The future of electronic entertainment

The aftermath

Emerging from the wreckage of Sony’s
launch, where now for the black box?
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The future of electronic entertainment

o you need a new television? Probably not. It's likely

that your existing set will fulfil your viewing needs for
the next five years or so. How about a new DVD player?
No, unless it seriously malfunctions it's safe to say that
your current unit won't need to be replaced for some time
yet. This is obviously because the functionality of these two
entertainment devices will not change in the coming years.

Mot so the videogame technology in your household, though.

Unlike visual-display and content-playback hardware, this
element has not stabilised since its inception 25 years ago,
and nor is it likely to in the next 20.

Sony took a big step towards providing a super-
durable gaming device when it delivered the first European
PlayStation2 consoles in November 2000. On paper the unit
is all things to all men: graphically ahead of anything else
out there; capable of handling various forms of media
(CD, CD-ROM, DVD-ROM, etc); and, most importantly,
expandable to the point where it might form the hub of
Johnny Housing Estate’s suburban existence in terms of
what he does after a hard day at work, be that view
downloadable movies, upload pictures of his family in order
to send them to relatives, or - heaven forfend - play games.

Sony’s plans for PlayStation2 are brave. Its rivals would
no doubt term them outlandish. Regardiess, when any
company or individual sets out such an ambitious stall, it
must be prepared to answer to its critics when it does not
meet requirements. This month Edge looks into the Euro
PlayStation2 launch in some detail (see p8), identifying
what went wrong with the rollout of the most anticipated
piece of hardware in western videogaming history.

Coincidentally, one of this month's features, “The
generation game' (see p82), recounts the previous round
of console wars from the mid-'"90s, and sees Nintendo
dropping all manner of clangers with its drive towards
dominating an industry ruled by the march of technology.

With the videogame hardware equivalent of the VCR
remaining a dream as remote as it ever was, in the meantime
you should be enjoying the likes of Skies Of Arcadia (see
p92) and Sin And Punishment {see p102) - two titles for
‘old' consoles whose engineers would surely not have
imagined they were building technology even remotely
safe from the hardship that progress dictates.
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Edge takes a look at the underground
Dreamcast development community
and finds a hotbed of ingenious activity

When the videogame-making process goes
results are often ugly, as industry

wrong, the

insiders relate in often graphic detail

An exclusive excerpt from Steven L Kent's
‘The First Quarter’, documenting a chapter
in the videogame industry’s development
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032 I-War 2 (PC)
034 Air Trix (coin-op)
035 Fear Effect:

Retro Helix (PS2)
036 Anachronox (PC)
037 Sky Odyssey (DC)
038  Devil May Cry (PS2)
038 Vanishing Point (DC)
039 Kessen Il (PS2)
039  Bloody Roar 3 (PS2)
040 Bomberman Land (FS)
040 Guitar Man (F52)
041 Severance (PC)
041 Metal Gear Solid 2 (PS2)
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the aftermath issue

Frontend
News and views from e-entertainment’s cutting edge
Out thers

Reportage and media

RedEv

Commentary from inside the videogame industry
Tricaer Hanpv

B

Steven Poole examines his arsenal

Sega's Toshihiro Nagoshi discusses target audiences
Particle Systems' 3D guru Michael Powell

Bullfrog break-off Mucky Foot Productions
mnsiae...

The studio behind Gex, Crystal Dynamics

Edge Moves

Your chance to be part of the videogame industry
Codeshop

Tracking developments in development

The making of...

Julian Gollop recalls Rebelstar Raiders and its sequel

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

FAQ

Free Radical Design’s David Doak

Inbox

Next montl

Skies of Arcadia (DC) 108 Project IGI (PC)

Final Fantasy IX (PS) 109  Delta Force:

Hitman (PC) Land Warrior (PC)
Escape From 110 007 Racing (PS)
Monkey Island (PC) 110 Worms World Party (DC)
Banjo-Tooie (N64) 111 Typing of the Dead (PC)
Sin And 111 Star Trek: Deep Space
Punishment (N64) Nine — The Fallen (PC)
MotoGP (PS2) 112 Mars Matrix (DC)
Snowboard Heaven (PS2) 112 Gun Spike (DC)

Kessen (PS2)

American McGee's

Alice (PC)
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Euro PS2 hits ground stumbling

A muted second coming greets Sony’s next-generation dream machine as
the company delivers just 80,000 of the promised 165,000 preorder units

hile It came with a whimper rather recorded over the first two days. specialist retaller, it wasn't just important

than the expected bang, the fallout Even for those gamers organised for us to guarantee those people who PS2 top ten
from the controversial preorder m or lucky enough to have received their preordered a machine for launch to get
the 24th. There were customers Launch weekend sales figures
for PS2 software in the UK

firmation letter from Sony, there was

littie of the razzmatazz expected from the ranted to collect it at midnight so

launch of a major ga id take the day off work and play

1 Tekken Tag Tournament 19,500

major retailers, only Electronics jue from the minute they got out of bed,” said 2 TimeSplitters 13,500
0 attempted to put on a show. One hundred Lisa Morgan, EB's commercial director. 3 SSX Snowboarding 11,600
console's November 24 debut, Sony could EB stores around the country opened their 4 Fl_FA 2001 11,500
not guarantee the arrival of the remainder doors at 10:30pm on November 23, UK launch a quiet affair 5 Fl.rdge Racer \f 8:509
aliowing gamers the opportunity to demo In central Londan, the lack of an official S e Boope 7.5
aliowing gamers the opp ty to demo entral Lond e lack of a 7 1SS 5 500
ome of the launch titles. "As the leading Sony launch event proved to have some

B Smuggler s Run 4,500
9 Ready 2 Rumble 2 3,500
10 Orphen 2,500

oking at the begin

says Dave Wilson, head

! UK publk “There were customers who wanted to st ity
Entertainment. T\t rJﬂr;r;U”]; Sony claims CO"eCt thelr PS2S at mldnlght SO they .

a launch ship-out of 300,000 units, with could take the day off work and play
2. from the minute they got out of bed”

relations fc

ithe next shipment promised as

the UK

000 software

dia, hungry ft fthe
PlayStation2 feeding frenzy. With EB's
Oxford Street store the only local news
opportunity, the 80 or so punters who
arrived to pick up their machines found

08

ersuade people to

s shop SO appropriate

uld be filmed for a news bulletin

Q

In central London, Electronics Boutique
attempted to put on a show. The outcome
was twofold: consumers felt like they were
part of an event, while the media had its
long-awaited western PS2 sales story
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A slightly bewildered-looking Afro Thunder
joined Chris Deering at the London launch

Thera

Intern
follo
timistic entrepreneurs have been
500 on Ebay, for
example, but as Edge went to press, the
vas for £495, with similar

anded out,
suitably

The launch software ranged from the
below-par (Activision's Orphen, above
left), to the mediocre (Namco's Ridge
Racer V, above), to the proficient
(Konami's Silent Scope, left). It was

a mixed bag, and early software
sales figures certainly reflected that

his Pl

first pe ayStation?

from EB's Oxford Street ¢
posed for the waiting media with a cc

50N 10 pick up

@, happily

of the game. Afro Thunder was also on
hand to promote Midway's Ready 2
'umbie: Round Two: "l want my PS2. If
PlayStation don't get their act together,
eone’s going to have

" The onlooking Chris Deering

o call a

t of Sony Computer

ertainment Europe smilec

't saying anything

“It has been very challenging - | won
deny that,” admits Morgan, when asked
about Sony’s prealiocation system, “But
as preorders are something that we've

r years | think that our

Q

ged the process incredibly

well. At the end of the day, we have

we weare

guaranteed that we will get
allocated back in September because
we were all sold out, which again | know
wasn't always the case elsewhere.”

French fight for a PS2

At least the UK was spared the riotous
that greeted PlayStation2's
aunch in Paris. AVis of the chaos

were still circulated around SD-"W'S

European HQ a week later. "The preorde
process wasn't a smooth ride, but when
| saw TV footage from Paris of people

fighting to get stock, | felt avoiding

The presence of a thirdpary game character gave the launch an almost Sega-esque feel.
Without queues, the launch lacked the buzz usually associated with Sony glamour, too



Despite limited available PS2s,

some stores have already relegated
Dreamcast displays to less prominent
positions, which should put a smile
on the SCEE president’s face

“The preorder process wasn’'t a smooth
ride, but when | saw TV footage from Paris
of people fighting to get stock, | felt avoiding
those scenes made the scheme worthwhile”

those

worthwhile,” ventured SC

PS2 DVD difficulties
media However, there have been genuine

problems with the UK launch, Given that

marketing m
Thera h

the unit's integral DVD functionality has
arguably been a key factor in driving

3, it was surprising and inf

news the following day. Consumer for punters to find the DVD playback

programme ‘Watchdog

in the year tarred PlaySta t
‘Rip-off Britain' brush, phoned Edge
gager for titb

In part, th

games market. By
year, Sony expects to have shipped t
million PlayStation2s outside of Japan.

More ambitiously, it also expects to sell

tation.

2s than the origina

on their PS2 less than stellar. Using a

SCART RGB cable to watch DVDs on
PlayStation2 produces a green image
and while there is always the option to

image. While Sony ibL i
m to anti-piracy measures, situation. ELSPA has al.'_

ich prevent users from recording consumers to be on the lookout for

DVDs onto VHS, it Is more likely that the counterfelt goods. “The demand for the
console and associated games has been

d Terry Anslow, chief

-ompany’s own copy protection software

DVD

ssed in ey of the VD stancard rramenaous

Name: Yusuf
What games are you gomg to buy? T
meSpiitters, and Silant Sc

When did you olace your praorusr?
Has !he nmorder syslem wnn\m" Jor

Name: Stephen Nama: lan Name: Stuart
Wha1 games are you going to buy? FFA2007 What galnos are you going to Buy’* I've got an F1 wnm gamos are vou going to buy?
pe, and a few others y but know if n yet, and I'm T

wa ve 2
When a:a you place your preorder?
Has the praordsf system wnrhud" 1

ma but iaeally they would have plonty
¥

wr:en did you place your preorder? T
Hau the preorder svstern worked?
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Launch software sales figures were
more or less directly proportional to
the profile and/or marketing budget of
each title. Thus, games such as (anti-
clockwise, from right) Smuggler's Run,
Tekken Tag Tournament, Fantavision,
TimeSplitters, and ISS received wildly
differing receptions. Some of the
smaller numbers were humble indeed

“The games that came out with the
system were written fairly conservatively
in order to achieve a launch date, rather
than any technical evolution”

investigator for the ELSPA crime unit.
“Unfortunately the counterfeiters have
decided to cash in and the market is
quickly flooding with bogus copies.” The
software, which was on salé for up to
£30, apparently doesn’t run on genuine
consoles, Other reported incidents
included criminals fleecing consumers by
offering units that they didn’t have and
disappearing with consumers’ money.

Launch sales figures acceptable
But despite letters that Edge received

from unhappy customers who have

'rllrs-\dl"i',' returned their P

oftwa

sales indicate a

launch, despite the apatn

by the preorder system, According tc
ELSPA, PlayStalion2 software sales were
15 per cant grﬂalpr during the 1

y soid approximately 15 per cent
maore consoles at launch than Sega,
the software-to-hardware ratio is more
favourable than is the
and indicates that while C

n Japan

Is attractive to early
yet affected software
Dreamcast software sale:
of the PS2 launch were just o
PS2 sales over the weekend alone

Nevertheless, wit

al launch finally ¢

or Sony r
PlayStation2 sof t
came out with the systemn were written

fairly conservatively in order to achieve

ch date, rather tha

a lav

avolution,” comments Sor

AW/

Harrison. Harrison, who until recently
was vice president of thirdparty relations
in Amearica has returned to Europe to
head up Sol

teams. “The

L IS SCary 10 some peopie, Dul its

from a consumer point of view be

t means the games will get better and

bette:

; time goes on,” he claims. But

) ilS pregecessors

have emerged yet n

playabllity of The Bouncer - although witl

the Japanese release date sel for the enc

ore detais shi

DUID emearge

CH Is rushing t

(o) l_fj i

Joud, C if the titles that Harrison

argues will demonstrate the true potentia
of the co

Je, due to col

the

Saolid 2 ahll ;eems the best indication of
what can be achieved with Sony's black
box. The problem — which needs to be

Nama: MNell
What games are you going to buy? Silent Scope

S8X, FIFA 2001, and Tims |.*',,r1-'.'f!'r=.'r5
When did you place preorder? F
Has the preorder system worked
have bean really p

Name: George
What games are you going to buy? FIFA 2007
and S5x

When did you place your preorder? The first day
Has the preorder system worked? | was

but | never got my first letter from Sor

Name; Tyrone
What games are you going to buy? IS5

When du:l you place your preorder?
Has the oreCm:lef ﬂrslem wnri(ed"

Name: Ad
What g:!rrms are ya gomg to buy? I

Takien Tag

When did you place pleﬂr\der? Mt
Has Ihe Draordm sislem worked" think #t has
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“I don't know why anybody cares
about the launch, really; they
have outsold the original PS
launch, does that mean they will
outsall the PSone over the lang
term? No, Does it mean
anything? | don't think it means a
damn thing. The PlayStation2 is
in that phase were the hardcore
tech-heads must have it and
nobody elsa is much interested
until the prices drop and the
saftware hots up.

*One interesting aspect was
Chart Track showed less
software sales than the number
of hardwars units shipped. | think
this shows more about Chart
Track's inability to accuratsly
show software sales by
independent retailers than it does
about sales of PS2 games,
however. It would have been
amazing to get a million PS2s on
to the shelves day one, and have
them all sold out. But imagine
what an autery there would be
from the gamebuying public
when they had the hardware and
found there was only one game
wuorth buying.

“The slow trickle by Sony is
prmbably very deliberate, and |
think much less damaging than
shipping huge numbers withoul
the software to back it up.
Incidantally, picking up a PS2 at
retail is easy it you're prepared to
pay £450 per machine, as a lot
of retailers are importing from the
rest of Europe, which seems to
have been over supplied with
PAL systems then selling tham
on at o big profit.”

Mike Diskett
Mucky Foot

“Anyone who has seen the
widely publicised scenes of
French fans practically noting to
get hold ot a PS2 would have
trouble denying that the PS2 has
arrived with a bang. Supply
shortages and preorder
ambiguity have tarnished this to
a certain extent, but memories of
these will fade fast amidst the

almost rabid media frenzy that
has accompanied the launch,
Sony has successfully given the
PS2 the momentum it needed to
step into its predecessor's
shoes, now if it can just
capitalise on its captive audience
by shipping units in to retall, its
dissenters will quickly come
around. | guess time will tall if
arthouse shorts sell gama
consoles.”

Vince Farquharson
Synaptic Soup Ltd

“The PS2 launch so far is only
really to the ‘early-adopter’
brigade — and most of those will
have had preorders in long ago -
It is & shame that Sony couldn't
get more units produced for
Europe. Becausa of this, the
Third Place campaign Is sensible
- it is a case of building
awareness and image as (at least
as far as | know) there are few it
any PS2 units available for sale
before Christmas anyway.

The most serious effect is on
publisher confidence, particularly
in Europe. Many publishers (and
developers) have been hurt by
the low sales levels the last few
months because of PS2
anticipation, but the PS2 tities
cannot do very wall aither
because of the lack of machines.
Does this maan Microsoft and
then Nintendo will have the same
Europe Last policy, too7"

David Braben

Frontier Developments

‘| don't think that there was ever
a doubt about Sony's ability to
shift its first shipmant of PS2s.
Given that it was a successful
launch, there should not be any
strategic reasons for wanting to
do things diffarently, | belleve that
Sony could have doubled the
day cne shipment and even
doubled the launch price, and
still been able to sell out just as
fast. The relevance of the
marketing campaign to the first
shipment was minimal, although

iIndustryopinion

it will increase in importance as PS2 sales move from early-adopter to mainstream.
It was interesting to note that online ordering was not promoted here as much as
it was in Japan — where Sony took considerable business away from retall.”

Nick Gibson

Durlacher

“From a hardware perspective the launch has been incredible. From the software
side, which is what | do, | feel sorry for all of the teams who have to rush titles to
market, Having said that, EA have done a blinding job in the time avallable. | don’t
know what more could be done in terms of providing the hardware. Every unit that
has been made has been sold, as far as | know. The demand Is incredible, which is
really exciting If you're making PS2 games. Software-wise, we need better libraries
from the word go. If you are going to have a radically different architecture, then
you need more time and more working code for people to come to terms with the
hardware. It's one thing to promise an exponentially better gaming expenance, and
then provide six to 12 months time to market and non-existant libraries. The two
don't add up. As a company we have to learn from this.”

Brendan McNamara

SCEE

“They soid all the units that came into the country, so in those terms it was successful.
Peopla in the street know about it - people see it as an elusive, desirable thing. | don't
know what percentage of sales are from impulse buys, but cbvicusly they're not going
to get any of that. | don't know about the Third Place; I've got a lot of respect for David
Lynch, but I'm not sure that advert is the most appropriate thing for the target audience.
The UEFA Champions League spansorship is much more relevant. | still think it's going
to be big long-term, but if it's not in the shops, people can't buy it."

Jeremy Longley

Lost Toys

“They could have shipped more units into the markat, obviously, but other than that,
they've created the market hype that | think everyone expected them to create and sold
all the units. The best thing is definitaly that the ratio of software to hardware sales |
think has been pretty good - it could have been worse if you look at Japan. People are
buying it as a game machine, which | think is a good thing. The marketing hasn't really
needed 1o kick in yat. PlayStation2, llke PSone before it, is going to be a really
massmarket product, and at the moment they've been trying to do that ‘early-adopter'
awareness, which is good because it makes the machine cool, but | don’t think they've
tried to reach the super-massmarke! because they haven't got the slock. I'm pretty
happy with what they've done, Certainly there’s a good buzz around PlayStation2 now,
and that's exactly what they needed, | think the long-term issues really centre around
how quickly they can ramp up delivery, whal the pricepaint is over time, and, cbviously,
how good games there are. Short-term there probably was some frustration, but it's
definitely an early-adopter market at the current price.”

lan Baverstock

Kuju Entertainment

“The UK PS2 launch has been a disaster for many retailers. Currys in particular blew it
with no preorders fulfilled at all. Customers seem to be directing their anger at retailers
and not Sony, who are clearly responsible. Preparation, outsourcing, and keeping
customers Informed has paid off for us. Not only have we fulfiled all our precrdars,

but there will soon be units for sale on our Web site. Customers were wesaping with joy
when they were guaranteed a PS2 within two weeks of Sony's UK launch. We phoned
every customer who ordersed a PS2 with us before launch date to tell them what date
to expect their machine in order to defuse the situation on launch date.”

Andy Tucker

Cex.co.uk ecommerce operations

EDGQE D

<0113




Although Sega has not yet confirmed that
it will be producing a Zip drive (below), a
storage device is under consideration

<012

Sega’s strategic rethink

Clear water opens up between Sega of America and Sega of Japan
as parent company engineers a tactical withdrawl from hardware

ega of Japan's shift in business strategy
S towards providing online content has
not gone entirely smoothly if an article in
Japan's leading financial newspaper listing
Sega as the least profitable company in the
country is anything to go by. Although the
situation for Dreamcast does not seem as
dire in the UK, with PlayStation2 shortages
over Christmas set to give Dreamcast sales a
filip, the real Sega heartland is undoubtedly
the US. Edge spoke to the president of Sega
of America, Peter Moore, to find out how he
sees the company’s shift in strategy.

results at the moment.”

So why isn't Sega of Japan looking
forward to such a rosy Christmas? “We
focused from the start on the videogame
aspect of the machine in the US,” points out
Moore. “We knew we had several weak
ponts, especially if you consider that EA was
not wiling to develop on Dreamcast, which
mean! we had to come out with our own
sport games solution. We did it and it played
an enomous part in the Dreamcast success
in the US. In Japan, Dreamcast has been
promoted as a multimedia machine, and |

“| really think we will do very well this Christmas
for several reasons. We've released Shenmue,
and Jet Grind Radlio is scoring great results”

“Dreamcast has already managed to sell
2.5 milion units in the US, and we expect to
have around four to five million units sold by
March 31," states Moore, outlining figures
that Sega of Japan would kill to be able to
announce, "1 really think we will do very
well this Christmas for several reasons,
including the PS2 components shortage.
On the soffware side, we've just released
Shenmue. and it appears to be one of the
biggest non-sport fitle leunches ever on the
format. Jet Grind Radio is also scoring great

don't think that was the best approach - as
current sales demonsirate.”

Focus on the Internet

Instead, Sega of America focused on
introducing the Intemet capabilities of the unit
when it was able to support them with quality
software. “We have promoted Dreamcast's
online capabiities as we have introduced
more onlineg compatible tities ke Quake /i
Arena, and we are cumently preparing to
launch Phantasy Star Oniine, which is the first

true online gaming experience on console
ever. We are very excited about it. |
understand that Japan is far more advanced
in the wireless fiekd than the US. So that
could explain Sega of Japan's strategy in
maoving towards becoming an online content
provider company,” says Moore.

Sadly, initial attempts by the parent
company to implement the shift have been
less than successful. Although superficially a
good idea, the Initial rollout of Entertainment
STAGE net@ was fruitiess, and will be
relaunched next spring. @barai, which allows
Dreamcast owners to buy a trial version of a
game before purchasing a code to unlock the
rest of it online, has undergone similar
teething troubles. The first title to be available
as part of the scheme, Etemal Arcadia, was
also released as a demo in Famitsu,
undermining the ‘try befora you buy'
principle. With Sega hoping to infroduce
videoconferencing and instant messaging 1o
the Dreamcast, how does Moore see the
future of the unit's online capabilities?

“if you consider the Intemet, a mass
storage media has to be considered, since it
allows much better applications,” he states. "
would like to continue to stress our strong
sport fine-up. Imagine if you could update

rt results into your game using this
storage device. It offers many benefits. So, if
X-Bax offers its own mass storage media, we
should have our own. We are not yet decidec

LOV<HEOT,
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on which one, but we're still Kr_\aulr‘q irminc
the price issue NAS
gdesigned it would have cost the same price
as Dreamcast. It was then unrealistic to
release such an expensive extension. Now

we have reached a good point, and it is
becoming viable to release a mass storage
medium on Dreamcast.”

