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The future of electronic entertainment

ollowing the sellout of PlayStation2 upon its American

debut, it may come as some surprise to see a Dreamcast
title adorning this month’s cover. But right now Sony's console
is simply a gaming box firmly in the established sense of the
phrase, running established gaming experiences in established
ways, while Sega's machine is getting into its stride — at least
in terms of how its more committed development devotees
are pushing its cynically undervalued potential.

Enter Phantasy Star Online (see p50) and innovation.
With it, Yuji Naka and Sega's Sonic Team are building a
game world whose online multiplayer mechanic should lay
the foundations for a new era of console gaming —an era
which PlayStation2 users must patiently wait to sample.

But the take-up of PlayStation2 outside of Japan retains
gargantuan significance. Yes, many US consumers have
bought into the format simply in order to get an all-new,
graphically updated fix of John Madden, but the format’s
western arrival marks a significant uptum in the videogame
industry's fortunes. The unique boom-bust cycle which has
characterised it since its inception 30 years ago is about to
begin afresh once more, invigorated by shiny new hardware
and millions of pounds spent putting it under consumers'
noses in the run up to a noisy Christmas.

But has this particular cycle tipped Sega over the edge?
As the company reports further corporate financial hardship
(see p10), and premier Dreamcast releases remain
underpromoted in key territories, staying on its feet in
the fight against Sony looks a tougher task by the day.

Seeing the words ‘produced by Yuji Naka' appearing
on an X-Box or GameCube title in the relatively near future
Is not as fantastical as it may at first appear. After all,
convergence will eventually bring every console together
in some form or another, breaking down the type of brand
barriers that have in fact hindered the development of
videogames as an entertainment medium,

Imagine a Phantasy Star Online sequel being played
simultaneously by a DC user in Edinburgh, a PS2 owner in
Memphis, an X-Box gamer in Paris, and a GameCube-head
in Bath. This kind of future may be the only way to
eliminate the boom-bust cycle once and for all.
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Edge takes an unusual detour via Germany
in order to venture out into the wild west

Sega's online dream may be finally coming
to fruition thanks to this month's cover game

wrah

Was Sony's Net Yaroze project mere folly?
Absolutely not, as Edge recently discovered

Game audio is moving out of the shadows
as three strands of its development attest

Whatever happened to Rob Hubbard?
Edge tracks down yesteryear's heroes
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Sonic Adventure 2 {DC)
034 Power Jet Racing(DC)
036 J-Phoenix (PS2)
038  Fighting Vipers 2 (DC)
039  Charge 'n’ Blast (DC)
039  The Rhapsody

Of Zephyr (DC)
040 DNA (PS2)
040 Technictix (PS2)
041 Twisted Metal Black (PS2)
D41 Legion (PS2)
042 Kuri Kuri MIX (PS2)
042  Crash Bandicoot (PS2)
043 Battle Isle:

Dark Space (PC)
043 Panzer Front (PS)
044 Sports JAM (coin-op)
044 F355 Challenge 2 (DC)
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the connected issue

Frontend

News and views from e-entertainment’s cutting edge
Qut there

Reportage and media

- I.i": V‘.\

Commentary from inside the videogame industry

r H
er H ‘J\

Sleven Poole asks: does size matter?
Sega S Toshnh:ro Nagoshi debuts his monthly column

Frae!ance game musician Tim Follin
UI(-based handheld developer Pocket Studios

cdge Moves
Ymdmoetobepanafmevdeogamemdusty
Codeshop

Tracking developments in development

The making of...

Sandy White relives the horror of 3D Ant Attack
Reset

A look back at Edge five years ago, plus Pixel Perfect
FAQ

Evolution Studios' MD Martin Kenwright

Inbox

Next month

Shenmue (DC) 100 18 Wheeler American
Legend Of Zelda: Pro Trucker (DC)
Majora’s Mask (N64) 102 Gunlok (PC)

Driver 2 (PS) 103 Insane (PC)

No One Lives 104 AquaAqua (PS2)
Forever (PC) 104 Incredible Crisis (PS)
Summoner (PS2) 105 RCde GO! (PS)

The World Is Not 105 Quake lll Arena (DC)
Enough (NB4) 106 Tomb Raider:

Ready 2 Rumble: Chronicles (PS)
Round Two (DC) 106  Dead Or Alive 2 (PS2)
Sega Marine

Fishing (DC)
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PS2 storms into United States

Sony shifts 500,000 consoles without breaking sweat as unit
provision problems and bad weather fail to dampen enthusiasm
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Software sales began to mount up even in
advance of the launch of the PlayStation2
itself, with Madden topping the charts

Several incidents reported in the news saw
successful punters deprived of their newly
purchased hardware by viclent thugs
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would grow to 50 by Christmas

Sega still strong

selling strongly in th anks 10.a growing

s and a loyal fanbase

1.3 million by 2001

ting As the n s holiday period gets a

If anything can slow PS2 and its incredible
launch figures, it's surely arch rival Sega...
Dreamcast is still selling strongly in the US




Shortly after doors opened to the hordes
of PlayStation2-hungry consumers, units
appeared for inflated prices over the Net
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The verdict on the US PS2 launch

Jeff Brown
Senlor director of communications, EA

Sam Houser
Vice president, Rockstar Games

Steve Ellis
Free Radical Design Ltd

onslaught e
Nick Gibson
Financial analyst, Duriacher

Julian Eggebrecht
Factor 5

Dave Perry
Shiny Entertainment
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1. this should not pose too
many difficulties for the company,
which will be recalling any leftover forms,
but it does raise questions for publishers
and consurmers. With many consumers
buying the unit for its OVD capabilities,
there promises to be a surfsit of launch
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The sad news that Isao Okawa (below)
is suffering from ill health means Hideko
Sato (right) is to become vice prasident

Sega shifts focus as losses loom

Company decides to close its in-house coin-op production department and
opts for a tactical withdrawal from the hugely competitive hardware market
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Sega attributed its revised financial forecasts in
large part to the recent decision to discount the
price of the Dreamcast in the US and Europe
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Coin-op closedown
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Despite a strong showing at JAMMA, Sega of

Japan has taken the decision to close down the

Yaguchi Equipment manufacturing department

due to diminishing demand in arca

existing arcade cabinets being subcantracted
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contnbut

pictu ypany in difficulty, particularly
amid reports that the Entertainment STAGE
net@ endeavour has met with litte success
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joubt be saddened to hear of the
prospect of diminishing support for the
Dreamcast, it s surely to be hoped that

thie npany s successiul in transferring
ts indisputable strength in software
development to other platiorms. With
many current networked technologies

currently still nascent, though, hopetully the

Totget Tane

Despite a raft of triple-A titles such as
Metropolis Street Racer (above), the
future looks uncertain for Sega fans

DTl initiative for i
independent developers
The Department of Trade and Industry
recently raised the prospect of a
UK-wide trade association for independent
game developers in a meeting with ten
leading developers at the end of October.
The concept of a trade association was
put forward to identify common issues and
develop a more unified voice to promote
developers and raise the profile of the
UK industry at a global level

“The computer games industry
is one of the most exciting of British
industries," said the Government's
ebusiness minister, Patricia Hewitt
This meeting marks a positive step
towards an independent trade association
that will unify this creative sector.

Another meeting in December
will consider the structure of the
organisation, which it is hoped will be
operational by the new year, and wil
be open to all Independent developers




Making the Indrema reality

Developer support boosts vision of an Linux-based, open source

next-gen console to take on the might of X-Box, PS2, and GameCube

The Indrema Entertainment System (IES)
is very much the dark horse in the
console race, but CEO John Gildred is
optimistic about its chances for success
against the likes of Sony and Microsoft

Indrema specifications

B800MHz processor

B64Mb fast memory

Upgradeable GPU slide bay
8/30/50Ghb hard drive option
100Mbps ethernet port

1 S-Video i, 1 out

1 component HD out

1 sterso in, 1 out (LUA)

1 digital audic out (optical)

4 USB universal ports

Integrated DVD piayer

Wireless keyboard/mouse option
Special 'DV Linux' distribution
Supports Mesa 30, OpenAL and
OpenStream

Next-generation nVidia GPU

MPEG2 dual stream HW acceleration
HDTV output supports 480p, 720p, 1080i
30 audio converts to optical out
Integrated Gecko browser and smail
MP3 storage and playback system
Enhanced personal TV system
Bundied game to be announced at launch
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hen the Indrema Entertainment

System was first announced, around
the time of E3, it prompted widespread
bewilderment to the point that It was even
suggested that the Linux-based machine
was nothing more than a hoax. Boasting
a set of specifications that mval all the other
next-ganeration consoles, but apparently
appearing from nowhers, such a response
was understandable, but with the company
continuing to keep a low profile, not much
more has been revealed until recently, First,
the company sant out a press release antitied
“Top Ten Reasons To Save Your Money And
Buy An indrema’ to coincide with the P82
launch, befors launching its Indrama
Developer Network at the start of this
month. Edge spoke to founder and CEO,
John Gildred, 10 discuss the machine's
prospects in an alreagy crowded and
competitive markat

“The idea behind Indrema was borm on

another late night over a year ago,” starts
Gildred, describing when inspiration struck.
*I was piaying Quake CTF, not very wel,
but still enjoying a great game with fnends
The background conversation leaned in the
direction of Ouake's creator and why such an
Innovative game would take s0 long 10 see
any action in the console market. Knowing
the answer, we bagan throwing out what-ifs

kke: "What if there was a console that
allowed anyone to become a developer, with
no bamers to entry, what if the console usad
an open-source software architecturs to
ensure a free SDK and level the playing field:
what if the open-source architecture allowed
developers to own the operating system and
improve it?' The what-ifs led to a very heated
debate about the natura of open source, and
it became clear that the open-source model
would need a mechanism for certifying
games. it would have to be a system which
appealed to ndependent developers and
market movers alike.”

Glidred himself comes from a
background in encryption technology and
software develapment, serving as president
of OpenSoft Corporation prior to founding
Indrema. The other principal members of the
privately funded venture’s management team
include director of operations Eric Rutter, who
has an extensive history with European cable
TV companies, and director of sales Thomas
Duffy, who worked with Glldred at OpenSoft.
But what makes them think that they can
take on the combined marksting might of
console giants like Sony and Nintendo,
and now Microsoft?

Developers offer their support
For a start the response of the development

“Indrema offers free SDKs, free distribution,
a support community, and an open-source
operating system that is easier to write games to”

The L600 Is the first in a planned series of
units built around the IES specification,
and will feature an upgradeable GPU

community has been positive, with more than
2,200 developers registenng with the Indrema
Daveloper Network even betore the official
launch of its Web site, As Glidred points out,
much of this is down to the company's
commitment to remove the bamers of entry
that currently hinder independent developers
from entering the heavyweight console
market. “Those barriers are usually the
high cost and the complicated, proprietary
hardware on which 1o write games,” he
explains. "indrema offers free SDKs, free
distribubon. & support community through
the Indrema Developer Network, and an
open-source operating system that is easier
to write games to and makes developers
feel as if they have partial ownership of the
system.” Hamessing hitherto untapped
deveiopment talent will therefore be one
part of the company’s strategy for sUCCEss.
but the online community of Indrema
developers will be Just as crucial - as befits
the open-source philosophy of the platform
The Developer Network Web site,
taunched in conjunction with CollabNet -
a company that speciafises in collaborative
software development — contains a
comprehensive set of resources for
developers that are considering projects
for the platform. The dev kit will be available
to downioad free and will contain several
APls, including OpenGL and a version of
Codewarmor from Metrowarks. By offering
a comprehensive suite of professional
development tools, Indrema hopes to
attract a large section of the development
community, who will be able to share ideas



WELLONE TO IDN..  INDREMA DEVELOPER METUORK.. TURM IT ON..

The Indrema Developer Network is a core
part of the company’s plans to reduce the
barriers to entry faced by small developers
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Motorola taps into gaming potential

Mobile phone manufacturer shows off its next-generation of handsets, and underlines
its drive to develop new wireless applications by offering increased developer support

Motorela’s management team is trying
to reposition the company towards
supporting software applications.
including games. From top: Juan
Montes, Rick Darnaby, Dominic
Strowbridge, and Martin Campiche

<014

tended ECTS ina id to

new emphasis

1. Motorola
been touring Europe
ed members of
the press about t
company's next
Hawin :

Edge met with members of
management, including Doug G
Montes, and Dominic Strc
to witness the latest hard

The recent arrival of Juan M
formerly vice president of softw

amy s

twin, Juar

oroer

development at SCEE, marks Motorola’s

determination to move away from its

traditional remit as a pure hardware
manufacturer and towards a focus an

developing applications for wi
platforms. Montes will be charg

d

with overseeing the company’s

Internet and 3G technologies
While there were a number

of conventional handsets on show

there were some that bode well for

wireless gaming. The Accompll combined
impressive PDA functionality with a touch-
sensitive screen. but more noteworthy was
the Accompli 009, which is set for release in

= first quarter of 2001, Combining a colour
screen with a QWERTY keyboard, this device
pabie of showing video clips, and played
an impressive widescreen Pac-Man demo

which would stand up favourably to software

on dedicated handheld gaming formats
Itis important to note, though, that

’.”ﬂ

|
INHHE

these are just 2.5G units, With such
IrT

ssive videogame capabilities, it

merely remains to be seen whether UK

operators will stall the market by passing
the infiated cost of acquiring 3G licenses
on to th r, and whether Metorola
will obtain the types of intellectual property

that will ensure the unit's success as a games

platform. The company has certainly made
an impressive start by organising a
developer conference and signing

a strategic agreement with Sega.

A range of phones optimised for current WAP standards, including the V50 (left) and the
Timeport 250 (right), will soon be joined by GPRS handsets like the Accompli 009 (top)



From top: THE's Dick Francis, Rare's Chris
Stamper, Phill Jupitus and BAFTA vice
president Lord Puttnam survive the ordeal

BAFTAs baffle industry

Videogames left somewhat out in the cold as more
traditional forms of entertainment scoop the silverware

ment field, particularly t

i with traditiona

BBC Online curiously

vie Best UK developer.

Videogames miss the cut
Compared to previo Faars [here w

Console game of the year went to SCEE's Medievil Il, to the absolute delight of (from left)
producer Andrew Kennedy, creative director James Shepherd, and lead artist Jason Wilson

| BAFTA winners
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A record-setting 600 entries battled for the 18 omEe
awards... a look around revealed a surprisingly i
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Industry embraces outsiders

Key figures from the videogame, television, and film
industries come together to discuss convergence

lor a conferance titled "All Togather Now — the

business of entertainment in the online word'

bition pr

Chris Deering was another speaker at the event, which included representation from the
government, showing an increasing awareness of the global strength of the UK industry

ndesd the govermment, provides strong

Jason Kingsley was one of a strong line-
up of speakers from key entertainment
industries attending All Together Now

dance

t key figures from fraditional media, and

Milia 2001 welcomes indies

Independent developers offered chance to
present product to publishers free of charge

Al bnng immediate opperunmes 10 DOth new

talent and the publishing community.”

A committee composed of rep

from Miliz and fts partness, Microsaft and AMD,

Milia’s Laurine Garaude is convinced that this
year's event in sunny Cannes can be every
bit as successful as it has in previous years

ally

encapsulates so much of what Milia represents, ore information or an application for

states Laurine Garaude, sxacutive director of for a slot in the Game Develog

g the




Essential Hardware Guide 2000

As the industry surges into its next generation, Edge steps
back, analyses the situation, and considers the ramifications

Edge's Essential Hardware Guide 2000,

page volume d cument and
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The Edge Essential Hardware Guide will of vidsogame ossign which b
offer definitive analysis of all key platforms dramatic as thaf brought about by e lear Lesser-known platforms, such as the
at a crucial point in the industry's evolution from 2D 10 3D GP32, will also feature in the guide

Edge Online to roll in December

The future of electronic entertainment meets the future
of publishing, offering an extended Edge experience

e coders and designers, the site

| he future of electronic entartanment is
online, Complemanting Edge's monthiy ontain & wide-ranging catalogue EGE
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Edge Online will provide up-to-the-minute insights from leading industry players, as well
as offering users the chance to download slabs of code and chat on a moderated forum
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humble, original PlayStation. That little grey
box is currently in 27 million homes across
the country, an has almost become a
generic term meaning ‘video games‘ the
way Kleenex means tlssues
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2 Web site of the month

It wes diffioult ot to be seduced by the liting
meindies o prevaient In Legend of Zaida: Ocarna of
Time, Those songs coulkd now bé & permanent pert
of your e thanks to & Califomian ocanna orafer
Damyn Sengbrd offers a complets range of the
insinuments from the dainty Alto (820) to & sweet
potam version (536.50) modeled on Link's very own.
Hs Web site also pravides song shests with all the
corect finger positions for tunes as diverse as Tha
Yeliow Sutsmerine’ @nd (The Good, The Bad, And
The Ugly', Mr Scngtim aiso ghes passable
renditions of seiected melodies from Miyarmoto's
mastepece for thoss with access to Heal Player,

Japan: Game Boy Color Manig Tenns can ba o
lfe-changing expenence, or 50.1s Nintenclo ad
woulkd nave you believe. Stil, the abifity to train
your player and Bring im 10 the NB4 is a neat trick
1 Ad opens on ¥ving foom . Boy: "Mum.."
"..Jmmhew Mather: “To be
stronger . . you nesd to practice hard'”
'l-luo,mb?'amsGB! . Boy: "What?"
Mather. “Ply... /- “.., and take care of your
player | "ﬁuqft_myu.rmw-. Boy: “Wow!"
“ Vigiceover- “Mano Tenmis GB for Game Boy Color™
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ake no mistake: there are going to be a lot
M of disappointed children this Christmas,
Imagine building up all that exciternent
only to find cut that a copy of Driver 2 has been
placed beneath the fairy lights. The paper is npped
open, the child beams with delight, the father
secretly hopes for a few goes himself, and then the
disk is inserted into the PlayStation's CD drive. .. It's
not that Dmver 2 is awful, it's just not exceptional
A large part of the disappointment certainly
resides in the hype that has sumounded the release
(Infogrames Is supparting the game with an
unparalieled £5m marketing budget). But everyone s
familiar with popular products being sold on nothing
more than brand identity and a catchy tagine. Na,
what really grates is the level of misinformation which
Is disseminated by videogame magazines.
Without exception all pride themsalves on
independent, unbiased opirion, Yet most readers of

game joumaksm have been bumt at lsast once by
spending money on a 10710 game which actualy
tumed out 1o be a turgid product

A good way to remedy such a situation would
be for publishing houses to perhaps reconsider the
way they go about fulliling their ambitions, There ars
a few publications that, while naturally targeting
specific sectors of the ever-widening games
audience, serve their purpose commeandably well
Another issue s that of joumnalistic standards inan
environment where industry rumour, intemet gossip,
and compiete fabncation are happiy passed off as
fact, and the mistaken befief that plastering the word
‘ewclusive’ In as many places as possibie is a recipe
for instant sales success. And that's before RedEye
gets on to the sublject of review scores.,

Those with any faith in the honesty of games
journalists should look away now. Stil here? Okay,
let’'s press on. Before reviewing a fitlie most game
journos do not see a game through 1o its conclusion,
Worse, there are some who do not play the game at
all before happily stamping a rating to their 500
wiords of plot summary, Time pressures and laziness
can be blamed, but It is a sad truth that this

mmentary from inside the

frequently ocours in an industry which now
generates more profit than the movie industry.

RedEye had the unfortunate priviege of hearing
about 8 game ‘jourmalist’ who boasted of his game
revewing sidlis 10 a colleague in a company's
bathroom. As he was commissioned by a Web ste
he fait it was acoeptable to tell his friend that he had
handed in a page of copy without even looking at
the game. Unfortunatsly for him, he wasn't aware
that the editor of the said Internet site was in the
stall nearby. He was not commissioned for the
site again but it doesn't stop him from writing
for his monthly magazine to this day,

I only these: instances of cack-handed
journalism were confined 10 a few individuas. In
RedEye's experience the venality goes much deeper.
Magazne sales are fusiied by exclusives and
enthusiasm, both of which serve to confound revew
and preview analysis. No magazine is going to place

REDEYE

an image of the hottest new game on the front cover
and then savage it within its pages. With half-finished
preview coda, magazines will predict the most
startiing things about a title. Did anyone really believe
that In Cold Biood was going to be a cross between
Metal Gear Solldd and Resident £, only better?

More recently Sega Europe's PR representatives
could not manage to send all three discs of
Shenmue to magazines for review. Disc one and o
worked perfectly, but disc three - being from a
differant batch and sent some time later — would not
pick up the saved data from the Dreamcast’s VMU
As Shenmue s one of the most anticipated fities in
recent memory, BedEye phoned several mviewers 1o
ascertain how they intended solve such a problem
Onily two managed to play through disc thres, albet
using Japanese code. The others admitted that they
hadn't got that far befora committing their opinions
10 the page. The nonchalant manner with which this
was expressed was guite astonishing.

“You don't write truth and you don't write beauty
- you write what you want your readers o hear”
That was the disheartening statement meted out to
RedEye by a rival magazine publisher, The words
may drip with cynicism, but there is a deprassing

me industry

truth to them, Editors belleve that the majority of
readers do not want to hear that the game they have
been waiting for snce the beginning of the yearis a
piece of shite. When it comes to review scores there
Is an expected grade and an objective grade. Few
magazines have the colrage to go for the latter and

Before reviewing a title, most journalists do not see a game to
its conclusion. Worse, some do not actually play the game at all

Publishers are ciesriy compiicit in this situation
They are more than hapoy 10 generate as much
interest in their product leading up to its reiease
Instead of sendling copies of the final review code to
selected magazines they will contact one hucky
publication before the product is ready, expecting, if
not demanding, that it receves a glowing reception
Many a review has been written on the back of a free
lunch and a romp around selected levels which
haven't even been optimised. In the case of Diabio 1,
US journalists from various print rmagazines and Web
sites were Invited to Blizzard's development studios,
asked to play the unfinished code, and then duly
went away to deliver what were billed as full reviews.

give their audience exactly what they want to read -
the irony of which is ciear for all 10 see once money
has changed hands for the finished product.
Ultimataty, poor videogame jourmalism has an
undeniably negative effect on how the rest of soclety
regarcs the pursuit. After all, other than the games
thamselves, the public's only real insight into this
industry is through the publicatons supposedly
covering it. There is a future for the videogame
ndustry and the way it represents itself to the
outsice world. The current take certainly sn't it.
RedEye is a veteran videogame journalist, His
views do not necessarily coincide with Edge’s
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5 the end of the year approaches, it may
‘ s be salutary to remember what the biggest

videogame phenomenan of 2000 has been
Perfect Dark? No. Deus Ex7? Nice try. PlayStation2?
Small beer. No, the big story, once again, was
copies throughout Europe In just six days in
August; 750,000 kids entered the summer
Pokémon championship; and the global turnover
of the franchise in 2000 was a staggering $15 billion.
It achieved all this running on the most rudimentary
videogame chipset available today.

You might say Pokemon is a law unto itseff,
that it's a kids’ fad, that it has nothing to teach the
‘serious’ end of the videogarme market — but you'd
be wrong. Fundamentally, it comes down to an
argument about size, and as the woman in the car
ad says, size does matter. But it doesn't just apply
to what can fit in your pocket.

Some people are size-queens. When Meta/
Gear Solid first came out and offered only around
12 hours of gameplay (at least, to complete it the
first time), many gamers sniffed and said ‘too easy’,
‘nct long enough’. This argument is senseless in
the wider cultural context. To say that cnly fitles like
Final Fantasy, which require a 70-hour trudge to
complate, offer true value for monsy is to ignore the
fact that even a shorter game like MGS compares
well with a London cinema ticket on a pure bang-for-
buck basis. (£10 for two hours, or £30 for 127)

Similarty, we don't think a five-hour movie is
necessarily better than a two-hour movie. True,
there is a subculture of Wagner fetishists who think
it fun — and even artistically satisfying — to sit through
six hours of picture-book musical bombast, but we
shouid be grateful that it keeps the beardy barkers
off the streets. Would anyone argue that a thousand-
page doorstop by Tom Clancy is better than, say, a
300-page novel by |ain M Banks, just because of its
chunk? No, that's a ridiculous idea, mainly because
it confuses two concepts of size.

