
designed to work on every platform from
PDAs and Smart phones upwards, and that
it has been allowed to evolve from basic
principles, just like Exfle. For now, then,
those desperate for a sequel will have to be
content with playing around with thé
versions of the game already avallable,
“People keep asking about the extra text
messages in the 68000 version, like ‘She
wants you badly’, or ‘You have killed Triax'.

We put those there for hackers to wonder
over,” Irvin says. “Maybe.™

Why put any rumours to rest? In less than

the making of.

“People keep asking about the extra text messages
in the 68000 version, like ‘She wants you badly’... We

put those in there for hackers to wonder over. Maybe”

The smiling secrecy is understandable.

150K of data, within 32K of RAM, Irvin and
Smith created a world which still lives on
today. It lives in the tribute Web sites, it lives
through emulation, and it lives through the
dedicated conversion projects. Most of all,
though, it lives in the heads of those who
played it. That's where Mike Finn is now,
circling through the caverns of Phoebos,
thrown around by the particle winds,
spinning around in the sparkling

black. That's Exile. That's freedom.
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Examining gaming history from Edge’s perspective, five years ago this month
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1. Probe's Fergus McGovemn
talks to Edge following
Acclaim'’s £60m acquisition
of his company 2. Pufstar
one of the Neo-Gea's most
accomplished, if cynically
concelved, actioners 3
Netview's debut 4. Edge
takes a look into the darker
side of gaming... 5. ... and
finds some particularty grisly
evidence 6. Big Red Racing,
a PC game clearly awaiting
the dawn of 3D acceleration

Mﬂfﬂﬁmlmwmmmﬂn
family takeaway during my teens went to the local
amusement arcade. It was a small arcade, housing
ne mare than ten cabinets and a few slot machines
at a time. What they managed to get right, though,
was the choice of games that kept bringing me
back One of such games was Kung Fu Master.

At first | was actually afraid to go on It because
the characters were so big on-screen and the action
maoved at such a pace that the player had a split
second to time his moves. At the drop of a coin
to the cry of ‘Waliiyaaal’, an endless number of
Mr X's henchmen poured on to the screen,
raising their fists as they approached the hero.

The mdustry s tavountas from yastaryaar, jhis moath, Team Scho's
Chzinn Wah Kong relives his kung fo past spant inia dingy srcacde
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ncluding Netview, Techview, Arcadeview, and Over The

Overcoming the Initial intimidation, | quickly
fall in love with kung fu master Thomas's incessant
agliity, with his lightning feet and fists of fury,
Venturing desper nto the devil's temple, unarmed
henchmen were backed up by knife throwers and
somersaulting midgets, who could only be
disposed of with timely headbutts.

Kung Fu Master s a prime example of a
simple game where it is not enough just 1o win,
but the player is almost encouraged 1o win with
style. Perhaps it is the ability to dispose of three
baddies with a single flying kick. but there is that
certain feel-good factor to Kung Fu Master that |
I'd like to see more in today’s games.



CEQ and co-founder, Elixir Studios

Demis Hassabis
ouna the L
t at Bulifrog

What was the first thing you ever created
on a computer?

ving the grid
10Urs on end, and It avan

sval inside the house

What was your first job in the industry, and
what was the first th:ng you ever designed?

maort II:'I'.].

games are never mc same, perf

t pacing, and
an unusually good computer opponeant (even If it

5) make it the

t computer game

What was the last game you played, and

what did you think of it?

It's good fun, but it

ally fourplayer Pong,

jar Virtua IE,'!

o note it's |

How many hours a week do you actually
spend playing games?
About ten, but th

d like 1t

What's the first game you look for when
you walk into an arcade?

Air hocke

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

Of The Rings', as it

o much. Album is more tncky; it really

changes with my mood. Could be a bit of Mozan

one day, a bit of R another day, or the

atest Logical Prog on the next
Which Web site do you most
regularly visit?

p orts.co.uk/football. I'm a fanatic
Liverpool supporter

Which game would you most like to
have worked on?

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

s done with only 16 colours..

What are you personally working on
at the moment?

m currently working hard on refin
gameplay mechanics of
i blic: The Revolut

bout the Al architecture

rct § ” the -\.-[ ~
phase and moving
oduction of game contant,

What new development in videogames
would you most like to see?

'd love to see better and 1
artificial in
that
Tesing

emoblion and
the story

What annoys you about the industry?
nality and innovation. Not very me
g the bound

aries of

mathing naw.