Moving away from Dreamcast
Sega of Japan has also outlined plans to
develop for other hardware piatforms
Although the possibility of opening up
franchises to other developers. as was the
case with the PC Engine, has been outined
the main strand of its multiplatiorm
development focus has been the Dreamcast
chip Tor PCs. Moore, though, is not so
convinced that this is a good idea - at least in
the US. * want to be cautious, since o
still has to be proven that a Dreamcast n a
PC Is a viable solution. | don't know very
much about the Japar
the US - te
developed - | don't think it is a profitable
market. So, | would not understand this move

ion, but in

where this platform

n the US, frankly. It is true that we are trying
to unify console and PC platforms. For
exampile, Que

on both platfor

e on Dreamcast aliows players

nms to confront each ofher, and
| think this kind of move is the right dirsction
even if it is quite a technological challenge.”

Nevertheless, as he points out, the PC is

under threat from convergent devices: “I'm

an ADL member, and the company s shifting
-top boxes

its business into TV, so | guess set
will become the centre of family life. So,
conceming the Internet
from the bedroom, wh
traditionally Ic
a community place.”
Sega of Japa
1o take heed of Moore's qualified caution
regarding the company's repositioned
business strategy, if only because of the
success that he has engineered in the US.

a shift is happening

the P

ated to the living room,

VOUIRD Cartainly 00 wesi

But as Nick Gibson. of Durlacher, points out,

iné company is merely aodres Cems
held by the City: "The shift fror
company 1o online company and software

company has been expected for a long time

console

TTTH rH'llr'nl q"ﬂ

Peter Moore is unconvinced that SOJ's
revised business strategy is applicable in
the US, given the huge success of the PC

“It is true that we are trying to unify console and
PC platforms. | think this move is in the right
direction, even if it is a technological challenge”

and represents a refocusing towards the core
strengths and assets of the Sega business
i away from their weaknesses (eg the

hardware business). Such a move is sensible,
as it removes the strictures preventing them
tual property on
larger installed bases (PS, PS2, X-Box, ete).”
Nevertheless, Edge can't help feeling that
gater appreciation of the potential of
fcrb.qn markets early in the lifecycle of the
Dreamcast might have averted or
alleviated the company's current woes.

from exploiting their in

VIsorRr A

(From left) Phantasy Star Online, Madden
2K1, and Quake IIl Arena remain central
to Sega's online strategy in the States



Nintendo goes it alone

Big N ends its agreement with THE and pushes
on-sale dates of top 64bit titles further into 2001

NOE managing director of sales
and marketing David Gosen (abova)
defends the decision to end THE

arrang . Employ such as
Shelley Friend (top) will move from

THE to NOE to maintain continuity

<€ 014

intendo's revised UK release schedule for

N the Nintendo 64 doesn't make pleasant
reacing for owners of the console, but an
announcement from Nintendo of Europe that it
Is to end the agreerment with current distributor,
THE Games, may provide some hope

Nirtendo fans in the UK are used 1o being
treated poorly by the company, but delays to
several major titles will prove difficull to swallow
nevertheless, The excellent Excitabike 64, for
example, has been pencilled in for release in
June, while a PAL version of Kirby 64 will not be
seen until next July, despite the fact that Edge
reviewed import copies of both games in issues
86 and 85, respactively. *| think the lessons that
Nintendo needs to leam are that Eumpe is
actually now a bigger market than the US -
| think we overtook it about this tir

2 last year —
and that if we are a bigger market, in order for

they really
|
ges,” points out Gary Liddon
e But it uniikely that Britain wil

aver sea the exceptional Sin And Punishment,
and Conki

them to maximise revenues and sales,

do need to try and aim for sim ships acro

European s

s Badl Fur Day has also been
pushed back to September 2001, though

ay have

consoe oue o ult content

GameCube for 2002

The revisad schedule 1 appear to indicate

that GameCube \
2002, with the sagerly awaitec L net
and Etemnal Darkness possibly b
for release on the platform

But with NOE committed to takeng ful
resporsihiity for the sales, markating, and

NG postponed

3 time is night for Nintendo to

take back direct control of ong

il the key
markets for our products in Europe.”

David Mackay, chief executive of THE's
¥, LONN M

puter console and games

atile, exposing the group to potertially

g, such as Shelly Friend, who will become
head of PR for Europe, will move to
NOE to maintain continuity

Whiie the quality of the titlss 10 be release

during 2001 shows thera is still life in the N64,
UK gamers have long been let down by a lack
of support from Nintendo. If this move indicates

that this will come to an end, then so much the

better, but with Pokémaon and the company's

dominance over the handheld gaming market
keeping it profitable, there is no guarantee that
the level of support will improve when

GameCube is lBunched

(From left) Excitebike 64, Conker's Bad Fur
Day, and Kirby 64 have all seen their 2001
release dates slip since the announcement




Monopoly money for Hasbro

Infogrames stumps up $100m for Hasbro Interactive despite recent profit

warnings as French investors continue their love affair with videogames

VAagoge s § 50
Fhmmn vont § 00wt

Bruno Bonnell (top) is delighted to have furthered Infogrames’ external growth strategy,
picking up the Monopoly licence as part of the $100m acquisition of Hasbro Interactive

H aving failed to agree an acquisition price
with Edos, Infogrames looks set 10 take
full acvantage of the confidence shown by French
investors in the videogame sector by acquiring the
loss-making Hasbro Interactive, largely through a
new share offering. The $100m (E68.7) acquisition
wil consst of $5m in cash and $95m from 4.5m
rewty ssued infogrames shares.

Other components of the strategic
agreement consist of a 15-year licensing deal
with Hasbro for the exclusive rights to develop
and publish games based on Hasbro properties.
The agreement has the possibiity of a five-year
extension and the acquisition of Hasbro
Interactive’'s games portal, Games.com

“Infogrames and Hasbro are truly polsed
1o become woridwide leaders in the digital
enterl@nment market,” says Bruno Bonnell,
chairman and CEQ of Infogrames. “Infogrames’
axternal growth strategy consists of three
requirements: a wilingness of the prospective
partner's management to share our strategic
Vision, a complementary set of skills and products,
and, finally, value for our shareholders. The Hasbro

Interactive and Games.com acguisition meets
thesa critena.” He was keen to point out, though,
that the agreement wil not diminish the future !
Investment capacity of Infogrames, and pointed
out that there is still the possibility of an
agreament with Eidos in the future,

Shareholders yet to ratify deal
The deal, which is subject to the approval

of Infogrames shareholders and is due to
complete in March 2001, wil give the company
a huge number of lucrative franchises. These
range from Microprose titles iike Cadisation
and Aollercoaster Tycoon, Atari games
including Centipade and Fong, to Hasbro's
portfolio of non-interactive licences, which
includes Monopoly, Risk, and Action Man,

Above all it demonstrates that investor
confidence is an essential tool for an acquisitive
strateqy. It remains 10 be sean, though, whether
such a strategy will work, particularly in the light
of & recent profit warning from Hasbro, which cited
the success of Pokémon as a factor in =
lower than expected fourth-quarter sales, =

2001 to be biggest year yet

Predictions point towards the UK videogame industry increasing
in worth, but plagued with doubts over pricing strategies

| eading trade paper MCV has predicted
that the UK videogame industry will be

worth £1.15bn by the end of this year in tarms
2 and soltware sales

While that represents an increase compared

of tota

with the: value of the Industry last year, the

growth in the value of software sal net

commensurate with the growth of software

units, owing iargely 1D dex G
are a halmark of transtional pencds

As expected, Game Boy Color outsold
all ot

woles, generating hardware sal

1 in the process, but both the Dres

ayStation, which re

release of the redesigned

respectably, as did PlayStation2, despite
shortages af retall. Next year should see
continued sirong sales of PlayStation2,
but # rermains to be seen how generous this
Chnstmas penod will be to the longer-1erm
fortunes of Sega’s Dreamcast, and indeed
PSone. Microsoft's X-Box and Nintendo's Game
Boy Advance should offset any decline in sales of
other platforms, but i is currently looking uniikedy
that GameCube will hit these shores until 2002.
For the second year running, the general
deacline in the price of videogames and the strong
success of budget titkes, while accounting for an
Increase in software unit sales of 15 per cent, has
lessaned the overall increasa in the value of these
sales, While this has been seen before during
years of transition, evigence from Japan has
not demonstrated & full recovery. In the east,
this trend is aimos! certainly due to the
competition from OVD movies and the wiraless
Internet, but it will be interesting to see whather
UK garmners, having attunad themsealves to
budget ranges, are prepared to pay high

ces for new software in the new year

MCYV predictions for 2001

Hardware Value
PlayStation £72m
PlayStation2 £49.5m

Game Boy Colour £89.6m

Game Boy €4.2m

Nintendo 64 £11.2m
Dreamcast £36m

Total hardware sales £262 5m

Software sales £892m

Total market value £1,154.5m

Market comparison 1938 1999
Total UK sales units 29m 33m
Total UK sales value £882 £885.8

£802
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Incubating indies

Microsoft announces new programme to
encourage fresh talent to develop for X-Box

D&sc-:e he rumours th 3 Booding in
to fill the yawning gap between X-Box

announcements, Including some fairly accurate

ernet reporis Conca ming

appearance {as wed as

ones), Microsoft has remained n

vely cuiet.
What can be confirmed as fact is that the

+

pany recently acquire
Anvil, and unvedled two su

for independent developers. It is also rumoured

that the company will put an end 1o speculation

regarding the way the finished c

Having acquired Digital Anvil, gaining
Freelancer (above) in the process,
Microsoft is taking care of independent
developers, Paul Fox (right) likens the
process to demos in the music industry

will result in the compar

med ATS title ¢

The developer will remain b
Earlier, at the Australian Garme De

Confarence in November, Microsoft outiined its

r Program and the X-Box

am. “The key athos behind this

Is there to give the gamers the

best possible videogames expend possible,”

explains Paul Fox. haad of European PR

"All of the big guns out there have got a fantastic
and a consistent track record in delivering top
notch interactive entartainment. But you'd be
naive to think that all of the best titles in the
future are going e from peogple like
Konami, Eldos, and other established players."

The Inc

bator Program will see the company
supporting developers who hawve the resources
to license an X-Box Development Kit, but who
haven't secured a relationship with a publisher,

by which time they will theoretically ben a

position 1o establish a relationship with a

publisher. The Independent Developer

THQ goes mobile

Publisher teams up with Siemens to produce
games as new hardware concepts are unveiled

led Virtual Boy, both Siemens and

&
hoping that if it ever does become

portable gaming sector is THQ, thr

ed at ECTS, a

gh a deal a raality, i proves mone popular. A “virtual reaity’

announg a0-shyeq

gital Microsoft in musciin
s (DECT)

ess Telecommunica
creen and virtual keyboard complament

ay. Meanwhile, the

re

d MP3 pla
gh, Is undoubtadly

<016

r""agrar—: O the other hana, IS amed al

developers who don't have the rescurces
to license a dev kit, *if you look at the music

ndustry as an analogy, a band can re

e i0ea (o 2 recorm

cemo tape 1o fry an

company,” explains Fox. “What we're doing 18

giving a lot of these independent developers the

resources 10 produce a really good quality demo

tape to sell 1o a publisher.” What ths means is
that an X-Box Prototype Kit will be supplied
free of charge, which should enable a

prototype for a game to be developed,

Whils not quite on the scale of iIndrema’s
commitrmant 1o small-time developers, for
example, such measures are laudable
Forfurther information see p136

Clockwise from top: Multimobile,
the Global Pl@yer prototype
headset, and SIMpad CL4




Cinemaware flies again

Crawfish Interactive breathes new life into classic
WWI flying game in conjunction with industry legend

ast month handheid developrent

specialist Crawfish Interactive presented
three technical demos that highlighted the
impressive capabiities of Nintendo's Game Boy
Advance, This month, news has emergad thal in
collaboration with the refounded Cinemaware, one
of thase demos will form the basis of a handheld
version of the classic WWI flying game Wings

Having closed operations in 1991

Cinemaware has recently been reformed
by game designers Lars Batista and Sean Vesce,
who beatwesn them have worked on Mechwarmior
2 and the X-Wing Vs Tie Fighter series, Originally

known for games like Lords Of The Aising
Sun and Defender Of The Crown, the company
plans to extend this impressve back catajogua.
10 next-ganeration hardware, with an X-Box
and PlayStation2 conversion of the latter
is reportecly underway alreadly.

Explaining his company's invoivemert,
Crawfish MD Cameron Sheppard stated;
“The Cinemaware brand stil evokes strong,
positive feelings for a lot of people. The titles they
craated were innovative and graphically stunning,
with Wings in particular being hugely popular,
We're really excited to be working closedy with

Crawtish's conversion of Wings demonstrates the significant capabilities of Nintendo's new
handheld, paying tribute to the Cinemaware original, as these screenshots demonstrate

them on this project for Game Boy Advance.”

Originally released in 1990 for the Amiga,
Wings allows players to take on the role of 8
rookse piot, advancing their career through
230 missions consisting of dogfights and
bombing runs. As these shots demonstrate,
the title demonstrates the significant capacity
of GBA, and with an equally impressive firstpenson
shooter engine and Formula One racing engine
also in developiment, Crawfish seems well
placed to take advantage.

The winds of change

The Tornado Group sets out its broadband stall early,
tempting Eidos, Activision, Rage, and Midas into a trial run

W ith the: digital distribution of gaming
content set to Increase substantially
when Sony rolis out its long-awaited broadband
strategy and Microsoft releases X-Box, Brtish
company Tomado Group is seeking to posiion
itsalf for earty-mover advantage. A seres of deals
racently signed with big-name videogame
publishers will allow the company to trial
the electronic distribution of PC titles
over its secure infrastructure

Eidos, Activision, Rage Software, and
Midas Interactive have all signed up for the
experiment, with Rage CEO Paul Finnegan
commenting: "We believe these trials give us
invaluable experience of distributing games
glectronically direct to the end user, a distribution
channal which we believe will becoma
increasingly important.” Existing and forthcoming
PC titles published by each of the companies are
10 be distributed by Tomado using its Digital
Media Distribution System (DMDS) to a
selection of European retall partners

Though initial trials will be restricted 1o
PC software, DMDS operates across mutiple

platforms, and is scalable in anbcipation

of the rapid growth of downloadable content
across devices. Tornado's system provides
publishers and retallers with a secure
infrastructure that is invisible to the consumer,
who ean then purchase and download products
either from a Web site or in-store kiosk

"It &8 our vision 10 be the world's leading
business-to business provider of digital
distribution systems for entertainment media,”
says Neil Ferris, Tornado's commercial director,
“it has thersfore always been our intention 1o
expand quickly into games and other markets.”
With a strong set of technology partners,
ncluding Oracle and Sun Microsystems,

#twill be interasting O see how successiu
the tnals are, particutarly in the light of Sega's
refocused business strategy and Sony's
non-committal approach towards its own
broadband infrastructure,

If the the trals of the system prove
successiul, Tornado Group says revenue
maoclels will be based on existing
publisher/distributor relationships.

Neil Ferris {left), Tornado's commercial director, and lan Watson, managing director, are
determined to set the standard for digital distribution gaining first-mover advantage

tornado

GROUP PLC
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to The Times

Japan: Yo
ayoung boy a

and its objectve Is

. Furby hacked to bits

Canada: Now two years
Christmas, Furby

after its glorious buy-fr
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_ PS2 prelaunch special
| flmmny opinion, paying £300 for a
n%‘fnakes you borderline certifiable,
you consider the PlayStation2's
ability to play back DVDs"

Steve Boxer, wi

“It's a movement rather than a product.
It's like a rellglon lts a way of Ilte
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“Indeed, game consoles are now the
favoured source of entertamment for kldU“:S"
Steven Poole dentfes PS2% markesting nk n The Mai on S
“Even ‘The Phantom Menace’ director
George Lucas, who has seen an
advanced prototype of the new machine,
seems to have been awed by the
high-quality graphics
taybe The Mail on Sunday really mesnt 10 Say “Japaness mport

“PlayStation2 uses DVDs for
storage |nstead of CDs"
The Mail on Sunday': T € =

“While today, ‘The Matrix’ is just a '

movie, in three or four years, maybe |

this will become the actual content ]
of the games network"

Ken Kutaragi o will be: ab wr mind in PS |

“With the exception of TimeSplitters i
and a game called Summoner, the
others look llke PSone titles” '

BBC News Online’s sage ooin y of PS2 launch lities

“PlayStation2 beats its illusts
predecessor on every cou
computers are ten times fas
i's the The Mail on
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Meanwhile, the s

campus’ carpet on his skateboard
sitated three times as much legwork as

Sin And Punishment sees Edge's games vault raided
TimeSpitiers or Quaks I, the game doesn't matter

The making of. .. Manic Miner is just aroun

the comer

(Quit )
Nintendo's PAL N&4 launch schedule
Conker's Bad Fur Day in Septerber? Oh, the agony
PlayStation2 reports in the mainstream media
Like watching amoeba trying to perform an operetta
Dreamcast Phantasy Star Offline
Edge’s preview code lacks a vital component
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oss Atom

A thin plot fiutters transparent, moth-like among the pages.
Brain seizes black. Wisecrack overload chums stomach.
Staccato rhythm ratties like rain.

Had enough? You'd better like it for Steve Aylett's saka.
Taffy Atorn, private investigator with a talking pet that's half
bulidog haf goldfish, has to solve a problem: who stole Tony
Curtis’s brain from the Beerlight City Brian Faciity? Answer:

a power-crazed insect, That's the plot, The rest is colour
and Aylett is a master painter, jibing at the state of our world
through the decay of his.

Critics have rolled off prvases such as ‘postmodem
panache’ and ‘wild and crazy romp' ke water off 2 duck’s
back, and, true, "Atom’ is undeniably attention grabbing. But
there should be more to a novel than just the feathers to parade
like the cock of the wak. Aylett has his moments - take his
industrial take on interior design, Bren Shuk: The art of
exchanging negative energy with the environment through
the correct placement of firearms around the house'’. And
the scenes shoot oul like reading a Judge Dredd strip on acid,

But in the process Aylett ditches all the things that make
stories worth reading. The characters are shallow. Even Atom's
own murky past (his father, a circus clown who died in a car
crash? Or was he an architect who vanished in a physics-defying
buiding of his own design?) doesn't engage. And, worse, what
fittle depth that develops is swallowed in Aylett’s styised prose.

Someone has to say it the emperor. .. ahem, Steve Aylett
Isn't wearing any clothes,

2.3 Revolutionaries At Sony

Ken Kutaragi, father of the Sony PlayStation, is 2 maverick
in corporata clothing. In this thoroughly researched book
Reiji Asakura recounts Kutaragi's bloody-minded battle

1o create a ‘modem miracle’.

This is more than just Kutaragi's story, it is an invaluable
history of Sony —a titan of the videogame business — and
all its corporate shenanigans that helped it whip the competition.

Kutaragi's journey from delivery boy in his father's printing
workshop to top dog at Sony Computer Entertainment
Incorporated (SCEI) Is a classic nerd-tumed-tycoon tale.

After university Kutaragi chose to join Sony in 1975.

But It wasn't until his stint at Sony's Information Processing
Research Centre, in 1984, that he came into contact with
System-G, a high-quality 3D computer graphics technology
that inspired the PlayStation.

Kutaragi's vision was to combine Systam-G with his son's
Famicom console to open ‘incredible new vistas in the world of
games based on digital technology', The rest is history,

lUsing in-depth intenviews with some of Sony's most
infiuential figures, including Akiro Sato (VP of SCH) and
Teityu Gotoh (the PlayStation's designer), Asakura recounts
the back-room manoeuvring necessary 1o bring one man's vision
to life. You even find out where the console’s name came from.

Clearly a translation from Japanese, it is a sycophantic,
though readable, eulogy, and would be a cringe-per-page book
but for the fact that the revolution Kutaragi and Sony perpetrated
really did happen. Asakura reveres Kutarag), so the PRs will love
it. Everyone else should draw their own boundaries between
journalism and advertising. A must read for any industry insider.
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evening, a twinge of pain can be falt. But
it's not the dull ache from memories of Yules
gone by. No, it's the realisation that Sega's Saturn -
undersupported, underpowered, and undermined
by & worldwide marketing campaign from Sony -
never really stood a chance. Check Sega fan
sites around the Net and you'll find a thousand
tales just like RedEye's; fans mouming the death
of their baby at the hands of a machine that
marched in and stole an industry away from
under Sega's nose.

Every Satum owner dreams of a utopian,
franchise-free world where it was their machine
that won the war, But here's the reality: if Sonys
machine had been the rushed and poorly designed
one, al the soulless sports franchises, ports, and
licences that profiferated on the PlayStation would
have been Sega branded instead, It's easy, in the

P laying Christmas NIGHTS on a winter

'Battle of the Planets'. Arguments ensued, battles
were fought, knees were grazed. Why? Because
everyone knows they're nght, because everyones
afraid that they might have invested in the wrong
choice, and because self-justification is worth
fighting for. And, just like the argument over who'd
win in a Tv-fiction duel between Mr T and Michael
Knight, every console war is ultimately unresolvable
Both sides have strengths, both sides have
weaknesses, Those who refuse 10 acknowledge
the pleasures of one purely out of some mistaken
loyaity to the other are simply missing out.

Besides, as anyone who's managed to stomach
a career in the back-scratching, hype-ridden world
of videogame journalism as long as RedEye will
realisa, it's important 1o maintain a certain distance
from the companies involved. It's fine to support a
format, thus it's understandable that the Satum is stil
mourmed, but obsessing over its creators as infaliible

REDEYE

strengths of rival gaming platforms. Ultimately, be
aware that brand loyalty within the game industry is
flawed, since - predictably — it's always those you
love that let vou down.

To this end, it’s Sega’s fault Dreamcast hes so
far proved a disappointment in raw sales terms.
There can never have been a console so well
supported by such a massive proportion of onginal,
compeling titles, nor a company so reluctant to
spend money on actually teling people about it. It's
Seqga’s own fault that its own machine — a piece of
hardware that its hardcore following have invested
s0 much in - has been dubbed redundant by
most sectors of the media after just over a year.
It's no surpnse that the fans are angry, then, but
their vitriol is misdirected. Ask a Dreamcast loyalist
who they hate and they'll curse Sony, not the
company which has let them down yet again -
their bedoved Sega.

Commentary from inside the videogame industry

position of a brand-oyal Saturm fan, 1o kid yourself
Into thinking that Sega would have been seff-
sacrificing, maintaining a higher standard of quality
control, It's easy to forget Sega s a mufinational
company, not a kindly old uncie. NGHTS s
supremely innovative, holding hours of delight
within its quirkdly depicted levels, and it's a gaming
tragedy that it reached so few people. But if things
had been different, PaRappa could have been that
era’s victim. Those who see Sony's machine as
devoid of parsonality must have a convenient
blindness to Matsuura's work, just as the PlayStation
faithful who populate chatrooms and biithely put
the Satumn’s falling down to poor software have
cbviously never experienced the joys of Sega
Rally or Panzer Dragoon Zwel.