Lat's separate these concepts into ‘width'
and ‘depth’. Width, let's say, refers to the sheer
quantitative size of a videogame: the number and

size of environments, the lengths required to finish
it. Depth, on the other hand, would be a description
of & game’s qualitative size: the amount of brain-
space it stimulates in the player. How interesting
and complex is it? How much tension and cognitive
chalienge does it provoke? That's how deep it Is.

It seems logical that width is usually going to
be Inversely proportional to depth. Developmeant
studios, after all, cannot triple the width of a gamea
while keeping the depth at the same level without
increasing the product cycle by a similar factor. And
what do you get in very wide games? Numerols
dull half-hours spent trudging around stupidly large
maps (Turok 2), or scroling through shatteringly
banal text corversations (Final Fantasy again).

Mika Singleton’s Lerds Of Midnight and Infocom'’s
Snowball were dazzling novelties a decade and a
half ago because they crammed thousands of

‘locations' into the 48 kilobytes of a ZX Spectrum,

Steven Poole

but was each one unigue and interesting? Er, no.
‘Genuinely exciting moments in very wide
games are few and far between. Even if they can
bosst a similar total of such moments as MGS,
which is rarely the casa, the fact that they are more
spread out makes for a watered-down and less
refiably thriling gameplay experience. Would you

of FFVIIl were rsturned to shops last Chnstmas
after disappointed newbies realised that this wasg't
actually the future of electronic entertainment but its
past: a tinselly, electronic version of Dungeons &
Dragons. A certain propartion of gamers, sometimes
known as the ‘hardcore’, are quite happy for their
favourite entertainment to alienate massmarket
PlayStation owners. They'll put up with the manifold
ialings of very wide games simpty for the snob value
of having & lefsure pursult that most people just don't
understand. But if we put up with things like this,
and always hungrily buy the latest uttrawide slab
of barely interactive fantasy chesse, there'll be
no reason for developers to ry to improve their
products, which will be bad news for everyone.

So the lesson from Pokémon and Game Boy
is clear. The hardware iiself immediately precludes
any great ambition in the direction of width for its
own sake. Sure, 3 Pokémon game fakes a vary long

TRIGGER HAPPY

time to complete, but not because of pointless
width — it's becausa the depih of the gameplay
offers so many interesting combinations of
mansters, and symbolic possibiiities of
nuriuring and fighting.

While this may seem counterintuitive, perhaps
PlayStation2 and X-Bax will help make this problem

Some wide games also manage to be very deep, but these gems are
greeted with rapture because they're exceptions to the general rule

rather have a measure of Scotch diluted in two
pints of water, or drnk it neat?

It's frue that some wide games also manage
to be very deep — Deus Ex is a brillant example —
but these gems are grested with critical and public
rapture precisely because they're exceptions to the
general rule. And even supert games often contain
stages that deliberately hinder the gamer in totally
uninteresting ways meraly to stretch the width:
Hailf-Life really didn't need all that precision
platform-jumping, did {t?

But, you might say, why is width a problem,
if some people genuinely like it? Because it tums
off the mainstream. Remember how many copies

EDGE 7

go away. Yes, the next-gen conscles have greater
storage capabiliies, which might seem like an open
invitation to go width-crazy, but the hardware
provides a canvas that is so much broader for
digital artists that a lot more work has to go into
each scene fo maka the most of the visual
possibilities. In the end, the law of diminishing
returns may be gameplay’s saviour. After all, the
sheer number of locations never matters — it's
what you can do once you get there that counts.

Steven Poole is the author of Trigger Happy: The
Inner Life of Videogames' (Fourth Estate, £12).
Email: trighap@hotmail.com



y narme is Toshihiro Nagoshi, and |
recentiy became president of Amusement
Vision, formerly Soft RED #4, which is
part of Sega Group. Edge has offerad me the
opportunity to write a regular column, which should
be interesting, so st me tell you a littie about AV,
While | am the company president, I'm aiso the
producer and director for several of our projects. |
have aleady encountered the attitude that creatives
are no good at handling figures, and that dealing
with administrative matters is incompatible with
making games. Handiing that has been difficult at
tmes. This was made all the more so by the fact
that, precictably, | didn't know the first thing about
figures at the cutset. However, once you develop
an understanding of financial matters, the benefits
on seeing both sides of the story ane iImmense.
Having worked developing games, | know that
people involved in the process ane never happier

to be the case. My take on the situation is that
creating something and making money from it anen't
fundamentally different; the aim is to have a quality
product that will appeal 1o a large number of people,
No matter how great & game will be, cosls
mustn't spiral out of control. A balance has to be
struck. Whike this won't come as news to anyone
in the industry, this has certainly been a goed lesson
to learn, Having written that, | now realise | have put
myself in a tough situation. If AV cancels a project,
| could be accused of not practising what | preach
Aryway, enough about me and AV, I'd now fike
to turn to a subject that a lot of peaple n the industry
are currently talking about: that of the high specs of
next-generation consoies and the subsequent shift
in development practice. The two are clsarly inked,
and can be difficult to reconcle. Frsty, &5 a given
that developers love hgh machine specs; they
serve to motivate, and, on @ more fundamental

s AV OUT

Toshihiro Nagoshi, president, Amuser

ent

Visio

So, haw wil the industry as a whole respond to
the introduction of these powerful machines? Fisst,
let's consider small and average-sized companies,
excluding those exceptions with well-known, highly
skilied teams. | don't believe that these operabons
will be able to produce a top title. There is no way
that they will be able to deliver a simitar qualit
product as the majors, and, as a consequence, Wil
finct it impossible to generate enough market share

From the point of view of the majars, the
situation isn't that much brighter. They will want
1o keep to their cument release schedules, and In
order to do so will have to increase the size of their
teams. Recruitment will be even harder than it is
now, because candidates will have to be even
more shdlled in order to handle the technology
now involved in game development. As a result
these companies will need to reduce the number
of lines they have active. The direct consequence
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than when they have a huge amount of money
with which to realise their vision. They want the
best computers, state-of-the-arl software, and a
huge number of pecple on the payroll in order 1o
complete the project in a short space of time. While
that seems like pig in the sky, especially in the
cumment depressed videogame market, | have
always operated in a slightly different way. | have
aways felt the tension between working towards
my vision and hitting rmy budget

| always used 10 ask whetl
could be found, and more often than
answer was no. While then | had fittle ide
financial matters, | obviously have a much better
understanding now, and can determine the
of money required for a given project and work out
when best in the process to inject this cash. By
being able to set these parameters | think | have
been able to strike a good balance between
development and the publishing sides of our
operation, which s an cbvious advantage

So, while creatives are often regarded as
being unable to get to grips with the money side
of development, that doesn't necessarily need

er axtra money

Mount

level, provide the raw power 1o bring a vision to ife.
However, in order to realise the potential of these
high specs you have to invest an incredible amount
of time - too much time, as it happens. While this
industry has developed immeasurably on this score
in the last ter years, with console manufacturers as

of this will be reduction in the number of neleases
year-on-year, and therefore less time spent playing
videogames by the public. The industry will be pulled
down further as a result, and then - the end. Well,
maybe I'm exaggerating, but this trend is aready
developing - the above scenario could change from

In order to realise the potential of the next-gen console specs
you have to invest an incredible amount of time - too much time

up to speed as thirdparty operations on ssues such
as hardware problems, middiewars support, or even
the process of generating a useful manual, dificutties
remain. Nevertheless, even with these obstacles
removed, in order to develop a quality product you
often have o focus your efforts on a single title, and
aven then development time can skyrocket, If you
lock at PayStation2 or X-Box, for example, | suggest
that it remains a near impossiblity to set release
dates, so unprechctable is development at present,
Obwviously, this makes what is already a difficult job
even harder — if you have no idea of what a given
piatform can actually deliver, developing a title

for it bacomes a near mpossibility.

a ittle joke on my behalf into a real-ie situation.
This is a state of affairs that we musin't let
happen. | love videogames, and have worked
developing them for years. I'm not about to give
up now, and I'm always thinking about ways to
improve the expenience people get from games.
In the light of this, it's time to rethink our approach
to making games. It is time to rethink the approach
developers take to hardware in the overall process
of furthering their ideas, and ths Is an issue | would
like to develop next month

Toshihiro Nagoshi is president of Amusement
Vision, formerfy Sega subsidiary Soft R&D #4
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antasy and scl-fi writers have 2 lot 16 answer for, Hugh

Cook and lan M Banks may be amang the best exponents
of their genres. but they will persist in calling their worlds and
characters ridiculous names. Peter Jones is never sufficiant
whan Dalririan Starcrusher is possible. Fantastical name
equals fantastical world seems 1o ba the thinking.

The same reasoning has almost always been applied
to videogames. When an RTS, RPG, or adventure game is
created, they will nearly always be set on Cet) Alpha 5 or In
the magical realm of Neverdream. Some manage to pull it off.
Richard Garriot's Britannia, for instance, has been developed
over many years and serves as a cohesive vision of a single
brilliant, if obsessive, mind. Edge, however, wonders how the
Ultima universe will hang together now that he has left Origin,

Significantly, ather warlds fall to cONVINGe, of Worse, cause
confusion, When confronted with an army of alien creatures
baaring alien arms the player is asked to make great mental
adjustments. The instructions can point out the ferocity of a
Grendarman’s abdormen pump laser, but the only way you're
going to really find out is by dying several frustrating deaths
in-game. When every unit or character requires similar levels
of research, a game can tumn into homewark.

Edge is not asking creatives to reign in their imagination,
but it does seam strange that more developers are not tapping
into the rich history 8nd culture which has formed our own
world. Spelibound's Desperados (below) is set firmly in the
wild wast, and s a significant part of history which has been
largely ignored In videogames. Apart from the occasional
lightgun title, and Uttimate's enjoyable Gunfright (1886), the
genre has been panned for gold rather than mined.

7 Studio’s Lagion, too, draws upon fich source material,
which while clearly not based In historical fact serves to
present a cohesive backdrop. Arthurian legend has been |itle
explored in videogames, but the mythology is one which is
familiar and should present gamers with a vital, consistent
universe. The player already has a good understanding of
character and motivation before the game begins.

Other areas which have been underexpiored in games
must include the French Revolution, Prohibition America, the
Crusades, the Wars of the Roses, Vietnam, and the Greek-
Persian Wars. Even the creativity evident in Renaissance
England has been largely ignored. A return to the past
can sometimes be better than an unimaginable future.
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Sonic Adventure 2

Sonic Team readies the speedy hedgehog for his 87th outing in a title that will both
celebrate his tenth birthday and show what Dreamcast is capable of in the right hands

orryingly for anyone in denial about superior memory capacity may well transport and an extended range of weapons.
their age and who fell in love with count for something after all. An added threat this time around will be the
the speedy, splked one first time Levels have been constructed in mysterious Dark Sonic, who scunds like he
around, Sonic the hedgehog is ten years order to highlight these gualities, and will fill some sort of alter ego role, and whose
old on June 23 2001. Set to be ready in N addition several of them feature sense- presence curently seems to loom large
time to coincide with the occasion of his mangling, sphincter-dilating plunges from through the game as a whole.
appearance on Mega Drive in 1991, Sonic all manner of situations. Four characters In addition to these difficulties. the player
Team is set to produce its follow-up to the have been finalised to date: Sonic, Dr will also have to ensure that the Chaos, who
hugely successful, groundbreaking Sonic Eggman, Knuckles, and the tiny Chaos. Not retumn from Sonic Adventure, are herded
Adventure. The title currently looks like it will all of these will be playable, but Sonic Team — together in specific spats through the game.
Kriicidss she Echidna atiave) raturrias ot shaning provide 50!‘.191?‘-{(‘-@ D‘_a showcase Hr what the with thm is believed .10 be CDrlmider:—JL)le fr‘put Inan ilnteresting f\f\."ﬁt. the tiny creatures have
one of the game's vertige-inducing moments coming generation of Dreamcast titles will be from Yuji Naka himself — has hinted that five ‘emotions’ in this instalment, and the player
capable of squeezing from the platform ‘new’ faces will join the title. These will be will be able to have limited communication
First presented at E3 in May, Sonic drawn from the staggering 86 Sonic games with them in order to gauge problems and
Adventure 2 promised a similar brand of that have been published on all formats to work towards possible solutions. Indeed,
compiex 3D graphics and thnll-inducing date, so the team has had no shortage an additional dimension to the gameplay
speed as its predecessor, but recent viewing of candidates to choose betwean is Chaos management, as it were, with the
has revealed that Sonic Team has generated As you would expect, Dr Eggman player having to bring up and take care of the
texture quality that far outstnps anything seen provides a fair amount of Sonic's epposition, little mites, healing them, keep them in line,
before on Dreamcast - proving that having and will come equipped with new modes of and fulfiling other guardian-related tasks, As
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Punisher Sega

Deveioper: In-house (Sonic Team)
Origgne Japan

= March 2001 (Japan) TBC (UK)

Sonic Team has handed the hed

moves for his second &

to surf through San Fra

with further subgames built into

as the plot unfolds

Sonic Adventure 2 also sees the

Dr Robotnik {abova) returns with improved vehicles
and weapons with which to hinder Sonic in his tasks,
but expect the mysterious Dark Sonic to pose mare
of a challenge to tha 100mph hadgehog

‘Alas, poor Yorick..." Whatever Knuckies® feelings on lugging skulls around, what Team Sonic has already
achisved with Sonic Adventure 2 the clearest indication yet of what next-gen t will be able to offar

The mammal who fell to earth

One of the more 5 fro

ctars not relating ©
= the hedg 1 headlong out o

ome sheen off what was a w is a fun gam 1t in itsel,

. although the pressure on Sega to rancisco and his new

ete the game to catch the Christr

3, admittedly, intense.

From the effort that has been expended

5 adventure

it Sonie Team has shown to

al sicle of £

S title, and the results the team has

already achieved, Sega is clearly throwing

gverything it has at thes project and v
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wasag

must be expecting

numbers for Sonic Agv

- more to the point, \ Sonic-Team and on the avidence so far it looks like

has tackl

the playability problems that it may well warrant them
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Power Jet Racing 2001 ==

Skim over waterways in New York, the Caribbean, and deep underground in CRI's jetski
racing title, which seems set to bring a little of the Wave Race dynamic to Dreamcast

hiie you would have thought

A il — | ] I o Vo, that jetskiing has had avery drop

ml Iﬂy ity i . J b g L | of gaming potential wrung from it

A ”I.Jf, ’ | | ‘ i with high-profile coin-op releases from the
¢ likes of Sega, Namco and Konami having
run rampant in arcades in the past, CRl is
determined 1O tug the race subgenre on
to the next generation with a similar
title for Dreamcast

Nintendo Is the only developer to date
that has managed to really nail the activity,
thanks 10 its celebrated Wave Race series —
for which a siot on GameC ube beckons - bu

" - 7 CR! Is determined to follow in the franchise’s
J o AL AL Al 4 N J— -y Do e .
AMRUTTRGHITI It el ’ B . ' g ' - wake with Power Jet Racing 2001

Teg What's already clear is that the player
will be able to choose betwsen six characters
each having a different nding style and specs
At the moment 13 stages are planned, with
environments taking in urban rivers such as
the murky Hudson in New York, underground
streams, whitewater rapids, turguoise
Canbbean seas, and more commor of
garden waterways. The fitie follows no real
trajectory, as opposed to the likes of Gran
Tunsmo - instead the emphasis is on action
rather than development,

The water is set to include realtime
current, eddy, and flow effects, but these
are taken to their logical conclusion In that
the player will have to focus on the way the
water is moving in order to take full advantage
of any developments, or avoid difficult areas
as they appear. Incorporated into the
racaways will be opportunities to perform
jurnps, with midair ticks netting the player
time bonuses, With a checkpoint structure
and obstacles strewn through Ihe course
impeding progress, time is very much of
the essence, and tncks may be eschewed
in favour of straight line speed.

Championship mode features three
difficuty levels - first heat, second heat,
and final - which determine factors ke
opponent Al and the number and positioning
of obstacles. A Time Attack mode s also
included, and a Vs mode provides twoplayer
splitscresn compeétition. A Tralning mode
enables the player to improve his jetskiing
skills, although the contrats, which combine
a single button for acceleration with the
analogue stick, are definitely in the pick-up-
and-play mould. Nevertheless, the opportunit
to develop tnck skills is more than wealcoma,

Although nothing has been confirmed
to date, CRI may build an oniine option
into the game, enabling multipiayer play
using the Dreamcast modem

CRI is determined to generate water animation
that both looks stunning and serves as a element
of the gamepiay, with currents and eddies affecting
the speed and direction of your jatski
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~ J-Phoenix

Format: PlayStation2

Fublisher: Takara

Dévei'u'p'er In-house

~ Origin: Japan

Aalease: Q1 2001 (Japan) TBC (UK)

The rise of the mecha continues as Takara announces its second PlayStation2 project,
which features massively customisable battle robots and a host of multiplayer modes

J-Phoenix offers a wide range of multiplayer modes,
with as many as six players able to pit their heavily
customised mecha against those of thelr fellow players.
The oneplayer game also offers an interesting degree of
variety, with the player expected to command an army
in battle while also functioning as an ace pilot

ﬁmﬁ.’m!‘lrlr- ki
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— | otonthe heels of multi-vehicle

' racing game Choro-Q HD

| (prescreen E91), Takara presents
its second PlayStation2 project, J-Phoernix,

Sat in the burgeoning and rapidly
improving mecha genre, the 3D robot action
title carves out a niche for itself by requiring
the player to assume control of not one but
two developing scenarios.

In one, the situation is that you fulfil the
role of commander, the idea cbviously being
that in this aspect of the game the tactical
aspects of mecha warfare must be

EDGE

addressed, The second casts the player
as a crack pilot, the combat potential pf
which is clear for all to see.

Takara intends to imbue the missions
in the game with a wide range of gameplay
styles and potential; on the cards already are
straightforward enemy destruction, attempts
to infiltrate enemy bases, and a number of
variations on the air combat theme.

The players controls a mecha called the
Panzer Frame, which, although powerful, is
vulnerable to a number of different attacks in
the battlefield, Prominent amongst these are
traps, other robots, tanks, spider robots, and
helicopters. However, the Panzer Frame
packs a fair punch itself, and comes tooled-
up with blades in the form of swords and
axes, machineguns, shotguns, and a more
specialised variety of offensive capability
in the form of lasers and smart bombs. The
higher end of these measures is acquired by
conducting research into new technologies,
the net result being a state-of-the-art arsenal.

However, while customising your
mecha is positively encouraged, in ordar
{o avoid a situation whereby a ridiculously
tweaked mecha can sweep all before it,
certain limits are set by the game. These
include its weight, a fimited number of lock
paints for weaponry, set resistance to attack,
and a cap on energy levels.

Nevertheless, it is possible to update
your creation to the extent that it is no longer
bound by the laws of gravity, with a jetpack
available 1o see it take to the skies. There's
even a option to upgrade this, offering
increased flight time.

Happily, customised mecha can be saved
to memory card, and be set against another
player's metal monster. This can be achieved
in any one of a number of single-screen
multiplayer modes, and as many as six robots
can be set against one another. These include
a three vs three, two vs threg, and a one vs
three option. With the quality of mecha games
steadily improving with every release,
the genre looks to be flourishing, ==




Format: Dreamcast

“Publisher Sega

Developer: In-house (AMZ)

Origir: Japan

2 January 2001 (Japan) TBC (UK)

Hghting Vipers 2

The sequel to the innavative Fighting Vipers is being ported from coin-op to Dreamcast,
but looks unlikely to set the beat 'em up world alight, despite quality characterisation

= | t is tempting to rewrite history
| I | when armed with the benefit of

2 hindsight. So it would perhaps

be presuming too much to argue that the
interactive, multi-tiered arenas of modem

day beat 'em ups owe a substantial dabt 1o
the walled rings introduced in the superfast
Fighting Vipers. But it is fair to say that when
the game was presented to arcade-goers
five years ago, this feature, along with severa
other novel twists, mtroduced a new dynamic
to the gerwe. Whille it never engendered the
same degree of fervent support that the fikes
Her did, news that

of Teidan and Stree

on Drear
of exciternent in the hearts of those who
succumbed to its charms first time aound
Beyond using walls to slam opponents
into and through, the player must also get
to grips with the implications of the game’s

When Fighting Vipers 2 was introduced into arcades, it was a viable competitor
to the likes of Virtua Fighter, but in the light of some groundbreaking home
conversions such as Souwl Calibur and Dead or Alive 2, it may seem a little dated

-
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ammour-wearing characters, If this is
destroyed through the course of a bowi.
the balance of play can fundamentally
shift as one combatant is left devastatingly
vulnerable to the other, albeit a touch faster.
Special moves can also be used to engineer
an apocalyptic end for opponents - by
bringing a metecr down on their heads, for
example. The usual selection of game modes
is available, from Training to Survival. There is
also the possibility that the game will support
the DC modem, but no details have yet
emerged as to how this may be employed.

The calibre of the arcade conversion is
assured by the presence of Katacka Hiroshi,
who has bean involved with the series since
its conception, and who has also garnered
an impressive CV that boasts 78 Wheeler
and Out Trigger. The additional presence
of Katagin Daichi will surely guarantee a
technically efficient port. Whether AM2's
tned and tested technique of staying true
to the arcade onginal in terms of structure s
another question. The Dreamcast has already
witnessed the sumptuous and elaborate Soul
Calibur and the wide-ranging emironments
2 and Power Stone 2,
leaving the two-year-old Fighting Vipers 2
scrapping for a prominent place among this
roster of beat 'em up behemoths.

Attempting to simultaneously maintain
your character's armour intact while tring
to damage your opponent’s protection
certainly lends the game a hyperspeed cat
and mouse feel, which should distinguish it
from lesser proponents of the genre, but it
is unlikely that the title will meet the
mainstream success that Sega and
Dreamcast need so much right now.

of Dead or Aifv

Where the game does stand out is in the choice of some truly varied characters, and the introduction of body armour to the usual beat 'em
up proceedings, but although this adds an interesting dynamic to the pace of combat, it's unlikely to be enough to win over the mainstream



Charge 'n’ Blast
Discover just why the SAS set such store in keeping their weapons in pristine condition
in a shoot 'em up that has you wrestle with rusty reload times in the heat of battle

harge 'n' Blast presents a novel take on the 3D shoot 'em
up on Dreamcast, deliberately posing the player with the
| quandary of slow weapon reload times, requiring tactics

reflecting the game's title.

q ke 0ss between Virtua Cop and Neo-Geo game
1" Blast offers three playable characters, each of
heir own bazooka in order to navigate the game'’s
=d stages sel in environments ranging from the
ocean floor to futuristic cities. The bazookas come equipped with
three diffarent types of rockets, one of which is specific to the
character. Choosing between these is key, as the variety of
ammunition determines reload time — smple

rockets drop straight in, lock-on missies take
fonger. The dedicated player can 850 osliver
a "super shot' by concentrating firepower on
a set point, before delivering a kiler blow
capable of flattening a bullding

Co-operative twoplayer and Time
Attack modes add a degree of vanaty 10
proceedings, and while Charge 'n’ Blast
ooks 1o be a solid, dependable, and honest
re, the developer may
ed to gve the

Charge 'n’ Blast's central conceit of rendering reivad
times vaniable depending on the bombs the player
selects for his mortar results in an interesting action
dynamic. However, CRI may have been advised to
give fhe proceedings more of an arcade feel, as the
premisa definitely lends itself to such an approach

example of the ¢

nave bean better se

action more of an arcade spin
Navigate the labyrinthine social rules of quasi-18th century aristocratic wranglings in
a title that blends swords and sorcery with the ramifications of an ill-starred romance

One of the primary atiractions of The Rhapsody Of Zaphyr
in South Korea and Japan has been its graphics. Falcom’s
Dreamcast version has remained true to the title's 2D
aesthetic, while incorporating 3D efiects for magic and
special effects scenes. A twist on the RPG norm is the
inclusion of a grid-based combat system (above)

EDGE!