What do you most enjoy about working
in the v:deogame |ndusm,r?

of the most challenging

ur technical

an
cnly job | hat, Sscondly

working as

YoLINg

Whose work do you most admire?

Hideo Kojima, for the incredible vision he

prings to games and the v

y he tries to

wat will

do things tf vhiole industry
Which new platform are you most
looking forward tu?

Mo PC

C nng rom a

| would probabily say the X

What's yclur take on mobile- phl:me gaming?
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J Allard speculates on a resurgence' n
‘twitch gaming' in ES0. There is no doubt in my
mind that this resurgence is on the way. In
development are TimaSplitters and Retumn To
Castle Wolfenstein, both of which are a retumn to
reaction gaming. These sorts of games would
appeal to more casual gamers, but what would
the hardcore crowd make of them? Since
journalists are typically hardCore gamers, we
may Ses average reviaw scores and comments
of lack of depth from the magazines.

If trus is the case, how will casual gamers find
out about these titles' axistenca? All the casual
gamers that | know buy games based on their
friends’ opinions. An example of this is GoidenEye;
| played it at a relative’s house and then bought it,
then my friends came over for a multiplayer session
and soon avaryone that owns a NB4 has one. The
only solution | can think of is Casual Gamer UK
magazine, or something similar.

On another note, Graham Plumb’s Phantom
Limb (Out There E20) s intriguing, but how are the
arcade owners going to stop adolescent boys (ke
me) shyly swearing at passers by?

Guy Chapman, via email

Edge will continue to champion the very best in
twitch gaming ([T&F remains a perennial favourite,
and yet its depth can be easlly questioned), but,
intnguingly, Future Publishing has a new magazine
launching soan, entitled Video Gamer, which may
well cater for the masses you refer to,

I’'m a deaf hardcore gamer, hava been playing
great games sinca 1983, and have a vast collection
of classic computer and videogames. | was bom
deaf with speech impairment. | don't use any
hearing aids because they don't help me at all as

Communicate by post:

Or email:
edge@futurenet.co.uk

my deafness is very severe. There are about
four-and-a-half milion people who are deaf or
hard of hearing in the UK.

| am getting very concemed about the new
generation of conscles, because thers is a growing
trend of using speech instead of text o follow the
game plot. | can, hawever, understand and accept
the growing popularity of using speech for a game's
plot to allow more realism. I'm also aware of
cheaper, powerful new audio technology.

What caused me most concem was an X-Box
developer saying: “We are gaing to infroduce a
headphone with a microphone where you can
speak and order instructions while playing games
In the X-Box. We don't want a keyboard for our
X-Box as we don't want our X-Baox interpreted as a
PC." It may be that developers don't understand
the great problems this could pose people with
hearing difficulties.

In EBY, | read your Prescreen Focus about
storyboarding and wondered: what about deaf
gamers? We would be excluded from these game
elements if they were introduced without text.

| strongly feel that game developers doesn't give
a damn about the hard of hearing. This isn't a new
phenomenon, as they have already demonstraled
their attitude. Look at Driver, Spider-Man, Half-Life,
Blood Omen: Legacy Of Kain, and the Resident
Evil series: these games all include speech
without a subtitles menu.

| wrote a letter to Reflections last year after
buying Oriver and discovering that there were no
subtities 1o follow the plot. | asked them to include
subtities on the PC version of Driver and their
forthcoming games. | received a letter from John
Sim, promising to send a transenipt of the Driver
missions, but | have heard nothing from them and

EDGE |

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

am not very impressed. | was forced to buy an
official strategy guide, but then realised it was
impossible to follow due to missions leading to any
one of 8 number of further jobs, so | had to guess
what mission | would be playlng. That pissed me off
and wasted me a good deal of £50 worth of game
and strategy guide combined.

To summarise my concerns, will games on the
next generation of consoles include a subtities
menu? | very much doubt it, because of a
perceived lack of demand. One solution would be
to offer deaf gamers a patch including a subtities
menu. Unless the deaf and hard of hearing lobby
game developers for subtities on our next-
generation console games, we stand 1o miss out
on the advances the new wave of games offer.
Niall Rattansi, via email
Developers, this one's over 10 you,..

| agree with Rob Cole's letter in E59 on the
importance of controller design, and that it barely
gets a mention in the pages of most videogame
magazines, who only seem 10 be interested in the
frame rales or polygon counts for the forthcoming
console war. However, | fesl | must reply to his
comment that the NG64 controller is ‘perfect’”.