Of course, brand loyalty is perectly natural
and nstinctive behaviour in young, passionate,
impressionable pecple. In the playground, children
wore their colours on their lunchbox - “A-Team’
versus ‘Knight Rider’, "Dukes of Hazzard' versus

gaming gods is ridiculous. Case studies abound;
fhera's the reviewer who cannot bring himself to
criticise Yoshy's Story because Shigeru Mivamoto
had a hand in its creation.

Away from jounalism, watch the Square
fans who scratch around looking for ways to

Stil, love is biind. and the digitally evangelical
continue to profiess their loyalty to multinational
companies. “Cut me and Il bleed Dreamcast,” the
Sega wamors cry, though a brief scan of fan bulletin
boards shows they're ready 1o jump ship to the
GameCube if their Sonic heroes confirm their

Ask a Dreamcast loyalist who they hate and they’ll curse Sony,
not the company which has let them down again - Sega

Justify laying out £40 on another autistically charming
Final Fantasy epic, or those perceived as the truly
hardcore - the Neo-Geo owners, who've watched
the the painful, drawn-out death of SNK and wept
into their King Of Fighters and their Cool Cool Toons.
Suffering for your art s noble enough, but wouldn't it
be easier if the entire gaming community stopped
pratending that any one compary is worthier than
the rest? By all means confine your electronic
entertanment purchases to a single machine,

but don't et that cloud your judgement of the

EDGE 10

rumoured inteniion 10 go software-only.

The Satum is gone. How long will it take before
Dreamcast follows suit? Maybe PS2 will be the next
to go, maybe the GameCube'll be a Jaguar, and
maybe the world will become slaves to Bl Gates’
X-culture. Whatever. RedEye's red eyes may be
so thanks 10 Sega's incompetance, but he'd
still ke & NIGHTS lunchbox.

RedEye is a veleran wwdeogame journalist. His
views do not necessarily coincide with Edge’s
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e can take a pure aesthetic joy in

aspects of games that might be

ethically troubling if transferred to the
real world. The most obvious of these is the field
of weapon design. The pleasure of finding a new
type of gun and trying it out before rounding the
next comer is the morally neutral, childiike
delight of playing with any new toy.

Of course, in a videogame, a gun is never
just a gun. In many sorts of game, it is the primary
means by which you Interact with your environment,
and the primary means by which you gather
information about it. No doubt some media-theory
academic has aready elaborated a psychosesaal
theory depicting Quake Iif devotess as permanently
tumescent: the shotgun is held out stifily before
the player as a penis, used to probe the darkness
of a maze of vaginal tunnels.

If that seems risible, it is certainly still true that

the weapon s a sensitive organ: it tells you as
much as you tell it. The targeting reticle of Deus Ex
detector of the K7 Avenger in Perfect Dark alents you
1o autogun emplacements; the Farsight lets you see
through wails; and so on. And if some ingame
weapons are attractive as purely cosmetic
gizmos — the satisfying clunk of a reload animation,
or spectacular trails of smoke and fire — there are
other types that cleverly strike a balance between
utiity in the fictional gameworid, and extra-contextual
utiity to the player. For exampie, the red laser sight
on Metal Gear Solid's assault rifie both looks good
and serves as an elegant solution to the problem
of aiming in a thirdperson perspective.

Weapons are also simple semiotic chips in
the poker game that exists betwesn you and the
challenges of the videogame environment. Through
the acquisition of new weapons, we fedl a new
surge of power, and the odds tum in our favour.
Perhaps the fact that ordinarily our left hand is
a phantom limb in the gameworld — never seen,
never used — contributes to the biiss of suddenly
wielding double Uzis in GoldenEye. The relations

of force between you and the enemy are suddenly

Good weapon design depends, of course,
on a subtle balance of aesthetic considerations —
the way It sits in your virtual hand, the rumble or
bang or surgical whirr of its firing sonics, and the
affect it has on enemy fiesh. We lovingly remember
the first time we tried out the Storm Armows of
Hearatic I, or the first time we unleashed a
Redeemer in Unreal Tounament.

But most of all a good weapon offers a new
maode of interacting with your surmroundings. Here,
as in other areas, videogames have the advantage
over movies. The Farsight is clearty modelied on the
EMP Gun in the Schwarzeneqgger fick ‘Eraser’ — but
Perfact Dark actually builds what was only imagned
before, and lets you use it to negotiate a solid world.
The recall physics of Quake's rocket launcher made
possible the new FPS paradigm of rocket jumping.

And thera are few more giesful game moments
than beng pursued down a maze of comidors by

a horde of Datadyne goons, only to tum the tables
by siapping a Laptop Gun on the wall as you round
the next comer. Hearing its bursts of fire behind you
whie you go about your work is superbly satisfying —
this gun is not just an inanimate tool; it's your friend.

and iron behave — is lost in a polygon world.

Quality of weapon design, moreover, is never
enough in a videogame: quartity is essential.
We need guns. Lots of guns. And a vast aray
of weaponry brings up the question of 'balance’
in weapon seis. Is it really such a good idea?
The concept that someone waving a pistol ought
to be able 10 go up against a rocket launcher and
have a good chance in the fight seems absurd.
And storming down the comidor with twin Reapers
is so much fun precisely because you know that,
for the time being, you are better armed than
anyone else in the game. If all weapons are
effectively the same, with brute power ofiset
by siowness, and remote operation offset by
wuinerabiiity, then there is no reason to want to
find one weapon rather than another. In effect,
you might as well all be firing peashooters.

Free Radical's superb TimeSpiitters

TRIGGER HAPPY

demonstrates that once you've got a nearly
rock-solid 60fps and a bunch of good environments,
it really is all about the weapon design. The game's
different time zones ensure a wide range of weapon
types from the somehow hilarious blunderbuss and
sundry standard M15s and pistols, to a pleasing set
of futuristic energy guns. The sound design for each

Weapons are simple semiotic chips in the poker game that exists
between you and the challenges of the videogame environment

functionality to negative effect. The Cerebral Bore
of Turok I, for example, is a wonderfully sadistic
aesthetic idea, but its impractical siuggishness
don't transfer o the digital sphere in a satisfying way.
Perfect Dark's crossbow, for example, ought to be a
great weapon, but using it fesis like chucking
toothpicks. Videogames are good at showing kinetic
energy — the ballistic spray of bullets, a speeding
rocket, But potential energy — the colled-up power in
a crossbow, which we can taste or feel in the air in
real life, owing to our knowledge of the way wood

weapon is viscerally true, the discovery that the
sci-fi pistol can bounce its bullets off the wall makes
the player grin stupidly, and the inclusion of a brick
is nothing short of genius. But Free Radical has not
bogged itself down with an anal concept of weapon
balance, Once you have a rocket launcher or the
sci-fi autorifie, you want to keep it aslong as
possible. For power only maans anything when
there are people less powerful to use it on.

Steven Poole is the author of ‘Trigger Happy: The
Inner Life of Videogames' (Fourth Estate, £12).
Email: trighap@hotmail.com
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he issue of how games will change as the

next generation consoles are released s

interesting. The direction in which developers
are moving is obviously crucial to the future of
videogaming, and there are some key questions
that need to be asked.

Most fundamental of these are whether there
are enough people playing videogames to support
the industry, and of the people who are gamers, are
they playing more? | suspect that the answer to both
of these questions is no, as there seems to be trend
of people moving away from gaming, and discussion
of this is rife in the industry. | have tried to figure out
the reasons for myself, of course, but | haven't
seftied on a straightforward answer, and, indeed,
different people appear to have different ideas about
the root cause of the problem. However, what is
clear is that no one - be they involved in hardware or
software — has seen therr results improving of late.

To draw an anaiogy, we rely heavily on
technology e TV sets, phones, or cars, and
use them every day. if one is these breaks
down, replacing or fixing it is vital, Moreover, if
their attraction is strong, that can push people
to upgrade, Videogames do not work (ke that.

They are not essential to our everyday Ives. We
could survive easily without them. Even if videogame
hardware changes, this doesn't necessarily increase
software sales. In this sense, the curment slugaish
market situation should be seen as normal, So, what
is the big problem? | would say the lack of interesting
litles and the way developers think.

However, to put this to one side fora bit, it is
worth noting that a lot of people say there are too
many games released, but | don't agree. | would
say there are not enough games. These same
people explain the problem by saying that while
the number of gamers is decreasing, developers
are continuing to chum out the same number of
litles each year, | think that the reality is that
developers aren't thinking enough about the
merits and capabiliies of hardware and matching
them wath users” expectations or desires. Currently,

games looking too simiar to each other. That

gves a unifiorm impression of games and make
themn seem homogeneous, so players are tumed
off. Combine this with the trend of delivering tities
publishers ane certain will sel, and, of course,
producing sequels, This is the core of marketing in
the current videogame market. If you take a closer
look at the market, you would notice that money is
moving mainly 1o titles like Zelda, Final Fantasy, or
Dragon Quest. In the same way, other companies
are moving away from RPGs and adventure games
as they can't compete, and are focusing on other
categories (sport, racing, puzzies). The net result

Is a near-anarchic game release situation. This has
been the state of play for years now, and it does not
look ke changing. In fact, it is a situation everybody
in the market wantad. However, consumers now say
things lilke: “Well, that's all videogames are about.”
This is sad, but it s Oour fault, | think.

So, what should we do? | think we should
rethink the way we work, We shouldn't categorise
games by genre. We shouid think ‘target’. For
example, one of these could be age, Anather
could be localisation. Another again could be price.
It may seem simplistic, but it isn't. I'm against low

588ms 1o be espousing, or even discussing, such a
strategy. Developers are aware of these possibilgies,
but they just refuse to work this way. They prefer a
global strateqy, which presents a much lower risk. If
you set a precsse target, it will look limited compared
1o the rest of the market, and that will apparently
increase the level of risk. Sometimes titles appear
o be moving in this direction, but not deliberatety.
If these kinds of precisely targeted strategles
put creators’ ideas to the fore, sequels do not.

Sega chose the market the online option
Howewer, this isn't proving successful in Japan
Just yet. More time was necessary to educate people
in this new way fo play. If you try online gaming, you
s00n reakse how much fun it is. but you have to
attract users, and that isn't happening just now. So
whal is wrong with online gaming? Would you think
it is s speed? Or maybe the price? | would say it
is the difficutty to impose a fiat rate, The objective

in this business is to get revenues by iNcreasing
user numbers. To do this you need a fixed price
in order 10 be able to evaluate your revenues.
Earier | said that videogames are not essential
for everyday life. | also said that people would buy
something if it is essential, regardless of its price.

If you lower prices once, it is difficult to go back. It certainly has
a great impact, but it should not be seen as a blanket solution

price strategies n low-volume/iow-age/volume-
optimisation areas, for exampie, We have to think
quality and price at the same time to avoid more

If you lower prices once, it is difficult to go
back. The price Issue cerainly has a great impact,
but it should not seen as a blanket solution. Even if a
title is cheap, if it s uninteresting, it remains
uninterasting. We should work on two factors: age
and localisation. For example, making a game in
Japan for male children could become a target to
design a specific project and make it successhul
Ancther example would be to aim at US high school
gamers in order to design a specific project. No one

FEDGE

So, it is a seller’s market. We pay what we are
toid 1o pay. We do not discuss. However, this isnt
the case with videogames. As they aren't essential,
you don't need to pay if you do not want a game.
So do we have to make games free? That's ane
approach, but how do we get a budgst for the next
project? It's tricky. | still think there is a way 1o make
a game essential. | would like to create the title which
would make people - in the case of network gaming
—go anline. | hope Daytona USA 2001 will be this
title. Whatever, come on developers — let’s do it

-TosﬁmoNagosmispresidamoMnmsemem
Vision, formerty Sega subsidiary Soft R&D #4




ng's movers and shakers i

Michael Powell
director, Particle Systems

ou have to wonder. If a special pair of glasses were created Powell. Cyberfight was a robot beat 'em up along the lines of Rise Of The
Y to view the waorld in vectors and polygons, would this vision correspond Robots. It introduced texture mapping and Gouraud shading to the FC but,
to that of Michael Powell’s? He is the man responsible for bringing Edge suspects, was to gameplay what Craig Charles is to intaffigent analysis.
Powerdrome o the Atari ST and Amiga in 1989, As his first commergial “We spent a lot of time developing cutscenes along the lines of Wing
project it was stupidly ambitious, but the 3D futuristic race game was a Commander, but eventually it just dribbled out.” :
success, achieved great notoriety, and provided the blueprint for the game After Subwar 2050, Vartex, Cholo, Warhaad,’hnd Evasive Action, b
which would entice a generation of gamers to Sony's PlayStation: Wipeout. Powell established Particle Systems in Sheffieldwith partner Glyn WlI[Lams' E
But befors specialised industry courses were ever available Powell was In 1996. His passion for the environments he créates Is clearly discernible §
nurturing his fascination for 3D modelling with a degree in mechanical in every co-ordinate point and plane reference &aﬂeci in his games: “l like i
engineering. Time spent with games such as Revs, Aviator, and Elite also the science-fiction genre because you don't have to slav[shfydo what has ;
§ {1 provided the jnspiration for a role in the industry. "But the basic principles are gone before,” he explains. “You can really let-your {n‘laglnatmgo. tsd, §
‘B 4 stiithe same,” he maintains. “One of the only differences was that we always shame that more publishers don't give developers a chanoqﬁa do ofglr;g.{ ?
E wrote our own polygon rasterisers, which drew the basic polygon from left to stuff. | think it is quite a stifiing envlmnmam‘fqr_' many d whm 4 i
gl ‘E right. That was a big part of how good you were and how fast the code was.* you can't get funding for anything different.” : ; gkl |
i' From a clunky school micro and bits of graph gaper he has since gone on As for the Psyanosis version of Powerdrome? vaa}f 2 p‘nlegmahc;'f W, ERECE
e to create the building blocks which bind the Independence War 2 (see p32} #| kriow the designers drew inspiration from it don't mi '_ = everyone.'. ?
'§ universe together. Yet the creation of polygonal wcr!ds didn't always run takes ideas from places.” His calm’ nndtunassummg nner remains i ';'
é" smooth. “After Powerdrome | did a title which was pever released,” reveals as solid as the worlds he creates, L " v 3
T
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Looking good

ith ever-more procassing power at the disposal

of developers, be it in the shape of a Dreamcast,
PlayStation2, or in the future, an X-Box or GameCube,
gamers are justified in expacting to see a raft of visually
luxurious tities heading their way. Soul Calibur, Jet Set Radio,
Shenmue, ZOE, and Metal Gsar Salid 2 - amang many others
- are sufficlent proof of this. But just how important are fancy
graphics when it comes to realising a gamewarid that
boasts an internal consistency and intuitive game logic?

The beautiful cutscenes and slaborate prerendered
backdrops that characterise the Final Fantasy series
on PSone pushed the machine to its limits and, together
with sympathetic characters, apparently pushed some
gamers to emotional extremes not usually assoclated with
videogames. But, arguably. each of the three titles to have
appeared on the unit so far are little more than interactive
B-movies, offering linear paths, little in the way of
gameplay, and a banal narrative.

By contrast. a title like Secret Of Mana (below) offened
players the opportunity to exarcise their own imaginations
when It came 1o offering a fantastic world, and a lot more in
the way of gameplay. More recently, incamations of the Zelda
universe have ulilised graphics not as eye candy, but as an
integral component of a gamewaorld that sucks players in.
Instsad of having to second guess the game's designers in
order to work out what is possible within the game, the
graphics do an admirable job of demonstrating this.

But as videogames boast ever-more realistic
anvironments, the tension between Ingame and realworld logic
threatens to disrupt all but the most meticulously sculpted
gaming environments. The structure of Baldur's Gate I/ is not
too dissimilar to that featured in SSI's old AD&D adventures,
albeit enhanced with 3 host of diversions and subplots and a
polished graphical veneer. But the isometric viewpoint allows
players to use their imaginations to augment the developer's
vision. By contrast, Vampire: The Masquerade's reliance on
convincing 30 environments served only to highlight the
prosaic structure and ridiculous inconsistencies of the game.

lon Storm's attempt to merge consola RPG-style
playability with a fully 3D world courtesy of the Quake Il engine
is therefore an ambiticus one, with many potential pitfalls. But
if the graphics in Anachronox serve the game design,
rather than dictate it, everyone will be better off.

8§ B B B B
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* Edge Of Chaos: Independence War 2

Particle Systems presents a graphically striking space trading title it hopes
will topple Elite from its position at the top of the genre’s tree after 16 years

more dynarr

Braben and la

5 3. After
the relat game, the

team has

ncentrated on bullding a mission

cture which allows the player some lateral

Various ships can be stripped

of their cargo, but it is the huge
transport craft from which most of
the precious cargo can be stolen

the edae of chaos.
Trading and piracy will clearly play a major
role, with more than 500 goods types in the

be stripped of their

disabled the cargo can be retrnieved by Jals
(one of Cal's valued sidekicks) in a separate

search-and-recovery vehicle owned by the

d for bartenng

at the

faction and opens up mission options for

the player to choose from.

The original independence War game is still
providing amateur coders with the impulse to
modify. Particle happily encourages such interest

JS1 MISSIONS are scnpted,

1Can be

the player a sense of freedom and heip them
acquire upgrades and important ship parts
which would not otherwise be available, A
vanety of mission types are promised, and,

a comprehensive Al

the game, and the player has the opportunity
to pilot five very different command modules.

Each has its own handiing characteristics,

promising tho
weapaons and equipment. Crticisms that the

first game had an unwieldy interface have alst



Muitiplayer capabilities will be added to provide
longevity beyond the aneplayer experience.
Expect spectacular dogfights to feature heavily

Deen aad

intedligent HUD
key commands
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o be unrealistically and uniformiy glossy
1 programmer Will Vale.

, painted
paint has

points out le

War 2 glass Ic
catch the light where tr
v, and llumination maps
n the surfaces

ks like glas

surfac
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s them."

to iImpress;

a truly epic feel. Nevertheless, the sum of
these parts will rest t y on the quality of

combat - a factor which is still difficult to

e

mat: PC

Publisher. Infogrames
Dieveloper: Particle Systems
Onigin: UK

ase. March 2001

A working universe is being built around the central plot. The craft and factions which inhabit the universe should be seen going about their business independently
of the player. Ships will be seen plotting orbits, going into holding patterns, and, vitally, unloading cargo at space stations - providing a good target for the player

be angled 1o prevent

enemy hits, and turret gun emplacements
can be added to your command module for

ower. But this will be for notning

Back home for a tune-up

&, but the

of the plot in which the player becorm
| ¥ oods can be recycled

absorbed will no doubt prove to be quipment.

a massive compensation
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- . " Publisher Sq;a
Devalopar: In-house (Hit Maker
Ongin: Japan

January 2001

It's back to the board as Sega revisits the days of Top Skater and introduces a coin-op
with deck peripheral, daring arcadegoers to show their metile and shoot the half-pipe

g [l skateboarding games have

[ | progressed in leaps and bounds
since Sega’s 1997 release df Top
X — & huge

nit—sstil

Skater, the control sat-up of Ar Tr

cabinet with a skatepoard inset
the kind of thing that can only exist in the
arcade. That's why, more than three years

The levels boast some amazing geometry, and the
spot effects - which include reflection and lighting —
are striking, bringing the environments to life

and several versions of Tony Hawk's
Skateboarding later, the prc 1
the spiritual successor to Sega’'s Model 2
skating success, remains a welcome one.
Air Trix features the same contrr 2
as Top Skater — in other words, everything is
controlled by a skateboard you stand, lean,
and jump on. The gameplay, however, IS
markedly different, as all th tion takes
place on a hall-pipe, nol a skate course.
Gameplay consists of you trying to pull off
tricks (which consist of grinds, spins, and
diflerent combo techniques) with vanous
foot manoeuvres 1o help you eam medais
Some tricks will actually be offered as
mission objectives - if you can complete
them on your run, you'll eam bonus medals
The visuals are also worthy of
considlerable note, Based on the
high-end Hikaru board, they are simply
astounding. The screens
give you a hint of how great the game l0oks
but even they don't hold a candle to the
actual game In motion, with its realtime
moving lights and reflections. Come
January, Edge is looking ferward to giving
this game a thorough test drive to see if
It can, albeit maybe tempaoranly, dethrone
the Hawk seres and be 1

hots here should

Players can skate on three different stages, including one
which serves as a training mode for those that need to acquaint
th Ives with the controls before heading for the half-pipe
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ear Hfect 2: Retro Helix

Formiat: PlayStation

Eidos

.+~ Kronos Digital Entertainment
Orgin: US

R March 2001

iana returns to active service as developer Kronos attempts to iron out the problems
jith the last instalment of the series, slashing load times and improving cameras

ampling the infuriation of instant-

= | death game mechanics courtesy
== l of Dragor ir DVD (see Out

a design flaw common

calls to mir
y current fitles: loading times. This

oblem proved Fear Effect’s main flaw, and

ugh a well-crafted game surrounded such
oments, it was a factor which discouraged
any from sampling the charms of even the

scond of the four discs the game was

ad across.

“We have worked very hard - and it

as one of the main considerations when
e began Retro Helix - to solve the loading
mes issue,” asserts the game'’s producer,
ym Marx. In response to consumer
umbles, zero load times
2ath sequences - have been promised for
hich
2 is keen to implement include arm:
ckarounds and the addition of 30 to th

even following

e sequel. Other key enhancemen

vironiments, rather than simple p

ving positive ir )
D maze section, for instance

e game, and is
rom the

3ling very
t Hana, Gias, and D

wist discover three separate items. And

gess what? These items in combination have

lay the game through again and the enemies will
= campletely different, offering new challenges

Multiple endings are being built into the game,
and key decisions must be made at certain points

the power to prevent the onset of oblivion,
More than 80 enemies inhabit the seven
locations, which range from a military

base in Aighanistan to an impressively

mperor of China

ised tomb of the fi

The latter level in particular displays Retro
Helfix at its best. A combination of stealth
tactics, problem solving and frenzied

I

gun battles are required 1o su
complete the stage. Both long- and short-
range weapons can e
1 the game, and in traditional
some thought before use. Not al
for instance, will be affected by larger
hardware - some may be better dispatched
with EMP mines; the sonic boom, or the hand
cha bot can even be cimbed into
rolled at one point in the game.