Format: Dreamcast
Pubiisher: Softrmax
Deve . Falcom
irigin: Japan
Relsase January 2001 (Japan) TBC (UK)

— ince its initial release on PC in South Korea in March "98, RPG
The Rhapsody Of Zaphyr sold 130,000 units in the country.
compary which won the rights to adapt the titie
for the Japanese market, has now produced a Dreamcast version.

At first glance The Rhapsody OFf Zephyr remains true to its PC
ongns. The action 1akes place in 2D —with the DC providing 3D effects
representing aftacks and magic, especially in combal - and follows the
story of the anstocralic Cyrano Bemstein. Set in an 18th century-style
society rackad by family power struggles and riven with betrayal,
Bernstein is jailed after an ll-advised romance. While there he mests
a minor god, who lends him his remaining powers and urges him to

locate the Ashura sword of darkness

One of the more interesting gameplay
elements is the inclusion of a novel battle
system. Instead of a Final Fantasy-style
‘background switch', a grid overlays the
scene, across which the player moves in
order to attack or avoid injury. Weapon
selection is key, as arms also serve as
defensive tools, anmour not being included

Use is made of the Dreamcast modam,
with the player able 1o access information
on the company Web page, but as yet
online play isn'l an option,
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Dark Netive Apostie

DNA tinkering has resulted in the generation of horrible monsters that only a
long-coated, ‘toon rendered’ man with a cybernetic arm can effectively combat

Wi thie majority of the action focuses on fighting
{punches and kicks are included in the hero's arsenal,
together with a wide range of armaments) and setting
or avosding traps, there are also parts of the game
that require the player to solve some problems,

the leved s=t in ruins being a prime example

Helease: December {Jaﬁan] TBG[UK]

I
Wt

t’snomqt.ltlrat Hudson currently finds itself in difficulties; the
i -"compar;jh;bn\erd announcement that it has shut down its
i moblia 3 operation is clear evidence of that.
| Bea _' *1 rrﬁ‘gd, and given that Hudson made it clear it at the
il M ok w that it was developing Bomberman titles for

hayStaﬁo Df,‘d\am P52, it comes as something of a surprise that it's

nmduc othmlﬁ‘SE title — Dark Native Apostie (DNA).
\5 | The Mﬁ Isi8atin a laboratory complex that has been used to
..u nnﬁs( with ENA in the generation of terrible monsters. The

| protagonist, wmﬁi’ﬂ!&samnlc arm, must fight these and avoid
) numerous W.Mﬂe,mhing for the root of the problem. The action
NI covers seven stages, each of which features
an end-of-level boss. Power-ups come in the
form of bio chips, which can be inserted into
the cybemnetic limb, accessing new abilities
and firepower. These can be switched
according to the situation.

CG and realtime 3D cut-scenes set the
scene, and all dialogue is in English. DNA's
anime styiing also serves as a reminder that
Jet Set Radio, while not clocking up the
expected sales in Japan, has had a significant
impact. Hudson calls the technigue it
uses in this title toon rendenng’.

Technictix

Format: PlayStation2
Publisher: Arika
Dmoloucy In-house
Cﬂdln .Iapan

Release; January 2001 (Japan) TBC (UK)

Puddle puzzling from the developer that brought Tetris Grand Master to the arcades
offers gamers some cute styling and an interesting tweak of the Bemani template

—1 rika, the developer that brought Tetris Grand Master 1o
the arcades, is back with intriguing music-and-water-basad
puzzle title Technictix on PlayStation2.

The rectangular game area is coverad with water, and the
player moves a cutesy cartoon character across the surface using
the D-pad or analogue stick. When the music starts, ‘sound markers’
appear on the surface. The player then has to manoeuvre his character
into a position on the game surface before performing a ‘sound round
At this point a ripple, the 'sound wave’, emanates from under the
character’s feet, moving out through the sound markers. When
it hits them, a sound is generated.

The object of the game is to time the start
of the sound wave so that it hits the markers
to produce sounds in time with the music.
While this sounds complicated, the principle
becomes clearer after a few minutes of play.

Four basic modes are included: Tutorial,
Versus, Free and Performance. Performance
is divided into oneplayer, twoplayer, and a
twoplayer co-operation section. The music
has a distinctly techno tinge, and the
company plans to produce a data disc
which will introduce new charactersand | =
tunes. Further features are planned. =
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In terms of graphics, Technictix clearly looks to be
taking advantage of what PlayStation2 has to offer,
especially in terms of the water effects generated in
the game. The gauge at the top of the screen measures
‘tension’, and reflects the player's levels of performance
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Format: PlayStation2

Twisted Metal Biack M

Release: Q2 2001 (US)

Sony attempts to breathe new life into both the vehicular combat genre and
the Twisted Metal series with a very non-PC take on driving like a madman

1 first, the announcement of a PS2 update of a fiagging
PlayStation car-combat series may seem like anather
clumsy business move by Sony. However, this one actually
might pay off. After the disastrously uninspired Twisted Metal 3 and 4,
the team behind the original two games is back on board.

The result is a title that's as dark as it is violent. The contestants
come straight from an insane asylum. The vehicle models are far more
detailed than ever before, with textures that look fantastic. The mood
is threatening, and the special effects are looking truly impressive.
Included among these visual niceties are particle effects, unigue
weapons (such as a pair of missiles that weave back and forth before
hitting their target), and huge, moving
environmental objects - like a massive
runaway ferris wheel,

It's apparent that the developer is not
holding back in the innovation stakes. In fact,
at one point, one of the most familiar of the
game’s 14 vehicles, Sweet Tooth, transforms
from a weapons-heavy ice cream truck into a
crespy clown robot in the midst of a battle. i
there are similar elements hidden throughout
the game, Sony may have a winner on its
hands. The company needs a few more |
games like this to call its own right now.

Partiole effects and enhanced explosions are just
a few of the goodies to be added to Twisted Metal
Biack in the hope of revitalising the somewhat moribund
vehicular combat genre. If incognito can incorporate
anough twists and special effects, there's little reason
for gamers not 1o be attracted by the proposition

Format: PlayStation2

» Publisher: Midway
N ~ Developer. 7 Studios

- = s WS D =

i ——— Aelsase: Q3 2001 (US) TBC (UK)

Join King Arthur and the knights of the Round Table in a PlayStation2-based realtime
strategy quest with magical overtones that's shaping up to be a top title for 2001

r— 1 Tthe first year of PlayStation2 development has been

about taking current game trends, making prettier versions,
L | andjust getting the titles finished, then the second year will
be about rethinking the current standards and delivering quality product.
Teams like the newly formed 7 Studios are the epitome of this new
design ethic, and the company’s first game, Legion, is already
shaping up to be one of 2001's premier products.

The fact that Legion is, at heart, a realtime strategy game isn't
surprising considering many of the staff working on it come from
Westwood Studios' Command & Conguer teamn, and that several
months ago designer George Colling came in from Pandemic Studios,
developer of Battiezone and Battlezone I
Unlike most console strategy titles, Legion
has been designed from the ground up
for PlayStation2, with everything from the
graphics engine and the camera to the
controls designed with the strengths and
limitations of the platform in mind.

The subject matter — King Arthur
and the knights of the Round Table —is
underexplored in videogames, but earty
videos show not only knights and archers
battling it out, but magic, giants, and
other fantasy elements.

Whila Meriin (right) is very much a part of Arthurian lore,
7 Studios has exercised a reasonable degree of artistic
licence throughout the game. It has also clearly striven

to adhere to the brutal realities of medieval confrontation
(above), while also incorporating fantasy elements
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Kun Kun MIX
Scenes of multiplayer madness are guaranteed as From Software combats its small
developer status by producing a striking title in which players share a single joypad

|
g

CTART
What It lacks in conceptual depth and sophistication,
Kuri Kuri MIX more than makes up for in tarms of quirky
originality. The vertically scrolling graphics are a riot of
colour, and the idea of having two players share a joypad
will doubtless result in some interesting off-screen action

Crash Bancicoot

Format: PlayStation2
Fubisher: From Softwere
Devetoper, In-house

Orign. Japan

Release. December 7 (Japan) TBC i;ii

maller developers are combating the fact that they can't
=) afford to spend as much time on next-gen developmeant
i by focusing on individuality, and From Software's

Kun Kun MIX is a classic example.

This multiplayer title ups the party ante by having two players
share the same joypad, each using one of the analogue sticks and
the comesponding shoulder buttons. The twioplayer Story mode is
co-operative, requirng players to work together to defeat adversanies,
solve puzzies and avoid traps while travarsing the game worlds,
which are made up of five stages.

The screen scrolis vertically, and splits if a player lags behind —

a state of affairs that incurs a time penaity.
lterns collected through the game unlock new
features, and if the players can collect all four
parts of a portrail, a new character can be
accessed in the fourplayer Vs mode, which
also operates the shared joypad system —
s0 there's no need 1o invest in a multitap
Ancther feature includad in the game is
the ability to zoom the camera in close to the
action. If only because of its joypad-sharing
charms, Kurf Kuri MIX is worth casting an eye
over, the key being the prica at which
From Software decides to market it at.

Forrmet: PlayStation2
FILIDKEF;H'“K‘- ,‘ﬂ‘“‘;“'

Cevolopor Traveser's Tales

~  Ongn UK
Fsiease: 03 2001 (US) TBC (UK)

The bandicoot is back, the task of leading him into the next generation handed to UK
developer Traveller’s Tales, which has generated a new 3D world for him to explore
Tales after Naughty Dog committed itself to a yet-to-be-

‘_ announced PS2 project, focuses on simple, fast-paced
action. This time you'll have the opportunity to control Coco, but the
game looks similar to the PS instaiments, with improved graphics
The popular vehicle-riding segments are back with new means of
transportation, and the wild chase sequences have also retumed.
Instead of being pursued by a rock, bear, or dinosaur, this time Crash
is trying to outrun a massive avalanche depicted with gorgeous particle
effects. Platiorm standards such as lava worlds and snow worlds are
featured, as well as a lake of liquid mercury.
Given the Crash series' gameplay to date,
thera are a few wormies on that score, but
concerns remain. Universal plans to port
the game to X-Box and Gamecube. A cross-
platform pont in this technologically varied
console generation won't be as ikely to take
full advantage of each platform’s strengths.
Ancther issue concems the Japanesse
version. Naughty Dog tumed Crash into one
of the few US-made smash hits in Japan by
localising the game itself for a Japanese
audience. This time around that task
has been handed to Konami.

1 his next-generation Crash game, developed by Traveller's

Traveller's Tales has mixed familiar Crash elements such
as TNT boxes, fruit, and jump boxes with a langer, more
open 3D worid. By focusing on established gameplay
concepts, the deveioper is hoping to update the Crash
franchise without leaving fans of the saries disappointed

w042 > EDGE

R



Format: PC

Battie Iske: Dark Space -

RAelaase: Q1 2001

Palestar offers you the opportunity to shape the political future of the
galaxy by scheming your way to the top in a multiplayer online-only title

n online-only title set in the strictly ordered Batile Isle universe

states Blue Byte),

(‘about 103 years after the An

to 200 players
egically

ompletion can move through the

ships. The initial

phayer, with s it ships, transports, and

engineenng s

inter-player competition

random events will r

At least 18 spacecraft, rendered using PaleStar's own
Medusa engine, will be available to the player. Each
faction has its own ships and weapons, the impact of
which will be shown using a reaftime particle system

Ravaloper: Entertain
Crigin: Japan
Falease: Q2 2001

Steer a batallion of tanks through World War |l either siding with the good guys, or,
more worryingly, defend Berlin against the advance of Churchill and the Russians

1 & battalion of tanks through Warld Wer 1, Direct odntrol is
| assumed aver ane vehicle, with the others follwing simpla
ons ssued wid a simplistc menu-led intertace. Most of the

d in thirdperson mode

Nerson dnvers
which allows
stallations.

)gh a firs

allable, as is a view from the turre

the player to easily and accurately target enemy ins

attacking trench positions, More specifically, Axis missions include
ault, and evading the bombs

of the RAF whilst trying repel the advances of

defending Barlin against a final Russiar

rchill's Sherman tanks,

>t ordnance selection is key —

vrong shells will just bounce harmiessly
off the enemy, and smoke shelis need 1o be
fired into the ricist of battle to cover your
troops. Artillery can also be called upon to
precede an assault and soften up the enemy
ery leatured in the game is

destructibie, too, which, when combined

Adverse weather conditions and poor light will hamper
your progress in Panzer Front, but not as effectivaly
a few well-placed bombs from a plane. The turret ca
makes attacking enemies with pracision possible,

something far more difficult in the thirdperson view

Much of the sce

with the real 1 recod and cetonation

ake for satistyingly

explosive experience
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Farmat: Coin-op

) — Publisher Sega
Dervnilopar In-house (Wow Entertainment)
Origir: Japan

Rafsase: December (Japan) TBC (UK)

A colourful, playable, and patently US-targeted multi-sports avalanche from the
first title to utilise the latest Sega coin-op technology, unveiled at the autumn TGS

— nquestionably geared towards the market on the other side
of the Atlantic, Sports JAM is the first titie to exploit thg
| financial benefits of the new Naomi GD-ROM board (which
stores the data on a DC-like disc, hence proving much cheaper to
manufacture), first shown at the recent JAMMA show (see E91)
Eight sports are included (baseball, basketball, ice hockey,

goif, tennis, cycling, American football, and proper football), and
the general idea is to become the King of Sports by mastering the
diffierent activities. These are spread around the game's 12 levels, which
essentially come across as minigames set up to test your accuracy, and
the simple two-button controls promote the title's accessibility. To win,
you must clear just four stages - you're Iree
to choose the first three from the 12 available,
but the fourth must be one from the onginally
selected trio with & view to establishing a
record score for that particular round,

. The most addictive element of the game
is likely to be its twoplayer option, with
g whoever acquires two wins first baing

declared champion. Should both participants
manage a win each, then the victor is decided
via a sudden death round. Convert it to
Dreamcast and the stage is set for

massive multiplaying potential.

s,

b et oy ,m“:'w E
111} auq (111]

Ferar

Forget your time outs, home runs, biitzes, and faceoffs. j
Sports JAM throws out the strategy and statistics in favour

of quick-hitting and addictive arcade action. The naturs of
the sports on offer should appeal prmarily to US gamers,
though expect the pick-up-and-play game dynamics to
eventually win over a far broader, international sudience

Format Ccm-{;:

Putsisher Sega
- __I;lgw}h.?l.u‘r Iﬂw
Origin: Japan_

Raleasa: Out now {Jn.panl

The master of the schizophrenic world occupied by the arcade driving sim
returns with a new coat of paint, but predictably little mechanical tinkering

[~ nthe arcade, F355 Challenge is astoundingly captivating
matertal. There's none of the understeer experienced by
| the time the game made the transition to a GD-ROM
(itself most likely the result of control peripheral change), and
the expenence rarely disappoints.

A seguel was predictability itself (despite the obvious cabinet costs
and reportedly low profitability margin). Interestingly, owners of the DC
version of the original will already have learned the intricacies of the five
additional tracks on offer here. Fiorano (one of Ferrarl's test tracks),
Laguna Seca, Sepang, the Nirburgring, and Atlanta all feature as
home extras on the Dreamncast’s F355 Challenge conversion.

More important, perhaps, are the
announced tweaks 1o the Al, which while very "
impressive, isn't the best or most consistent w -r

Ldgdl 2

Edge has encountered. And as ever, better -
u-&
L

CPU behaviour would definitely further
improve the virtual racing affair.

Admittedly, this is an F355 respray rather
than a genuine rebuild, but the additional
circuits and minor cverall improverments may
tempt those whao found the original too
intimidating. But if not, at least those prepared
1o take on Yu Suzuki's masterly creation
are not likely to have 1o gueue.

Owners of DC F355 Challenge will recognise these
corners, which are part of the five extra tracks that
made it into the home version. A straight DC port of this
revamped coin-op is hence unlikely, unless Yu Suzuki

and co decide to implement a new selection of goodies
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flenberg is a strange place

O to discover a game Inspired

\_) by the edgy standoffs and
cigarillo smoking popularised by the
spaghetti western. It lies just a few
miles east of the French border, and
thase wishing to make the journey out
here must first fly into French-owned
Strasbourg before boarding a coach
A still silence hovers over the quaint
cobbled streets = but it is maore 'Chitty
Chitty Bang Bang' than Dodge City.
You half expect the Children Smeller
to emerge from some pink-painted
doorway toting lolipops. It couldn't
be more iINCongruous.

Spellbound, 100, is making

a departure from familiar temitory
The Ganman developer is fttle known
outside its native borders, but its 1996
title Perry Rhodan — Operat

Eastside tappad into a peculiar and
ucratve markal. Garmany, Austria

and Switzeriand went absolutely cr

for the sastern bioc’s most famous

sci-fi hero. With Desperadios, however

a theme nstantly famiiar 1o anyone

with access to a TV or a cinema

Western sensibilities
“We have not tned to steal directly
from movies,” explains Jean-Marc
Haessig, Spelihound's creative
director. “But we do focus on vary
typical moments from westerns.”

EG4

Desperados

In the heart of the German countryside a developer is hard at work recreating the roughhouse
world of the wild west for strategy-loving PC owners everywhere. Edge moseyed over to see
how it was doing, and uncovered a title that has the potential to take on all-comers in the genre

He laler makes referenca to
Mavericic’, ‘My Name s Nobody', and

_eone pantheon. indeed, at

the Sergio

houses just 18 coders, posters of

some of the more famous movies

litter the walls. ‘Le Bon, la Brute, &t

le Truand’ and °| Magnifici Sette’ need
no introduction in any language. These
legends in the genre clearly serve as
focus, inspiration, and source material

for what is the first ever strategy game

based in the wild west

“The game takes place in El Paso
on the Mexican barder,” outlines the
garma's producer, Ralph Adam.

Format: PC

Pubdisher: Infogrames

Devndoper: Speidibound

Fintonse February 2000
ngirt. Germany

The characters, wha each have five
completely different skills, are Desperados’
real strangth. This results in frantic mouse
dlicking when all hell breaks loose
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Michael Bach
senior product manager, Infogrames

Jean-Marc Haessig
creative director, Spelibound

“There's a railroad company called
Twinnings, and they are fed up with
their trains being robbed all the time.

This mysterious stranger comes to

town who is our hero, John Cooper.
A classic hero in the Clint Eastwood
mauld. He goes straight into
Twinnings and says, ‘Okay, | will

gel those robbers’. This is where
the player enters the game.”

Perhaps because of the untapped
potential of this genre in videogames,
Spelibound is sticking to all the familiar
tropes: steamboat gambling, hangings
in the public square, jallbreaks, saloon
fistfights, train robberies, and
explosions at the local gold mina will
all appear throughout the course of
the game. During its 25 missions
Desperados threatens to expiore just
about every western cliché you care to
rememer. But this is a strength, not a
weakness. When you Come across
the Superbeal race on Suvervelious 5
in a sci-fi game, 50 miuch has to first
be axplained to the player,” notes
Michael Bach, senior product
manager. “We wanted 1D have a
straight action game. When
we first started thinking about a
ound we went through all the

wught, let's make a

fartasy. We

break, and one day 'A Fistiul Of

LA BANDA
445,

s b

Though the scenery is static, it is clear that a great deal of love and attention has gone into
creating the game world. Each level creates a completely differant environment and objective

Dokiars’ came on the TV."

Down the barrel of a gun
Despite this 'break’, there are marry
similarities between Desperadios and
Commandos, but the team points out
many features which make its game
unigue. The first thing to note is the
sophisticated ine-of-sight capability

which has been mplemented into the

game. “Each character, no matter if he
is a civilian or an opponent, has a line

Perhaps because of the untapped potential of this genre in videogames, Spellbound is
sticking to all the familiar tropes: steamboat gambling, hangings in the public square, jail
breaks, saloon fistfights, train robberies, and explosions at the local gold mine all appear

The larger buildings such as this saloon (above) lose the roof when your character enters. The

Mississippi steamboal (gbove right) was inspired by Mel Gibson's shenanigans in "Maverick’

<€ 048 >

of sight.”

reveals Adam. "l a bit

different to other systems usad in
Commandos or Metal Gear Solid
because it works in three dimensions
It even exterc ) oaftops. This game
always shov who is spotting
you, why he Is spatting you, and
where he is standing.”

Some 30 different enemy types
are included in the game, ranging from
Mexican henchmen to B Diablo
himsalf — the villain at the centre of the
corruption in the game. Not only Is this
a good deal more than the varisty of
adversaries lound in Comm
every single character in Bl Paso has
his or her unique 'personality
Haessig elucidates: "One major point
of the Al is that it is not something

s, but

which has been developed in a few
months. It started from the beginning
and it is very important to the game
Each person has ten different
aftitudes, gong from laziness to

sanse of duty and through t

) courage,
Do they react to sex appeal? Things
like: that. The Al takes into account all
these atiitudes and checks them. It
means that the game is not scripted.”
“Some ©

the opponents may
always be looking for worman,”
interjects Adam. “The Mexican guys
can be camying tequila bottles and
drinking. We tried 1o make it obvious
to the player who is clever and who
Is stupid. We also have a stamina

level for each character, so if he runs
around a building after you three times

he will stop every five metres because




he is out of breath.”

In practice, these elements
work convincingly. Many of the
levels in Desperados are complete,
and most of the remaining work is
mere fine tuning — a laudable position
1o be in for a game which could easily
have been rushed out for Christmas
in its present state. A demonstration
proves the point. The main character,
Cooper, is led along a8 mournitain trall
1o confront a bandit. Cooper comes
within the bandit’s ine of ssght and
the enemy clearly shows Signs of
Indecision. Eventually he decides to
turn tall and run for cover. *if a coward
runs away to find fends and they are
not there he will stand and think what
to do next.” adds Haessig. “Another
time he might actually find his fiends
and retum, so every game is different,”

Keeping your cool
Desperados & areadly shaping up
1o be ncredibly playable, There are a
few question marks over the interface,
which can be fiddly - espedcially during
frantic shootouts — but this is a
criticism which can be levelled at most
point-and-ciick strateqy titles. Each of
the four man playvable characters has
five completely different special
abilities, which further serve to define
their personality. Yet trying to control
each when the bullets start to fiy
overhead can be demanding. The
comprehensive icon system is both
a burden and a boon.

Desperados’ key advantages over
the competition e in ghving the player
a great deal of choice in how they

accompiish a given objective. The
Desperado posse is made up of
John Cooper (marksman and bounty
hunter), Kate O'Hara (professional
gambier), Sam Williams (expert in
explosives), and Doc McCoy (doctor
and locksmith). Each has their
indiviclual charms, and bring more
options to the game when they are
recruited, Want to distract a sentry?
Then you have several choices.
O'Hara can use her femininity by
revealing a gartered leg, or Cooper
could open his melody-piaying pocket
watch to attract attention.

It is vital that the player takes a
close look at the surroundings before
putting together a strategy. Secreting
fallen foes, for instance, becomes
crucial as enemies will react if you
do not cover your tracks, “Picking
up bodies is a special feature that
only Cooper has,” adds Adam
“Each character has particular skills,
and in the later levels you really nead
to cormbine them. In some scenarios
you are not allowed to kill anybody at
all. In each level | promise you that you
won't get through the level if you don't
use the specal leatures of every
different character.”