My own preferenca is Sony's little gem — your
hands surround Its contours like a glove, although
the first models look like some cheap thirdparty
effort compared to a Dual Shock unit, which, to me,
evolved it into perfection. | don’t want to start a
debate that will run for months on end, | just think
that it all comes down to gamers' own praferences.
| bought my PS soon after its launch, and I've
neaded a daily fix of it since, so I've had a few
wonderful years' service from it. but it did start to
look dated once GoldenEye hit the NB4 - the game

As a deaf, committed gamer, Niall Rattansi bemoans
titles such as Spider-Man, which fails to offer a
subtitle option, and ponders his gaming future



which prompted me to buy one. The first words to
pass my lips when | removed the controller from the
box were: “How the fuck are you supposad to hold
that?" Since the days of my ZX Spectrum, I've
always Used a keyboard, having a deep hatred for
foysticks, so I've grown into the habit of having my
‘hands close together, with my fingers on the pulse
{50 to speak), so the N64 controlier went against
‘averything | knew, Three sections for your hands? |
ke to have my fingers ready to save the world or
give Yoshimitsu a particularty vicious kick up the
arse. What | don't want to do is let go of the
‘cantroller then get hold of it somewhere else
st to take aim. Gameplay suffars.

©On Monday May 15, 2000, a date etchad in my
‘mind, my beloved PS went 1o silcon heaven. So
disgusted was | with Nintendo's ‘controlier’ that |
‘Bbought a Dreamcast to fill in time before PS2s
faunch. Sega’s controller is an improvement on
‘Nintendo's. but quality control seems to have gone
out of the window, and as much as | hate the NE4's
‘controller, | have to admit that it is reliable and solid
—when you press a button you do so knowng that
you are not inadvertently pressing another, The
‘same cannot be said for Sega’s great whits hope.

| give Sony top marks for sticking with the Dual
‘Shock design, giving an old friend a new makeover
1o allow transition to the future much more playable,
and instantly recognisable. It is therefore nice to see
that Nintendo seems to have learned from Its
- mistakes and has opted for a Sony clone as s
physical interface for the GameCube - now all they
‘need is a good design for the console instead of
I-zmmmmn:mks,ﬁka Barbie's portable karacke
‘machine. Let's hope that Pikachu Is on standby...
‘Paul Thomlinson, via email
“The NB4's controlier [s certainly an Lgly beast, but

in functionality terms it remains the favoured
console contralier in the Edge office. And that's
from & bunch of gamers who grew up first using
dials, then buttons, joysticks, keyboards, D-pads,
and most recently analogue sticks.

Regarding GameCube, can you really not find
& place in your home for a black or 'steel’ model?

| love YOUF inside cover images, but was
disappointed with those of issue 89, The ‘religious’
one. The compositing is 'scary’ and the rendering
of the book is ‘bandy’. Also, you left the crucifix in
the shot and the logo for the Y2K celebration of the
Catholic church. Are you saying that the Catholic
church preaches your doctrine, or that priests read
Edge during mass? A good job the Spanish
Inquisition isn't around. Although this won't damage
the church, this does show a lack of thinking on
your part. even if the priest agreed to the result.
Parhaps other religions such as the Jews or
Muslims may feel aggneved that they weren't
chosen. For such a straightforward idea, the
exacution was bland. This feels a bit ke a faiiing TV
show producing a ghost story episode. You're not
failing or running out of ideas, are you? | hope not.
Valan Chan, via email
Surprisingly, this is the only lstter Edge received on
this topic, when a bundle was expected. Perhaps
most readers' religion is simply technology.
Regardless, hera's hoping last month's Carne
Abbas Giant did not offend your sensibilities.

So, Paul Jackson of Eiectronic Arts
doesn’t think the delayed launch or the price point
of PS2 wil alienate consumers? Perhaps he should
frequent the forums that | do where the pricing of
PS2 in particular is a2 sore point.