‘For me, Tomb Raider is too soft,”
explains Marx, and in keeping with the
first game the title will draw on manga
violence mixed with a good dose of
Chinese mythology. Though the cartoon
stylistics mitigate against some of the

urdl al kKey pomnts

yle rer

Rain Qin (top left) is a new playable character in the game. She is closely tied to Hana, and their relationship
is integral to the plot. A comprehensive range of weapons, more convenient save points, and befter loading
times should leave the player with more time to get on with unravelling the mystery of the missing three per
cent of the Retro Helix. Manga staples including sex, massive explosions, and mutants all play prominent roles

tazer. A m

Still-improving PSone graphics

The anime style of Retro Helix has afforded the developer the opportunity to seamlessly segu
controversy, Kronos is having to alter the in and out of in-game action and FMV sequences. Although Edge is wary of lengthy cut scenes at
bloodier scenes considerably to comply tremenc o far. These
with taste thresholds in certain
lly Germany.

pense of gameplay, Kronos has managed to pull off the eff
are also some of the best visuals ever to have graced the PSone, confirming that there's
be wrung from Sony's old set-up before developers head off en bloc towards the

territaries, espe




ANaChronox

It has been a rollercoaster ride so far for lon Storm, but expectations are high for its third proper
game, Anachronox, which promises to bring console-style roleplaying gaming direct to the desktop

company. Co-

Carmacks and Romero, he worked on early

Iy

and Doom

forehead, goatee, and shoulder-le

combo - together with a juddenng law

Interplanatary travel and an imploading universe
e straightforward plot. Le

are the ba

though, and the game has the potentia

ground Paco =t (above| - a superharn wh
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ageing technology, b
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If this makes Anachronox sound
something like a cross between
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Sky Odyssey

Format: PlayStation2
Pubsiisher: SCEI

Developer: In-house

: 'L'_)r.;ir- '.Iapé..n
Belsase: March 2001 (UK)

Planes, trains, and virtual repair bills - SCEI releases preview code
of one of the more promising PS2 games from its ECTS showing
— t's reasonable to view Sky Odyssey
as SCE's answer fo PilofWings.
i After all, elements exist that appear
borrowed from Nintendo's superiative and
innovative game. Elements such as rings in
the sky you can fiy through, for instance.
MNevertheless, labeling this a simple
PilotWings copy would be unfair, for there Is
more to Sky Odyssey than that, Its concept is
that of a fight-based adventure: select an
aircraft and embark on a voyage
of discovery, Specifically, you're looking for
the Lost Tower of Maximus, and you achieve
this by completing a set of missions based
around an archipelago compnising four
islands. These are reasonably vaned, requiring
you to, among many other things, land on an
aircraft carrier, reach a neighbouring island
before sundown by riding high-speed
thermal currents, retrieve an artifact from
a cave, negotiate tight canyons, clear a
mountain range, or reach a landing strip
while leaking fuel, requiring you to refuel
mid-flight by locating a kerosene-filed train.
Your rating at the end of a sortie is
dependent on the time taken, the amount
of checkpoaint rings you have cleared, any
acrobatic manoeuvres undertaken, and the
amount of damage you've sustained. You
also get the chance to select an upgrade
for your winged craft, which then becomes
available in the set-up menu — anything from
new wings and tails, to better engines.
Aside from the main adventurs you have
a target-based game, a free-flight option, the
possibility to view your aeroplane collection
and upgradeable parts in Hangar, a Training
miode, and interestingly, Sky Carnvas — your
opportunity to indulge in some sky writing.
Utimately, however, Sky Odyssey's
greatest asset in a videogaming worid
stuffed full of similar racing, FPS and sports
experiences, is its orginality. Prolonged

play will reveal how it fares as a whole. =

- G ...
3 ‘i':r"? y

o000

It won't surprise you to leam that aithough you start
with a choice of only three planes, additional modsis
appear as you fly your way inio the game (above)

At this stage, there appears to be a fair dearse of
diversity when it comes to mission objectives

e

ot

00110

ATRORATIC PONN]S &

Two modes of control exist, with the more elaborate option offering full control over pitch and roll functions.
The sense of flight is very well conveyed, with the vanous aircraft handling in a significantly differant manner

Structurally intact
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" DeviMay Cry

Frenzied demon-slaying action from the latest Capcom creation
to emerge from the minds which brought you Biohazard

Although the shots represent sequences shown in Replay
mode, expect the in-game camera to alternate between
fixed and free-roaming positions (similar to the DC's
excellent Biohazard Code: Veronica). Currently, Dante
can also climb walls with supserlative agility and his

will the graphical detail level, which is particularly distinct

action repertoire is likely to increase come release time, as

[ hough you may be too young to remember it, two
l millennia ago legendary devil Sparda fought to protpet
L | the human race against invaders from the demonic realm.
Mow that the evil has returned it's your job to send it back to Hell

by incarnating Dante, Sparda's son.

So, it would appear that plot doesn't appear to be the game’s
strongest point. However, at this stage that matters little. Focus instead
on the seemingly relentless action. In addition to his sword, Dante has
two semi automatic handguns, which, if the cleverly edited rolling
footage shown to the press is anything to go by, appear particularly
well suited for the viclent disposal of helish beings. Should the situatior
require it, Dante can resort to using his limbs,
or, far more impressively, turn into a winged
dark avenger — the advantage of a mixed
part-human, part-demon heritage.

Though combat comes across as
ovetly chaofic from the footage, expect
actual situations to offer a more manageabie
approach to the struggles you'll engage in.
Edge will endeavour to bring you a Dewil May
Cry update soon, despite Capcom Europe'’s
refusal to let the Japanese office have any
contact with western publications as a
means of controlling coverage.

\anishing Point

et BeticastDayStai
_"ut-lsher: ﬁ.uclan

Felease: February 20(

Having momentarily spun off the console driving track, Clockwork

Games' promising racer returns, hoping to carve a new road for itself

roject Vanishing Point, as it was known then, was first
‘ | witnessed by those who bothered to look at the various

___ | muonitor screens adoming Acclaim's ECTS stand in 1999.
Shown then only as a rolling demo, it showed much promise. From a
technical standpoint, at least.

Since then Edge has tracked the project’s development, publishing
a screenshol quartet in E79, before the developer turned up at this
office in March with hugely impressive code for a prescreen (E83).

It was also hugely ambitious. In fact, too much so, as it tumed out.

The main mode of racing against 39 other drivers while 40 civilians
make their way to work has now been removed, replaced instead by
a lap-tme-based system, Theoretically, thers
are still 80 cars going around the looped
tracks (you only ever encounter a handful of
them al one time, cbviously), but how long

STAGE TIME
o4a2"
TIME TC
=0

you take to make your way from start to finish
determines your overall position. Thankfully,
as in Colin McRae Rally, your position is
updated at checkpoints so the sense of
urgency is maintained at all times.

The pleasing Stunt mode remains
in place, car selection appears carefully
determined, and handling is now much
improved. Things are looking up.

The various cars are all licensed and as such don't
feature realtime damage, which, as ever, is regretiable.
Handling is still very skiddish (influenced by the team’s
love for the sublime Sega Rally), but things are now far
more controllable than a few months back - it just takes
a little time to get used to. Particularly impressive is the
cumant sense of speed (Dreamcast version shown)

fDGE!



<essen || 3

fabletop wargaming returns on PlayStation2, with armchair generals now able to take
sontrol of some 500 soldiers in massive arenas subject to dynamic weather effects

— n Japan Koei dominates the charts with its PS2 historical
' | combat titles Dynasty Warriors Il and Kessen. Sales may
not reach epic propartions in the west, but the company’s
nsistence on sweeping FMV matched with grand batties will tap into
n audience too old or too busy 1o arrange their own tabletop sessions.

Kessen Il brings to the battlefield a stronger storyline, mythical
nagic, and greater depth of strategy than its forebear. The game engine
1as been upgraded to handle 500 soidiers in realtime (five times that of
he original), and the arenas will be thres times the size of those in
{essen. The mixture of troop manoeuvring and cutscenes will return,
dithough battalions of 50 soldiers have now been assigned for ease of
ontrol and direction.

Dynamic weather effects such as lightning
storms and earthquakes will also play a large
ple, and should add another dimension to
he experience as a whole. The prospect of
3 mighty tornado cutting across the plains,
swesping up vour force, and dumging their
nangled corpses back on to the battiefield
will strike faar into the heart of even the
steeliest armchair general. if some of the
zontrol and interface issues are resoived
rom the first title, Kessen is sure to
Jelight a legion of tabletop gamers.

Move, Gather, Disperse, and Magic commands will now
be available to the player. The magic in particular takes
Koei back 1o its roots in the Three Kingdoms Romance
mythology. Spelis must be used very judiciously, as
powerful effects can have an adverse impact on the
maoraie of your troops. Allies will alsc make appearances
at key momenis to boost the effectivensss of your force

* Formal: PlayStation2

Bloody Roar 3 = =

Frleasa: Q2 2001

Forget the Incredible Hulk - Bloody Roar is back, and while the latest instalment
s more elegant, with full 3D and new moves, you still don’t want to make it angry

NG r— heideais a briliant one. Fight one on one with a human

1 | oppenent until enough rage and energy has been stored

up to transform you into a freakish animal. The alarming

special moves which such an alteration bestows is limited only by the

imagination of the creators. Unfortunately, poor balance and execution

have marred this central premise with previous Bloody Roar iterations.
8ing Raizing is hard at work pulling these elements together to

make Bloody Roar 3 & more convinging beat 'em up. Stages will now

2 full 30, and this should become an integral part of the player's

strategy. Slamming opponents against walls and obstructions will

be possible, and animated backgrounds should make for more

atmosphere. The ‘Beast Charge' gauge

retums, but more outlandish combos

are promised. Flying creatures will be

able to mount aerial attacks, while two

new characters will become available

from previous versions.

There is still some way to go until
Hudson's coin-op conversion hits the
shelves, but the extra characters,
nteresting special moves, and the
promise of balanced gameplay should
provide some oppasition to Dead Or
Alive 2 and Tekken Tag Tournament.

il

Ltk

Improved graphics and lighting effects are a given, but
8ing Raizen will really need to concentrate on balancing
gameplay sffectively if Bloody Roar 3 is going to challenge
titles already out on PlayStation2. The fantastical beasts
which the human opponents can transform into range from
giant lizards to mythical flying creatures. Each will bring
with it & ridiculous array of supercharged combos




Format, PlayStatio

o _Publisher Huds
I _ Developor; in-hee
= Ongn: Jap

Releasa dn;nw_l;lapm} TBC (U

A decade and a half since he exploded on to the videogame scene, Bomberman is
set for a comeback, with developer Hudson keen to introduce a roleplaying dimension

— 1 thas been 15 years since Hudson brought the frantic
| action of Bomberman to a wdeogame console. To celebrate
LI nis birthday the developer is expanding the central bomb-
detonating premise by introducing an RPG element to the franchise.
Fortunately the 2D aesthetic has been retained {conversion to 3D on
the NB4's Baky Bombarman did not work so convincingly)
The multiplaver aspect which made Bomberman such a
favourite to fall out over retums, and Hudson promises extra features
and power-ups. But it is the RPG feature which is mare interasting.
A massive B0 stages covering five zones will make up the bulk of the
game. Each zone relates fo a colour: blue, red, yellow, green, and whi
and each level layout is randomly generated
o promole replay.
Other bombermen can be met on
your travels, and a theme park will provide
another source of entertainment. Enter the
park and a bundle of minigames become
available, with others to be uniocked once

Rl
F=3
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Chisling facsimilies of yourseif out of rock {right) and
ascending palmtrees to retrisve balloons (left) are just two
of the bizarre mini games which Hudson is bringing to the

each zone has been completed. Bomberma
Land is an interesting proposition on the
PlayStation, but even more eagerly

package. The RPG elements, howevar, should bring a anticipated Is a Game Advance

much-neaded incentive to the oneplayer axperience. . “hiChEO}‘ >

Unlocking extra features in the theme park and travelling version for 2001, promisesto

across the Bomberman globe will provide greater interest be fully network compatible. [
Formar: PlayStatic

" =3 = . - Publist Ie_r_K
E Devalopar: In-hot
7 Orngin: Jap

“Release :_(H_Zal!jlut.lapm: TBEI.

Koei follows PaRappa’s lead and drafts in a celebrated Japanese illustrator to
provide the look for its new rhythm-action title, which will be decidedly plot-driven

1 apan’s PS2 market has recently been flooded by music

!l | games from Jaleco, Enix and Tecmo, but it's Konami
| which has always dominated the world of thythm action,
with PaRappa and Lammy being the only cartoon heroes able to
break their Bemani stranglehold. This success was arguably due
as much to the strikingly warped artwork of Rodney Greenblat as
much as Matsaya Matsuura’s music, something that might well
have inspired Koel to hire famous Japanese illustrator ‘326" to
work on its upcoming music titie Guitar Man.

Each level is spiit into two phases. The first is an exploration
made, with the player being subjected 10 a heavy-handed tour
of the level. In the second, the player
encounters the stage's boss, with gauges
representing the health of each competitor,

Uniike most of the genre (Matsuura's work
excepted), the game is strongly piot-driven,
with a vanety of characters aside from the
bosses being encounterad en route to tha
end, Because of a recent structural redesian,
It's unclear as to how the music component
of the game is actually going to play, but the
fourplayer mode is sure to send the more
sociable rhythm-acton fans into some
kind of jamming rapture.

Ih MI‘P:J'I'!

Stylish visuals, or just an everyday snapshot of a
Japanese suburb? Despite the lack of any detalls on
the form the axe wielding will take, Guitar Man looks
set 1o bring innovation at least in terms of its imagery

040 EDGE




aviloper RebelAct
rigin: Spain

Releass: January 26 2001

As RebelAct’s visceral dungeon-based adventure careers towards release,
the meat of the title has yet to measure up to its superlative lighting effects

only conce: 1o squeamish gamers being the parental lock on
gore, Swift slices from your broadsword detach enemy limbs with
sickening ease, while gushing wounds scar your torso and drip
red texture dye all over the dungeon ficor.

Strange, then, that as reported in EBS, the truly astounding feature
of Severance has nothing to do with bloodshed. The lighting effects are
still astonishing, with realtime rendered
shadows rendk

ed from multiple (often
moving) fight sources adding a huge amount
of atmosphere. Unfortunately, the game is
badly wound
an unfathomable (t

by a poor control sys

ough reconfigurable)
keyboard layout, which makes the psyct

Tomb Raider-esque dynamic somewh
exasperating. It's a problem that's potentially
resolvable, though such an early 2001 release
date means Edge is sceptical about whether
Severance will end up being anything

other than bloody frustrating

Metal Gear Solid 2: Sons Of Liberty =

< Q3 2001 (Japan) TBC (UK)

Blood, dismemberment, and gorgeous shadow
affects encapsulate Severance’s rather specific
charms. Any object that can be picked up can also
be used as a weapon, so bludgeoning someone 1o
death with theer own limb is a very real possibility

Konami elects to include a playable demo of its highest-profile title with Zone
Of The Enders, and new screenshots and information on gameplay emerge

— onamiwould say it's a gift to the fans; cy

of ensuring Zone Of The Ender

: its a wa

orders than perhaps it deserves, Begardiess, the

ZOF in March is likaly to placate the Snake-o-ph

The demo begins with the footage seen at E3 ar

Metal Gear of the title, an

invasion by maskead soldiers (who our monosyilabic hero s

ollowing an unexpectad, ruthlessly clinical

spects are

Russian thanks to a giveaway haircut), the game proper begins.

Unsurprisingly, it's a high-res version of the
same stealth-and-snipe action that marked
the PlayStation version, starling with Snake

using a tranquiliser dart 1o send an

Instantly recognisable to fans of the original, Meta/ Gear
Solig 2's stealthy dynamic haolds all of the subtlety you'd
expect. If you fail to hide bodies property, it's likely they'll
be discovered by frends of the deceasad (or unconscious,
for those who don't believe in videogame assassination)

than an entirely new entity







0 hile it's virtually impossible
\\ ',u";a"'-‘l\l_f | to find anyone in the

\/ \.'_f game industry above
the level of teaboy who doesn't think
the future is online, few publishers are
taking the new era as seriously as tiny
French outfit Monte Cristo. You may
|ustifiably ask just who they are,

Despite the fact that none of its
management sims have ever graced
the pages of Edge, that's about to
change. Monte Cnsto’s online city-
bulding game Starpeace is the most
ambitious persistent unnverse Edge
has witnessed — and that's in both
the good and bad senses of
that overused phrase.
In its present incarmation, it's

easy to be sceptical. Starpeace is
an isometnc 2D sprite-based game
that runs in a modified intsmet
Explorer browser. Like most
management games, the player starts
with a certain level of resources, builds
some faciities, does some deals, and
hopefully makes money, Add a dash
of politics, and it's possible to run for
city mayor and gain extra powers,
The cycle can then continue on a city,
regional, country, planetary, and even
univarsal scale, depending on level of
success ganed. Certain to be popular
with Germans, but what's the big

EDGE

Starpeace

There are countless fantasy-style persistent worlds being launched online,
but French company Monte Cristo’s business-based universe has the
potential to eclipse them all with a hugely ambitious blend of gaming genrgs

The server updates the gameworld every one-and-a-half seconds, but the bustling cars
and balloons are included for purely cosmatic reasons, and play no real part in the game

deal? Look beyond this basis, though,
and a different picture emerges

“The idea was to build a storyline
and universe and fill it with as many
subgames as possible,” explains
producer Jerome Cukier. “In
Starpeace the core component s
economic, which is good because
it makes everything coherent. And
then we are going to merge this with
an action gama s0 people can actually

Format: PC (onlfine only)
ubi Monte Cristo
Developer: Oceanus
Aslease Out now

Origin: Canada/France

Phatograpy: Nick Wilson

In true socio-economic style, tha blue
areas (above) are the profitable ones to
be operating in thanks to their lack of crime
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Jean-Christophe Marguis

co-founder, Monte Cnsto

Jean-Marc de Fety
co-founder, Monte Cristo




walk in the city and fight. Then we are
going to add stories like in RPGs.”
Starting to get the pictura?

The first addition 10 the game
will be the so-called ‘llegal’ subgame,
where you Can use your money 1o
train a group of criminals and assign
them missions such as the
assassination of business rivais
And while this i an extension to the
basic economic core, it will still labour
in 2D. The scale of Monte Crsto’s
ambition only becomes clear when
Culder adds: “We actually have a
3D engine in development for the
universe,” What the company is
attempting, N iis own way, 5 ihe
creation of a viriual oning universa
that spans game genres,

*3D is cool because you can
walk in the city and youcan go in
and out of the buildings,” Cuk
boasts. “Suppose a guy wanis 1o
ooka & buliding. He cando it

sa the building

baz

" The promise is part
Tvcoon, elements of Quake,
efty dose of the massively

muttiplayer aspect of Ultima COniine -

at least. In practice,
obvious issues anse - what game
engne can oeal with such vanant
S, at what speed, and even
could be developed, who would

As well as Starpsace, Monte Cristo has seven other online games In development. The company secured $5m from venture capitalists to set out
its stall, and sees the investment as a long-term issue, readily acknowledging that it is uniikety to make money given the current online market

o play a game of such diverse
7 The rule of thumb in game

n is that great games are the

ones that are focused on one area
Think the types of people who play
[

City and Quake. There just aren't

many gameplaying ps

town planners out there. And unti
the 30 engine is demonstrated, it
sn't a given that this particular
ambition can be realised, either.
it is praiseworthy, though,

W

s the level of the ambition. Imagine
it: controlling a SimCity-style empire

with your buildings reaching up to

kies and then going firstperson
grabbing a rocket launcher and

heading out to waste a business

new pentnouse.
Speculate to accumulate
“At the moment we have 40 people,
pecple

sing on online technology by

but we plan to have

foct

“In Starpeace the core component is economic, which is good because it makes
everything coherent. And then we are going to merge this with an action game so people
can actually walk in they city and fight. Then we are going to add stories, like in RPGs"

The first activity after selecting a planet s to create a company linked to one of four trading
seals. A headquarters built in the seal's architecture and access to its technology is the resuit

" gxplains Momte
Cristo's co-founder Jean-Marc de
Fety. Formerly a vice president at
merchant bank Credit-Suisse First

on, he knows the company must

the year 2(

it recently secured $5m from
1o invest in its online
Is the first fruit of
that drive. The company has seven

strateqy. Starpeace

other online fitles in production at
prasent, although none possess
the same scope.

“| don't think the online market |s
here yet, but to make profit we need
to 1 this business. No one is
making a profit yet,” de Fety explains.
"We need the knowhow and the
hnology.” Starpeace is actually

being developed by Canada-based

Click on any building (above), and its hourly

profitability and efficiency can be reviewed,
no mattar who the current owner may be




While the scale of the game is not massive, future updates will enable players to operate on
a multitude of different plansts. At present thay are limited to making it big on just the one

underpins

which results huge mass
s being generated to track
the progress of each player's empire

Denis Bourdain

from the technical problems,

running a persistent online game

“I think it is our duty as a small company to show what the future is,
otherwise we don't have anything to say. If we stick to what the big
publishers are doing, there won't be room for our own products out there”
Making

it in America

" explains de Fety any sort, even the perso
00 players inhabit any for it will say: ‘It was bett

universe, with Cukier groans. “It Is very t

gach pla Of But that's the pn
server. And althou ambition: it's neve
snot Jame Like the rest

year will see Monte Cristo grappling

on the sarver side, with a steep leaming curve. To

than one million compound matters, it wants to take

Otwviously, all the n to game consoles by

he issue of the

VYA TUNCHO

y it's planning. But

is online or not. On the other hand, as de Fety says: “| think it is our duty

the client side of the game is relatively as a small company to show what

thin, with Cukier estimating the the future is, otherwiss we don't have

executable to be less than 1Mb anything to say. If we stick to what
the big publishers are doing, there
won 't ba any room for our own

and products out there.”






Mucllnz;;”Foot

The Guildford-based independent developer’s first
title, Urban Chaos, enjoyed a positive critical
response but bombed at retail. Now the company
founded by former Bullfrog employees is taking a
somewhat different approach. Edge talks to the
directors about their apparent change of direction

are the naw gackin' folliNot in a ch
senge, natusaivaimongn the Larafication of

masasmedia might shooest the n its way. But,

nart unclars

OUSINE NISE as
Both industries hav 3 who see thair output

as product, and thosea for om it's their

ar
corporate 1
franchis

directors — Gary Carr, Mike Diskett, and
Fin McGechie, all former Builfrog en

with flustrious garr

to make an anr

Foot's my: naxt-generatic e. The fourth

Photography: Martin Thompson



Guy Simmons

Mike Diskett

Fin McGechie
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Company name: Mucky Foot Production:
Founded: 1997

HQ: Guildford

Number of employees: 30

Softography: Urban Chaos (PC, PS
Projects in development: Startopia (P(




in the shadows and continuing to tweak and
twist the titie while the others spoonfeed each
journalist who arrives ready to cast a critical
aye over the company's second game,
Startopia. In an interview with trade publication
CTW, Gary Carr declared that the person he'd
most like to be stuck in a lift with was a game
journalist who once gave a caustic reception to
Magic Carpet 2. It seems they take the stance
that Mucky Foot creates, reviewers destroy.