To help with manipulating the
manifold commands, a macro function
has been included. "It is a feature that
no other game in this genre has,”
enthusas Adam, *You can program
one command for each character,
and if you click on a button they
all follow their commands in a
synchronised order. When you
eventually get six characters this

The game begins in the sedate village of El Paso. Cooper is given a short tutorial by an old
man who sets him tasks such as throwing knives at targets and getting invalved in fistfights

EDGE

This Pueblo village is one of the more impressive backdrops to tha game. The structures have been
buitt into the chiff face, and require the team to scale ever higher buildings to reach their goal

can be very useful, Cooper jumps
through a window while Doc sneaks
around the back. If then there are two
enemies, you can program to throw
the knife at one of them then run over
to the other and cut his throat. So as
500N as you have fulfiled one order,
the ather can be directly executed,
This gives you more strategic depth.”

Poker-faced developer
Although early levels are revealed,

the team clearly wants to keep

some things under wraps. “The first
six levels ease the player into the
game,” explains Bach. "t actsas a
kind of tutonial, but we don't want to
say too much about what how the
piot develops after this. There ana only
four playable characters on the first six
levels. Later on Sanchez. a Mesacan,
will oin the team, and later M@, who
has this monkey - Mr Leona — and
uses it as a special feature. So she

can control the monkey with peanuts.”

The setting makas Desperados
a very interesting propasition. The
German developer s s0 enthusiastic
about its title that talk of a seguel is
already in the air. “We are thinking
about X-Box and PlayStation2,”
reveals Armin Gessert, Spaiibound's
MD. “Desperados 2 will definitely be
muitiformat, We want to bring it to as
many platforms as possible and there
might even be a Game Boy Advance
Desperados.” Edge suspects that a
poweriul bandwagon is about to hit
the trail, but it looks ke one
which is well worth jumping on.

Armin Gassert
managing director, Spellbound

Ralph Adam
producer, Infogrames
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Phantasy Star Online

Sonic Team has extremely high hopes for its fourplayer online RPG. Should everything go
according to plan, it will be the first of its kind on any console, it will feature a groundbreaking
dynamic translation system, and it will save Dreamcast. Edge talks to the man in the hotseat

X\ o uji Naka is a busy man
"/ Given his position as the
I_ CEO of Sonic Team, that's
hardiy surpnsing, especially in a month
where his company puts the finishing
touches to its most ambitious project
to date. Not that he's not having fun;
he's just rmeplaced his Porsche with a
Lotus Elisa, complete with racing trim
and lessens from a famous Japanese
3T driver. But he's busy, he's tired,
and he's nervous, and it comes
across in everything he says.
MNaka-san on the problems
of coding a solution to dynamic
translation: "We're still working on
the word select method. Spanish
and French, where there are male
or fermale words with so many rules
it's a nightmare for us. Last month we
had to redesign the whole system.”
On the pressure of sales
expectations: “One millon. | mean
I'd ke PSO to sell a million.... but who
knows. | know the US will be our main
market, and feedback so far Is great.”
And on the future: “Well, we'll
se Samba 2000, PSO, and, next
year, Sonic Adventure 2. And then a
rest? No, we jus! start to ask what's
next. | think we're going to decide

our next move in the near future, but

buiiding PSO has been such hard

work, I'm constantly moving, to
San Francisco, to London... it's

a lot of travel, a lot of time"

Juggling jobs
It isn't easy to juggle the roles of
company CEO and creative leader,
and doing so brings with it a working
kife with much inner confiict over value
and aestheatics. Right now, thouah,
Naka-san's mind is on Phantasy Star
Online the game, not Phantasy Star
Oniine the product — and if he's
nervous, it's because it's not long
until it launches. Soon after that he'll
find out if his team’s attermpt to bring
the world online to play it has
succeadad, but not immediately, since
contrary to his wishes the game will
not be receiving a simultanecus global
release, Worldwide marketing plans
have seen an end to that, a massive
disappointrnent given that one of the
game’s strengths is the stress on
muitinational co-operation

When Edge mests Naka-san at
Sega's European HQ in Gunnersbury,
London, the muitiplayer aspect isn't
the only asset he's anxicus to play up
PSO looks stunning: this is a game
that pushes nght at the limis of the
Dreamcast, perhaps even more so
than Yu Suzulds gorgeous Shenmue

ver In-housa (Sonic Team)
o December 21 (Japan] TBC (UK)

Japan

Hirodo rum

“One million. | mean, I'd
like Phantasy Star Online to
sell a million... but who
knows. | know the US will
be our main market, and -
for the moment -
feedback is great. We'll
release Samba 2000, PSO,
and, next year, Sonic
Adventure 2. Then we just
start to ask what's next”
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It's also something the head of Sonic
Team believes could only be achieved
this successiully on Sega'’s machine:
“It's very difficult... | mean, Phantasy
Star in this form would never run on
any other system, not even the PC.
Well, maybe with the newest Voodoo
board - not perfectly, but it would
work. We put a lot of time into this
project, and we're canstantly playing
with the vertical sync, so it might not
work on the PC at all. You couldnt
do it on the newest console - Sony's.
Maybe on an X-Box or GameCube.”
At one point in the interview,
MNaka-san points at the cover of ES0
and picks out the GameCube as the
one machine he'd like 1o develop on.

Even so, he's still reluctant to consider

multiplatform gaming as the obvious
next step lowards unifying gamers.
“It might be a marketing
advantage to break the hardware
bamer, but | don't see any merit in
that,” he says. “To develop a game
across several platforms you have to
base your development on one pece
of hardware and then move on to the
next, which would mean focusing on
the weakest. So, if you want 10 make
a game nunning on both Dreamcast
and P52, you'l never get something
looking like Phantasy Star Onine. The
project would became a very cheap-

“it might be a marketing advantage to break the hardware barrier, but | don't see any merit
in that. If you want to make a game running on both Dreamcast and PS2, you'll never
get anything looking like PSO. The project would become a very cheap-looking game”

Anyone famillar with the previous Phantasy Sfar games is likely to be astounded by the leap in visual quality for this sequel. In a perfect world,
P80 would revitalise Sega's current problematic position while further establishing DC as a viable platform option for gamers looking for innovation

looking game, and | don't want that,*

The importance of PSO
The artistic vision shines through, but
tsasocearthal #thaestobea
longtarm future for Dreamcast. much
of Sega'’s hope for that future rests on
PSO. So it's crucial that it remains an
exclusive titlie, though Naka-san does
poncede there is one way you could
see 230 running on a different
platform — the PC.

Prog pauses mo
their virtual breath after a particularty demanding battie, but otherwise it's smoath stuff

ly if team

discuss tactics, or they regroup and catch

EDGE

*One thing has just been revealed
that's particularly interesting. The
Dreamcast now exists as a single
chip, and Sega's speaking with PC
makers so the chip will be ncluded
nsice the PC. There could be a
special button called ‘game’ beside
the onies for Intermet or emall that are
now commaon on keyboards. Pressing
it will run the Dreamcast immediately,
and start the game working. It'll open
the DC to a far wider audience.”

Structurally, PSO differs from
traditional RPGs. Tha most obvious
way is that it has levels - ina
traditional Sonic sense, not the D&D
method of raising your characters
stats — and each has a relatively
linear structure with a vary definite
end, often guarded by a boss. Naka-
san demonstrates how one might
work by running a small test level,
created recently for dermonstration
purposes. It takes the form of a heavily
guarded path that slices through a
bright, vibrant jungle. The power-up-
laden joumey along it leads to a
portal, which in tum leads to a
deep underground cavern and
a battle against a massive dragon.

“You know, the game's not that

Go online once the game's released and you
may come across a Naka-san controlled
character. PS0's creator has a hablt of
playing against the game-buying public and
regularly plays Chu Chu Rocket on the Net

big,” he says. “Of course, thera is a



Unlike traditional RPGs, PSO is spiit up into
levels rather than offering a continuously
expanding gaming world, apparently a
direct result of the emphasis on onling
multiplay - the game's essence, after all
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Leveis have a definite linear structura with the end section more often than not guarded by
a boss. Once it's dealt with the party moves on to another level, with new visuals to maich

central story, but you've got to
consider It like an old game, Wizarchy.
There's one dungeon, and people
enjoy it in a multiplayer way. it's not
a standard RPG, so it can't be
compared in a standard way.”

A short intercontinental telephone
5 Tokyo-based
teamn log in to the gameworid and
appear in front of Edge. “Hello from

call sees three

Sonic Team Japan!" appears ina
speech bubble one of them, then
after a brief moment of tactical
consideration — the team heads off
along the winding pathway. Visually
it's clearly a world away from the
browns and greys 5o prevalent in
the genne; dynamically, it's a sugar-
rush dash through a sci-fi garden,
punctuated by pauses whers the
team decides 1o change its tactics

and rest before forging on

Translation troubles

While his colleagues dash around

the screen hacking at the dragon's
legs (occasionally suspending attacks
1o send brief comical messages

of greeting to each other), Naka-san
explains how Sonic Team has set
about conquering the problem

of dynamic translation,

“I'm still working hard on it. You
can't imagine. I've been thinking of the
tem for more than
five years now., | really wanted to
design something that allowed
people from all over the world 1o

communicabon Sys

communicate together, but there
were many points | didn't know how
to handle. | spent so much time on
paper trying to find a way, and

grouped inte broader categories

The exprassion then appears on
fellow players’ screens, transiated
into whichever of the five languages
they have chosen as their native
tongue. The game is multiingual, so
the players don't have to be, and not

having to worry about communication

“You know, the game's not that big. Of course, there is a central story, but you've got to
consider it like an old game, Wizardry. There's one dungeon, and people enjoy itin a
multiplayer way. It's not a standard RPG, so it can't be compared in a standard way”

LLLTEELT
.

rteedih

PSO's world is astounding. Though very different in nature, Edge would go as far as saying Naka-
san's title can surpass fellow Sega man Yu Suzuki and his team’s outstanding efforts in Shenmue

<€ 054

eventually, | understood | had to
start with words, and from that
came the symbol chal system

“It's based on icons. For example,
one would look like coffee, and that
would mean let’s have a break,
There'll be a large number of
thess icons, sach with a meaning
understandabie by people all around
the world. | still don't know it I'll be
abie to put it in the final version - it
may be dropped at the last minute

"In total, there are four chat
gystems in development: keyboard
Input, software keyboard input, word
select, and icon chat. The idea Is that
the user will be able to decide which
suits thern best.”

When using the word select
system, the player chooses from
one of many predefined expressions

EDGE

Means a more Immersive experience

Something else key to imvolving
the player in the game is making them
care about the character they play as
In this casa, it means limiting the
amount of personalities the player
can inhabit - as Naka-san puts it:

"It's simple. One VMS, one character.”
The character configuration screen
makes the reason for the decision is
apparent. Once the player has chosen
a character type, they must clothe
them, and alter the hairstyle, skin tone,
and facial model, Finally, a simple
crosshair lets them stretch the model
into utterly disparate body shapes.
Short and fat, tall and thin — identity

is a vital element of onine gaming, and
if the player is forced to consider what
identity they are 10 assume, then the
assumption s that their character will
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something totally new seems ke

a far better option to me.”
Having said that, Naka-san

doesn't rule out the possibility of

in Sonic Team will begin to think how . T i . —
great it would have been to include
this feature or that one, and 5o on

Marketing men got in the way of a giobal PSO relsase - frustrating
when the multilingual perspective has been central to the development
You'll now have to wait until next year o find out whether it works

S0, wa might need a sequel after all.”
1aking the game further at some pont

The communication system currently. cffers four options - keyboard and software keyboard inputs,
word select and lcon chat — and the idea is for PSO players to opt for the one they find preferable

€ 056

in the future: “It's possible that 2SO0 Finishing the job

will become a series, but developing
this title alone has already consumed
all our time and energy. However,
when we release it, | think many of us

Thoughts of such an undertaking have
1o be put to the back of the team’s
rminds for now, because they have
more pressing deadli
They won't rest easy untll PSO is on
the shelves, but when it is, Naka-san
will do what he hopes the rest of the
Dreamcast faithiul will do, He'll go
online and he'll play the game

"Oh, yes, | really think I'll play it
online. | still don’t know if I'l introduce
a special character. Mmm... I've not
finalised that yet. Anyway, Il play it
after the launch in the same way as
everyone else. | already play Chu Chu

35 to meet.

Rocket a lot — it's my greatest pleasure
to play with others online. With PSO,
I'm looking forward to using it to talk
with overseas users.”

Thanks to business models,
financial delibera
considered gecisions

men, he's going to have
longer. Soon encugh, though, Naka-

san will be able to find out if his

creation will bring gamers together in
the way that he hopes. Whatever, one
thing Is certain: Sonic Team has put
everything into this, expectations of

S5UC

3ss ane huge, and those
EXpec NS weigh heavy on its
ieader. As Yuji Naka, CEO of Sonic
Team, he wants his division’s newest
product to be a commerncel Success.
As Yuji Naka, gamer and designer, he
wants the game he's passionate
about to be loved by others, too,
And that’s where the nerves come in.
“I've spent what feels ke
an infinite length of time thinking
"What is the Dreamcast?’, really
searched inside the machine to
see what it was meant to be
Phantasy Star Online was the
clear answer. It's the killer application
of a machine that is fundamentally
based on its modem. | really hope
people will understand and en
as it should be.” Edge hopes

they will as well

w it
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Pocket Studios

After just a year in existence, handheld .
developer Pocket Studios is poised to release its first
title, an ambitious conversion of Alone In The Dark IV

that redefines what's possible on the Game Boy
Color. Pocket’s founder Stephen lles tells Edge
just how his team did it and explains why he
chose to enter the handheld market

Inside...

b 1T

10U

AyctedfBiog

uosdieou | uprepy

s, Paokel Stugios s aptly named Six
| {people Wotking aut of two rdms hardly

seams tB.qualify asa Singla stiidios et alone
as a collection of them, and yettheyear-old,
Beckenham-based start-up has no less than
four titles in development. And that's where the
first half of the company’s name comes in, as
Pocket Studios is the latest operation to
specialise in the relatively unglamorous field
of handheld console development.

For Pocket Studios' founder, Stephen lles,
the decision to go handheld was based on his
own take on the videogame industry. Reasoning
that the guickest way into development was to
create tools and technology demos to attract
commissions from publishers, he surveyed the
possible platforms: *PC? Tons of money, might
get you nowhere. PlayStation? Coming towards
the end of its life with PlayStation2 kicking in so
by the time | develop any technology, it'll be
wasted money. Okay, handhelds, Game Boy.
Quick turnaround, good profit margin, you can
still do great games if you push the system
hard enough - that's where |'ll deveiop
my technology.”

That technology ran to Colour Game Boy
demos of a shoot 'em up engine, a top-down
racing engine, a platform engine and further
demos exploiting the Nintendo console’s littie-
used HiColour mode. All the demos were
created by Pocket's lead programmer, Richard
Brough, who worked on the inventive GBC
translation of Rare's Perfect Dark, and they
proved key to Pocket's evolution

“Last November, | had enough technology
to go out and start pitching to publishers,” adds
lles, “and everywhera | went, everyone | met
said, ‘This is the best stuff we've seen on the
Game Boy Color." Infogrames was among the
companies lles met with, and in March 2000 it

< 059 >
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and Super Dropzone - together with the
company’s first Game Boy Advance effort,
Lega Racers I, Nearly every surface at Pocket
is cumrently covered in various Lego models as
the team work on the Mode 7-style circurit
racer. Comparisans with Mario Kart will, lies
accepts, be inevitable - especially given the
derivative nature of the first Lego Racers - and
he's at pains to stress that this is something
Pocket Studios will fight against in its design.
Working on Game Boy Advance has
posed another challenge for the company.
“A lot of the work we’ve done on GBC may
be becoming redundant,” concedes lles. “We
now have to start from scratch and do it all
again, creating PC-based tools for Advance.
If | assurme that GBA will have a five-year
lifespan, then we have to have technology
on every front — platformers, shoot 'em ups,
racers — in place within 12 months.”

Rapid turnaround

That kind of rapid tumaround is-one of the
benefits of working in the handheld market
and for Marchant there are many more: “The
shorter development cycle forces you to focus
and makes decisions, I've spent 13 vears
making games, and it's very hard to get
people to make a decision until two weeks
after they're stpposed to make it.” With a
GBA fitle taking only around 10-14 months
from start to finish, lles contends its better

for staff morale too
get bored, they're on another proect.”

Srmall isn't entirely b
Pocket has to live with more than just technical

tiful, however, and

constraints, as lies explains: “All the publishers
we've bee and the general banter n the
industry, is that uniess it's got an inlellectual
property on it, they can't sell it.” Marshall
interjects: "We're not fighting against them,
we're going to take their power and use it
against ther ( ¥
Then there’s the Pokemon factor. All the
wide-eyed children won over to the Game Boy
2 have been
=5 has found
ke on & market
fifferent

by the all-conquering franc

great news for Nintendo, b
many publishers unwilling &
dominated by Pikachu &t al.
markst,” concludes lles, "but in mar
it's the same, still operating in the interactive

Wy dreas

enteriainment industry.”

The longterm future of that market, and
of Pocket itself, will no doubt depend on the
Game Bay Advance, and lles, along with most
publishers, has been waiting for Nintendo to
announce its official business model. “That's
held back a lot of publishers’ decisions,” he
explains, “as they've not known what their
margin is so they don’t know where their
profit's going to come from.” But lles is also
looking beyond Nintendo, at other handheid
formats such as WAF and PDAs. And he's
looking beyond Pocket, too: *Pocket Studics
will specifically concentrate on handheld but
there will be another company created for

The Game Boy Color half-brights colours, so the
original PC backgrounds had to be boosted for
doing other formats. the Pocket Studios Alone In The Dark conversion

Pocket-sized studios, somewhat
bigger plans.

As well as developing Alone In The Dark IV, Pocket Studios has lined up work converting Super
Dropzone (left), and The Mask (right), and its debut Game Boy Advance title, Lego Racers If
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Net Yaroze — the PlayStation dev kit Sony offered to the public ~ provided many of its
owners with the means and inspiration to enter the game industry. Edge talks to some

of them, and reflects upon a groundbreaking experiment which may never be repeated

ack in January 1997, E41

reported ‘a development

with the potential to
change the face of videogaming
forever’. In retrospect, Ken
Kutaragi's brainchild, the Net
Yaroze, may not have matched
such grandiose expectations,
but by inspiring a new generation
of bedroom coders to enter the
videogame industry, the unit —
essentially a cut-down PlayStation
development kit — may yet reward
the faith of the company behind it.
Veterans of the Yaroze scene now
occupy positions with developers
ranging from Codemasters and
Reflections, to SCEE itself. The
sense of community that grew
up around the device, deliberately
fostered by Sony, was a key factor
for these individuals, who
organised regular gatherings to
socialise and share ideas since
the unit’s inception. Edge attended
a recent event in order to discuss
Sony's unprecedented foray into
home programming with several
of those who were spurred on to

fessi Sosiing

and coding videogames through
owning and using a Net Yaroze.

When it launched, £550 paid
for a modified black PlayStation,
a serial cable to connect to a PC
or Mac, a C compiler, PlayStation
development libraries, examples
of code, and, perhaps most
importantly, access to a members-
only Web site supported by Sony.
The kit was limited by the fact that
streaming video or data from CD
wasn't supported, and only fellow
Yaroze owners were able to play
games developed on the machine,
However, the inclusion of the best
examples of code on Official '
PiayStation Magazine's cover
disc provided non-members
with a chance to try the titles,
and members with a huge incentive
to produce serviceable games.

There is no doubt that many
of those that bought into the
Yaroze phenomenon would have
been been just as well served with
a C textbook, but for those with the

EDGE 92

dedication, the device proved to

be an enormous stimulus. “When

there seemed to be an influx of

people to whom ‘programming
capability’ seemed like a nice
add-on to an all-region
PlayStation,” points out James
Rutherford, currently working on
Stuntman at Reflections. “I think a
memmf#
their depth - hﬁfﬂum;haﬂihe :

'pﬂiﬂ many of the allocated

Yaroze members didn't ever
make an appearance on the
Net, so maybe many were in that
position.” Indeed, despite his own

1 - A
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Since joining SCEE after attending Middiesex University, Robert Swan has worked on This Is Football 2, and

is about to move to The Getaway. James Russell is working on a PS2 title that has yet to be announced
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rudimentary knowledge of
programming, he himsaif found

it hard going at times: "l was a bit
discouraged al first - there's quite

a steap learning curve in terms of
tools and getting used to the
documentation.” Nick Ferguson,
wha went on to work at Creature
Labs and Rare, didn't have the safety
net of background knowledge, but
nevertheless found the Yaroze useful
"| didn't know much about
programiming, but | taught myself C
from a couple of books and within six
months | had written my first decent
game. It's a myth that you have to be
a super-genius 1o be a programmer —
the basics are easy enough to pick
up, and you'll soon realise anything

is possible with perseverance.”

A stable platform

The advantages of leaming to develop
games on the Yarozs, for both vateran
and novice, were numenous. The most
obvious was that it was a stable
platform designed specifically with
gamas in mind. There was no

The Yaroze had its own loading screen
(above). The quality of the work produced
on the unit varied widely, but the imitations
of one-man development teams saw an
emphasis on gamaplay over slick graphics
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convoluted Windows AP, and there
Were no moving targets, as James
Shaughnessy, currently a game
design programmer with
Codemasters, points out: “There is
a fixed CPU speed, a fixed amount
ol memory, and a standard controfier
type, which means for one thing you
know that what you see when your
game runs is what everyone else will
see. It also removes a load of
prablems you face with the PC,
such as compatibility, and the lack
of standard controllers, graphics
and sound cards, and CPU speeds.”
Another was that Sony engineers
were avalable, at least initially, to help
out the Yaroze community. The most
significant benefit of the scheme,
though, was the help and example
of other mambers of the community,
“in the early days the SCEE engineers
who lurked on the newsgroups were
pretty invaluable,” agrees Ferguson.
“As the project went on, a real body
of knowledge built up {on members'
sites, the newsgroups, various FAQs)
and Sony's presence seemed o
dwindle. Net Yaroze was the
community, in my mind. Those people
who bought the machine, fiddied with
it and lurked on the newsgroups
without ever contributing or asking
questions were not real members.” By
contras! Robert Swan, who has just
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After completing an Al and Psychology degree in Edinburgh (whene he met up with Nick Ferguson), James
Rutherford joined the Stuntman team at Reflections. George Bain is another key member of the Yarozelscene

ich about programming, but | faught myself C. ... it's a myth that
per-genius 1o be a programmer —the basics are easy enough
, and you'll scon realise that anything is possible with perseverance”

finished working on This Is Football 2,
and is preparing to help out with the
graphics in The Getaway, was very
much a committed member: | tried 10
help on the newsgroups when | could
- aven if it was sometimes a case of
the blind leading the biind. Sometimes
It’s just helptul to know you're not
banging your head against a brick wall
on your awn, which is why the Yaroze
community worked pretty well. it's
never hice to work in & vacuum), and
seeing other people making progress
was sometimes all that was required,”
Summing it up, he says: “The satup
meant developmeant wasn't a5 quick
as on a PC, and the number of
resources were dwaried completely
by huge availabiity of PC source, but
it offered what tumed out to me to be
worth more - the knowledge that real
support was available if required.”

Community support
While the Yaroze community may
have appeared intimidating to
outsiders, or indesd reticent
newcomers, the exclusivity of the
club also worked in the device's
favour. “The fact you had to pay to
work on the Yaroze eliminated a lot
of the dross you get in any Web
community that are there to spoil
the atmasphere,” argues Swan. “That
Isn't to say many peaple didn't buy a
Yaroze and then contribute nothing to
the project, but | guess they didn't
understand how hard programming
can be and how much time is required
to create anything satisfying.”