EDGE #

The price point in addition to the pre-order
scheme has put me off getting one until at least the
first price drop. In a way, | suppose | should thank
Sony. The money | might have spent on PS2 can
be directed towards other platforms (mainly my
Dreamcast). | also have friends who are either
waiting for a significant price drop before buying or
just aren't bothering and are considering Dreamcast
as an option. These aren't pecple who don't
consider the PS2 a major purchase (as David
Braben suggests) but people who actually heid off
buying a Dreamcast in favour of PS2 only to be
allenated by the pricing and delays. | don't mean
this to sound as a pro-Sega/anti-Sony letter, I'm
just suggesting that Paul Jackson et al should
be a little more aware of the fact that some
people have been put off,

Stephen Marriott, via email

This still remains a difficult one to call. On the one
hand Sega is rubbing its corporate hands with giee
over the PS2 stock shortages situation, while on
the other you have the very existence of what
remaing one of the most lusted-after pieces of
gaming hardware ever enginesred, irmespective of
when people can actually get their hands on it, In
summary. though, it must be said that nowadays
more negative PS2 reader feedback lands in this
office than positive. interpret that as you will.
Which brings us to...

| am disgusted by the amount of letters that
simply bitch about the PS2. Of coursa it has its
shortcomings - everything does. But you don't see
people complaining about Dreamcast's low specs
and shoddy online gaming, or about Nintendo’s
irreprassibly ugly GameCube. but you do (albeit to a
lesser extent) hear about X-Box's naiveta. | am not

‘This feels a bit like a failing TV show
producing a ghost story episode.
You're not failing or running out

of ideas, are you? | hope not’




saying that Sega won't be able to get their onling
act together, or that the GameCube doesn't have
some amazing games in production, or that X-Box
may be able to win this console war, but has it
become fashionable to complain about PS27

So the PR managers exaggerated its potential;
so did Microsoft's. But the entire point of a PR
manager is to create an Image that appeals to the
masses, and, frankly, hardcore gamers are no
longer the masses. That title now belongs to the
casual gamer, who picks up any magazine with a
picture of Lara Croft on the front, who buys any
sport game that's a seguel, and ignores anything
ruly inspirational. But has anyone who writes
these letters seen Metal Gear Solid 2 running?
Becauss if they had, | se. doubt that they
would be complaining so much.
Shrestha Sinha, via email
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Nathan Baseley champions Sega’s
efforts in delivering software such as
Seaman instead of relying on sequels

Something strange is nappening in
camp Sega. Has anyone else noticed that the
majority of the big titles are not sequels to old
franchises? Certainly there have been arcade

conversions, but | am really talking about Wirfua
Fighter, Sega Rally, and Sonic being the only big
titles that are old Sega franc

The big titles being discussed are Jet Set Radio,
Shenmue, Space Channel 5, Crazy Taxi, and the
lilke. Not only are these new games, they are also
blisteringly original and innovative.

We always tend to hold Nintendo up as the
developars who know which buttons to push. Their
games almost always top the Best Games Ever
charts, and yet, bizarrely, the N64 has been home
to almost as many sequels and continuations of
franchises as the PlayStation. Rare have been the
only ones who have really established new
franchises, but even they couldn't resist a
Donkey Kong update.

I'm not criticising franchises at all. | want to play

=xt Resident Evil, Zelda and Mario. But at the
| am desperate to play new games, with

S,

deas and concepts.
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Anyone arguing that the Dreamcast isn't
home ta innovative software is invited to take
a look at Seaman
MNathan Baseley, via email
on Sega successfully engineers is
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| read the interview with Mr Miyamoto in E90
with great interest. He is (of course) an inspiring

man, and a living legend
ubled by Nintendo's insistence
to continue marketing their consoles as toys. The
Famicom was short for Family Computer and he
used almost the sarme words to describe their
vision of the GameCube.

Someone needs to quistly tell Nintendo that
change is required. If thay are not to be seen as

| am), however,

arrogant (a title which Sony appear to be greedily
hanging onto at the moment) then they need to

recognise that the children who played Mario in
B0s now have mortgages and careers.

Yes. we are still amazed by Maro and Zeloa,
and yes we enjoy the escapism of being reminded
of our childhoods. But we also like Perfect Dark
and Resident Evil.

f they are to convince a new market to buy into
GameCube then they need to continue with what
they are best at (making great games and
consoles), but look outside for marketing muscle.
Vladimir Imp, via email
But consider this: which age group is Ni

endo’s
ing, all-congquering, bank-rollin

‘Something strange is happening in
camp Sega. Has anyone else noticed
that the majority of big titles are not
sequels to old franchises?”

Viadimir Imp believes Nintendo's focus on serving
the desires of younger gamers spells out a grim
message to the 20- and 30-something generation
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Issue 92 on sale November 29
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Next month: hit or myth?
Edge delivers the definitive verdict
on Shenmue, the gaming experience
Sega expects to change the world
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