Selling out to The Man

Diskett glances at the others, and, working
pauses into the sentence for dramatic effect
announces the news: "We're working on new

game for Activision, and it's the game of
the movie of the sequel to 'Blade’, so,
er, it's the game of ‘Blade 2'."

They've soid out

“We're not really sure when the movie's
coming out, but it's around March 2002."
Mucky Foot, creators, designers, and rock
‘n’ roll independents, are working on an
Activision film licence.

7 :Jr::t;am- come across to every

bad, bacause, as

t once was: “We've definitaly moved on from
the '80s, where Ocean used 0 knock out 37
films in a month — Contra, Total Recal
FRobocop — all the same, all platformers.”

Carr cortinues: "if the game's nght and the

\5 ; M“"h
2y “IHII'PIHW

t al that
out, the film lcence sn't what
Ve

licence is good, they help each other. No one
would say that GoldenEye did well because of
James Bond. It was just a good game.”

“In a way,” Diskett adds with a grin, “we
almost feel like we're working on the sequel
to Urban Chaos, because it's a similar style.”

It all sounds slightly apologetic. but they
have a point. Limitations always manifest
themselves, somehow. Get rid of
preconceptions caused by 15 years
of terrible licences, and Mucky Foot's
newast project sounds less like a betrayal,
and more like good business. Carr certainly
sees it as a breakthrough for the young
company: “it's a major thing for us, really,

“We’ne working on a game for Activision, and
it game of the movie of the sequel to
‘Blade SO, er, it's the game of ‘Blade 2™

because Activis

WErS very ing
sort of gritty fee! they wena o
heard of us through that - we were the guys
who they felt wera going 1o expand upon
that sort of style - the sort of near-future
gritty feel of the first movie

“The thing ls, this is different. it's the first
time any of us have ever worked on anything
that isn't our collective idea. It's a different
discipling, and it's quite interesting because
we're going to be fimited as to what we can
do because of the plot, but we've been given
as much freadom as IS possibie within that
The actuad evel design and the concepts are

They'd

al down 1o us, but # 15 gong 1o be quite an

e to try and read something

] that's Deen Crealed

The inner deck of the Startopia torus contains an ecosystem which can be used for entertainment or profit.
Temperature, humidity, and terrain and water levels can all be altered, and wildlife will respond accordingly

| *Oh yeah, _'mﬂ-hn.-na

| mmwmmm- i just
Looking at resity,



Ten different lifeforms exist in the Startopia
universe, each with their own race-specific
personality traits. Carr recounts one moment
where, when a fight breaks out in the maintenance
deck, one of the characters nearby goes into a
‘blind panic routine’, collapsing and burying his
head in his hands, Until he witnessed it happen,
he had no idea that the routine existed at all

The indie ethos

Diskett, too, is adamant that the limitations
won't effect Mucky Foot’s independence:
terms of creativity, we are limited in that it's a
film, so there are aspects of the plot we can't
reveal, and there are things we can't do with
the main character. It is limiting, but it's no
mere limiting than any other game. You can do

"In

any game with any publisher and they're going
to be on your back. You've still had a loss of

craalivity because your publisher is pressing
you and saying: “Well, | don't like that aspect,
you've got to change that.”

Based in a retail park in Guildford, Mucky
Foot's working environment takes the bedroom
coder aesthetic to its loaical conclusion,

Maybe some of that comes from Diskett

himself, who grew up coding for the Vic-20
and writing Amiga shareware software, and

who nc

W espouses the beauty of Playstation2

110 me it's a dream system - it's back
good old days of assembly
programming. It's different, but it's also quite
pure.”). Whatever, the offices are a world away
from the coolly efficient EA surmoundings the
ex-Bulifrog boys could have found themselves

vorked out differently. Here,

| mpany's two current projects.
The curtains are drawn. They work in near
darkness. Wouid Diskett regard this as the
perfect old skool atmosphere? “Well, we're
all quite old, aren't we? We all attended that
old school, Because we're 25 to 30,7

=... Fve,” interrupts Carr. "But it's more
than our age, it's that most of us have been in
the industry from the mid-"80s, so we're old in

The torus provides a unigue playing field for Starfopia's levels. Disorientation is prevented by having the game
camera fixed to an orbital track, meaning gamers are rarely dizzied by the peculiar nature of the structure



that respact. We have a lot of experience that

we don't want the industry to forget, and we
want to evolve that old working ethos into
2000. We need fo think forward, but we don’t
want to chuck away everything we've learnt.”

They're utterly independent, too, a difficult
-hieve when publishers are so keen
g to their amnoury of exclusive

on add
develo
aren't so many levels of management,”
explains Carr. “Mik director, and he’s

also the lead programmer on our PlayStation2

project. I'm a lead artist, Fin's a lead ariist. We

all chip in, anc do wihat we did ten or

ecause | think if we event

years ago. B
to move up the ladder
if we had to just sit b and wear a
suit, we'd do something else, because it's all
about doing computer games.”

For a second, Carr's attention wistfully
draing away, like he's imagining a world whera
he's free to sketch out and realise idea after
idea, without needing to worry about PR or
sales or release dates. Or maybe he's just

wd do something dul,

rememberad exactly how in love he
Startopia and Mucky Foot: "Mucky Foot's a
great vehicle to carry on daoing what you want
o without someone telling you what to do. It's
the best reason to form a company.” Which
surely, makes it all the more depressing when
you see your old company consumed by the

might of Electronic Arts? “Well, it was inevitable

Greys often make good scientists, but since each character pe

their own

it's always wise to have a closer

look before hiring them. Here, one of the less motivated little guys takes some time out to appreciate a Startopia sculpture

BT

really, probably because there was an offer
made for Buillfrog which couldn't be refused.
Once it became worth an obscene amount
of maney, it was gone. It would've been foolish
to turni it down. But from that point Builfrog
was no longer this group of people who were
doing these grest creative games, tuming
them round refatively quickly, and free to

uch what they want under the
reputation they had. Once it became EA,
theyy concentrated on franchises that the

public knew instead. Noone knew itas a
badge name company. And that's why | think
most of the more creative, mare important
members of Bullfrog decided to leave.”

Going it alone

For Diskett, McGechie, and Simmaons, that
time came at the start of 1997, when they
announced the forming of Mucky Foot
Productions. Their first title, the millennial
dystopia Urban Chaos, was published by
Eidos in Decernber 1989, and while it
generated excitement in the press, sales
figures didn't match what the team feels the
game deserved, ‘I think it was overlooked,”
says Diskett, "and | think part of that was

the subject matter we chose. Playing a black,
fernale, rookie cop at the turn of the milennium
just wasn't attractive to enough people. It
doesn't have that impact of, say, Blade.
There wasn't an instant attraction.”

Buildings are placed tile-style on the fractionally
curved surface using a system that will be familar
to all of those who have played a Sim or Theme title
before. Once constructed, the contents of rooms
can be altered - for example, the spacestation
owner who notices his crew are sleepy might

want to add some mare berths to a cabin



you're going to buy an S game, you'll buy

Tomb Raider, because it's established. | mean,

Id sprint around & col

nptom

, coding for c

nc gimmicks

ame dyr



Statlon employees can be hired, promoted, and -
if they're too lazy - fired with the click of a button

grand vision, or ar nvith the

S it has to

oders, the d

play game
punk rock

y beneath the
out that stuff,

game ideas."




Richard Lemarchand
senior game designer
Soul Reaver 2
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Marc David :

lead programm
Soul Reaver & r




Inside...

Crystal
Dynamics

Eidos gobbled up the company that created
Gex in 1998, but the Silicon Valley outfit has
maintained its identity, forging a successful series
in Legacy Of Kain at the same time. Edge gets
its teeth into Soul Reaver 2 and Blood Omen Il

argProyd Bifthair athevaments. The fayarof
Haos"studios in the heaefSan Fran@isco'is
ik'adiavish trophy foom ata'Suctessiul fooibal

club. The high glass cabinet verware

and Lara Croft merchandise a
desig to impress clients, but also
confidence which the company s feelfing just
days after the launch of PlayStation2. But thera
is little time to inspect the spoils of victory before
your comespondent is femed along the freeway
out to Siicon Valley and the home of Crystal
Dynamics, the company which Eidos
purchased outright in Septernber 1998,
Although it may be stretching the analogy
somewhat to say that there is also a valley
batween Eidos and its subsidiary in terms of
approach, there is certainly some disparity.
Things are simply done in a slightly more relaxed
and — to use a Calformianism

e Cieany

eflect the

ganic manner
at Crystal Dymnamics. The rec )
5, of course, but they are not so
prominent, hiding somewhere batween the front
desk and a pot plant. A platinum disc for Gex

litles were released on the n
and they even bear Trip H

Crystal Dynamics was fou
Palo Alto, California, and burst on to th
‘N Bum -

portent for the 3DO

upon release for $6¢

acclaimed, but the

The games were critic
stemn did little to enhanc
Crystal Dynamics’ then growing reputation as
a

golden developer about to stir things up.

*| started at Crystal in ; 1995 helping
finish up Gex for the 3D0," notes Richard
Lemarchand, one of Crystal's senior game
designers, and one of the few remalning team

members from that period. "Describing all the
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Razial still retains his main ability in Soul Reaver 2:
the power to re-energise after sucking in the souls
of his victims. “It's just a bad ass move,” says
Hennig. “He's embarrassed because he has no
lower jaw and there is just this big exposed soft
palate. It is terribly humiliating," Losing his energy
maeans a trip back to a waypoint, although Crystal is
ensuring this is less taxing than in the first game i

Crystal is pushing PS2 to create grandiose environments for Raziel to explore in Soul Reaver 2. Enter a
new area and the sense of scale is conveyed particularly well. Elemental Reavers will unlock certain areas
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as time trave! stones go,” relates Lemarchand.

It's convoluted, but in essence the two main
character’s fates are locked together, “The
game is themed around the question of destiny
versus free will,” continues Soul Reaver 2
director Amy Hennig. “it spa

well before Blood Omen, as w

during, and

= W0 robll

The staking of victims returns, though Improved
animation makes the manoeuvre even more grisly

The team is keen to make the player think about how to overcome problems rather than just using trial and error to
progress. Each environment in Soul Reaver 2 will contain a central puzzle with surrounding rooms supporting this idea

Legacy Of Kain: Soul Reaver 2
Of the titles Reaver 2 is the

e and is slated for a March 2001
release on both Dreamcast and PlayStation2.
It is the game which Crystal is clearly most
eager to show off. “In the space batween May
and October we built the entire PS2 engine,”

most complat

ally gave
than simpie
mon on the
PlayStati sy have added a whole
layer of logic to the game,

“The point is that nane of us want you to go

continues Hennig.

i a room and then there's a goal in that
rocm, and then you open a door and you

do he same

Before we build ar lay out the entire

th as 1o support that idea.

This approach to level design is curiously

ar again — nothing's interactive.

.|.|.||;|,i'|ﬂh'llﬂ,'ll" I

Raziel can still use his damaged wings to glide
across small chasms (above) but extra physical
characteristics will not be added. Instead, the
elemental Reavers will providea many of the puzzie
mechanics in the game. An lce Reaver, for instance,
can freeze large bodies of water allowing access

to fresh arenas. The fire Reaver can then unfreeze

these, generating many more possibilities
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1ed by the management philosophy
at Crystal, w

towards a common goal. Lemarchand

ich sees everyone pulling

explains: "l think that came about because
the games cevelopment veterans instrumental
In setting up Crystal were keen 10 avoid the
kind of bursaucracy that can result when a
chaotic, organic process like making

unmanaged. Even when an

erative

and networked e ours, with decision-making

devolved to those ‘artisans’ In the best position

own work, it's

to make deqisions about the

demonsirating here 1S that we can use
objects and place them contextually to

tngger cinematics,” says Hennig. "Nothing

is hardwired, so programmers have to do
something special, Artists can also work
together using all the means and the tools
that the programmers have provided for
 cinematic effects.”

% wide open,” adds

ermarchand
Emarchand

ed us to create really
slegant innox al the core of the

what we went for.” At

jemental

5 weapon wilh

and also add anew s

“One of the criticisms of the last game was
that there were too many permutations for
puzzles - it was too much like an IQ test”

d 1o have

S0 In evidenca. But when it comes to
level design and problem setting the
working hard to offer something novel

game. "C

T IS

frustrating than the previo

the last game, and just

1al

vere 0o many

remarks Henmig

B mechanics have been
hard, not just 10 avoid
verything' app

give everyone on the team -
artists to programmers — the opportunity to
come up with their own Ideas, "What we are

says Hennig. “The forges are
irit. Each one has its

air, water, earth, and sg
awn impact on the gameplay. So, the light
reaver can lluminate the very dark areas which
can be a huge benefit to problem solving.

landfall for a bunch of mechanics, because
each one has from anywhere from three to six

As Blood Omen If progresses Kain will gain in strength. Extra powers called 'glyph’ skills can be obtained.
Some allow him to leap further, and others glve him the power to control the minds of weaker victims

]q % - L

eSS

These early screenshots still give a good indication
of where Crystal wants to go with Legacy of Kain:
Blood Omen Il. Due to Kain's particular predilection
for plasma, combat is to play a key role. Anyone

in the game can be chosen for a victim, and after

a bout of intense swordplay blood can be
extracted. Not in traditional Dracula fashion - it

is propelled across the screen in a bloody spray
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Kain can travel into the heart of Meridian
committing atrocities in Blood Omen I, but

the locals will quickly mount a concerted attack.
Stealth is required if better progress is to be
made - so his ability to hide in the shadows is
key. Victims can then be plucked from the streets
dragged down dark alley ways and dispatched

in a more surreptitious manner

mechanics associated with it which are very
unigue, and the player has to constantly think
how you use them with each other.”

The clever use of puzzles linked to the
spectral morphing is Sow! Reaver's strongest
element, promising gamers an accessible
game with depth at its heart. In terms of
structure the Crystal team is glad to note
inspiration from a familiar source. “We are
all huge devotes of Miyamoto,” admits

Hennig. “The whole goal here is to have

this epic interconnected world, which is

where the whole idea of data streaming comes
in. The player experiences most of the world
by travelling across the landscape, discovering
all these areas which they can't reach or solve
yet because they haven't earned the
appropriate mechanics. So you will see all
these little fonts which haven't been lit yet —

a bit like the windows in Mario 64 — they aren’t
turned on yet, but you know they will be later.”

Legacy Of Kain: Blood Omen Il
Downstairs, and, rather fittingly, in a slightly
darker part of Crystal's development studios,
is the team working on the sequel to the
millior-selling Blood Omen: Legacy OF Kain
There won't be many who will be surprised to
hear that the second title in the senes will be a
huge departure from the oniginal. It is four years
old, after all, and the top-down aesthetic
couldn’t ook anything but outdated on
PS2. The titleis o way through its
development cycle, though Crystal is
hoping for a release before Christmas 2001,
“We first of all wanted it to be a lot of fun to
play an evil character,” begins Mike Ellis, lead
designer on Blood Omen . Those who played

Townsfolk and the night watch are easily defeated, but there will be plenty of more devastating enemies who will challenge
the player in Blood Omen Il. Each of these will have different weapons, and different fighting styles and attack combinations

< 064

the original title will recall the copious amounts

of blood which Kain needed to ex
victims to survive. “it's not like we'ne trying to
be Beavis and Butthead — look at us, loads

of blood, isn't it cool - but a vampire game
without blood would be ke a race game

st cars. Seriously, though, the blood
is a large part of Blood Omen's heritage, and

t from his

= the onginal game we're using it as currency
carse and effect feedback to

re not trying to replicate the
ome past games in which once

first title, Kain must search the capital city
of Nosgoth, Meridian for his powerful Soul
Reaver The title s already beginning to take
acivantage of the extra grunt offered by PS2.
Gone is the overhead perspective, replaced
with & powerful thirdperson engine. The battle
sysiem is particulary imprassive, with intuitive
controls and dynamic blocking manoeuvres.
When Kain parries attacks they are not just
made at one point along the blade, but a
sophisticated animation engine ensures that
the blades meet in different places. This a
cosmetic touch, but one that adds fluency
and drama to battles. Ellis promises that the
combat will be a main focus: "enabling the
player to take the weapons of his victims -
gach with their own combo, grab attacks

and finishing moves.”

Graphically, Meridian is a dark, brooding
city replete with an entire community of people.
Blis showed Edge Kain's darker side by having
him knocking a peasant to the floor and
kicking her in the ribs. “Every character in the
game can be ignored or attacked,” he points
out. “The human characters will generally be
wary of Kain, but can be interacted with.
Should Kain become more aggressive or
display powers beyond those of a2 human
then peasants will bacome frightenad, and
the Sarafan [Kain's main nemesis] will attack.”
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While it appears to be struggling to attract a mass
audience, Dreamcast is now the platform of choice
for hobbyist coders and hackers. But what exactly
are they doing with the machine, and where will it
lead? Edge talks to Sega’s unknown developers

a piece of computer hardware is
like having a child — it only really \
belongs to the parent when it's in the

I n one sense at least, developing

womb. Beyond that, however much
protection it is afforded, it becomes
public domain, open and susceptible
to outside influences. And those
influences don't always have the same
plans for the progeny as its parents.
Which is why refeming to a console
as a closed system (as opposed to
the open, free-for-all architecture of
the PC) is nonsense. There is no such
thing as a closed system, as home
coders have proved since the dawn
of videogaming. The SNES was a
popular homebrew system, as was
PlayStation (helped no end by Sony's
groundbreaking Yaroze project), and
in Japan there is even a cult mag
dedicated to console modification.
This is nothing new. Dreamcast,
though, Is proving especially popular.
There are already dozens of sites
dedicated to DC development, the
dev channels on efnet are frequented
by hundreds of pecple, and one of the
key players in the scene — www.boab.
co.uk — attracts more than 10,000
hits a day, It's not hard to see why
Sega’s machine has attracted special
attention: it's powerful, the architecture
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ward, and it uses

ty components (specifically the
Hitachi SH-4 CPU and the VideolLogic
PowerVR graphics chip), so there Is
source code and info

available on the Internet.

‘it's also an entirely new arsa
to wark with," adds Mike at Atani
Software, who chose not to identify
himself furthe

and is currently porting

a Mega Drive emulator acn

*There are so many unkno

of the machine that people wal

know about. The only thing we can

for certain is that it can run
I\ ")
Other than that, it is a challenge to get
the hardware to do what you want."

indowsCE and DirectX games.

Indeed, getting the hardware to do
what the homebrewers want has been

process. The very first

g the console to accept code
extermal source, via a senal

. This involved gaining an

anding of the DC boot system

and then developing 2 piece of serial

port monitar software whic uid be
burnt to CO-ROM and run on the
systamn. The next step was to actually
make a PC-to-DC serial cable. One

er, Marcus Comstedt, came up

Mike, who runs the Atani software site, is currently porting a Mega Drive emulator to DC

with an interesting solution: maodifying
a standard Dreamcast-to-Neo-Geo
Pocket cable to work as a PC-to-DC
connection. The only problem with this
is that data transfer Is incredibly slow.
Brian Peek, for example, is currently
working on a conversion of the PC
Neo-Geo Pocket emulator NeoPocott,
which is 400Kb. Unfortunately, the
senal cable transfers data at or
5Kbs —a tex
pro

5 and time-consur

continually
debugging
it up to check it.

tware and loading

There are other solutions,
however. A veteran demo-coding

PC. Emanuel Schleussinger, aka
Tubooboo, is working on a DC port
of the excellent PC SNES emulator
SNES 9X; US outfit Ganksoft is
bringing the Neo-Geo Packet
emulator, NeoPocott
machine; there a

r to Segas

and Game Boy emulators on the way
courtesy of Ned Heller and Cyrus the
Virus respectively.

This infiux of emulator ports
s understandable. The PC source

code is already available on the Net,

50 coders sim
run on DC — a siightly less daunting
introduction to DC coding than try

/ have to adapt it to

“There are so many unknown features of the machine that people want to know
about. The only thing we can say for certain is that it can run WindowsCE and
DirectX games. It's a great challenge to get the hardware to do what you want”

Boob.com is one of dozens of sites dedicated to DC development, and gets over 10,000 hits a day

group named Hitmen achisved

notoriety by being the first amateurs
to get a DC demao up and running,
which it demonstratad at the Mekka
Symposium Scena party last Easter.
Hitmen used a proprietary Dreamcast
debug handier to load data from a PC.
Since then, a company named Double
Dutch designs has developed a
spesd transfer card that can shift data
at 100-150Kbs —a much more

high-

desirable work rate. So now the
floodgates are open, and dozens of
interesting projects are underway in
the homebrew sector. Admittedly,

many of them are conversions of
emulators already avallable on the

tch, There

3me from

3 SOMe New apps appearning,

though; a simple conversion of Pong
can be found, and there are MP3 and
MPEG movie pl :, aithough both of

ed with

these have been deve
aitv

D

=3 that questions of

It Is in this an

i

legality 2. On the face
naor

S ng of a grey area. Most of the

n DC development

pies

pioneenng work has been achieved
through reverse engineering the
technology (in other words taking a




NeoPocott Match OF The Millennium

NeoPocott Metal Siug 2nd Mission

NeoPocott Cotton

Work in progress

1. Ngine - Schleussinger describes this
project as: "A more or less stable kernel
for porting emulators to the Dreamncast
You can think of ngine as an abstraction
layer like a very, very early version of
DirectX. This will allow any program
written using ngine for input/output to
instantly run on a multitude of platforms,
as long as a driver has once been
developed for it. Ngine Is nice because
it is so simple. It cannot do much, but
what it does, It does very fast.”

2. NeoPocott - NeoPocott is Brian Peek's
conversion of the PC Neo-Geo Pocket
emulator designed by Julien Frelat. Still in
the very aarly stages of development. the
project was Inspired by SNK's decision to
pull NGP out of western markets. “I don't
want to see the machine or its games
forgottan,” says Peek

3. DC Jackal - Ned Heller's DC port of
the PC PlayStation emulator has, again
got a long way 1o go before a public beta
“Some major problems I've run into are
getting the DC hardware to read the
certain sectors of the PSX game CD,"
explains Heller, "Also, porting from an
OpenGL app to a Glide app has been a
little confusing. Overall the most
disappointing thing is its compatibility, but
| hope to have something running soon.”