For those who were willing to
take up the challenge, the Yaroze



community provided an excellent
education, with a numberof
competitions and the constraints
of the maching encouraging
experimentation with a range of game
genres. "Working within the imitations
of the libranes and mainly our own
time and resources forced us 1o do
stuff which was quick to do and fun
to play. Many games had more in
common with the 16bit days of fun
2D games than amything else,” states
Charles Chapman, whose company,
Live Media, recently produced David
O'Leary’s Total Soccer Manager on
the Game Boy Color. As Ferguson
puts it: “The Yaroze taught me that
technical slickness and gameplay are
two completely separate things. Some
of the most playable Yaroze games
wera the simplest, technically — and
some of the most imprassive and
ambitious were a disaster to play."
Those memibers of the Yaroze
community that are now working in
the industry provide a range of
glowing testimonies to the role played
by the device. “Being responsibie for
every aspact of a game prowoed a
great chance to work in every area
of game development, from
programming animation routines or Al

coding to game design and creating

art assets,” explains Ferguson. “That
said, | think having to work a5 pant of
a team on their first commercial game
was a rude awakening for many
Yarozers.” Rutherford agrees: "For me
it was invaluable. In no particutar order
it provided education in: getting used
to tools, working to hardware
constraints, putting C into practics,

| T

While Tom Madams is still at university, Nick Ferguson, who kept a diary about the Yaroze community, broke
into the videogame industry through stints at Creature Labs doing Al scripting, and at Rare, as a games tester

getting projects finished, working

o (competition) deadlines. giving and
accepting comments or criticism, and
code sharing. | was also Jucky to have
my Edge competiban antry burmt on
to a real PlayStation disc with some
others - ideal for job inteniews.®

Higher education
For those like Swan, who were
lucky enough to be on cne of the
several university courses that Sony
supported with the Yaroze, the
benefits were equally, if not more,
pronounced. “| got involved through
Middiesex University,” he says. "l took
the games programming strand of my
degree, and was delighted to see it
was working on the PlayStation
Otherwise | would never have known
about Yaroze, and probably wouldn't
have the job | have now.” One of the
particuler achantages for those on the
course, 25 Swan points out, was time
“1 was programming on the Yamze al
day and mace quicker advanoes than
those doing it for 2 hobby. | think it
prepared me as wel as any Non-
industry expenence could have done
it meant | wasn't put off by working
on PlayStation when | got my job -
| had other things to worry about,
lke learming to work In @ team
and working in a modular style.”
Given the extraordinary success

Charles gy
Live Moiq
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of those who graduated from
programming the Yaroze, it would

be a shame not to 588 the experiment
repeated. But with the unit no longer
avallabie tor purchase from Sony, and
given the company's recent difficulties
keaping the support site up and
running. it seems uniikely that it

will be resurrected. When Sony was
busy rewriting the ground rules for
markating consoies 1o previousty
untapped audiences, wooing
technologcal ‘evangelists’ was a kay
part of the company’s strategy, as Phi
Hamson pointed out at the time. With
the launch of PlayStation2, it isno
longer clear that this s the casa,

"I doubt there will e a Net Yaroee 2,”
says Ferguson. “That said, there has
been a lot of clamouring for 'NY2' on
the Yaroze newsgroups — bizarmely,
most from people who achieved very
litthe with the original machine.” Tom
Madams, currently a student at Bristol
University, concurs: | think that it'’s
unlikely that anything like the Yaroze
will been seen again, although | hope
I'm wrong. With the growing

Deriving its title from the Japanese for ‘lat's
creats’, Sony's Net Yaroze was in cutting
edge black some years before PlayStation2

Prior to his involvement with the Yaroze, Charies Chapman already had programming experience and was
running Live Media, which is cumently working on a 3D pool game for GBC. Bob Shand is still at university
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As with other bedroom coders, members of
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Audio in videogames has always been problematic.
Get it right and no one will notice, get it wrong and
you'll be hung out to dry. The advent of consoles
with vastly enhanced sound capabilities promises
much, but will what is delivered match up to the
expectations of the 3D-surround multiplex

generation? Edge talks to the professionals
dedicated to that achieving that very goal

he original, best, and most

durable ‘emotion engine” has
machine of the past 15 years. Long
before Sony staff colluded in oder to
choose a name for the PS2%s CPU,
another device had faciiitated involving
conient and mood-altenng inflections
too numerous to mention. Long after
the PS2 has been supplanted by
successive generations of gaming
hardware; it will still abide at forefront
of entertainment software. The more
traditicnal name for this remarkable
device? The sound chip.

From simple besps to streaming
audio, accurately modelied spatial
sound effects to reactive music,
videogame scundtracks have
progressed from being a post-
development afterthought to,
finally, being steadily recognised
as an integral aspect of the gaming
experience. Just as watching an
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The Wipeout series perhaps represents the paradigm for using licensed music in videogames. Not

benefil both sides. but you can bet Sony wasn't upset by the net results

affecting or arresting movie with
subtities but no so is a shadow of
the full experience, how many modem
games could offer the same appeal
without aural accompanimant? As
keen devotees of workd cinema will
attest, watching films untouched by
the modam Hollywood fixation of
scoring alimos! every moment can be
a strange experance. Not having your
amations constantly maniputated by

a contex!-sansitive soundirack can
be liparating - restrained use of audio
can, after all, be just as effective -

but if a highly charged scene makes

a person grit thelr teeth at the 'bad’
guy, or eyes water at a death ora
parting, it's odds on that the score

will be respansible for actually making
the adrenaling or tears flow.

Racent studies on legitimate
technigues used by athistes to boost
their effectivenass revealed that, by
playing a tavourite song beforehand
thetr performance could enjoy a
statistically significant boost. Music
hoids power: theme's no disputing the
fact. In these eight pages Edge looks

at three aspects of audio within the
games tracie - from ligensing songs
from bands, through future
videogame technology,

10 the oft-disputed merits of

meactive, context-specific soundtracks

While there are a number of

talented musiians working within

the games nadustry, icensing music
by known artists has an abiding allure
for developers and marketing
departments alike. Using tracks by
than-popular chart acts such as Betty

{mm It proved hugely successtul.
Wmﬁnty the music generated,
within the specialist press at lsast,
raised the profie of the codes!
publisher Renegade, and titles ke
Xenon 2 and Magic Pocksts. The
Amiga was a fine game platform

but never a tashionabie format. For a
fleeting instant, a ink was estabished

5 > il LU ol
mainstream popularnty. The
association estabishad betweean
Wipeout and Wipeout 2097 - its far
more playable successor - and the
likes of The Prodigy and The Chemical
Brothers bestowed cornsderable
credibility upon both titles, Without
the soundtracks, it's arguable that
both might otherwise have suffered
a reiatvely modest entry in the
annais of videogame history.

A popular bt perhaps slightly

specious cbservation is that
Wipeout aimost singlehandedly
sounded the death knell for the
‘gesk’ label long attributed 1o
entertanmeant software. its real
value, however, was its contribution
lowards a broadening of honzons for
publishers and developers. In truth,
it changed the videogame industry’s
perception of itseff.

Both instances suggest the
potential for a powerful marriage

gaming industres, yet such
arrangements are still rel
In principle, it seéms a mutu

=
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publisher, ideally, gains a modicum
of cool by essociation; as if it were
& butterfly, ingering contact with
the right song wall lend a liftle colour
1o the foctball or driving game in
question. The harsh reality s that

bought in from a famous externsl /
source has had a detrimental fect
One particular story (names has
bieen removed to protect the once
jnnocent, now twice shy) involves a
well-known developer that entered an
agreament with a ‘name’ band, With
everything signed and sealed, the
band provided a DAT with three
tracks, only one of which could be
used. The first, the codeshop agreed,
suited its triple-A titie perfectly. its

g
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Videogame soundiracks - and

the processes involved in their
creation - have evolved beyond
recognition over the past 20

years. From David Whittaker to
Rob Hubbard, Lazy Jones to Skate
Or Die, the standard of 8- and
16bit music was occasionally
startling. Deprived of the luxuries

other tunesmiths. commercial
or otherwise, take for granted,
there were even instances when
certain musiclans would write &
piece of music that gained greater
recognition than the game it was
designed to complement.

The story of videogame music,
from Its earliest origins to the advent

of CD-based gaming systems,
rather warrants an article of its
own - which is wny It (and its
most celebrated practitioners)
are scarcely mentioned within
this feature. Those new to gaming
who rarely understand what the
fuss Is about should make a visit
to http://homepages.enterprise

net/bee)/biglist.ntml to gain an
nsight into the sheer quality of
certain early, non-CD-based
endeavours. Tim Follin's Ghouls
'n' Ghosts, in particular, is a

nagnificent track — it can be
played on a PC with Protracker
or Winamp, and it's more than
worth the effort.




tempo was perfectly pitched. its
atmosphere curiously redolent of
the action it would accampany.
Untortunately, the band was keen
to use song number two - & bansal
pigce with the charm and feel of
gievator music, Due to ts superior
bargaining position, the band won
the dispute. Even the putilisher

of the game backed the decision
disregarding pleas to the contrary
from irate creatives.

Despite relative panty in
recognition and genefated revenue,
many teel that the software industry
is seen as & poor relation by the major
music labals A developer may desire
a high-profile song. bt by vinue of
that track's papularnity, the record label
has already secured ampia pubiicity
via traditional channels.
Understandably, it wil regard the
approach by the deveo of publisher
as it wouid with 3 similar proposition
by an advertising agency: cold, hart!
cash up fromt, or another profit of
comparahie worth, By confrast. a
label might jump at the W
to resurmect a song thathas
disappeared o obscurity, or an
act that has vet to chart, but this
wil invanably confar itie angitle
benefit 1o a game. The protracted
that haunt game development ars an
added compication. A month s
a long time in music,

If there's Fitie expenciture imoled,
there's littie haam In using music from
a known source. Sensible Software
signed ‘individual’ ‘808 popster
Captain Sensibie to pen the music for
Amiga classic Sensible Socoar. it was
a nice touch, mspired by Sensitle oo~
founder Jon Hare's passion for musie,
that resulted in a cheesy, sangune
tune, a curious entry in Soccer's
credits, and a later opportunity for

Surmound sound is now vary much available to developens, but how they choose to take advantage

Edge to relate an obscure piece of
gaming trivia. (Hare, reputedy, later
attemptad to gain a commercial
release for Cannon Fodder’s
reggae-tinged title track in what
would have been a rare instance
of vitleogame music maoving in the
opposite direction. Unfortunately, the
game's release pnor 1o Remembrance
Sunday, not 1o mention the sampled
lyrics that so delighted fans — "War
never been so much fun', and ‘Leave
hirm g i e uniform, dying in the
sun', Being two choice excerpts -
put paid to s chances of ever hitting
aven the tal end of the charts.)
Gremiin, howaver, did not seem to
benefit by the presence of Robbie
Wiliams® ‘Let Me Ertertain You' in
Actus Soccer 3. The bizarme option
to play the track repeatedly during
matches rather suggests that
Gremiin was either starstruck. had
paid handsomely for the rights. or
both. Actua 3 was & commercial
disappointment — and, & rumour
has it, a contributing factor in
Gremiin's decision 10 roll over when
naw master Infogramies entered the
mataphorca! room. By condrast, thare
was nG danger of SquaeSoft crashing
and buming when & usad famous.
Chnese popstae Faye Wong's 'Eyes
On M= n Fnl Fantasy VI, The track
5. howswer, excrudiating drivel uniess
formutaic, sub-Caline Dion love songs
ara to your fancy. It may only lest for
minutes, but s jarmng assault on
players' ears is at odds with an
othemwise excalient soundirack,
In particular; the internally designed
orchestal piecs that accompanies
the game’s opening FMV, with a
chorus chanting Latin verses -
beginning with "Excitate vow e somno,
#ben me. Cunas non sunt', or "Kindle

& vow from dreams, my children
There are no cradles’ - is magriificent

T
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of the six-speaker potantial of the Dolby 5.1 system, for example, is far from clear at the moment

,- I

Final Fantasy Vill is a good exampia of the faflout that poor audio choices can generate. A single tune —
‘Eyes On Mg, by Faye Wong - on the game's anommous soundirack slicited venomous user faecdhack

And yet it doesn'l lake a genius 1o
guess which song garmerad tha most
column mches, despite widespread
praise of the latter by fans.

John Broomhall, Hasbm's head
of audio {and also. incidentally, chair
of BAFTAS Interactive Music Awands
for the year 2000) is hardly stamy-eyed
where bought-in soundtracks or title
ftunes are concemed. *I'va mat

% sy e who leal Jon Hare of Sensitle Software
in-house audio pecple who lee = the of by
threatened by the use of lcensed : reisasing the reggae-tnged

music in the games they're working
on.” he reveals. “To my mind, it all
comes down 10 ‘horses for courses’
Some games lend themseives well
to the application of music not

specifically compaosed for the title
Obwviously, in some instances there'’s
Clearly a marketing or PR hit for having
a big name involved, However, | doubt
that marty games really benefit
massivaly in sales terms from celebrity
involvernent in the soundtrack.”
Additionally, the question is
whether the expenditure or effort
involved in acquinng the nght high-
profile soundtrack really worth it for
tevelopers. As Broomhall states, it
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gt on it “Audio departments are getting
es Ede, "The days of the
entered tf du now muso that his work isn't up to scratch jack-of-all-trades, the guy who does
J i5'one thing, inviting a high-profile all the music and sound effects, have
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emtertanment audio, and s committed
to developing the the awareness of audio music. Understandably, the effon e <till a few guys workingina
Capebiites i ¥1s viceoomaw inckstry of mantaining a high level of cuptioard with a pair of headphones
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1o wholesale changes in tha way maney bieing spent on audio staff,
! It is prodlcesd sound-proofed faciliies, and more
ir wing an adventure, or Rik Ede, as Dolby Laboratories’ toys for making noise than you could

evan an action-cnented FPS. Few games production manager, has dream of, Of course, this alone isn't
a recipe for success; if you put shit
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in, you'll get shit out. No sprinkling of
magic fairy dust will ever replacs

the underlying talent that these guys
have to possess.”

Unsurprisingly, Ede’s day job
ol
assisting) codeshops in the use of
Doloy Digital 5.1, *Researching audio
technology and its relevance to
gaming is in Itself a full-ime job," he
remarks. “The inclusion of DVD-ROM
drives on PCs and next-gen consoies
can only further snhance the
consumers expectations. After all,
when the gamar hooks up his PS2
to the home cirema system,
expecting to hear the Dolby Digital
5.1 sounditrack that he hears on
DVD mowvies, he's going to ask the
question: "Well, the box can do it,
s0 why Is the game in mona?™

Al this moment in time, 5.1
actually is getting heavy on the
ears, remarks your correspondent,

“Did you really expect not to
hear me whing on about how great
7" laughs Ede
“Of course not, s all Bbout
convergence. though. | hate that
, but you know wihat |'m saying
Yep, not everyone hasa 5.7 home
cingma system at home, but -

Defieve me - that is changing ast

“Don't gt me wiong, ¥snot a
ary advance in technoiogy

SVOILIIONGNY — & Nal
progression from sterec. Part of my
role at Doty is to entertsin the media,

&S encouraging fand, later,

al

prasent demonstrations and

educate people, Typically, | will drag
them down to the studio in sunny
Shropshire [recently submerged in the
sanous fioods of early November —
devcos should get in touch with Ede
if they nesc FX] and play
f music that is in stereo and

ing w
a piece
then the same piece of music In 5.1,
Which sounds better? Tha 5.1

version, obviously.”

blem presents itsall, though
in the fact that not everyona can altora
or accommodate the six-speaker
set-up (left, right, left suround, nght
sumound, centre, and the subwaoler -

the 1) to expanence Dolby's
technology at its best. T
is astonishing, but mainsiream usage

flact

remans a thing for the futun
possibiiities that such spatial sound
technology can faciitate, however,
know few bounds. Congicer Konami's
forthcoming Silent HI sequel on PSE,
As 8 crude example, cons:

e walking
along a dark, misty street, A sharp

UNQs Dening you

turn to ook behind the sola, quickdy

vy rotate your character 1807 to facs
the noise, It's merely A discarded soft
drink can, Of course, I acdherence
with the endunng cihamatic cliche.,
that Is the very moment that beastly
ceadly ciaws leap

aracter's back

towards you!

your own back? Such simple devices
married with threg-dimensional sound
will help blur the bounclaras further.
Naturally, 30 music could also be
a revelation. Rather than simply using
it as an advanced form of stereo,
adventumus composers coukl
attempt 1o use the six speakers
o parform ncredibly Creative
sounciscapes. In Tomb Reider: The
L w0, Cors Introdiuced a

specal visual affect 10 ac

QIMpany
gnergy drain while Lara 18 poisoned,
rean 10 CoNbrac

the potental inberent in throe-
dimensicnal sound 1o allow the

recraation of such visual tncks
iry an audio form, When Lara is
poRoned, 2 music tfrack could be
triggered with five or six individual

separate elsments, each played

throtigh an ndvicual speaker. Again
i ot thess
then be mtated in an attermpt to gently
disorientate the plaver. Developments
in context-sensitive misic, combined

simple example,

tups, could bilur the

with 30 speaker
distinction betwesr

eflects and music fomver

the roles of sound

For some, context-sensitive game

sourcitracks are the Holy Grall of
composing for entertainment
softwana, Others, however, have

yet 10 bt comvincad that it is plausible

~indad, even desirable — to expand

g nat can
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In realtime o the situation n hand
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“The idea behind the MUSIC brand
was to bring songwriting to the
masses - not a completely unique
Idea, apart from the fact that we
wanted to use home consoles, It's
the kind of thing you can use in the
lounge or bedroom, sitting in a comfy
chair, rather than at a desk. We're
currently working on a sequel for
PlayStation2 which we hope to have
out early next year, published
through Codemasters. We're also
taking the MUSIC brand to more and
mare platforms, both for the home
and elsewhers.

“Audio in games varies in quality
just as with any other media. Looking
back over the last decade we've

€074

seen hardware advance markedly. As
far as content goes, mare time and
thought is now put into game audio,
Where a car would have had just one
looping sample, we now use multi-
samples with realtime filtering to give
as realistic a result as possible. More
channels means more simultaneous
effects, creating a more believable
environment, and with the adoption
of surround sound technologies such
as Dolby Digital, the player has a
more immersive experience. At
Jester we're working on a new,
all-encompassing sound engine,
which we hope will give as much
control as possible over the

sound environment.”

“When a game condition alters, it will wait for
the next ‘musically sound’ place to change. In
this way the new music won't just drop in like a
sack of potatoes. Instead, it will sound natural”
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Despite what you may believe, being a videogame pioneer didn't automatically lead to fame, fortune,
and an assured future in the industry. Edge reflects on the experiences of ten formeriy high-profile figures
whose stories both highlight how things have changed, and provide possible pointers for the future

hey came, they bought fast cars, they drove off —

destination: superstardom. But for many of the founding

figures of the industry the journey has been anything but
smooth. A select few passed the finish line years ago. some are still
stuck in traffic, others crashed on the first bend. It remains a sad
truth that many of the greatest names in videogames never made
it big, and for every Richard Darling or Jez San there's a Matthew
Smith or Doug Englebart, men with arguably better credentials —
but who you won't find in the Times Top 100 Rich List.

When you talk of Deus Ex, it's easy to forget that the man who
first wrote a game of that name was not Warren Spector but Mel
Croucher, the self-styled PiMan and a cult figure for years after he
successfully switched from games to journalism. The games industry
used 1o be littered with such colourful figures, men (primarily) whose
ingenuity in squeezing great code out of Bbit graphics and 16K of
RAM could teach the SquareSofts of today a thing or two. yet who
have been laid comparatively low by poor judgement, plain bad
luck, or the rough and tumble of business as a whole.

Today's software scene is almost unrecognisable from the
charming but shambolic cottage industry from which it sprang.
Largely built on blind optimism. makeshift accounting. and stock
level guesstimates. programmers often signed their rights away for
the security of a reqular paycheque - the very antithesis of current
practice where million-dollar properties fike Lara Croft, Pokémaon,
and Mario are auctioned off way before the coding begins.
Ironically, at a time when there is a dearth of original ideas,
those ideas are now worth more than ever.

What would Andrew Paradroid Braybrook or Sandy Ant Attack
White have given for such a market? Both were best-selling coders,
both partially derafled by contractual wrangles and broken promises.
Vague contracts, shoddy distribution, and poor accounting all took
their toll on the 8- and 16bit community, turning geniuses into
nobodies overnight. Even jockeys get their own benevolent fund to
offer support when things go wrong, but in the '80s a programmer
was out there on his own, with no mopg than a bemused bank
manager for support. Those who Succee ed"an_ﬁi thrived brought
in expertise or mastered business management, hose who did not
remained at the whim of ever-bigger publishers with little patience
for design integrity or superstargges. It is not hard to find voices
maintaining the old ways were betfer. "™

“As for the business arrangement, there wasn't one,” recalls
John Gibson, co-founder of Liverpool's first great softco, Imagine.
“Someone would say: ‘You've got two months to write this game.
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Come back when you've finished it." Now, it's: “You've got 12
months to write this game, starting three months ago, and that
includes the time you're going to spend attending meeting after
meeting to discuss milestones, as well as the time you're going
to waste writing code that will only be used in demos.”

Should | stay or should | go?

Sticking too long with a publisher may have been detrimental

to Gibson, but jumping ship too could prove equally hazardous.
Eugene Jarvis, legendary designer of Defender and Robotron,
was at the height of his powers when he parted company with
coin-op ploneer Williams in 1981. Salaried at a then-respectable
$40,000 a year, his employers offered him a comparable deal
to that which worked so well for Shigeru Miyamoto at Nintendo.

“They offered me a bonus of cash and stock options spread
out over four years,” he recalls * It didn’t seem like enough to me
The more | thought about it. the more | realised that game designers
can get ripped off. The companies make millions and the designers
get only a few thousand. So, | turned down their bonus and quit ™
Williams went on to dominate the coin-op scene, thereby making
Jarvis's decision look more than a little rash.

The problems pioneers faced didn't just revolve around poor
judgement or bad business sense, though. Tony Crowther (now of
Infogrames) is probably unique in having developed hit products on
six different hardware platforms to date. If readers are now unfamiliar
with his name, this is surely through no fault of his own. His relative
anonymity is down to a combination of factors: the demise of the
solo programmer, the absorption of his beloved Gremlin into
Infogrames in 1997, and the financial pressure that sees publishers
more prepared to jump on a bandwagon than build their own.

“Steven Spielberg got sucked into management and Charlie
Chaplin never made the transition to talkies,” opines Sandy White.
"If | could have any one wish for the industry granted, it would be
that there was some sort of gaming equivalent to the ‘low-budget
movie', some way for new ideas to be tried out without the creative
restrictions that working on a big budget game imposes.”

And then, of course, there were disasters which seem little
more than acts of God. Back in 1986, Mike Anderiesz had the
dubious privilege of launching MUD, the world's first multiuser
game. Dubious because here was a title which had every reason
to succeed, but was a commercial failure by virtue of being too far

ahead of its time. MUD would be an easy proposition to sell now,
and online versions are still popular on the Net (www.mud2.com).
But in the days of hourly server crashes, a four-hour playing window
beginning at midnight, and modems so slow they actually ticked
as the data went through, it was impossible to attract more than a
miniscule, albeit obsessive, CBMB4 user base. MUD flopped big
time, the developer's business manager committed suicide two
years later, and Trubshaw & Bartle - the game's authors - were
kicked into development hell for years. “Yes, | do feel guilty,” states
Anderiesz. “Although short of giving away free modems, it's hard
lo see what more BT could have done.”

So, what became of these boy racers whose engines blew
within sight of the chequered flag? Reassuringly, most are doing well
and still employed in the industry. Nevertheless, it is hard not to feel
a little cheated on their behalf. It seemns unfair that movie directors,
writers, and even pop stars get to enjoy careers that can last
anything up to 50 years, whereas the majority of game designers
are all but forgotten in five. This is an industry where creative bumout
is not just inevitable, it is predetermined by market forces. How long
would Scorsese have lasted if, like Crowther, he had been forced to
master fundamentally new technology between every three films?
Would Disney still be a global brand if it had been snapped up in
its heyday and tumed into Infogrames California? Indeed, when
an industry takes so little care of its greatest assets, is it surprising
that their contribution is so easily forgotten?

With disarming modesty, Gibson begs to disagree: “You'd
probably be met with a puzzled expression from the majority of
the game-buying public if you mentioned my old games, let alone
my name. But | don't find it in the least bit frustrating that my old
games have been forgotten. It goes back to that technology issue.
When | look at my Spectrum games now it makes me curl up with
embarrassment. No. | don't expect people to want to play Zzoom
when they can play Star Trek: Invasion, or Stonkers when they can
play StarLancer. It's not like music - Nat King Cole and the Spice
Girls stand comparison; Zzoom and Star Trek do not.”

Some, like Jeff Minter and Matthew Smith, seem happier out
of the bright lights of celebrity but for others there is a sense of
regret that more was not made of the tremendous opportunities
afforded by a blogsoming if unpredictable industry. Here, Edge
profiles some of the movers and shakers of yesteryear who
are now, apparently, missing in action.




DRAW winGs FORy/ /1)
TO FORM SPOVIT DRAW winGs FORWARD
TO FORM SPOUT

o g | Sy

2'a 2,
MISSING

MISSING

TONY CROWTHER

EDGE /”

Being just one member of the team responsible for Wacky Races (main) has
done little to raise Tony Crowther's profile. His varsion of Monty Male (above
left), plus original titles such as ROTH {above right), hark back to anather era
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With excellent spot effects and scraliing which could shift at a Inghtening
pace, Defender {above) became the aficionado’s choice in 1980, Robotron
2084 (top left) added to the success. while Cruis'n LISA has left litthe impression
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Ant Attack (above leff) was a phenomenal success in Its day, but Zombie,
Zombie (abova nght) didn't do enough to differentiate itself from the original p
The unusual firstperson |, Of the Mask (top) was accomplished but a poor seller . y SANDY WHITE

T 3itd Comoration 1987, 2w All

The vibrant Ranbow Islands (main)
was a great success, but it was in the
Bbit era that Braybrook really impressed
gamers with his coding prowess. The
Commodore 64 version of Pamdroid in
1985 (above, right) combined shooting
and strategy with a ‘body'-swapping
facility well ahead of its time
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Commando {top left), Sanxion (top right) and Thing On A Spring (above) all
benefited from Hubbéard's unparalisled ahiiity to get music out of a limited sound
chip. His work remains perhaps the most fondly rermembered by retroheads
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With titles like Revenge Of The Mutant
Cameis {right) and Liamatron (top), you
know you're in for something
idiosyncratic. Minter continued his
strain of offbeat coding by converting
the psychedelic Tempest (above) from
the arcade to both Jaguar and now
VM Labs” fiedgling Nuon system
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Frankie Goes To Hollywood (top), Zzoom (above nght} and Star Trek: Invasion
(above laft) disply Gibson's gift for reinvention. From Imagine through to Denton
Designs and now with Warthog he has always sought out new challenges
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Magnetic Scrolls’ tities began 1o draw in people who had been put off by wordy
adventures accompanied by nothing more than a black screen. The combinatior
of pretty locations and intelligent puzzles saw the games sell in ther thousands
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Styx (top) was hardly the most popular
Spectrum game, but it proved a good
testing ground for the man who would
eventually code the seminal Manic
Miner (above) and Jet Sat Willy (left).
Even the prospect of falling into another
screen to death after death would not
compromise ihe game's SuCCess

—

An interface shaped like a mouse? How ridiculous, Eventually, though, Englebart
s becoming recognised as the man who delivered Windows (top left), the mouse
(top right), and online networking. It didn't net him a Bill Gates fortune, however
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Edge

Titles slowing productivity this month

Shenmue

The confusion betwein trtaey wrc ndlity
betame obivious whie Edge's reviewer bedan
taking his shoes off betore smenng tha oifice,

Hang-On in Shenmus

Sags's o oo A ey & unuestonatie
Tha comeany bagan aavartisng Shenmus Back n
1888, as thess Hang-Cn Dioards will astiy

Space Harrier in Shenmue
Its sl complataly untoriving But Seasce Mo offes

ot 2 passatis mprasson of Mr Waotly Hand

enganedd n e Guertng garne Of DU spof!

Picking from the tree

Iroshi Yamauchi, Nintendo Corporation Ltd's president,

recently launched another savage attack on his fellow
competitors and a significant proportion of the thirdparty
developmert community,

Essentially, Yamauchi-san argued that wheraas once
upon a time unleashing an'ammy of thirdparty companies
on a new console would almost guarantes a healthy market
share, this is no longer the case. Tha race to get as many
useless companies on your side is over, he argued, before
gaing on to slam the boom in numbars of codeshops,
stating that many of them dan't know the first thing about
videogames, and as such are detrimental to the industry,

Even by Yamauchi-san's standards, this was a venomous
strike. But not, howevar, an unjust one. Edge will be the
first to admit that the popularity of PiayStation and the rise
in public awareness of videogaming over the |ast few years
has seen an unheatthy number of opportunists gatecrash the
party with a view to making money first and entertaining
games last. These companies fitter the videogaming industry
and clog the display shelves with their shameless, inferior,
cash-in eflorts, hoping to rob punters of their disposable
fncome. Not necessarily a problem for the gamer who does
his/her homework before handing over the currency, of
course, but these substandard products have a more
serious effect: they confuse the game-buying public.

The videogame market is saturated, There are simply too
many games available right now, and only a handful of those
are selling in sufficient quantities to fill their publishers' coffers.
The rest are simply bewildering what some term 'nouveau
gamers', who represent the largest chunk of the gaming public,

What is needed Is fewer games of a higher quality (think
Majora’s Mask, below), But that's neither a software drought
NE4-style, nor is it the absurd abundance constituting the
PlayStation market. Somewhere in between those axtremes
axists 4 happy medium. Poor games, mare often the cause of
a publisher's pressure on a developer to get a gamea out before
the end of a financial quarter, will still appear, of course, but
hopafully with less regulanty than is the case night now.

Which means that in the long term, everybody benefits.
But then again, videogame publishers have traditionally
opted for quick-return models, rather than sit back and
absort the whole picturs, The current lapse in the
market may make them reconsider their approaches.
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Ayo can learn a whole host of fighting moves which prove useful in the many brawls that seem to
coma his way. Extra moves and combos can be found on scrolls hidden around the game world
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The voice acting in the Shenmue ranges from the sublime to the ridiculous.
Tom (above) is a half American, half Jamaican hot dog vendor who
unwittingly provides some of the more comic moments in the game

The QuickTime action events (left) are integrated into the story particularly well. Th
hardly sophi ed in terms of gameplay, but offer a change of pace from the main quest




The Legend Of Zelda: Majora’s Mask

Formnt: NB4  Publisher: Nintendo O
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Once again, boss confrontations prove to be epic experiences. Once Link has the Flerce Deity Mask -
gained later in the game - he can transform into & giant anime-influenced version of his younger self
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Combat is ence again superbly executed and
highly enjoyable, via the handy Z-trigger lock-on

Changing the world

The use of masks is wonderfully executed through the
game; there is little that can challenge the sheer joy and
freedom engendered by taking to the seas as a Zora




There are several twoplayer games
included. Capture the flag, racing to
checkpoints, and cops 'n’ robbaers
certainly extends the longevity of the title.
The feeling of speed still remains sluggish

Driver 2

Format: PlayStation  Pubisher infogrames  Deveioper; Reflections  Prce: £30  FAsleasn: Out now
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happening on-screen. Drive up
curved bypasses - an elem

ontrois

-

wr

to better convey the sense of a
structure — and things begin 1o sk

w down

o

severely. The effect at tim
3 nving a cc

Termir ant of

It comes as a huge disappointment that after

more than ay

sequel

ar in development, Driver’s
inferior to its predecessor

080

Pop-up, too, is also guite startling for
juced towards the end of the
ation's reign. The draw distance

e set

d, and watching as office blocks and

out four c

lengths

In Havana, the vehicle types alter to suit the surroundings. These '50s-style gas guzzlers can still prove
nimble. Escaping the police by weaving in and out of traffic easily provides the most thrills in Driver 2

reasons. T
at times |t seems as |f

| down the freeways, and

ou're about to

drop off the edge of the world. Some of

this ¢ able if it didn't have

such
bt in one mi

TOLE pDlay consaguenceas

sigerably narder O

- tha most complex in terms o
design — becat

and Las Veg

in Havana, Rio

the slowdown Is less

nati le. The mission structure is more
linear than in Driver, but this has provided
the time to delivar more varied objectives

A 1o B dnving is naturally the main focus

but there are other invantive nments

to perform, One of the more innavative
includes stealing a reinforced bus to

destroy a fleet of cars owned by a
gangland baoss
Tanner's ability to exit his made

r instance, can be

exchanged fo

olaver more of :

slier ways of avoiding thedr attentions

Whether through ov
ublisher prassi
the halimarks of a game rushet
that vital pre-holiday-petiod re
At £30 there ars better ways to fill

a stocking this Christmas.,

Five out of ten
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The scenery and effects in Driver 2 can be impressive: watch as the sky deepens in colour and rain begins
to fall during a drive. Some missions avoid the mundane, like jumping on to a departing ferry (top)

g
of FW 1

m,.”{ﬂ':

Mutton dressed as lamb

Apparently Ozwald Boateng desligned Tanner’s wardrobe. That's is all well and good, but the poorty
animated creatura |n this game is hardly the best model for the threads. At best, commandeering vehicles
'Tlg in

sasy enough, it becomes

can increase your chances of completing a mission, but in practice controlling Tanner can

The sight vehicles of the onginal game are now 36. This adds a great deal of variety to the gama, but puts one mission he must arm three bombs and exit a door. While this sol
the PS under considerable strain. Vehicle spocling combined with scenery layering proves too much senousty difficult given that while out of his car he can only weave from side to side like a drunkean fool.

091




Many of the set pieces in the game,
like the skydiving pursuit above, are
more than worthy of any spy thriller,
and they appear through the game
with satisfying regularity

No One Lives Forever

ter territory will be judged
g to the benchmarks set b
Ex and Perfect Dark. But while these t

and gam
the genre's milieux Deyonad conventonal
dystopian sci-fi fare. The most notable

feature of No One Lives Fore

contrast, its refreshingly colourful '60s
setting. The sub-Austin Powers

le, and while Monolith

Are

reqrettat had a

3dgetry,

) 8 rewarding experie
5 delusions of humour, the
5 more ke a

James Bond or Men From UNCLE

ade in the essential seriousr

mountains, shark-infested ship
and the obligatory 'Moonraker-es
ion, Each of these environmants

t of variety to
ppering the game witt
pieces, From a
r by taking ref
ting zero gravi
cting a rooftop escape, the
ality sequences puts many

tic spy thriller to shame.

number of
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3 are interspersed with min

nduce the heroine, Ag

on offer is impr s diversity, but
n the outcome of
missians, with players able to tallor

ir arsenal before de

also in its impac

parting for the

d. Lipsticks conceal hi

cangerous
n be us

. Archet’s

sunglasses ¢ equipped with a zoom

colourful '60s setting,

OWErS gags are regrettable

her: Fox Interactive. Developes Monolith  Price: £30

Alongside offing adversaries and avoiding detection, another factor that contributes towards successfully
completing missions is locating clue-laden intelligence documents scattered through the levels

reduce
the noise made while trave:
surfac
dev
be us

clatiery
But among the most important
ices Is tha humble coin, which will

stract guard after guarc

throughou

urse of the game

a vanaty
n unpredictable ways - calling for help
orc
alone. But the game's major flaw is that

level design Is frequently out of sync

glocheck out ac

with

3 no lean function - a

emerging, resulting Ir
that detracts from the game overall

stop-start rhythrm

e and compelling

frequently encroaching on the tr

inspired, but thera are a number of
design flaws which let it down badly. Still,

some colourful locales, which

nto multiplayer arenas,




Despite hav! revised the voice acting in

the game following criticism from European
journalists, Monolith still manages to incorporate
some truly awful examples of the

20/25

ted more on steaith and tactics than Archer’s kit runs from the sublime, as characterised
olds-barred bloodletting. However, far from denying the player access to the death-dealing tools by glasses with in-built infrared detectors (above),
of the spy’s trade, n and equipment salection is integral to achleving mission objectives to the ridiculous, such as slippers to creep around in




Summoner

Format PS2 (reviewed), PC  Publisher; THQ  Developer Volition  Price: €45 Ralease Out now (US), February 2001 (UK)

it qualify for this

capabilities seem to

PoR- appalling |
a laughably primit
'.’hl_ -

from the
full 3D

fights his way around town and courtry

1d further
5 di

and between sach area lies a 20-second
Ioading time. That's fine for most places,

araas are big enough to make

throws you Summoner’s Insistence on a restricted camera viow |s less important during combat. It's in the stealth
xith what and exploration moments that the inabiiity to see further than just in front of your character really annoys
LW 5 a

3, the wait

Magic spells are often dramatic, and
using them at the right time is crucial.
The active pause provides you with time
in which to choose an appropriate rita C nce, Buildings ris
fram your book and targel it effectively character’s location, p

get from your

5 appearing

high; the Thanks to the linearity and inher
imle

s who cf

ma +~ what's the point when all it p
LGS W a beautifully smooth view of t .
Jistance — It's difficult to plan att istic nature, shrouded in an
any strategy when your party's outl ca, and with
Imited to a Ga dius. 1d random combat that

g made it past the Bbit era.

mmonear

you a

falls into the same trap, a generation s X again,

higher. Here's a question Edge would like

nment of the

her 1o include




Chain attacks, Summoner's version of combos,
are executed In rhythm-action style by pressing
D-pad buttons as a chain symbol appears.
Success will lead straight into another move

Summoning creatures to do your bidding provides a safer way of killing monsters from afar. Still, having all
of your party attack at once is more effective, especially when enemies can only parry on one side at o




The World Is Not Enough

For NE64 Publishar: EA Developer Eurocom  Price €40  Folense December 8
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While the game features digitised likanesses of the film's major stars - and bona fide voice acting from John Cleese - drum 'n’ bass star Goldie is unrecognisabie.
Although only Cleese contributed orzlly to the game, the substitute voice actors do a fine job - Pierce Brosnan, in particular, is remarkably well mimicked

can be killed, and an extended two-le
chase sequence sees the player running
through the

vimich Isnt to
/E is often an 1. given the
ough Ge

nically and, rmore

r as enje

Once again, the trusty sniper rifle returns,
and here it is almost exactly Identical to
the pioneering weapon from GoldenEye - s

which is to say, it's a joy to kill with 1o be utilised. Indeed, there's a far greater only ¢

tionable

requisite plethora of weapons and ga

game a certain rigidity. There's usually some sometimes que

anemy Al), If one that is instantly far

reliance on gadgetry here than in both While the it
- ! ? ance e lack o Justr

g are still exciting and

= g : 7 ¥ pite perhaps
While TWINE is perhaps indicative of a lack toa many levels elying on
of originality in the industry, you have to withhold ) R
hen the end t olished

g, though —and It

i - it pales into comg on with
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Remarkably expansive levels perhaps serve as TWINE's signature. Admirably, Eurocom’s custom-made
engine remains constantly smooth, although things juddar significantly when in high-resolution mode

T punch
s own furrow through

)y-8im gerire. A ), @Xpect

Siven that

The London Underground level plays host to one of the more exciting missions in the game.

You'll need to sneak behind a speeding Tube train to find a hidden door. Mind the gap, obviously

Shaky Bond bots fail to stir

The one area where TWINE offers more than GoldenEye s in mud

offered here don't live up to classics such as Facility and Bunker, but the addition of bots is a weic

ar L_"._:uab:. the simple arenas

me

one, Each bot - based on a Bond character, and incorporating several old favountes - is possessed of

a 'personality’ and differing stats, and will act accordingly. Chrisimas Jones
will concentrate on collecting tems, while Renard has 200 per cent health and wil

Unfortunately, they still lack the variety, compiexity, and efficacity of the Perfect Dark bots

for exampla, is weak and



Ready 2 Rumble: Round Two

Formal: Dreamcast P Sega Daeveiops: Midway Frice: £40 Helease: December

o 37 -

JACKSON

early amcast baxing hit

o, this is of the 'smooth

B i 5 fun is, and sach character has his or her
] 8,

=1 N arsenal, ranging from Michael Jackson's
_— -ll:]_.-llﬁl,._!_ abs. 1 Aam: o

CHAMP

Fighting styles vary dramatically betwean
Michael Jackson's speedy jabs (top), and
Rumbleman's lumbering swings (right)
This makes for a varied boxing experience

mharyt

ta straighttor
a Championship mode |

Rumble pack

Permaps the m

q 3
an build up the gauge three timas,
and hitting someone with a fully charge

ver

fighters, and a

vies. All in all, an

Midway has seen fit to make its new characters even stranger than the old bunch. Freak E Deke
(left) is the victim of a brain-scrambling lightning strike, while Robox (right) is a walking punch bag. E00E 1 Seven out of ten




Sega Marine Fishing

Format Dreamcast  Publister Sega  Developar: In-house (Wow Entertainment]  Price: ¥5,800 (£37)  Aolease: Out now (Japan) TBC (UK)

wning & fishing game ian't immediately

percelved as elther cool or hip. But
BSSUIMinNg yOu OVercame peer pressure
and the (erroneously) percenved humiliation
of obtaining Get Bass compiete with rod
controller (hopefully Sega's own sublime
design, rather than the disappointing
thirdparty releases offered to the UK gaming
public), you'll already know of its joys, either
in oneplayer or as a bastardised multiplayer
championship experience

On paper, Sega Manne Fishing appears

to offer little more than Get Bass other than
amore varied selection of fish an the menu
The Arcade mode is included, giving vou
immediate access to three of the game's five
fishing spots. Select this option 1o get the first
indication that this sequel is not as delicately
balanced as its predecessor. For instance,
the time limit is sadistically strict — you're
easting out in the region of 50 metres which,
when combined with the more reslient nature
of the various sea-dweliers you're attempting
to lure back 10 your boat, makes it extremely
difficuit to bring in enowgh fish to progress o
the next anchor point within the time allowed
Also, because of the wilder character of
these sea Swimmers

tension varies wikdly, swinging from hook-
loosening slackness to ne-snapping
tautness in a fraction of a second — keeping
it stable requires ndiculously sensitive resd
work, Continues are infinite and & time limit
increase option exists, but that isn't the point.

Oddly, thera's no competition selection
The Original mode offers a line-up of training
games, a free fishing option and, interestingly,
an aquarium. Though Initially empty, content
for the latter is generated from sorties in the
Free Fishing mode. This doesn't replace the
tension felt when playing Get Bass's
competitions, of course, but it's a reasonably
pawerful incentive to keep coming back.

By and large, the fish are a lot more
prepared (o take a bite of your polygonal bait
than before - possibly too eager. You could
argue this redresses the balance somewhat,
athouah it would seem preferable to have a
harder time hooking fish and a more dynamic
resling-in sequence. Either way, this lstest

evolution is less intricate than its
predecessor — for instance, water
temperature and time of day don't even
feature - and it's as if Sega has dumbed
down the process a notch too far, The
result is still good, it just isn't great.

Edge rating Six out of ten

UNEOUT 2540
-

DEP,TH i

Underwater environments are better rendered than in
Gat Bass, with whales and sunken WWII planes
keeping you briefly occupied until something bites.
Ultimately the fish are too easy to hook and too hard
to land, and the game's balance suffers as a result

School of fishing

Original mode, which, in Edge’s opinion
fails to match Get Bass’ simple yet highly
addictive competition set up, does offera
Training mode for novice anglers. Within it
you'll find five mini-games which include
Ianding an increasingly difficult selection of
fish, reeling in practice (points are awarded
acoording 1o speed maintained), casting
accuracy (balloons have to be burst with
furs), a total weight event, and catching
designated fish species. Records are kept
to encourage competitive replayability.

LINEOUTie2 547N 70 ) ¥ £9 11§ sTOTALPOINTARNA0) pts

LDEP.TH st D 3. My 2UTRTHE

il
If Wit

-

GIANT TREVALLY  [o-2isnon.

One of the attractions of Marine Fishing is the massive size of the water-dwelling entities that end
up on your ship’s deck (above), as well as the obvious diversity of gills that you get to rip to shreds
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18 Wheeler American Pro Trucker

Format: Dreamecast  Publisher; Sega  Developer In-house (AM2)  Price: ¥5,800 (E37) Raoledsa: Out now (Japan) Q1 2001 (UK)

FEYWEST

CARFE..

veritable force in the
Fiabbte
N-0p pound devourer

strenoth that picks at

the seams of the promising 18 Wh
American Pro Trucker

DALLAS

19

ds, while
frucker rears its

letimes

POSING N
oute or simply attempting to run
Unexpected weather systems provide
antertaining diversions in 18 Wheeler. At one
point a tornado (above) tears across the road,
litting cars and dumping them in your path

graphics

Is particularly pleas

1 as sliding docun

dashi

d adding subtly 1ot
3 lighting and

ntribute to the ever-

Parking the rig

Of the limited extras included, the

Parking mode gives the player a tasts

of the difficulties and dangers inherent

in manoeuvring a 50-foot monster

round urban back alleys and loading

bays, Negotiating tight corners and
narrow passages all require knowledge

of an articulated vehicle, as this is no small
task. Solid practice s the order of the day.

enge adc
it art whille or
Tennis', or, indeed, Crazy Ta

5, the lightweight nature of 18

Truigker f
WHH

fl

achec-(

A relative portion of the offroad landscape is also open to a bit of reckless trucking (above). Caresring =
along a mountain path before dropping into a precipice and plummeting down a rockface is great fun Eage rating Six I en

100



Gunlok

Formal. PC Publisnes: Interplay  Developer Rebeliion rics €30  Fesizace: November

management an
angular anime-sth
achieved, but despite this
regularly fails to entertain

ft's obvious that the design team has

8 game

sl; there's a wide

Guniok tries to tactically rich by
a number of different approat
combat situ Larger robo
dealt with by using a selection

may be best
explosives

oate

bare: much aimiess

ot fiddling with

= 0 CNaps ney
lenging and far too undifferentiated

Rebeilion’s imagination is

anng and

to plan your

8

Gunlok is the central character in the story, but he gathers a squad of other robots around him. Each has =

or attack them accordingly its own unigue place in the squad, and has to be employed imaginatively for the most efficient results




Insane

Format: PC  Publisher; Cod Developar Invict Price:. £40 Paleass: Out now

andscape,
ccomplish before

5. Though a bot-based
ef mode axists, It ranks mors as
training for the online contest that awaits

nd a racing goa

their multiplayer m

those with a Net connection. This is, after
all, the game that the publisher has chosen

to launch its new crossformat online client,

lie 3 track

herg; the courses have more in commion with

the curved fractal landscapes of Frontier's
Infestation, Terraln can be generated
retically

f courses to
4, In practice, despite changes
similar to play

constanCy s

automatically, mes

ing that the

ear-infinite amaourt

d gradient, they'

Thankfully, that gam

damage system that particularly impresses.
Heavy impacts on each vehicle result

In the warping of its polygon model, so

ing on the location of the collision

5 respOr zcordingly. Wheels
e locked or detached, the engine

damaged. and the whole chassis can be

ed around the internal

framework. Again, though well executed, the

destruc 5 fail to impress, but their

t on the handiing is magnificent. Grow

to know a car well and you'll know exactly

whare and how it's been damaged just by

the way it responds as it navigates a hill.
While this Is fun, it's far from perfect. As

a oneplayer game Insane desperately lacks

e aesthet

Race form

There are seven modes of play In Insane
Many are variations on a standard racing
structure, with the goals baing randomiy

scattered gates on each landscape
vanation, and even in the multiplayer mode There's also a Destruction Derby game
where points are scored for tumbing

opponants ar
an X-marked
SOINS of

fiag. nonaof t

managing

Y expenence. The final two types are

for Internet combatants anxious

s FPS

for an onlne fix that offers something a Sty Senand-of
every second o

Rolling vehicles are an inevitable occurrence In Insane, thanks to the realism of the handiing, the viciously
angled terrain, and the aggression of your competitors. Though the view can be switched to various car slows. avoiding bein
farms of in-car perspective, most players will find the external views on offer a much easier proposition becomes increasingly di

2
:

B2 raoma



AgquaAqua

Format: PlayStation2  Publsher: SCi Developer: ZedTwo  Price:£25  Refesse: Qut now

Gigantic level-levelling monsters arrive
every so often 1o disrupt your building
plans. Failure to score enough points
within a time limit means destruction

The block's shadow, along with a grid system new to this version of the game, helps you to place your
fast-descending blocks in the right place. Leaving aven the smallest gap will mean the end of the game

npour, If you fall i

points

s Own punishment

ncredible Crisis

Format: PlayStation Publishar Virgin  Developer Polygon Magic Inc  Frice £30 Sslsase November 3

he multiplayer multi-minigame Bishi Bashl Special
T was a surprise success, go it follows that there
may exist-a market in a similar vein for the lonelier
gamer. Incredible Crisis takes up the idea and smathers
1IN Japanese lof

nfused film referances, and an

oddly coherant plot centring

on a family gathering

The game begins with Taneo, a middie-aged

Japanese businessman, making his hazan
foumey 1o a party. Every step closer bring

3n though there are 26

several am near-identical, and

mibination

xhibited in the firs

a rhythm-ac

on workout, A shame.

because the

design deserves more th

backad up by what's a hollow play experiance

Edge rating: Four out of ten
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The ferris wheel (top) disguises an odd
massage game — one of the highlights
here, and far better than the horrible
Snowboarding With Wolves (above)

Escaping from the spider's web means stopping a polnter on the green mark. Fail, and the player has a
limited time to rebalance before the spider arrives. It's mildly diverting, but near-identical to an earlier level



RC de GO!