4. DC Generator - Another early emu
port. this time of the Sega Mega Drive
“The biggest problem to date is the lack
of a GUI (Graphlcal User Interface)”
explains Mike, of Atan software. “With
my Windows port of Generater
(hitp//www.squish.net/generator) | had a
nice and simple console-based GUI
which did most of the functions you
would need. Well, with moving to the
DC | am being forced into writing a
compietely new GUI system from the
ground up. This means lots of new
problems can come up with reading

the games from the CD. But for the
most part it was a fairly straightforward
port to the DC, thanks to James Ponder
loriginal author of Generator].”
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Essential kit
Apart from a PC and a DC, what do you
need to start a homebrew project?

1. Serial cable — Marcus Comstedt's
rough and ready Neo-Geo Pocket-
based cable can be easily put togsther
if you have a semblance of electronics
knowledge (go to hitp://mc.pp.se/de/
serifc.html for info). Keep an eye on
the main scene sites for news on
faster solutions as they arrive,

2. Programming knowledge - I would
say either C or SH4-Assembly skilis

are essential,” suggests Schleussinger.
“A good grasp of GCC, Unix directory

trees, Make, and so on are also needed.

There are a few people who want to
write drivers for chips inside the DC,
such as the AICA soundchip, and that
will require skills on a hardware level as
well. Also important is a general grasp
of address space inside a maching, and
a bit of math (like matrix calculation)

wouldn’t hurt either for simple 3D apps.”

3. Software tools — there are now plenty
of free tools and source code examples
on the Net. Again, the best thing to do
is check out the key homebrew sites for
what's available and leave messages on
the forums if you need more info. If you
want to go the illegal route and try and
blag a WinCE SDK - allegedly the
easiest way into DC development

(especially for Windows programmers) —

you're heading into warsz territary,
and the homebrew sites are unlikely
to be able to help you out,

<070

Dreamcast to pieces and figuring
out through expenmentation how it
works). This procedurs is technically
legal, as Codemasters proved in the
late *80s, when it was taken to court
by both Sega and Nintendo for
developing its own carts for the Mega
Drive and SNES systems, having
reverse engineered the technology
in-house. Codemasters won,
Furthermore, a lot of the emulators
currently in development are using
free developrment tools, coded by
amateurs and frealy available to all -
there is no copyright. patent, or
trademark infringement here.
However, where things get a
little murkier is in the use of pirated
software development kits. There are
essentially two official SDKs for
Dreamcast — the WinCE kit, which
most developers use to port their
PC games over to Dreamcast ("The

Dreamcast is proving very attractive to homebrewers, and a large online community exists

quickest and easiest method of
programming for DC, since the
graphics AP is DirectX, as used in
Win32 games,” according to Cyrus),
and the Katana kit - the main set of
software tocls used to create original
DC games. These have both been

leaked an to the Net. Not only are
these copyrighted by Microsoft and
Sega (and thersfore ilegal to use
without a licence), but any app written
with them requires the Utopia boot
disc to run on DC, and this itself is a
hacked product, widely used to boot

Reverseefglnea'lng is technically legal, as Codemasters proved in the late
"80s, when it was taken to court by both Sega and Nintendo for developing
its own carts for the Mega Drive and SNES systems. .. Codemasters won

pirated games. Even here, though,
the law doesn't really apply. Very faw
of the pecple Edge spoke fo are
making any money out of DC
development — they're doing it for fun,
as Schleussinger states: “We'rs not
trying to steal anything from Sega.
We are also not here to compete with
the briliant professional development
teams out there. All we want to do is
play with Dreamcast, and to make it
do things it was not Intended for, for
our own amusement.” And if no one
is making any money, or potentially
stealing profits form Sega, why should
the company go to the expense and
inconvenience of a legal battie?

o

el scdhnce

Sega’s own position on this is
ambiguous. Serge Plagnol, who
heads up Sega’s Dreamarena
initiative, says: "The problem is some
IP technologies used in Dreamcast are
not owned by Sega but only licensed,
and not all of these technologies are
announced to the public, Those who
are using the IPs incomectly could be



potentially this issue.

liable to Sega — | think that is I
“However, |'ve baen closely

easily burn a CD of the game, which runs

The Quake story
Several months ago an Australian codeshop
named Titanium Studios announced that it

following the work of a group porting
FreeBS0 [a flavour of UNIX, similar

to Linux] to Dreamcast. These guys
seem very cool and are only doing it
because it is interesting. They'd like to
use Dreamcast to control Webcams,

had ported the original Quake over to
Dreamcast in around a week — as a spare
time project. The company’s Web site
(www.titaniumstudios.com) insists that it

in conjunction with the Utopia boot disc
(& pirated system disc which allows you
to run bootleg software), and it's a fair
conversion. Quake is important in that it
shows what can be accomplished in a

cannot circulate the game, and yet the code
has found its way onto the Internet. You can

relatively short space of time - if you have

use it as an MF3 player, or as a chea ey =
: RE B the original game’s source code, of course.

horne computer. | think this is great.”

Despite resenvations of the
crossover between homebrew
development and pirating, Plagnol
aven states that he'd like to release
some kind of DC programming
language to the public utiising the
mouse and keyboard, which is
certainly an open-minded and
interesting stance.

Mary of the programmers involved
in the homebrew scene go on to join
legitimate development teams, where
their expenence of iInnovative coding
and really hacking at the technology
comes in incredibly useful (there are
very few university courses that will
teach you how to communicate with
the SH-4 chip effectively). Shiny
Entertainment, Bizarre Creations,
and Lionhead routinely recruit from
the demo and emulation scenes, and
if these coders are so immersed in the
DC community that they go into DC
development, so much the better for
Sega. At the very least, a thriving
homebrew scene — and the legally
produced software thereof — can only
boost publicity, as Cyrus maintains:

“I have been in off-the-record
communication with Sega, and
obviously they would object fo

anything being commercially released.

But as for home-developed, publicly
available software, it can only help to
boost the popularnty of Dreamcast ™

What happens next?
As for further projects, no one is

that more videogame source code
will siip out on to the Intemet and
land in the hands of eager bedoom
coders. The availabiity of the onginal
Cuake source has led to a DC
conversion, and who's to say
more games won't follow?

The only certainty is that this
Infatuation with Sega’s machine won't
last forever. By the very nature of the

“I've been following their work. These guys seem very coal, and are only doing
it because it is interesting. They'd like to use Dreamcast to control Web cams,
use it as an MP3 player, as a cheap home computer etc. | think this is great”

really talking about the future. Most
of the emulations mentionad here
are still works in progress, and until
these have been finished most
members of the community are
unwiling to speculate about what
they'll be capable of next. Cyrus
mentions working on a word
processor or picture editor, and, as
many of the homebrew community
are in regular contact with the ‘real’
development community, it may be

homebrew scene, where the
challenge of hacking the hardwara

is the main mofivation, it won't be long
before they move on. Schieussinger
says: "Without using SDKs it will get
harder to reverse engineer a console,
although it will ailways happen In the
future. | know two or three people
who have already managed to get
'Helio World' to appear onscreen from
PS2. | will try once | have saved

up enough to get one.”
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Development hell (pt 2)

Following last year's exposé of what happens when videogame
development goes wrong comes a second look into this most
unfortunate area. This time around, most testimonies come from
individuals who wish to remain nameless, for some reason...
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°Roughing it in Kensington

‘I have o say that probably my favourite
memary is from my time at VIE, although you
couid say it ends up with quite the opposite of
development hell. | was working on a football
game (whose name must be withheld to protect
those that worked on i) with a company called
ARC Developmants. The titie had siipped, and !
VIE had put quite a lot of money into the product
Just a month before beta it was discovered that
ARC were in trouble, so much so that it is
alleged that they were not paying tax for their
employees aven though they were deducting it.
Very quickly after this they were declared
bankrupt and shut down.

VIE had to work fast, and we managed to
get all necessary source code to complete the
game (don't ask me how, you wouldn't believe
me even if | told you — let’s just say it involved
wadls of cash, brown paper bags and a
Maongolian barbecue). Luckily we didn't need
all the team to complete the game, and we
oot in touch with the six people we neaded
to finish all versions.

Cur one remaining problem was relocating
them to London for the ten or so weeks neaded
1o get everything finished. The decision was made
1o g=t them a large fiat, not too far away from the
VIE offices, for all to share. Simple, you might say,
but with VIE being in Kensington the fiat that was
found was a six-bedoom, five-bathroom mansion
flat overiooking Hamods. So, from almaost being
chased by the tax man for non payment, six
lads from Walsall endad up iiving the life of
luxury in Knightsbridge. Unbelisvable.'
Anonymous
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A faceful of gravel

‘Codemasters producer Guy Wilday and
his team wers out with Colin McRae,
recording gravel crunching noises for the
second game in the seres, Guy asked
him to do one last really major swerve _
across the gravel, then sat down at the i gty ]
side of the road with all the recording
equipment, getting It tuned up, Anyway,

Colin comes down at something like one
hundred miles an hour, and showers him

in gravel, cutting him on his chin and all

over his face; Cue one trip to hospital...'
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It was 1885 and | kept getting phone cals from a guy called Dominic Wheatley at a company called Domark. He would say: “David, | have a product
|ust for you. Come and visit me and Mark (Strachanj in Wimbledon.” | would always invent some excuse for not gong, because we were doing a very
hectic project for Rainbird at the time. Anyway, after about eight weeks my resistance had womn down so much that | agreed to make a meeting one
aftarnoon in London. That moming invoived a long, hard mest with Tony Rainbird, and | decided that | realfy couldn't be hacked to go all the way o
Wimbledon. So | phoned up Dominic and told him that my car had broken down and that | wouldn't be able to make the meeting after all. [ isft the
British Telecom bullding, and & car drove straight into the side of mine. After my car had been towed away, | now had to get home by other means,
50 | deciged | might as well go to Wimbledon anyway. | tumed up, and Dominic and Mark asked me if Oxford Digital wanted to do the home
computer versions of Trivial Pursuit. | said yes. And, er, it went on to sell one-and-a-half million coples.

David Pringle, Empire Interactive
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Good versus evil Sl
i TR 1) .”JI,IIHH! [ ||
Forme. there's aways a motumof | "mhm&yuﬂm;lmﬂmﬂj“
thinking: 1 hope people an: going | going to Richard, and i)
10 work hawd, | really hope peopleare | | |
going 1o work hard. How can | get (4
poople 1o work hard?™ And thary wher
fdo get people to work hard, | feel | |
insanely guilty, There has been a real i
mightmare lor me on Black & White. One
of the chief programmers s Richard |
Evans - he's doing the Al for the
creatures, which is inciedibly important.
He's a wonderlul person to work with,
and really believes in the project, and
wouldn't do anything but work incredibly
March. He comes over 1o me and says:
“Peter, |'m a bit wormed about something.
I've just got my wife pregnant. | hope
that's okay?* And | say: “Richard, of
course that's okay, don't be ridicuious.” 0
And he says: "Well, I'm a bit womed that W DEC |J
the game might not be finished befors mmwmwmmun i1l
the baby is bom.” | said; "Look, Richard - g the game. You ||| ]|
that's Novernber. We're going to be g 11111 “'*
finished, and we're going 1o be on ﬁstmm«mmmﬂm‘u |||un |||u||
some South Sea island somewhere. -memmumw ‘.|:1|'||1 i:q

“You'd demo to him and he'd sit there, and you'd [ it
think: Is he awake? He'd just stare at the screen. A e ey sas st be b

This drove programmer X to bursting point’ coerand close s vas oty

T
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Ship Of Doom sails into Parliament

‘It was one of my first games, cailed Ship Of Doom. It was a text adventure, and, like all text
advertures, it had a parser. The thing about the parsers in those days, and to this day, the
incredibly frustrating thing IS that you know what you want to say. but you've got to work out
how to communicate that via the interface, That's one of the golden rules of game design - that
the imerface must be intuifive and not stop the player doing what they want to do.

Of coursa, people would use explstives with adventure games. | believe Ship Of Doom wes the
first game that when you typed in an expletive it would understand you. That in itself was quite
fun, if a little bit puerie. But thers needs to be a justification for it. So about halftway through Ship
Of Doom, you came across a plaasure room, in which there was a female androld, The puzzie
was something sily - you had to steal her comb, and use the mirmor to reflect her ~ you know the
kind of stuff; But if you actually typed in the expletive with this android, the game would
understand and respond. But it would respond in an entirely inoffensive way. So if you typed in
‘Fuck android’, then it would give you a reply ike “She suggests you use a screwdriver’, or 'In the
heat genarated, her leg flles off". Just silly, inoffensive stufi. Anyway, that was all fine, and people
thought it was great. But then a Scattish mother discoverad Littie Johnny typing in 'fuck andmid’,
and got really, really offended that it actually understood it. She complained to Aberdeen Rape
Crisis, who then in turn complained to their local MP. And their local MP decided to take it further,

Mow, this was back in 1884, and the Obscene Video Bill was being discussed at that time. If
you remember, the Obscene Video Bill was brought in response to a lot of very violent videos, lIke
“The Taxas Chainsaw Massacre', sweeping through the whole video industry, During a debate,
this MP stood up and said: *| don't think that the bill should be limitad to videos - | think it shauld
include videogames as well, I've had a complaint from somebody wh talked about this really
horrible garme, where you can type 'expletive android', and it will understand IL." He got whipped
up into quite a frenzy,

The whole thing was full of hypocrisy, The wonderful, pinnacie of hypocrisy was The Sun,
which had on page three a topless woman en the top half, but on the boftom half had ‘Computer
Masty Zapped By Tha Sun'’. You just had to lock and Bugh. Somshow. people’s values were 50
screwed up that thera's a semi-naked worman on the top half of the page. and what was really a
very inaffensive videogame at the bottom, and The Sun screams out: This is filth! This is homibie!’
Thankfully - for my wellbeing, becauss | think | would have been nched # i had gone through -
Parliarment in its wisdom decided not to include videogames in the Act.

Charies Cecil, Revolution Software
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The kidnapping

This Integral member of a development team was
asked th work compistely mad hours - he just had

to kisan staving, and staying. Eventually, he just got

50 fed up he walked ot But the development house
sent the peoducer and a couple of guys overina 3
car 1o get him back. They actually bundled hirmn

into a car, crushing his ieg in the door as they did

so. Basically, they Ridnapped him. Yas, he did end

up calling the palice. All tatally outrageous, really,”

"You remember Soldier Of Fartuna? And how it was publicised almaost entinsly on the dublous ‘merit’ of its authentic violenca? Wi, In
missians in America, if you shol infocent bystanders. there were gamaplay-onented repercussions: # was prefty impiicit that shooting
civifians wes 3 bad thing. Well, &-iater level was hasad in Iraq. There was this shtire section that contained Saddam Hussain - | think thay
thought it was humonus, of topical, or something. Wetl, it was after the game's reléase; and a fow peopie noticad that you could shoot
mnocent Arabs in the Irag| levels, and there wers no penalties whatsoever. And peopie started saying: “This is really racist. ™ | think one
UK PC magazine actually ran an articks abasist the subject | doubt that It was intentional - although #'s 3 pretty temibls ovessight. if you
think about il. Apparently, the iatest pateh ‘Tixes™ it but, 25 I's 3 26Mb download and T've no desire to play the game again, | don't know it
hats actually true. Mind you, it might be waorih downloading it just to see the bug fix doc attached. “Fixad glitch with Matrox cards:
addied furtfier EAX functionality, fixed racism inlrag levels. '

Anonymous
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Escape to disaster

‘| heard about this development company boss who figured out a great
way to make his staff wark late on a project. Instead of asking them to
work late that evening he thought his best bet was to quietly slip out the front
door and lock up for the night ~ leaving the poor developers trapped In the
building, forced to work through the night. Of course, no one considered
what would have happened had there been a fire at the time. After all,
programmers are easily neplaced, aren't they? Anyway, the boss crept off
down the pub for a good time out while the developers worked on, unaware
of their predicament. Later on in the evening, one of them told the others he
was off to McDonalds to get some food and asked everyone sise what they
wanted. When he got to the bottom of the stairs he found out that all the
doors were locked and that there was no way out. He ran back up to the
second floor and told the others that they were trapped — locked up for the
evening. Thair first and foremost thought was how they were going to get
food - and how they wera going to get it back into the building. Then one of
them had a brainwave: Lylng next to them was a huge bunch of bubble wrap
= they could lower one of the programmers down using the bubbie wrap out
of the second-floor window and on to the pavement below. Then he could
nip off, get some food, and bring It back. They started lowering him, but the
task was tricky. To help, the programmer started trying to climb down the
bubble wrap, but just as he was going past the first ficor he lost his grip and
fell onto tha concrete below. Needless to say he broka his leg in such a
heavy fall. Still, after a night in hospital the company very kindly offered to
pick him up and had him back working at his desk the following morning."
Anonymous

“There was this programmer wWho wis
once working on a high-pressure AAA
licensed product that had to be out in
time for Christmas. Because of the
tight deadiine conatraints and the
amount of hours he had to put in to
the project, he often worked at home
aswell as working In the office. For
that reason he had bought himself
a laptop so that it would be easy for
hirm to bring his work home with him,
He also had a fast sports car, as
programmers sometimes do, so
that he could whizz backwards
and forwards between home and the
office very quickly. However. his route
home took him on a precarious trip
through a forest and along a twisting
road through some steep, hilly
countryside. One night he'd been
working late at the office and was
driving home with his laptop in the
boat of his car so that he could put
in some axira hours when he got
back home. Baing tired and in the
pitch black he misjudged a bend
with a steep drop on one side and
went hurtling over the side into the
darkness balow, The car was an
absolute mangled wreck. The
following morning, and with great
concern etched on his mind, the
programmer’s boss rang his
publisher to tell them the awful
news: “I'm very sorry. I'm afraid our
programmer on your AAA Christmas
title crashed his car over the side of
a stesp ciiff last night”.

“Oh. Jesus!” said the publisher.

"Don't worry, though — we've
recoverad his laptop and checked
the source code and it's all okay!™
replied the programmer’s boss.
Torthis day, | still don't know what
happened to that programmer.”

Anonymous



fou won't believe this, but when
#ogrames was Ocean, |t released
game called Mr Nutz {fon Game Boy,
think), which was developed by
robe. Halfway through development,
% lead programmer (who shall remain
ameless) decided that he wanted -
BTy, needed — 1o become a woman.
his set the project back by months.
hert when the newly reformatted lady
ame back to work, she decided that
he needed more time off because

he had decided that she was now
lesbian and was having trouble
aaling with this. Only in this industry.’

Anonymous

"When | was at [big industry company, still going strong today], wa had a licence to do conversions of a number of arcade
games. The game this story involves had a cute cartoon animal as the main character. Amyway, there was this guy called
Jeremy Smith, who had just started a company called Core. He knocked on my door, and | knew him of old, so we gave him
his first work doing & conversion of the game - and he did a very good job. However, unknown to me, thers was a cheat
version. in the game, there was a princess kidnapped, and the cute animal goes after her. At the end of the proper version,
he gets the princess and gives her a big kiss. But in the cheat version, he actually had a huge penis, and gave her a good
seaing t0. | didn't actually know about this.

It wasn't a problem at first, because no one actually discovered it — it was a seriously obscure and well-hidden cheat. Until,
that is, I was dnving along Wandsworth Bridge Road, and my mobile phone went. It was Geoff Brown, who was working
for a company whao had licensed the game from us to put on a compilation. And he says: “Charies, you've got to heip me!”
| say: “Look, what's the matter, Geoff7" He says: “'ve got the Birmingham vice sguad in!™ | say: “Why? Why, Geoff?” And he
says: “We licensed this game from you, and you finish i, and at the end the creature gets a huge great penis out!” We'd given *
him the wrong version. We'd given him an earfier, pre-release version, where the alternative ending happened regardiess. He'd
put the game on a compilation, and thousands of these things had gone out. So there were kids around the country playing
this game, and anyone who reached the and was Qoing to see this real obscenity. I'll never forget that one.’

Charles Cecil

Redline research drives team into ground

‘We were producing a driving game and we wanted 1o record the sound of a Mercedes. However, we couldn't get hoid of a car from a dealer,
so we decided to rent one. We took it up to the MIRA research labs, put it on their rolling road, and put it through its paces. Now, our sound
guy was redlining it through all its gears, trying to get the full range of sound, when, suddenly, the engine just goes bang. We didn’t have a
clue what to do at first. | mean, the car’s in the MIRA lab, and that's not the kind of thing that you're really covered for when you rent a Merc.

Eventually, we decided to push to car through the country lanes until we got to a spot sufficiently far away from the lab. At this point, we
call the AA. When they arrive, we say: "Well, we were just driving along, and the engine just went." He takes it back to the rental place, and
they're really apologetic — they even gave us a full refund of the rental money.

So there we are, thinking that not only have we got away with it, we've also got a refund. Unbeknownst fo us. however, the car has been
sant back to Mercedes’ head office. They run tests on the car to see what happened, and it has an onboard computer, which had recorded
everything. In the data they read, it shows clearly that someone has been redlining the car, really punishing it. They got in touch, and they
knew what we'd been up to. Of course, the damage had to be paid for — it came to about seven grand, which our publisher had to pay.

Anonymous
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INSIDE NINTENDO

Edge presents a snapshot of the videogame industry's
evolution with an exclusive excerpt from Steven
L Kent's seminal account, ‘The First Quarter’

EDaE:C

| realise that Nintendo kesps savng fitat
the Lifra 64 wil be relsased in] 1995, but
there is absolufely no evidence 1o support
that. What they did in Chicago &t the
1984 Summer Consurner Bectroncs
Show] was show people the con-op
haroware which has absolutely no
connecion with the Ulie 64 fom an
intemal standpaint. No way, Jose. It's

a bug promotional head fake,

I he Nintenolo vice-president Potar
Main] told you six monihs, mark your
calendarand call him on that date. He'l ta
you o, six months fiorm now;” and he'
stil be blowing smoke at that pont.