Format: PlayStation  Publisher: Acolaim Dava

or: Taito  Prico: £35  Heisase: Out now

with all of tf

WriatLre

As you get deeper into the game, circuit

Jamer s 0 Cays o ¢ s y - complexity increases and new body shells
— withot . turn up, such as a train, an ambulance,
barato ) o . 1 and a tank (above), to name but three

B2e 1L AEROS i { T

Off-road racing is also catered for, though it must be noted that of the two racing categories offered, this
is not the one at which the game exceis. As long as your car isn't too powerful it's still reasonably fun

Quake Il Arena

wr id (converied by Raster) Free:

&t Dreamcast  Publisher Sega

R aster has dong a laudable
yarting id's g

Luane ha
& iIncarmation, and witt
ncluded, the opportunity for
domes an instam appeal surpassing
come good Ir | l1E]

ake (Il Aran

e 10 10ur participants.

Textures and lighting effects are excellent, resg
with muzzie flare and rocket splash being
particularly effective. Multiplayer bouts

offer original, Dreamcast-specific arenas

With the exception of the super shotgun, Raster has retained all the requisite weaponry from the PC
incarnation of Quake Il Arena. The lightning gun is a potent, yet hard-tc-use and ammo-hungry device




Tomb Raider Chronicles

Format: PlayStation, Dreamcast, PC Pubtanor: Eidos  Developen: Core Design Price: £40 (DC) £30 (PS, PC)  Rslesze: November 16

Given the dispersion of Tomb Ralder
Chronicles over four segments, it's
unsurprising that Core has opted o
clad its star in a variety of new outfits

Certain elements in the game, including the terrain and weather, are perfectly acceptable. However, the
same cannot be said of some of the character models or their animations, which can be axtremely poor

yuiet B
A gven in Eidos' an

carved in stone as far as retalers ¢
year's offering, Chrol
former friends, following her demise in
Unfortunately, Chironicles s weak,

taki

ittle to shout about visually, flat textures and turgid

animation only serving to ramind just how old the series

5. Vast tracis of empty landscape remain a staple

ingredient, and mission and level dasign are bath

y title:

o further extract

TiNg gamers ane prepared 10 U

5. Despite the promese of a (olal overhaul

Dead Or Alive 2

Format: PlayStation2  Publisher: SCEE  Developer. Teema (Team Ninja)  FPrice. £40  Relsass: December 15

than likely, it won't come as an

shock to you 1o learn that this

Time A

Dean touched, Meanng thi

yean retained, As such this

remains Edge’s favourite

ginal DOAZ, Within
k, Varsus,

1 Battle, Sparring

W whisties,
f the original

wonderfully fiuid and

rating Elght
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The PAL 50Hz version suffers from
considerable letterboxing (above), but
at least speed isn't affected. Other shots
come from the 60Hz full screen mode

Cosmetic Improvements include lighting and slight character detail enhancements, though you'll be hard
pushed to notice them In-game. Regardless, this continues to be one of the finest beat 'em ups around
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Tracking developments in developn

ent

Checking the small print online

Gamesbiz.net offers developers specialist legal assistance and business development advice

Paul Gardner, founder, Gamesbiz.net

gamesbiz.net

A secondary area of the site contains
contact details for a variety of useful
service providers to the games industry

At the heart of gamesbiz.net is
the commercial and regulatory
assistance area, where legal

doct ion can be downloaded
URL
www.gamesbiz.net

Gamesbiz.nette

ou'd think representing Robert
Maxowell's Mirrorsaft in the legal
minefield that was Tetris would have
put Paul Gardner off interactive
entertainment law forever, Instead,
it spumed him onwards. *it was a fairly
steep leaming curve for me,” he recalls,
“The whole thing was a nightmare,
but very interesting.”

After Tetris, Gardner remained
working with Mirrorsoft until Maxwell's
mysterious demise resulted in the
winding up of his companies. By that
time, hawever, the games bug had
bitten him: *I got a taste for the industry
and some contacts, and there weren't
many lawyers who knew much about
the industry, | wanted to grow
something from there, so that's whera
It started. Gamesbiz.net is the fuifiiment
of a dream | had back then.”

Ten years later, and now a
parner specalsing In interactive
enteriainment at top legal adviser
Osborne Clarke OWA, Gardner's
dream has gone live on the Intemet.
Gamesbiz.net Is the business resource
for the UK games industry; the principle
behind it is simple

*Mostof the r

MK we get
arises from probl 2 says. "And
04 times out of 100, those problems
could have been elther avoided or
sohved very easily, very cheaply way
back when. The thing we have been
wrestiing with s how do we getin
then and not when the problem arises.”
As part of a fairfy immature industry,
certainly from a business point of view,
lavwyers don't rank high on the
shopping list of mos! developers
However, what is surpnising is how low
they actually do rank. While the big
publishers will bring their own high-

SMS,

gamesbiz.ngt

“Brilliant! The
a site like this -
gamesbiz is a
must see!”

N Fomee
L harger s b2 Marsey

As well as being a great resource, gamesbiz.net boasts an

powered law team to any publishing
deal, most developers don't take any
proper legal representation. As Gardner
himself puts it: “Some guy down the
pub who has done someone's divorce
is probably not the person to choose
10 do your next publishing agreement.”

As he is keen to paint out, it Is
rarely a case of the big bad publisher
sorewing the small naive developer
*People wil
they can,” he says. "l don't se
@vil publishers out to kil davelopers,
because most publishers have been
bitten pretty hard by developers going
under or running off with the money
They've seen bad times as well,”
Nevertheless, both parties need
to sure that they understand and
are happy with the small print of any
documentation they sign, and with
the big companies having their own
in-house lawyers and documentation,
It's Up to the start-ups to ensure they
aren't rolled over.

This is one of areas in which
gamesbiz.net can heip. The main
section of the Web site allows
companies to download standard
legal documents and checklists s0 they
can look consider the implications of
anything they are being asked to sign,
belore asking for legal advice, While
It costs money to gain this access, as
Gardner points out, with the hourly rate
of even legal assistants around £175
an hour, anything developers can do to

d get the best desl

f any

Brance|  Crit Assstance|  servios providers | recrumant | [er—

ing design

reduce costs is bound to be helpful
Law Isn't just about litigation
though; iInCreasingly It is aboul
business development
at any company in the industry,
whera's the value In that company?"
asks Gardner. "An invastor looking at
a developer will say, ‘Okay, the value is
probably in the group of people, it's iIn
the intellectual property that it owns
Doss it have rights on an engine?
Any nghts on names?" It's contractual
relationships that camy the benefits and
the value, It's key to get those right,"
It's for that reason that
gamesbiz.net Is more than a
legal resource. Working closely
with venture capitalist Livingstone
Guarantee and business analyst
Durlacher, the amourt of information
camed on the site is set to grow.
“We'll try and make it a cormerstona
for the UK incustry in terms of a8
business resource,” he explains
“We're not there to provide game
news or ecommernce, it's just business,
across the whole range of business.”
The response has already been
favourable, with registrations coming
in from Russia to California, ! think it's
a small thing we can do to try and help
the industry grow and mature, | get
satistaction from helping developers
grow and develop as companies,”
Gardner says, “To be honest,
| don't get a huge amount of
satisfaction doing litigation.”

"If you look
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PS2 gets back to BASIC

Mier Dsan, Yabasic taam leacher

Yabasic _

he averall concept is far-fetched
T in the extreme. Take the
computational power of PlayStation2,
add the equivalent of ‘my first
programming language', and place
the combination in the hands of an
eight year old. But, amazingly, that's
what Sony intends to do.

“Most af the people who are into
games programiming now grew up on
Commodores, BBCs, and Spectrums.
Their way inlo programming was
through simple BASIC languages
that came free with the machine,”
explains Mike Dean, nominally a
SCEE software engineer, but who has
been team leader behind the Yabasic
project for the past three months

And while Sony has experience
in this area, thanks to the PlayStation
Net Yaroze (see ‘Generation Y
pE0), that was designed for
thosa with a working knowledge of C
and required a PC. Yabasic, however,
is designed for everyone. “We wanted
to find a way that the next generation
could discover programming for
themsehes,” says Dean

Backed by a couple of
enthusiastic former-eight-year-old
programmears, Dean approached
Mike Kavallierou. his boss at Sony,
and propased bundling a simple
programming language with
PlayStation2. Although initially
dubious that it could be completed

PLAYSTATION-
ASIC.COM

PlayStathon 2

in ime, Kavallierou agreed. The
next step was to find an appropriate
language for the project
“Yabasic was an open souwce
application that had been written
for Unix and Windows, and being
open source it had been contributed
o by lots of different coders. It was
a great model to use for the
PlayStation2 version,” says Dean
Standing for Yet Another Basic.
Yabasic was the product of a German
PhD thesis. Sony approached the
author, asking for permission to port
the code to PlayStation2. He agreed.
"He shared the aspirations of the
team and recognises that it's difficult
for people 10 get info programming
now,” Kavallierou explains, “That’s
why he macde it in the first place.”
Then the hard work started. On
the PlayStation2 side, an htm| viewer
and text editor were written, as was
code to handle USB input. While
it is possible to program using a
DualShock controller and the
software keyboard, this was
cbviously frustrating, so one
of the key areas was (o enable
the use of any USB keyboard
"Hopefully we can use the USB
code for showing developers how
to deal with USB for PS2." comments
Kavallierou, who got involved himself
with some DualShock code and a
sound effect ~ a single beap, Dean
wrole a language interprater 1o port
the Linux code and tie all the PS2

code together. The resull is the
Yabasic programming language
for PlayStation2 that will be found
on the demo disc that comes with
every European-territory console.

Saony has been caraful to keep
its proprietary code away from the
open source parts of Yabasic, but,
in kesping with the open source
philosophy that gave birth to the
project, it will be releasing all the
improvements to the source code
back onto the Yabasic Web site.

Not a particularty renowned open
source project, Dean jokes that after
November 24, ‘it may become much
maore well known when it gels several
milfion more users’.

The package comes complete
with a tutorial that explains
programming from first principles,
and source code that can be cut and
pasted to ad the first steps of the
programmers of the future, Sample
code includes a spinning 30D object
akin to the Amiga’s infamous red-
and-white ball, and a neat particle
demo. There will also be a Web site
with in-depth guides and more
sample code. But, as Dean cautions,
while you will be able to use the
power of PS2's graphics synthesiser
to draw triangles quickly, Yabasic
remains BASIC. "People won't be
able to make multi-level 3D dungeons
with Yabasic, It's designed to open a
path that hasn't been there for
ten years,” he says
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GameLive goes online

Java-based Web games are going massive with GameLive

Part of Ubl Soft's GameLoft web
community, GameLive is a channel for
innovative web-based game
development

URL

www.gameloft.co.uk

Hexadome

ava and fr

T he convergence of gaming

s via the Intemet is

20, - amateur
ers; at least that's the message
from GamelLoft, the Web community
for gamers set up by ambitious French

contan
countries by the end of 2000, the
operation Is certainly well on the way
to setting up a global network.

jer, as Paul Smylh Gamel oft's

siness developn

points out; “Online gaming &
about providing a means to tap into the
retail multiplayer Quake-type games.”

Afithis thes 1363
vvithen the us

of news,

hosting is Gamelive. Dedicated to
straightforward, no-nonsense Web-
d gaming, the site aln
inkstor 1

samelive
Web-based
rated not

the game
hosts the most engaging

anly
from within the community

Free to play, easy to understand,
and not as drawn out as other varieties

13

he big growt
ment, aithough not

erally recognised as
traditional part of gaming. As maore

[+

The most prominent of GameLive's content is the

Danish-developed strategy game, Hexadoms

d
- thie PlayStation2
example -

the limits. We won't

run Of the-mill games,"” warns

want games with a "wow'

n Canada, but in order for G
to really take off,
creative potential

it is relying on the

any ideas fo

“l am very keen to offer amateur and
sami-professional creat as much
help

recently

onsored the inaugural
Games Development Awards, which

30 teams.
of Java-

was enterad by more than 2

s, Which IS8 an cowvious

N you consider the

CTOSS-
piatform potential of the language
Gaming Is headed towards full-scale
m PC, Mac, and all
SMS,

ar
50

a potential link to aunched V
gaming portal w

which has

idiwap.co.uk,
Iso been set up under

the auspices of the >h publisher’s

Currently developed using WML, the
push in this area is for XML content,
although Gamelive has no plans to

maove into th t time. But

Gamelive is happy to get involved at

any stage

1 Web game's

are now looking for a publisher
It's even possible that Gamelive

will fund development. “There are

number of ways of worlang from

COMMISSIoNING game development

to organising licensing and

distribution," Smyth explains.
“It could even [
on-aavert:

the potential reac

acass of

enue.”

1 0f Ga

could add up to a substantial amount
of re\

for the people who manage
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the broadband issue

FOR ALL PROFESSIONAL
WEBSITE DESIGNERS

Making a great website is about keeping abreast of the best ideas. That's why
every month, Cre@teOnline uncovers the most innovative and imaginative sites
on the Web, exploring what makes them special and who put them together. We
also talk to the luminaries taking this industry forward, revealing all you need to
know to stay one step ahead of the game

IN ISSUE SEVEN:

BROADBAND BONANZA

pgether eight broadband experts from around the world for a discussion about the pros and
ugh-bandwidth connections. Then, 50 top creatives talk about what they
1 m broadband and how they would like it to develop. Finally, we take a look at two broadband
portals to see the problems encountered when you're dealing with fat pipes. If you've ever thought of
getting into broadband, this is the place to start

ping for I

ee fi

ANATOMY OF AN AVATAR

As websites become more mass-market, it's increasingly important to put 2 human face on the front-
end We talk to the people at the cutting edge of avatar development to explore the progress that's
being made all around the world,

We report

on Macromedia's plans to launch new versions of Fireworks, Dreamweaver and UltraDev

NM
M

com — listen to some of the thinking behind the relaunch of this popular music site
We profile over 30 newly launched sites in our expanded Showcase section
CD AND MAGAZINE: £5

ON SALE WEDNESDAY 29 NOVEMBER



Stream to play

Superfast downloading with no installation process is Stream Theory’s promise

BTRLA TEYa

W ith the broadband revolution
of edistribution are becoming increasingly

The ‘Stream I’ button is only piece of apparent. One US start-up pushing the

Stream Theory branding visible on a envelope is Stream Theory; its mission
Web site using the technology

to directly stream game content over
broadband networks.

“We are securely and efficiently
delivering software applications over
a variety of platforms,” explains Stream
Theory's CEO Steig Westerberg. “From
PCs to gaming platforms, set-top boxes
and wireless devices, our goal is for users
to experience the full features of software
without the constraints of conventional
delivery methods.”

Launched a mere month ago,
initially on two Web sites with ten
demos, the service has experienced
12,000 downlcads and spread to six Web
sites, including CNET Gamecenter and
Adrenaline Vault. More than 200 demos
are now avallable, ranging from Deux Ex
to Star Trek: Vioyager - Elite Force, Soidier
Of Fortune, and Hitman. Infogrames has
also signed up, the first publisher to do

Deus Ex is currently one of more than 50, closely followed by Interplay and Eidos Currently being used on GamePro's Web site, this is
200 game demos available to play The speed of growth is partly down to what you see when streaming content at 605Kb/s
the ease of the service. Once signad up, all
a Web site requires is a 'Stream It” button to be streamed. On the consumer side,
and some additional htmi code. Stream anyone with a T1, cable modem, or DSL
URL Theory hosts the content on its servers and connection can use the service. The first
www.streamtheory.com no additional code is added to the content time you click on a 'Stream It’ button, a

1.8Mb Stream Theory player will download
and install onto the PC. All streamed
content loads on to the player from the
server, but needn't be installed onto the
host PC. This removes the need for users
to install, obviously, or require patches
“We compietely change why and
how software files are delivered,”
says Westerberg. “Much like console
videogames, we make software work in a
PC at a push of a button, without requiring
massive downloads or cumbersome
installation. it's clever because wa
make [t so simple for the user.”
Currently Stream Theory is only
being used to distribute game demos.
For example, Gamestop.com is providing
streaming demos for pre-purchase
sampling, backed up by the traditional
boxed copy ecommerce model.
Technologically, though, there is no
reason why it shouldn’t be used for

Stream Theory is attempting to make PC gaming experiences, such as Activision's Star Trek: full ecommerce and distribution. But
Voyager - Elite Force, more akin to their console counterparts in terms of accessibility as Westerberg himself tactically admits:

“Stream Theory will be announcing

new programs that include streaming

full programs at time of purchase, allowing
instant ownership while the packaged
product is being shipped to the customer's
home.” How confident gamers will be
about buying games that are not ‘properly’
installed on their hard disks will be a big
issue. It's with this problem in mind that
games rental is also being pushed as

a viable area for the service,

However, as Westerberg points out:
“Our success is tied to how well we deliver
software files for publishers, etailers, and
portals as they strive to sell or rent
software and add stickiness to their sites.”
Stream Theory provides the technology. It
will be up to the industry to decide
exactly how it wants to use it.
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Republic: The Revolution approaches First Playable status
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Generatmg the ever-changing sky i in
blic: The Ravolution is a d
task and is currently the preserve of

new Elixir recruit Dom Penfold

ew team members often produce
spectacular results in a very short
space of time. We've added another
two graphics programmers to our
graphics engine team, and they've
both added some really cool stuff
already. Dom Penfold comes to us
from Cambridge University and Alan
Murta joins us from Manchester
University, where he was a lecturer
in the computer science department.
Over the next few diaries I'm going to
introduce other members of the team
and let them discuss aspects of their
job to give a better insight into the
different roles at Elixir. Here Dom talks
about his work on the Totality Engine:
“My first job has been to work on
the sky for Republic: The Revolution.
The sky is one of the most
complicated parts of the effects for
a number of reasons, Firstly each day
in Repubiic: The Revolution is going
to move from black at midnight, to
sunsise around 6am, to midday sun,
followed by sunset around 9pm, and
back to black for midnight. The sky
has to move between these different
states in a smooth way so that the
player hardly notices it is happening.
“As if this isn't difficult enough,
the sky also has to support different
types of weather, from full blue sky,
to wispy cimus clouds, to completely
overcast conditions, The weather will

First Playabie
do this you n«

also be changing gradually from day
to day, and once again the sky has to
react smoothly to the changes. It's no
good having blue sky at noon, and
an overcast sky one minute later. To
further complicate matters, I'm only
allowed to use from 20 to 40 per

cent of the processor and graphics
resources, and everything is meant
to look good as well.

“To start with | separated the sky
into a number of basic components,
namely the background sky gradient,
the clouds, the sun, the moon, and
the stars. The sky gradient was first
on my list, and proved to be quite a
tricky job. The basic blue sky is not

the point at

- \;“.r._\; 43
13 ievel ™y

rat demonstrates worl

that difficult: white at the horizon,
blue above, and a bit of glow around
the sun. However, sunsets complicate
things quite a bit. Firstly, the sky has
to appear redder at the horizon and
this redness also has to be brighter
near the sun. On the opposite side
of the sky the horizon will be a much
darker colour, almost brown. Once
the sun has set, things go pretty
much black, although a full moon
will sometimes introduce blueness
“To achieve these effects I've
programmed a physically accurate
model of the sky. This means that
the colour gradients at sunset and
sunrise are calculated using Rayleigh
scattering. Cormers have been cut,
but on the whole the model produces
fairly accurate colour gradients.
“Next on the list was the sun,
and this is a relatively simple part of
the sky. The sun is basically a disc
with a slight lens flare. I've tried to
steer away from the traditional ‘lots
of circles' approach, although | may
go back to that over the next couple
of months. Because the sun has to
be visible as a disc at sunset, the
flare increases as the sun climbs.
“One of the coolest features
comes from the fact that I'm using
a plece of code written by Alan
Murta that positions all the major
astronomical bodies comectly. It really

1 et Tl r 1 ves T »
which you've proy

is quite magical, because it means
that the sun will travel along exactly
the correct path as it would were you
in Azerbaijan, the country closest to
where the fictional country of
Novistrana would be were it located
in the real world. When you look at
the sky, the stars will be rotating
round the Pole Star, exactly as if
you were standing in Baku at night.
“The remaining parts of the sky
are the clouds and these have to
change in realtime, so the code to
calculate them has been fairty heavilty
optimized. As you can see from the
screenshots, they look quite good
although they're a little flat.

ing te

“The majority of the programming
is now complete for the sky, and for
the last few weeks I've been working
on the materials model for Republic:
The Revolution. We're aiming at
supporting some pretty realistic
materials for the game. They'll
support features like bump maps,
reflection, specular highlights,
specular bump maps, blended
textures, transparent textures, and
on and on. It's a fun area of the game
to work on, and once Alan's lighting
is fully implemented we should start
getting some very pretty results.”

Elsewhere in the company the
focus has been on achieving an
important milestone for Republic: The
Revolution, called First Playable. As
the name suggests, First Playable is
the point at which you've proved that
the game works, and to do this you
need a game level that demonstrates
working technology and gameplay.
Usually you aim to achieve this stage
eight to ten months before release.

To help us achieve this target
we've recruited an internal producer,
Adrian Bolton. His job is to tie
together the three disparate and
occasionally warring strands of
games production (design,
programming, and art). Despite
his role as office governor, Adrian
quickly established himself as firm

office favourite by spending

£1,000 on games for the games
room, although | can’t help but
wonder whether we'd have been
better off just buying a Dreamcast
and a copy of Soul Calfibur, which
is an Elixir obsession. I'm happy

to report that this hasn’t gone
unrewarded, with Aamar officially
crowned London Soul Calibur
Champion at the recent regional
championships. He went on to the
national championships and came a
very cradible third. For those of you
who care, the consensus |s that
Cervantes is by far the best
character in the game.
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ANt Attack

The making of...

peculiar resonance for Sandy White, creator of isometric
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groundbreaker 3D Ant Attack. Edge talks to the sculptor-
turned-coder about his early encounters with the industry
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next thing | did was make a little
sprite which flew over this welrd
random landscape, though as
histary tells, it never occurred 1o
me to make a 'Supaenmian’ game.
At this stags | was still thinking about
the sculptural possibilities. Later on
it became apparent that there was
a siriking similarity between the
isometric structuras in Ant Attack
and etchings by M C Escher; the
city was eventually named
Antescher in tibute.”

Although the bulidings contained
in the city were blocky, clearly dsfined
structures weara noticeabie, Indesd,
the church and graveyard were
designed by White's girifriend at the
time, An
to found Perfect Entertainmen:

Sutherland, who went on

Standing outside the gates of

could ba unnenv
All would appear quist and the city

devoid of inhabitants, A jump
command was included 10 enabie the
hero to scale certain edifices and
cross the city’s threshold
Then the tension
would

Ant Attack was one of the first
games to take place in a fully
formed city. Spectrum fanatics
started mapping immediately

&
an

was asked by & journalist about
the incredible new perspective

old sculpting term: 'Isometrie’.
The term stuck and has since

begin to mount. It was possibia to
slowly make your way into the heart
of the ssemingly desertad city, but
onee a giant ant became alerted to
your presence it wouldn't take long
for more to follow. Dispatching initial
attacks was essential it your position
was not to be overrun. Standing
stranded and defenceless ona

hill as more and more rapacious
Irsects swelled the ranks of your
attackers could be a truly

disturtsng experence

The swarming routines were

Nad moving around was a cube. [nis

became a Diack cube, then

blobs. What had become interesting
to me were the flocking properties
that grew out of simple nules given
to the blobs. They could be made to
aither seek or avoid a cube that you

at one point consider doing a sheep
farming game. | bet that would

At a press conference White

in Ant Attack. Somewhat lost
tor words he remembered an

entered the gaming iexicon

d controf with the keybeara. | did

Y SRE R0 !

have been a big sefler.

“Anyway, eventually in went a
couple of human characters, and
because of a bug one of the blob
sprites was drawn as 8 human and
started to follow the other human, Ant
Attack was born. The blobs got legs
and it becarme a kind of hide and seak
while avoiding the blobs-with-legs.”

White created one of the most
tense and exciting games for its time,
and the coding kehind the endeavour
was anything but simple. Without the
community that exists today ha had
o learn everything through frial and
error. *| was not using an assemblar
as | had never heard of them,” he
recalls. “This meant | had to
assarmble by hand, writing the
minemonics on a sheet of A4 and
shoving the op-codes in the margin,
Trouble was, when you wanted to
insert a ling somewhare you had to
Qo back-and recaiculate all the jump
offsets — it was hidecusly slow. Once
the hex was pul together on paper it
was typed into my Safty. The Softy
was a ROM emulator-with four

whiole K of RAM which | mapped
irto the Speccy’s memory map via
its rear connector. This meant that the
whole of Ant Attack had to fi into 4K,
lsaving aside tha data for the city, and
some BASIC for the scoring screens.”
Though the game was only half
complete, White was confident it had
the potertial 1o be a commercial
success, but publishing was slightly
less well organised it 1883 than it is
today. “My first thought was 1o try
Sinclair themselves, as they were
already publishing their own games.
Being very parancid about the code, |
sent a videotape of Anf Aftack off to
Sinclair Research, only to have it duty
returned with a note saying they were
unabie 1o view it as they didn't have a
VCR. Locking around Smiths the
following day | picked on Quicksilva
&s & good atermnative, as they weme
the only publisher at that time who
had put cut a game with a colour
sleeve. Evaryone else was still at the
stage of saling cassettes with black-
and-white inserts — many of them
simply photocopies, believe it or not.”
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Where yesterday’s gaming goes to have a lie down

Examining gaming history from Edge’s perspective, five years ago this month
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Baianca Of Power
“The quastion is, ane we going to go around stuffing
the bras of our game=? | for one am not going to do that.”

DID EDGE REALLY SAY

1 you have faith in the Amiga

advisable it for the new Amigas!”™ A stray exclamation signals
Edge's = al at the prospect of new Commeodere hardware,

Ridge Racer Aevol
Hunt (PS; 4/10), The
Virtua Cop {Saturn;

1. Chris Crawford considers
the busty future of gaming
2. Nintendo’s new baby, and
a proud refative from SGI

3. An ad for Online Edge -
almost here, honest

4. Who wouldn't want this
as the supercool future of
the arcade? 5. PO'sd,
apparently an enjoyable mix
of Doom, 'Red Dwarf', and
'Under Siege’ 6. A Sega
Rally review cries 'Happy
new year, Saturn owners'

eryedr. This month, Mucky Foot's

as, and still is, mad for Qids

(/U

Director Diskett enjoyed rescuing, and ceeasionally tuming on, the tiny subjects of this ST title
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off at the 77th International Attrac
Park Association exh
launch of MNvid

for ‘the PC's fut

a Mintendo-
Lincoln, then <

opinicr and Jez San offered his

considersd verd stick is unusual looking,

but | lika the humb control feels nice

It wasn't until i was on my third generation
of home computer (VIG-20, CBME4, then Atari ST)
that | discovered the perfect game, Oids, named
after a race of three-pixel-high people you had to
save from certain destruction. Like a cross betwesn
Asteroids, Thrust, and Scramble, you had to fly your
craft through rocky terrain fighting the disconcerting
push and pull of gravity distorters,

The enemy craft took many forms, and In an
age when other games had bad guys flying in set
paths Oids broke the mould. Adversaries would come
at you from all directions, avoiding the landscape
thrusters blasting out red hot jets as they braked
hard In order to avoid overshooting you.

But the best bit was when you shot a prison
full of Oids, being careful not to hurt them. Four
tiny people would come running out, and even
though they were only three pixels high you could
see their joy as they waved up at your gleaming
craft, You would land near them, and return them to
the mothership. Under no circumstances would you
spitefully take off just before they boarded and turn
your thrusters on the poor tortured creatures.

| still play it now on my ST emulator. In fact,
| recantly tracked down the creator Dan Hewitt
to tell him that the ST emulator scene includes
an emulator specially written just to play Oidls.
He was well chuffed.
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Martin Kenwright

artin Kenwright's succassful run
M as head of war simulation maestro

DID ended painfully at the hands
of publishing giant Infogrames. Now MD of

Evolution Studios, currently working on the
promising WRC 2007 (E91), he is far happier.

What was the first videogame you played?

| played on a console once and | don’t actually
know whether it was a videogame. It was back
somatime In the '70s, and | don't know whether it
was some white plastic things moving - it was a
driving game and | think it was actually rolling the
plastic terrain underneath.., is that a videogame?

What was the first machine you ever bought?
It was a TRS80 pocket computer. Thought it
would do me good in school - it only had about
36 characters you could print on a fine, but |
convinced my dad that it would help him with his
betting on horse racing and it was a sound buy.

Can you remember the first thing you created
on a computer?
it was a MIG-27 for Strike Force Harmer.

Which game would you have liked to have
worked on?

| nearly worked on Lemmings - | remember
lan Hetherington a long time ago saying:
*“Dave Jones in Scotland is doing this game
called Lemmings,” and | thought, nah, that'll
naver catch on. | also worked on the early Bbit
edition of Tetris, and didn't think that would be
a big hit either, I'd have liked to have worked
on a Doom game In the early days, | think.

Which elements of your current project do
you think will impress gamers the most?
Seeing what we're attempting to do. We really
are trying to think outside the box - | know it may
sound like dull marketing speak, but when we're
building it we look at each other as il 1o say 'is
this for raal*? To be able to go point-to-point
across spectacular worlds, to be able to
disintegrate cars, 10 be able to traved the

worid and just see graphics that are frighteningly
reahistic, | just think people will be overwheimed
full stop. We're trying to do for rallying what

I've done for flight sims in the past

“l think we're in the '30s equivalent of the film industry; we've just
come out of black and white and we're looking at colour talkies”

My maths teacher caught me drawing rude
pictures, there was some talk of expulsion, and
soon afterwards | was offered a job to come and
work on a computer thing. This was around
when | was 17. One weekend later I'd done all of
the graphics for Strike Force Hamer,

What's your favourite game ever?

I've no idea. | love the games | made, EF2000,
for me, was the first that just made me lose
myself — | was in some world where war was
going on and It was the first thing that felt bigger
than anything | could ever be involved with. But
the actual game | really enjoyed most was an old
Papyrus game, Indy 500, because | remember
driving that all one night in my oid office. | left
work and drove home and must have still thought
| was playing the game, as | whacked up my car.

What was the last game you played?
Other than this [WRC 20017, | tried to play
Codemasters’ Colin McRae Rally. And |
must emphasise the word 'tried’.

How many hours a week do you play games?
Not enough, | really don’t have the time. If I'm
lucky, maybe an hour a week,

What new developments would you like

to see in the videogame industry?

I'd like to think that the games are just going

to become & lot better - bigger, polished titles,
2 bit like the film Industry. | think we're in the '30s
equivalent of the film industry; we've just come
out of black and white and we're looking at
colour talkies, Just far bigger budgets, tar more
focused and far more considered games and

a lot less of them, because at the moment the
market Is so saturated with conversions and
weak games that | actually think it's hurting

the market, People don't actually know

what product 10 buy.

What disappoints you most about the
videogame industry?

The refationships that exist betwean publisher
and developer. I'm very fortunate now to finally
be working with great partners like Sony, but it's
a jungle out there and developers don't know —
they go in wide-eyed and naive, and you can see
why you've got so many spin-offs, bitter
development teams, people who are burnt out,

people who've been exploited, and it has to stop.

What do you enjoy most about working in

the videogame industry?

It must be the long hours, no social life, lack
of female company, and generally being a
really sad bastard.

Whose work do you admire the most?

| likes the stuff coming out of Japan at the
moment, they're crossing the boundary, you
know — the Konamis of the world, with Mefa/
Gear Solid, Within a year or two, those guys are
probably going to become the real special
teams in the worid.

Why do you think Japanese games tend

to be well received in the west but not
necessarily the other way around?

| think the Japanese have got far more animators
which lends itself well to create really interasting,
visionary worlds. Maybe because they haven't
aot their own Hollywoad, all of the top talent and
creativity ands up working on computer games
instead. They just culturally embrace computer
pames far better, | think.

It's a bit ke the way they make cars — they
actually start to make games that people want,
not what they may want to make. | mean | may
be talking out of my arse, but what we sea here
in Europe is only the tip of the iceberg - they do
produce thousands of poor titles, too, and we
only just hear about the big hits. The Japanese
have that ethos that software will make or break
|a console], and they spend as much time
nurturing and developing the software as they
do the actual hardware. So maybe after that
long garbled answer... | don't know. Can |
Just say: "I don't know"?
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Regardless of the comments made by
industry membsers in last month's piracy article,
retail price is a massive factor in the debate. People
compare games to CDs and DVDs and can't justify
the extra cost, despite the longevity of decent titles.

Forty pounds s steep. People wonder why the
game that cost £1m to make costs twice as much
to buy as the film that cost £100m to make. For
a long time we were toid it was the high cost of
manufactunng carindges. It's funny how no
one mentions that now music, film, and games
share exactly the same medium.

Sure, there are other factors. Limited shelf life
Is one, You can't buy Super Mario Worid for the
SNES in HMV any more, but you can buy 'Jurassic
Park’, which was released at a similar time (if my
memaory serves me well), so at best you may get
three years of sales. That won't change until a
standard is reached wheraby a game today will
WwOrk on a system in ten years,

If only the console manufacturers would get
rid of the region chips (that everyone gets past
aryway), then batch runs of videocgames would
never be so low that the pnce is affected. If they
code multiple languages from the beginning, then
thare would be none of the ‘delayed for transiation’
nonsanse, and simuitaneous launches could occur;
making us happy because we get our games
quicker, and them happy because they can
produce a larger quantity to get a lower price.

| don't care what they say: if the price of games
goes down, more will be sold. | remember that
week when all retailers reduced all PlayStation
games to £30 (from £40)— | bought three titles that
| didn't want to pay £40 for. Due to the increased
sales Sony dropped the prices to £30 permanently.

| am convinced that within a few years games

Communicate by post:

Or email:
edge@futurenet.co.uk

will be racked like CDs in HMV, and each titie will be
around £20. That has got to be the future. Would
Edge consider an articla investigating costings,
please, because I'm sure you will find it can only be
positive to reduce retall prices, and the industry
listans to you.

William Yately, via email

Edge's art monkeys will ba on the case with

a ple chart-style breakdown forthwith. In all
senousness, thes is a hugely important point,

and one that will be looked into with no small
amount of diigence in due course

| read with great interest your recent articie
on piracy within the videogame industry (E91),

and despite a number of valid points, | fear that

you have missed two of the key culprits responsible
for the current piracy situation. Who am | referring
to? The game publishers themseives and the
videogaming press.

As an avid collector of videogames baoth old
and new, owning an original copy Is of high
imponance to me, and yet recently | could not
resist the temptation to acquire a couple of pirated
discs for the Dreamcast. The titles in question
were two games | had been eagerly awaiting,
namely Jet Set Radio and Sega GT.

Having read a glowing review of the import
version of Sega GT, | booted up my copy in eager
anticipation. One magazine had scored the game at
nine out of tery; ‘the Dreamcast's own Gran
Tunsmo' ancther boldly claimed. What utter cack |
was rewarded with. | thank my lucky stars that | will
not be going out on launch day, as onginally
mtended, to buy the game.

My point is, it Is nol just the pirates, casual or
otherwise, who are ‘stealing’. The publishers
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themselves are just as guilty of robbing the public.

| agree that £40 is not a lot of money for a good
game, but it is an obscene amount of money for a
bad one. Walk into any high street games store and
look at the amount of games there are for sale.
How many are actually any good, let alone warth
the investiment? While software companies
continue to rush out half-tweaked and substandard
games, piracy can only be sat to continue. How
much money is the average gamer prepared to
waste before he gets sick of paying £40 a throw for
an hour's worth of mediocres entertainment? How
do you convince somebody not to buy a pirated
game when buying a good quality one is like
becoming like finding & needle in a haystack?

Ah, but what about the gaming magazines, you
may say. They review the games, let you now
what's good and what's rot 80 you know whal to
spend your hard-eamed money on, if only that
were true. With the possible exception of Edge
(| actually appreciate your so-called ‘harsh’ scoring
system), the majority of game magazines are just
as gullty for piracy themsalves - if anything, they are
movre guilty than the publishers. After all, as gamers
we spend our mongy on these publications to tall
us whether the games are any good. The result?
There are going to be a lot of disappointed Sega
GT owners on launch day.

Piracy may be a problem for the industry,
but they need to look at the whole picture -
prosecuting pirates I8 not necessarily going to
solve the problem. How can the average gamer
feel guilty about ‘stealing’ a game, when | suspect
in many cases he feels he himself has been
robbed on saveral occasions. More disturbing is
the recent trend of publishers pushing new games
on to the shelves before review because they

Marcus Wright believes that game publishers and
the press bear a large proportion of the blame for
piracy by producing and hyping games like Sega GT



know they have a poor title. It hardly reflects an
industry hard done by pirates; it reflects an
industry that has grown to care more about
money than the consumers it serves

Thanks to piracy, come launch day, Sega
GT can rot on the sheives for all | care. And
Jet Set Radio? It will take a worthwhile place
in my coliection — £40 well spent on quality,
considered entertainment
Marcus Wright, via email

| don'’t really know how to express my
utter bewilderment at finding out that Oddworid
Inhabitants have canned the PS2 version of
Munch's Odysee in favour of a wholesale switch
to the X-Box. Apparently it will also be published
by Microsoft

Shocked, bewidered, angry, betrayed — ai
these things | feei, but as usual on looking Oeeper
into the story it seems clear that it's all about —
surprise, surprise - money.

Microsoft waves a huge wad of cash at Lomne
Lanning and bingo, soid to the devil. Also, from
what he himself says, this has been plotted by
Microsoft for months. To add insult to injury
Lanning says he wanted to maka this
announcement before anyone 'put money
down' on a PS2, Oh, come on, with four weeks
till launch? Cheers, mate, great help.

Do | sound bitter? Good, that's ‘cause | am,
having loved Abe and looked forward to the release
of Munch for two years, | feal left cynical and hurt
Cheers, Lanning, you've made an old gamer (well,
30) very miserable.

Neil Armstrong, via email
This saga is an homendously political one. Perhaps

Oddworld would like to respond via these pages..

Munch-obsessed 30-year-old Nell Armstrong feels
completely let down by Oddworld Inhabitants’
decision to drop PS2 development for X-Box

| was interested in ihe conclusion Steven
Poole reached at the end of his "Time: keeps on
slipping' column in ES0. The piece discusses the
use of time in videogames, and concludes: The
glory of videogaming ought still to be that it allows
you to escape from time'; suggesting that games
such as Pokémon Gold and Silver should not
bother with the clever time-dependant features that
are such an integral part of the gameplay, and (of
course] offer Nintendo's marketing department
some fantastic USPs with which to promote the
game. Yet in an earlier paragraph he Is praising
‘the brilliant German film 'Run Lola Run” which
shows three realtime 20-minute segments, So
why does the author dismiss the ‘seductive
gimmick’ of realtime games?

Surely this is just down t0 people’s personal
tastes? Not all games are suddenly going to
operate in realtime because of Pokémon
Perhaps it's just a new genre? Why not say they
should scrap driving games because | prafer
walking round shooting people in siow motion
as Joanna Dark?

| look forward to more interesting articles from
the likes of RedEye and Steven Poole. And, yes,
‘Run Lola Run' is a superb film
Chris Hassell, via email

In response to the ‘Diary of a videogame’
article is E90, the issue arose concerning the lack
of quality animators. I'm sorry, but | totally disagree.
What | have found since working in this industry is
that the majority of companies are really not
interested in good animation anyway

Most games nowadays have jerky, uncoNvVINCIng
animation, and this is, in my opinion, due ta the fact
that animators are generally not given a chance.

Development houses are not worried about good
animation because as long as the mode! has a few
thousand polys, a set of vibrant textures, and has
been motion-captured, they can get away with it

| commend the guys at Elixir for their desire for
good animation staff. However, there is a huge
amount of talent out there. The real problem lies in
the fact that, since there isn't a wealth of quality
animation, the good animators are frightaned off
thinking they will be limited by the restraints of the
platform they il be working on

At the company | work for, we have thrown
away motion-capture in favour of animation, purely
bacause we are not satisfied with the limitations
and huge expense that motion-capture presents
Instsad, we have full control over every move in the
game, and have the abiity 10 create what we want

when we warnt it. Genuinely talented animators are
being pushed away because they trained in 2D or
stop motion. Animation is animation, and,
personally, | would like to see more quality
animation from every studio - including the

larger ones

Dave Clements, via email

| have been staggered by the datail in the
cities of Metropolis Street Racer on Dreamcast
So much so that | was desperate to get out of
the car at one stage and check if a fitter box
was in the correct place, knowing the real-life
equivalent so well

It then dawned on me that an opportunity exists
for someone to accurate map out every major city
These could be purchased by developers (much
like using Mmiddieware) to alleviate the time
constraints on a project, and allowing the
developer to concentrate on gameplay.

‘I am convinced that within a few years
games will be racked like CDs in HMV,
and each title will be around £20. It can
only be positive to reduce retail prices’
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The potential isn't limited to driving games.
RPGs, action/adventure, beat ‘em ups, FPSs,
and skateboarding games could all make use of
accurate city bullds, And wouldn't it be fantastic
to play In your own home town?

This isn't limited to games, sither. Imagine an
online 30 map of your town whera you could find a
particular restaurant or monument. City planners
could use the pre-constructed town map to show
planned developments to sponsors and the public
Fitrn makers could save on sets by utilising these
maps instead. And in the future they would have a
historical reference,

This sounds pie in the sky, but there is surely a
lot of money 10 bé made here, even if it takes vears
to accomplish?

Kay Muhnor, via email

Before | berate ihe ikes of Namea for
producing yet another sub-standard PAL
conversion on Ridge Racer V, could Edge clarify
exactly why this happens? Specifically: the
electrical supply. Does the fact that a Euro console
must utilise a 50H2z alectrical supply actually mean
its performance Is slower than that of its 80Hz
cousins in Japan and America? Is the performance
af the console's chipset directly proportional to the
electrical supply it's consuming? If the above is
true, then what's the point in importing a US
maching which, although designed for a 6B0Hz
supply, must be plugged into a 50Hz supply over
hera? That would mean the processor is running at
ess cycles than intended rasulting in skipped
frames, and timing issues. Also, does drawingto a
Euro TV screen (PAL) require more processor
cycles than to a US or Japanese TV screen
(NTSC)? Is this why we have ‘letierboxing’? I'm

Dax ponders border issues on PS2
software such as Ridge Racer V, a
game which suffers in its PAL iteration

sure a lot of readers wouldn’t mind these issues
clearing up once and for ail

Dax, via email

The PAL P52 conversion issue isn't as
straightforward as it might initially appear, and It
doesn't apply 1o electrical power, it's a formatting
and memory issua. A significant factor behind PS2
letterboxing concearns VRAM, Most developers are
working with a resolution of B40x480 - tha defauit
Because PAL displays
wlra lines clearly axist at the top
screans, which costs VRAM to
with only 4Mb of VRAM available on PS2, it
aged gevelopers
(intariacing, where
nd alternately

s Decause of
we VRAM at their

format for NTSC scres
are B40x512,

and Dottom «

fill, Ar

S at a premium,

ately. though
d PS2

letterboxing probiems, given tima

A reader since your first issus. | grested
your latest magazine revamp with great joy upon
ncticing that the music reviews had been dropped.
How disappointing then to read yet another
derogatory comment aboul the rock music genre in
Edge 91 (page 55), just when | thought that it was
something that the magazine had grown out of,

In answer 1o the rhetarical question posed. the
rock music scene Is massive in Japan, mainland
Europe, and America particularty. My peers and |
are all fans of heavy music and fesl that just
because we enjoy computer gaming we ana not
obliged to listen to computer-generated dance-style
music. | pay no heed to inexpert game reviews

‘Let Nintendo keep making fantastic, fun
games so that | don’t have to worry about
whether I’'m an adult or not; I'd rather be
a little elf chap who has to save a princess’

which are frequently used to pad out the music
press. Similarly, Edge would do well to continue
giving its respected apinion on matters upon which
it specialises. If | want to know about music | shall
purchase the latest copy of Terronizer

Mat Pring, via email

A number of Edge staffers have music- and film
related [ournalism In professional print, |

le rock and rock. If the

y & new pair o

In response to Gavin Hodgson (inbox, E20),
who laments the apparent fallure of Nintendo to
grow up, | would say to him and anybody eise that
you are really fooling yourself if you believe there is
any such thing as an aduit game, apart from Who
Wants To Be A Milionaire. | mean, let's be honest,
is there anything particularty grown up about
pretending 1o be a top secret spy. infiltrating a
secret lab? Ask Jenson Button how grown up he
finds the latest Formula One games with their really
realistic graphics. Don't get me wrong, | love
videogames, but | don't kid mysalf into thinking they
are something maore than they are. My girffriend and
the majority of my friends see nothing particularly
adult about me spending hours on a game Irying 1o
get the Mitsubishi Lancer with all the trick bits.

My favourite recent film was ‘Toy Story’ and my
favourite book is 'Lord of the Rings', Both of these
appeal as much to a ten-year-old as they do to a
50-year-old, and yet neither of them would be
called adult. Let Nintendo keep making their
fantastic, fun games so that | don't have to warry
about whether I'm an adult or not; I'd rather be a
ittt elf chap who has to save a princess.

Jamie Barker, via email
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Kay Muhnor cites MSR's expertly researched and
rendered cities as an indicator of where gaming
and other software environments may be headed
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