Trip Hawkins
foundsr, The 300 Company

On August 23, 1983, Nintenda
announced plans to collaborate with
Skcon Graphics on ‘Project Reality’, a new
technology that would be incorporated into
a future game console. The paiing
seemed perfect Siicon Graphics was the
lsading company in high-end computer

« 083 »



Ex-NOA president Howard Lincoln,
now CEO of the Seattle Marniners
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'.Jurassac Park’. The new system,
which Nintendo claimed would be released
in 1995, would include a modified version
of the technaiogy used in Siicon Graphics'
expensive Indigo workstations and sell for
under $250. Nintendo would not gve
many specifics on what the system’s
architecture wolld ook fike, but it was
stated that the final product would have

a B4bit processar

He's [Howard Lincoln] corvinced that the
newv Nintendo momentum will camy over
into 1997, "One of the things | find most
incredible,” he savs, s how anvone could
possibly conclude that Nintencio will not
have a predominant share of the next-
generation piatfom. We have the best
technology — namely Siicon Graphics”
prognstany technology: Mr Nakayama
[Bega’s president] wanted that lechnology
as badly as Yamauch! [Hiroshy Yamauoh
president of Nintendo Ca, Lid. ]| but
Yarmauchi got It,™ he says. "Sega and Sory
have word-class 32bit systems. But
unfortunataly for them, we wil be
marketing a wond-class 64bit system
at the same time."
Kathleen Morris
in Financial World, February 21, 1985

In 1984, Nintendo kept up a faitly regular
riythrm of announcements. In March,
Mintendo of Amesnca chaimman Howard
Lincoin announced that the British
deveioper, Rare, Lid,, would make games
for Nintendio's new Project Reality consoie,
This announcement was made two
months before the urveting of Donkey
Kong Country, so few pecple knew
anythng about Rare. A guck scan of old
hentendo cartoges would have revealed
that Rare wes the company behind Battie
Tects: but that was the anly thing anyone
outsicke of Nintendo knew.

On May 2, 1994, Nintendo announced
that a Scottish firm called DMA Design
had signed up 1o do games for Project
Reality, Mo better known than Rare, DA
had one sigrdficant clam to fame - it was
the company that created Lemmings,
Peygnoss' one big game. Three days later,
MNintendo anncunced that Project Reality
would use carinidge media nstead of
CD-ROM. This was a much more

At the time, Howard Lincoin claimed the
reason Nintenao decided to stick with
carfridges instead of moving to CD-ROM
was spaed, With CO-ROMs, game

consoles access information and load it
Into memary. These access times could
take a few seconds with eary CO-ROM
drives such as the ones used in Sega CD
and 3D0. Nintendo said waiting for the
games to load up diminisned the
expenence. Becauss cartidges have
ROM chips buitt into their circuts,

access ime is not a problem.

What makes Ninfendio's platform so much
chegper than competing machines i the
lack of a CD-ROM diive. Critics claim this i
a great weakness. Evanyone thinks the
fransition to CO-ROMSs & nevitable
because they can be manuiactued much
more quicky and inexpensivaly than
cartndiges. They also have much more
memary, which allows developers 1o throw
i movie and musc clps. There s &
probiem, however There 5 2 difigence n
datz-aoness spesd of 1,000 fmes. To gt
around the, companss heve had to buid
n lots of intemal memony n the machnes:
But that & expensve. Fr sofiware houses,
it is chagper fo make CD gamss. bue
Niitendo savs its cartndiges will be priced
the same as Cls and thet for hot ties
there wil be plerty of margin for profi.
Kathieon Morris

Cartridges are a very expensve medium,
however, and many game developers
resenfied Nintendo's decssion 1o continue
using it. Sony's icensing stnucture was bult
around a $10-per-game amangement that
Includes manulactunng discs, manuals,
and packaging. Comparad to the cost of
pressing CDs, manufactusing cartridges for
Project Reality would be prohibitively
expensve. At the tma, it cost more than
$20 to manufacture an B-megabyte
cartridge compared 1o less than $2 1o
press 2 640-megabyte CD. And the
additional storage space on CDs could be
used for video clips, animations, audic files,
music, and larger games. Even as Lincoin
told the media that Nintendo had foms of
compression that would vastly increase the
amount of information that could be
crammed nto an 8-megabyie cartridge, it
was widely accepted that Project Reaity
games would simply be smaller than those
on Saturm and PS.

Speaulation about why Yamauchi had
chosen cartridges ranged from cuncsity to
antagonism. Tom Zito, founder of Digital
Pictures, said that Nintendo went with the
cartndge format because cartridges are
harder and maore expensive 1o copy —
making it easier for Nintendo to avoid
piracy. Other garme-company executives
claimed Nintenclo went with cartridges so

EDGE

silicon Nintendo hoped
would =ee off Sega and Sony

that it would have comiplete control over
the manufacturing of games for the
consale and maximise its profits.

It was a combination of things. There was
a technology element fo it and there was
that couritertaiting slement to #, big time.

The technology argument, | think, at the
fime was legitimate. .. At the time, Takeda
[Genyo Takeda, the Nintendo engineer
working with Silicon Graphics to design
Project Realty] and those guys feit very
strongly that it was absolutaly essential to
have it on a cartridge in order to do the
kind of things that we wanted fo do
with Super Mario.

The courterfaiting thing, | think, tumed
out to be comect with the huge
counterfaiting problam that Sony has

['ve ssen speculation about how s
was sorme plot fo control thirdoarty
publishers, That's completely nonsense
There s just not a grain of truth in that
thing. No discussion like theat ever
ocoumad; thal was never an issue. f was
strictly tachnology and counterfating.

Howard Lincoln
former president. NOA

In the days leading up fo the 1894
Nintendo made two more
announcements, On June 5, Lincoin
announced that Alias Research, one of the
leading computer-graphics companies,
wioLld create custom software tools for
Project Reaiity. On June 23, Lincain
announced that the final name of
Nintendo's new console would be '\tra
B4', and that Acclaim Enfertainment would
create a game cated Turoic The Dinosaur
Huriter for it. Then came the closed-doar
rmeetings at CES in which reparters and
analysts were shown glimpses of Kiler
Instinct and told they were running on
prototype Ulra 64 hardware

On January 5, 1995, Nintendo
annaunced that Silicon Graghics had
completed the final chip set for Uttra 64
and gave the consoles final speciications,
Critics, sueh as Tip Hawkins, openly
challenged Nintendo’s assertion that Ultra
B4 would be ready in 1285, But with the
announcement that the chip set was
complete; Nintendo's claim that a powerful
systermn would be reacly later that year

Apcordng fo the announcement, Litra
B4 would indesd have a 84bit processor—
egsly the fastest processor in any of the
next-generation consoles. Ultra 64 would
also have a separate graphics processor
that could generate 100,000 texiune-



Even Mario couldn't serve up
an ace and save the systam

near mip-rmaoping
II'ITB'T_XJTI._.I'] processes that that were

1 or Satum

g that the chip set was
compiete, Nintendo began disciosing new
partnerships with maore 'dream team
developers. Williams Manufacturing,
arcade company behind such Acciam
cartridge hits as NBA Jar
Kombat joined on

as l'h-'J nof

Simuation, 2
end viriual reaiity so
Then Ocesan of A

wbisher

A reputations for
ames — joined the dream tearm,
e team starad lboking haphazard

was not the only ‘next-
gam Nntendo planned to
Nirv=ndo's esearch and
Team 1, led by Gumpsl

ad created a portable game

il Boy.

o the rmultirnillion coiour-

procucng consoles beng oreated by Sega,

Sony, and Nentendo, Virtual Boy was an

Supposedly the her to Game

it hadl two miror-scanning

copic dsplays that enabled it o

[ threscimensional
fechnology, a

company that-was

e with Games, had

created Virual Boy's stereoscopic LED
technology years earfier. But marketing
the idea t0 game campanies had
proved dificut

achvocate in Gumpel Yokol, Yo
designed Game Boy, was k
new techinology that maght e
more creativity

in games

| saw that the market was so saturated

with wideogames
IMDOSSIsE fi

Decame neany

{0 create anyt

ing new. There

feas for games for

oy Bur there

sanies ran out of new ideas. | wanted
ate a new kind of
Ime so thal dess
iift new iceas.

it was not

oL

Game Boy inventor

Yokoi appears to have been less than
axcited about creating a system with a
single-colour display. He looked into

miaking a colour version of the technology
und that it would have to retad for
00, far tno expenshve.

tech. B
beal

the game is fun to play:

| also wish to explan that LEDs come in
yedow, bile, and gresn. Red uses less
and red is saser ognise. That

(i 8

is why red is used for

new game console 1ess ke
head-mounted display and maore ke a
Viewrmaster. Deciding that head-tracking
caused motion sickness, he created his
systern without tracking technaiogy. Then
he decided that weanng a heavy helmet
uncormfortable, so he mounted the
. Instead of a visor, he

console shaped like a

hver's facemask with a rubberised seal fo
blocking outside bght.

Nintendo first ann
virtuiad reality project in the summes of
1984, In November, the conscle was
mwvelled at Shoshinkal, & propnetary trace
show Nintendo held n Tokyo every winter
The general reaction was less than
favourable. One reporter dubbed the
systemn Virtual Dog'.

At the show, Nintendo announced that
Virtual Boy would retal n Japan for
¥19,800 ven (approximately 3207), Show
aftendees seemed unimpressad by the
hamware and equally unimpressed by
garmes, which included a remake of the
19681 arcade classic Mano E\n)s. a pnbal
simulation, and a bosxir
Telern Boxer. Of the thies, anly Telsm
Bawer tned 1o take advantages of Virual
Boy's 30 capabilities.

Ever worse, several pecple who tned
the system complaineg abalit having

INCeaworkona

headaches affer ising . Payers nesdsd o

focus the mimors inside Virusl Boy before
avery uss ol getting headaches. And
even i they did, stavng &

e red-and-
Dacx sCreen 1y Droonged penods O of ime
B0a0Nes Or OZZNs6S.

=]

T waming that
cause headaches.
205, Nintendo of America
urnesied Virtual Boy at Winter CES in Las
ve specific launch

3 ly showed the partial
games that were shown at Shoshinkal, For
final launch mfomation, reporters would
have to wait for E3.

NINTENDO COMES CLEAN
On May 4, 1995, a Wall Strest Joumal
reporter named Jim Cartton intenvewed
Greg Fschbach about Acclaim's anndal
report. As he reviewed the report, he noted

o

yStanon
sales, there were no projections for Lita
B4 sales. When he asked Fischioach about
this, Fischbach guickly said, "No comment.”
Armed with this infonmz
callecHNintendo marketing and
communications manager Pemin Kaplan
and told her what he had found. She said

Virtual Boy's limitations were manifold, although
inducing headaches was perhaps its most severe



Ex-Sega America chief Tom Kalinske, the
man charged with shifting S400 Saturns
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ot be reeased in 19965, and Carton hadl a
scoop for next day's paper

The nest maming, Howard Lincoin
came in early and called reportars around
the country to wam them about the Well
Street Jourmal artice and to iet them
know that Uitra 64 would not be out
for another year.

THE REALLY BIG SHOW
The first Eectronic Entertainment Expo
100k piace in the Los Angeles Convention
Centter on May 11-13, 1995, and all the
major players weare ready to put on 8 show.
On the first day, Tom Kalinske, presicent of
Sega, and Olat Olafsson, president of Sony
Beactronc Publishng, were scheduled 10
ve keynote prasentations fom 8:30am to
S:45am. Kalinske dsoussed Segas
hertage in arcades and as a game
cormpany. He announcad that the retal
price of the Satum would be $3098, then
began desoring what a powerful system
it was. Then he gave the punchine — the
conscle had already shipped. Septamber
2, Sega Saturn Saturday, was stll going to
e the official launch date for Satum, but
30,000 systerns had aiready been shpped
to four key retailers; Toys 'H LS,
Babbages, Software Eic., and
Blectronics Bouticue.

Next carme Seny's tum to drop & bomb,
Olafsson was supposed to dsauss ‘what
It's gong to take to be successiul
storytellers in coming years'. The topc
obwviously gave him room to discuss the
technological strengths of PlayStation, and
he was expected 10 announce the
system's price and launch date. At the
time, it was generally assumed thal
PlayStation would likely be as expensive, or
possibly more expensive, than Satum.
Cliafsson started his speech as expectad,
then intemuptad himsed!

Olaf [Oiafsson] was about two-thirds of the

way through his speech when he said, 1d
ke fo call up Steve Race to fall you @ Hte
bt more about the Sony PayStation ” Sol
walked up | had a whols binch of sheets
of paper in my hands and | waked up, put
them down on the podium, and | ust said,
"$299, " and walked off stage to this
thundlensls applause.

- Steve Race

former CEO, SCEA

the triple-A titie Virfua Fighter
hardware was an obvious tactic

f with a five-month lead to market,
Sega's 32bit unit was crushed by Sony

Sony clearly won the first battle of E3. By
sending Satums to four retallers only, Sega
offended several of its best outists.
Kay'bee Toys responded by dropong
Sega from fts ineup. More importantly,
relsasng in spring or summer, typically
slow seasons forvideogame hardware
sales, did ot gve Sega any advantags.
Having a surprise launch meant that Sega
had forfeited any chanice of having a bg
sand-off for Satum and gave the
appearance of being afrad of head-to-

| think Japan was scared of PlayStation; at
least mare than we were in the US. Tom
was not afraid, Tom was ready fo go fo
hattle because Tom was used Io hardware
that wasn't necessarnly the best in the
market anyway
Michael Latham
former head of Omega Team, SOA

Sony's surprise was mone effiective. Bven
though Satum came bundied with a highly
desirable game, Virtua Fighter, it was too
expansive for the consumer alectronics
category The $399 price point was known
10 be more of a high-end electronics ticket,
someming that people might pay fora
steyeo component but not for a videogame
consoke. Sega was making the same
mistake Trip Hawidns had made with 3D0.

I'm sure that proe came Yom Jspan. Tom
was feguently dealt soms very dificult
cards I have o play, and he oid & vary
good job of melding his deck and doing as
much as he could with the cards that he
was deat. My hat 5 off to the guy:

Steve Race

Whia Nintendo, Segei, and Sony threw
millon-dolar parties at E3, Tip Hawkins
heid & quiet and elegant dinngr &t a fire
restaurant. In his typical socaly graceful
fashion, he keft one seal open at every
taibles ancl shuttied from one table to the
next through the meal so that he could
spaak with all of his guests. During the
mesd, & reporier asked him what he

~thought of Sony. Sighing and lookang

a bit tired, Hawkins repled, “For a
compary that i 50 new to the iIndustry,
| would have hoped that Sory would
have mace mors mistakes by now.”
Nrtendo exscutives focusad on Super

NES, Garme Boy. and Virtual Boy rather
than Uitra B4. There wera no Liltra 64
prototypes for guests at tha Nintendo
booth, and by this tirme evenybody knew
that Nintendo had no plan 1o releass the
oonsole in 1995, Lincoln did announce,

EDGHE 1)

however, that Virtual Boy would come out
in August for a sugoestad retal price of
$179. Nintendo’s other g
announcements were three Super NES

game - Donkey Kong Country 2, Killsr
Instinct, and Yoshi's sland?,

THE LAUNCH

SEASON BEGINS

Orne of the protilems with lsunching Virtual
Bay, along with the general lack of interest
most consumens had in the product, was
that the only wary 10 see its 3D images was
to piace your facs against | Thes meant
that shoppers would not sse the 30
images as they walked past them in
stores, Also, the system colld not be
eftectively demonstrated on televsion,

Virtual Boy was relaased on August 14
1o generally ackiustre reviews. Although
reviewers at Entertanment Weekly and
Popular Science gave it glowing reviews,
game magasnes panned it

By mid-August. the industry had alrsady
lost interest in Vinusl Boy as Microsoft
became the focus of woridwide attenton.
On August 24, 1885, Microsoft launched
Windows 85 (WinB5), a major upgrace
from previous Windows operating systems
that incuded fechnology for unning
games smoothly. Though Mcrosoft
published a few games 1o acoompany e
launch of Win 85, it would take months
befors people reslisad the desp impact the
new operating system wodid eventualy
have on gaming, By tre end of the yeer,
people would even be atle to play
firstperson srooters without leaving the
Windows emvironment, making computer

Though t did not make computers as
simpie 1o use as consoles, Win S5 went g
long way toward ciosing the gap.
Computer games did not cateh up to
console games in overall sales, and the top
console games stil sold & two to three
times the rate of the top PC titles; but
videogarme publishers begar| eyeing PCs
as a viable new platform.

The next big event was the Septertiber
redease of PayStation. One person who
was not gong 10 see this mease, however,
was Steve Race. On August 7, Race
resigned as president of Sony Computer
Entertainment of America and resurfaced
quickly at Spactrum HoloByte. Few pecple
were surprsed by Race’s depariure; hs
ongoing batties with his employers in
Japan were well-known.

W had calsbrated difierances of opinion
as o where the product should be and
how i should be prced and postioned.



Panasonic’'s M2 only ever
existed in prototype form

UOn T saywe na

BTN

chee, but we just had long pregrant

{ questioned ther hen

Sony shippad 100,000 PiayStation
ember Y

st al of which had been pre-resenved
entire shipment sold out, Two days
after the reisess, Sony had aready sold

Stafions than Seos had =0

Satums in the fve months snoe the

ped on Saptamber

el0

inravelied for
e oL

had How

with voce "at would never have fitin:

Super NES carinoge. Standup cormeciar

saksng that Gex vas the most sure
game in the 300 Ine-up, Panasonic

bBunclied it with their version of the console?,

Gex and other highly improved games
were not enoughy, 300 had alreadly lost its
position as the most desrable game
corsoe the moment Tom Kalinske

amouncad that Sahum rad dreacly

300 window «
Shut, and in his own evangesc
Hawtkns helped dose it. Seeing that there
was no way to compste with Sega and
Sony, he bagan taking about the
disapportment of the 32b
and the real strength

oomnance hao Déen

enerahon

the technciogy to
milion, and though many game
oEnes oid rece
o M2 systerm:
Things were even worse at Atarl, Atan
presicent Sam Tramial struagied to find
vs i bolster sales and cut co
1985, he stoppaed manufactuning Jaguars
and concentrated entirefy on saling off the
edsting inventory. He siashed the price of

deveiopment

WErS ever released

ased an
enpheral, and

e developers. He
sal anditonal

Cpanly Courtec nev
nomeTais o

sach the right audience. Toward the end
. tan frialy ec WalMart to
cany Jaguar in its superstores, but by that

trme pecpie knew about Satum and

FlayStation and weren't interestad

Nothing seemed to work. THe company

was haemorhaging money, The end

came when Sarr Trarmiel suffered a mikd

heart attack and his father, Jack, came in

1o nur the show in his absence.

fireshed nding & bicyclk. He

got off the bike, fait sormewhalt fanl, folt a

1in hes chest, arove himsslf o the

nford Medica! Cantar and there he was

informed that he e wd heart L
Jack came back n fto Atan whie Sam

was recovering] Jack knew how bad it

was. It wasn't thaf Jack didn't know;

Jack knew. Jack knew al the numbers,

all the time.

Sam had i

Bernie Stolar
former president and COD, SOA,

Thars were many theones aboul wihy Jack
Tramel purchased Atan. Some people said
frat he Dougnt the Company as a means
for exacting revenge on Commodons, the
company that he founded then left under
unpisasant aroumstances, Another theory
was that he purchased Al 10 make one
last fortune, enough maney to insure the
future of his thyee sons, Sam, Leonard,
and Gary. A third theory suggested that

he bought Atari as a way of bringing his
sons together. If any of these were his
reasons, he succeeded. Atan outiasted
Commodors, hed a faw enormously
profitable years, and unitad his sons

In a common goal

On February 13, 1996, Atari Corp
merged with JTS Corporation, a compeany
that manufactred 3.5-nch disk drv
an milion stock swap. Jack Tramiel
was active on the JTS board after the
merger. Two years later, Hasbro Interactive
purchasad the Atari library from JTS

W were Inying o fcense four prodlucts
incluging Centipece, Missils Cormmand,
Termpest and Pong. Dunng the lcensing
amangement, we realsed that JTS was in
financial dire siraifs, so we deaded 1o ke
it to & higher level. 5o we moved vary
quckly and very aggressvaly and fumed
thes inlo an acquesition opportunty. We
acqured afl of @ emarks, patents,
npynghts, and iitelleciual property for af
of Atari, Jack Trarmiel was involed in the
discussions. He was a fough negotiator, as

A Jaguar CD-ROM add-on was 1o
save the format. It stood little chance

In evangelising M2 so vocally, Tnp Hawkins helped
to seal the fate of his company's 300 format



Shoshinkai in 1995 was D-Day for N&4,
although only two games put in a showing

7 There is an interesting story behind
Yoshi's Island. When Shigeru Mivamoto
first demonstrated the game to Nintendo's
marketing department, it was rejectad
because it had Mario-style graphics rather
than the waxy, prerendered graphics of
Dankey Kong Country. Rather than change
to an artistic look he did not like, Miyamoto
made the game even more cartoon-like,
giving it & hand-drawn look. The second
version was accepted.

Miyamoto, wha is nghtfully proud of his
work, was offended that the first version was
rejected. That same month, | intenviewed
Mivamoto and Tim Stamper, creator of
Dankey Kong Country, together and

noticed that Miyamoto was a bit hard on
Stamper, making such statements as
*Donkey Kong Country proves that

players will put up with mediocre

gameplay as long as the art is good.”

In a later interview, Miyamoto admitted
that Yoshi's Island had been a touchy
supject at the time.

| think that it happened after Donkey Kong
Country had been introduced. In comparison
with the graphics of the Super Donkey Kong,
there was not enough punch to Yoshi's
Istand. That was what | was toid by the
marketing people.

| intensified my hand-drawn touch on Yoshi's
Island from the initial part of the program.
Everybody else was saying that they wanted
better harchware and more beautiful graphics
Instead of this art.

Even while | was working on the Super Manio

World, | was thinking that the next hero should

be Yoshi. Other people have created the
games based on Yoshi.., Yoshi's World
Hunters, Yoshi's Egg, Yoshi's Cookie, and
so forth — games that | don't really like. So
| decided that | should make an authentic
Yoshi gama,

2 Once while visiting a game store, Gould

asked a clerk if they had Gex. "it's pronounced

Jex," the clerk replied. “It's about a dinosaur.”

3 Several people who have written about

Yokoi have used an 'n' instead of an ‘'m' when

speliing his first name. While him name
appeared with an ‘m’' on his business card,
David Scheff chose to use the 'n’ in ‘Game
Over', which may be a more appropriate
representation of his name.

(8l5153

always, but @EH The

acquisiti st us $5 milior.
Tom Dus ey
president, Hasbro Interactive

Time Wamer put Atari Coin-op on the
sales block in 1996 as well. In an
nterasting twist, one of the first people 1o
i on it was Nolan Bushnell, the man who
ornginally founded the comparny. Time
Wamer turmed down his offer, however,
and sold Atan to a familiar competitor —
Wilarrs Manufactunng.

NINTENDQO UNVEILED
In late Novermber, 1995, Nintendo finaly
urweded its B840, cartndge-based game
consale at its Shoshinkai trade show, held
that year in an cavernous warehouse-fike
convention center called the Makuhan
Messe. As a proprietary show featunng
only games for Nintendo systems,
Shoshinka was considerably smalier than
E3 or the Tokyo Game Show. The entire
show fit in one section of the Makuhan
Messa and filed less than two-thids
of the floor

Nintendo's next-generahon console
urderwent thres name changes by the
time it was unvalied. First known as Project
Feality, then Uitra B4, the fingl name of the
console was Nintercio 84 (NG4). Whie
Nintendo had released many dstals about
the new console dumng the months
lsaxding up to the urneling, no information
was ever leaked about the systems
controfer. Created by Genyo Takeda and
Nintendo Ressarch and Development
Team 3, N64 had a new and revolutionany
three-handied controller that festured both
& tradiional cigital directional pad and a
new analog directional lever. The D-pad,
which was especially good for fighting
games, worked a lot e a ight switch, It
did not read how haed you pushed, it
simply noted wien you pushed down on it
and from what direction you pushed, then
maved you in that drection at a constant
spead. The analogue lever, on the other
hand, responcled to pressure, Push slightly
ta the right, and the character you were
controling would inch in that direction,
Push the lever all the way over, and your
character would run at full tilt.

We tned a motion-sensar whstwatch-styie
controler: We made a prolotype and
anplied for a patent, Everyihing was good,
but players didn't Lnderstand the intemal
mechanism and had trouble controling 1,
50 we abandoned it
Genyo Takeda
manager, R&D Team 3, Nintendo Co., Ltd.

>~

the p ial of the b

Cially, Mario's 64bit arrival showcasad

iry's Air Ride, now long since cancelled,
attracted negative feedback on its debut

Hiroshi Yamauchi was clearly proud of the
new controller. In a lengthy speech given
the first day of the show, he sad, "if you
think this is just another game pad, than
you know nothing about videogames,”

Most of the floor space was dedicated
to Super Famicom fthe Japanese name for
Super NES}, with a fairly large section for
Garme Boy and a much srmaller comer of
tha floor for NB4. Ooviousty most of the
people at the: show crammed in around
the NE4 area, taking tums playing the orly
two games on display — Super Mano 64
and Kirby's Ar Rice. While the show ran
smoothly, it was obvious that some
decisions were not made until the moming
of the show. When an Amencan reporter
amergad from the N4 area, Howard
Lincoin aporoached him and asied what
he thougnt of the game. "The Mano
game was graat, but that other game
wasn't amazing.”

“We're only showing one game,”
raplied Lincain, who had not been toid
about a last-minute decision to show
Kirby's Air Fide

THE LAST DAYS

OF YOKOI

Across the fioor of Makuhar Messe, in the
comer farthest away from NE4, Gumpel
Yokai manned the little booth whens Virul
Boy was being deplayad, As he alvays
appeared when in public, Yokol was
impeccably dressed in a dark ault, oisp
white shirt, and modest red te. Hewasa
thin man with narmow shoulders whosse
head always appeared sightly ame for the
tiny frame of his body. The touches of
white along his temples added o hs
dignified air. Few people stopped by his
booth, so Yokoi was able fo personally
demonstrate games to thoss who dd

This was his punshment, the Japanese
comporate version of Dante’s infemo.
Gumpsi Yokol, the enginesr wha had
craated Nirtendo's first 1oys in hes spare
time, had been placed in the proverbial
doghouse for creating the debiacis that
was Virtual Boy. Having recesved
shipments of Virtual Boy less than one
viear earker, Tokyo stores were now
discounting it so heavily that customers
could buy it for less than 5100 — under
half the original cost.

When emplovess make high-profile
mistakes in Japan, it is not unusual for their
sUperniorns to make an example out of them
for a period of time, then retum them to
ther fonmer stature. Such seamed to be
the casa with Yokol. Yamauchl would
pretend to have forgotten that Game Baoy,
Metroid, and Or. Mano had all come from

his team, leave him to man a booth with &
dying product, then eventually bring him \
back nto grace. So; ammed with Bound
High, a rstperson-perspective game in
which players sat inside a bouncing bal
and tned to steer f, and an adverture
garme caled Dragon Hopper, Yokol
grested buyers and the media and
chessiuly hed o explan that there was stil
iz in \Virtual Boy. Nat many people came
by, but he ssemed happy to have an
audience when they did.

ik left Nintendio the following August
afer spending nearly 20 years with the
game company and named it Koto, a
word meaning ‘small town'”. (it s also the
rame of a ciassical Japanese string
instrurment.) His companys first project
was a monochrome handheld game
systam that was simitar to Game Boy but
simmer and with a betier speaker and a
larger screen. Yokol's new game system
had ofher nice fouches, too, It had
drectional pads In two diffierent comers so
that it could ba usad 1o play games with
ather vertical or horizonial onentation, It
&=0 operated on a single AA Datteny, Yokol
censad the new handheld to Banda,
Japan's largest toy manufactursr.

On October 4, 1897, Yoko and a friend
were involved in @ small accident on the
Horukiko Expressway in Kyoto when they
rear-encied ancther car. Both men climbed
out to iInspect the damage and were
struck by a passing car. Whi his fiend
suffered fractured ribs, Yokoi sustained
much more senous injunies and died two
hours later. As the father of Game Boy, his
death attracted & ot of media attention. In
the United States, Yokois obituary was
read on National Public Radio and
appeared In the New York Times and
FPeople magazine.

Ir 1989, Bandal released a new
handheld video game system called
WonderSwan. Though obsolets
compared to Game Boy Color,
WonderSwan was launched with some
fanfare. One of the first games for the new
handheld was & curous strategy game in
which players fried to complete circuits of
lines by adding tiles with junctions. -~
The game was called Gunpe®
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Edge

Titles siowing productivity this month

International Karate 2000

Having lost nothing I playetdty, the Beat 'am up
glassn miuers in expefien handheld fonn, Edge hopos
1he link-Lp opnon has been 'accidentally’ ot

Jet Set Radio
Akmost certainty the most stylsh gams of 2000
=k of 5 secudl ras insprad an e |
10 the grafii-marked stroats of Tok

Quake lll Arena

Theoffice games room BEs remeained an Fmpmsive
mess of wirss this manth 'ag four joypads have been
left permanently attachad ta the PAL DC teck

Tony Hawk's Pro Skater 2
identical o the PaySiaton wrson in gamepiay tems

Sure, tad mproved drdw diStance and tEdunes make
thes Edge’s chooe for all digtat grindng activites.

Size doesn’t matter

oes a game that lasts half as long but plays twice as hard

deserve to be marked down in relation to its lengthier yet
possibly less immediately exciting cousin? The guestion,
raised by this month's excsllent Sin And Punishment (below),
has long intrigued Edge. Now, don't misunderstand — this
lsn't a chapter taken directly out of Infogrames CEQ Bruna
Bonnell's book of gamemaking, but rather a startlingly different
argument. While Bonnell fears FFIX-like superproductions
from a purely financial perspective, Edge’s conicern is focused
entirely on the resuiting gaming experience, Anyone prepared
to defend Infogrames on this occasion should perhaps recall
that if the acquisition-crazed French giant cared about
gameplay, Driver 2 wouldn’t have been farced to come out
this side of Christmas. And amguably not on PSone, sither.

Without getting into personal preferences, or even the
fact that the two games are genres apart, would it be fair
to penalisa Treasure's lovingly created shooter, which crams
a beautifully enthraliing game into a 256megabit cartridge,
simply because the equally compeliing Sides Of Arcsdia offers
an addifional 42 or so hours of playing time? What about the
fact that by its very nature (as'well as the fact that it is
uncommanly well structured), Sin And Punishment is
significantly more replayable than #ts BPG opponent?

No one Is disputing that a brief yet exquisite gaming
affair is infinitely better than a dreary, intarminabla,
substandard piece of poorly executed nonsense mistakenly
referred to as a game by deluded PR folk. Rather, why
should two games offering comparable overall rewards be
differantiated in terms of length? Did everyone who criticised
Matal Gear Solid for its brevity forget just how astounding the
experience had been even before the end credits had finished
their parade? More doesn't automatically mean better, Take a
loak at the film world: do the extra 24 minutes in the special
edition of 'Léon’ make it a better film? Or does it substantially
disrupt the pace and balance of Besson's work?

Over the last few years; as developers focused their
attentions on filling up increasing amounts of storage space
simply because they could, without ever wondering whether
they shouid, while also misinterpreting consumers’ demands
for increasead value for money as a dasire for longer games,
everyone appears to have lost sight of the main point, which is
that a great game is a great game. If it's done property,
you won't have time to worry about how long it lests.
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Environments are continually shifting,
each island radically different from its
neighbours. The map shows the expanse
of the world, allowing for free exploration

Skies Of Arcadia

Format: Dreamcast  Fublisher: Sega  Developer: In-h

.

Maramba is arid and dusty, the score taking on an Eastern flavour. While the overall size of the gameworld
may not be vast, the time required to fully interact with NPCs and explore the surroundings certainly is

he illusion of freedom should never
Tne underestimated where RPGs
are concemed. Having the latitude to
go wherever you desire in the gameworid
can tip the scales favourably, adding a
sense of dimension absent from many
traditional adventures. Skies Of Arcadia
has managed to capture this feeling
deftly, and yet the quality of this title
as a whole results in even this aspect
being partially eclipsed by other inclusions
Several noticeable gualities have been
renewed by Overworks, in a team led by
female producer, Rieko Kodama,
wviously of the Phantasy Star serles.
interestingly, a sizeable portior
staff is also female, evidence ol which
is apparent through the game: this is
not a dark RPG, While there are morose
and tragic moments, the sense of
friendship and balance between the sexes
brings Skies Of Arcadia a refreshing s
At least half the player party is formed of

Standard exploration occupies much of
the proceedings, each environment lavishly
depicted and populated by informative locals

09z

strong-willed yet amiable fermale
characters acting as level-headed

counterweght
Vyse, a good-natured but impu
The other improvement is the thems,

1o the male protagomnst

ve fellow

out with swashbuckling heroes cruising
the heavens in search of new lands and
untold treasures. Such baubles are

prised from the clutches of the Black
Firates - Viyse and companion Alka

being members of the Blue Pirates,
outlaws who owe much to the Robin Hood
legend. Overworks also scores marks with
is set designs, being r

& flamboyant
- more "Fifth

and

El

ibrant than gothic

than 'Blade RBunner’. This sense

colour brings a more lively appeal, in
turn attracting the casual gamer as well

as the otaku. Forcing the latter to part with
£40 is not the issue: Skies Of Arcadlia
asplires to be a game for all comers

irrespective of tastes or experience.

Visually and aurally, this is as astonishing

as Dreamcast gets, Shenmue included
Battles continue the trend for

nnovation, being either character-based

or involving ships gunning t for aerial

supremacy. Naturally, the turn-based
standard is retained, allowing for strategy
and chance, initially bewlldering choices

O ks) Prics S50 (£45) Palsase Out now (US) TBC (UK)

Lighting is peerless, magic spells unleashing
tremendous effects, no matter how lowly.
Employing a monitor is virtually imperative

swinging skirmishes in either direction.
The variety of foes is also broad, ranging
from the tiniest snails to the most

gargantuan of rock monsters, and you
should expect to be bowled over by boss
encounters. Magic can be advantageous,
too, but is limited in use to a party's Spirit
Rating, which increases with experience
Unfortunately, military scenarios occur

too often, but do serve to accumulate
character stats and plunderad booty.
There is always tha option to retreat
should the threat be too great

The real masterstroke, however
s in the 30 navigation system. Standard
exploration occupies much of the
[)fo-:eﬁ-g’:r‘-gs, each environment lavishly
depicted and populated by Informative
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Boss encounters are spectacular, but lengthy affairs.
Tactics must be revised on the fiy to taste victory

locals, Various themes come into play -
desert, arable, and metropolis being
worthy of note. Traversing the skigs is
manifested by a ship that can t

in realtime with the aid ¢

expanding map
floating island t
with many r"”jH to explore plus unmarked

liocation over, the urge to set sail

Columbus-style, soon works itse
your subconscious. Couple this with a
a VM unit

multitude of subguests pl
minigame i
possibility t

Lhvena

created an opu Imaginative sets and unusual designs are strong themes in Skies Of Arcadia. Floating rock fields

on the incradible. \ and seafaring galleons make for a sense of colour and fiair atypical of an increasingly dark genre Changmg the world

as enthralling very soon becomes Tra\.el in Skies Of Arc‘nd.'ﬂ Is a clever
ore so. Gripping to biend of overcooked random batties
and totally free-roaming three-dimensional

exponential

the nines, extracrdinary to behold,
with rich character development and heavens. The ability to sail wherever takes

nnumerable statistics, Skies Of Arcadia is

the fancy adds size to an aiready enormous

a wonderf and b 5 game. There are few obstacles to prevent
a8 wonderiui ax . anad booe

. ot the player from seeking out side stories,
wall for all 128kt BPGS 1o com i 3
well for all 128bit RPGs to came. sefling information to sailor's guilds, or

simply challenging Valuan battleships
ting Elght it of ten with magical broadsides
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Final Fantasy IX

Format: PlayStation  Pubiisher SquareSoft Deveicoer: In-house  Price: $40 (£28)  Fowasa: Out now (US) TBC (UK)

inal Fantasy VIl thrilled the PlayStation

faithful with swords, sorcery, epic
battles, and its box-of-delights subgames.
The following instalment tired them with
averblown cutscenes, a more linear game

retro-futuristic setting. Now Final Fantasy
IX arrives, and it marks a return to the
pre-PlayStation roots of the series,
Superdeformed hero Zidane and his
equally big-headed comrades make
their way through prerendered screens,
solving simple puzzies and suffering
interminable random encounters.

Aside from the emphatic shift in
Imagery, improvements over the last
release are many. Initially, the linearity
remains, but by the third of the four discs
enough subquests and minigames have
made an appearance to divert from the
endless fight against evil. Batties, too,
are still executed in turn-based fashion,
and are shorter thanks to cropped magic
animations. Fans of the lengthy signature
sequences for summoned demons will be
pleased to note that they re still present,
but those who found them testing on
repeated viewing will be equally happy to
see they're now skippable. Pleasingly, the
player character now notices useful items
independently, and illustrates them with
an exclamation mark, meaning the
es of gameplay that
congisted of sliding along a wall and
constantly hitting the X button
are near absent

However, despite these obvious
improvements, Final Fantasy IX

aggravating slic

Though casting a summon spell on three
of the game's weaker enemies might be
overkill, it serves to demonstrate their
spectacular (albeit reduced) power

remains imperfect. The supramely
balanced combat contrasts starkly

with the slow and sometimes uninvolving
guesting. Random encounters still seem
like a throwback to a long-gone gaming
era, and their presence is to the detriment
of the game, particularly during journeys
across the world map. The problem isn't
anywhere near as acute as in the title's
deeply flawed PS2 rival, Summoner, but
it's exacerbated by an abysmal in-game
map and, at times, a loss of direct
Business as usual, then — polished

model, and an uninvolving leather-jacketed

This marks a return to the pre-PlayStation roots
of the series. Aside from the shift in imagery,
Improvements over the last release are many
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The ship, received midway through the game, allows you and your party to travel across the oceans of the
world map and reach otherwise inaccessible areas. Revisiting it lets you change your four-strong party

excellence, with flaws that'll be forgiven

S.
Chief among the subgames is a
FPokémon-esque form of card combat snobbish a

similar to the one that hid beneath Final superior RPG status are missing the
Fantasy Vill. The rules are reasonably 3 absorbing, and it's a far
comy

x, and are mostly une
T

of the

in order t retarded in a different way. This
the RSC, it's a school play — the ac
nd the stage

g, and

Once a vague idea of the game

Is understood, the motivation sw wander poir

lines on

\8ppy Or sad, angry or

calm, They're driven by simple goals, they




find th

S1I0Nal mnnear col

whisper it nervously to camera, but there's

no real depth or complexity of emotion
Everyone's a pawn. Everyonge's

hero. Everyone'’s handicappsd b

one, single weakness — pnde, cov
greed, lust. The plot's not particularty
predictable, but a school play's never
going to shock, nor should it set out to
Like a benign 40-hour fairytale, you can

read a little bit before you go to bed every

night, and you know you won't have
nightmares. It's comfortable, and if
that's what entertainment is to you,
Final Fantasy (X will cosily thrill

Edge rating:

Bight out of ten

From boggy marshes to woodland grottos, Final Fantasy IX's locations will please those who found FFVIII
too futuristic. It's a return to the roots of the series. but rarely gets bogged down in D&D nonsense

Owners of the previous two PlayStation Final
Fantasy titles will be used to Square's gorgeous
array of magical effects. In FFIX they're just as
stunning, and benefit from being slightly shorter

Developing Fantasy

Though the basic principles remain the
same, the turn-based combat has been
tweaked again for the series' third
incarnation on PlayStation. Eidolons

have replaced the massive Guardian
Forces, and weapons and armour make
their retumn to the series, More importantiy,
four characters can now fight at once, and
can take up stances to the front or rear of
the action. As always, it's best to keep
fighters to the front and casters to the
back, and since members of your party
are more specialised than ever before,

it's easy to work out who should go where.
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Cutscenes like the one above are just
one example of Hitman's polished veneer,
but the game is surprisingly shallow,

with 1 d ling & e
amount of patience and luck

Hitman

Farmat: PG Publiisher: Eidos Interactive  Developer 10 Interactive  FPrice: £40

D aveloper |0 Interactive’s foray into
the burgeoning stealth action genre
won't be the first title to feature a marally

58 the m

f the professional assassin. Rather than
attemplting to cynically engineer a media
tumult, it would seem that Hitman |s
a genuine effort to use the seedy
uncerwona SETIIFI:_} as context "C-' an
innovative approach towards level design,
wrapped up in an engrossing narrative,

and given a rich graphical sheen, Sadly

s has all too often been the & of late,

[

an original premise Is let down by poor
level design and clumsy controls.

After a short training level in an

underground research faciiity, the Y
is elucidated through some atmospheric
detalls dropped into mission brief

ngs.

- and, indeed, kills. From the

(cunously empty

treets of Hong Kong

shipyards, the

enhancing the

more than car B0
amblence, while the cast of lowlifes you

ancounter incl

paron
chemical intake increases. Unfortunately
the mystery at the heart of the game
rly, and the rocky

trar N oM gty r sm al the

Is signposted to

outset to substandard genetic angineering
fantasy come the conclusion s |ust cne
symptom of Hitman's schizophrania.

The unigue selling p

it of the

game s vanous levels 1s that each requires
as much thought and preparation as
actual action to complete. From the

simpler missions that consist of

The final nail in the coffin

is that, at times, the

game doesn’t seem to know whether it wants
to put more emphasis on stealth or action

requirements such as a siraightiorward
sniper hit or the retrigval of a stolen ido
to the more complicated, multi-task
stages, It is essential that adequate time
hast

een devoted to reconnaissance and
observation. But while this is an intriguing
device, offering the patential for a variety

of solutions to mission objectives, In

@

practice the inadequate design of levels

yer freedom and

The game ventures away from settings you would expect from a hitman title, such as a mission which
requires you to g=t past a sacred big cat without killing it. These ultimately cause the action to lose focus

advantage of quick s
tor sloppy design, bu

maore pronounced when,

with MHitmar

omits t

implement s There are

too many missict at must be played

ar

ars actuaily playe

g

int-and-click adventure

a walking sim, or a

painfully slow

Compounding this, a
can also require you to restart a mission —
. i

n can take up to hal

w0

to complete. With the contro

ntroducing a large element of luck to

proceedings, it can be all the maore gal

O perish tr -.-_.:]r; no fault

S

ur qun barre ing through their

chest, for example slightly frustrating

and there is an unde tension
petween the quest for reallsm and the

simplicity of ga It Is inexplicable

a garotte when h

to circle him in a tollet cubicle, and It is

has d you

sar how enamies will

sguises the hitman do

I nail in the coffin is that, at

place more emphs

n - with the f leve

ed fo

g in an unprecede

fighting that jars with previous

d idk
gn is not the game it should

35 back to the

have been. Despite lofty aspirations,

y frustrating to play.

e rating Fve ten



i

Iitie

L]

The game is at its best when It sticks to the well-known seedy underworld populated with colourful
characters that Hollywood hitmen populate. A stronger focus on this would h been a vast improvement

Like any self-respecting actio X wakes i 5 L f the zoom
a Triad leade ing out a heavily guarded C mpound. But
r hits, and the re > i es don't
The fibrewire garotte will prove to be a trusty companion throughout the game, but players must be careful ; € t nstrear
not to eliminate too many civilians. Unfortunately it is not always clear exactly what constitutes a civilian 0




Escape From Monkey Island

Format: PG Publisher: Activision/LucasArts Develcoer: LucasArts  Price: £30  Feleass: Out now

fe and fork,
? LucasArts
having once been the undisputed master
of the of the point-and-click adventurs,
is often cited as being the only company
il on to the genre's
bers. But Escape From Monkey
its an obstinate

to innovate, or a frank admis
deshop can't take the genre

I fa nnital uses a kni
that constitute progn

d either represes

refusa
In truth, tk

With a pensionable design brief, EFMI is
reprieved from a beckoning obsolescence
by its slick production values and solid script

As with previous adventures, travel
between specific locations on each island
takes place on a ‘map’ screen. Surely this
device has passed its sell-by date?
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any further. After having played EFM,

er a de after the debut of the

th instalment locks to the
1 of inspiration. Melee

series, this ft

past for a mod
and Monkey Island are reintroduced as

. cely resemble thelr bitmap
sh and Elaine - main
ove interest of previo
y —return from their
Meles Island shortly after
the game begins, only to find themselves
» er complex battle
pirate LeChuck

after the cpening

le 5. bu

IS

oneymo

not to feel a pang of regret; competent
as the stylised rendered backdrops may
b arly evocative of

they aren't partic

By overly adulte
familiar sights and using
angles, EFMI lacks the nos
it really should have. LucasArts appears
1o have missed its own paint
Like Grim Fandango, EFMI re;
a mouse-based intarface in favou
keyboard or joypad control. By v
joypad or arrow keys you move Guybrush
around, and a disproportionately large
number of other buttons are used to

perform various functions. In principle,

g a

this is a reasonable idea. As in its direct

s haad to vew

slements of the backdrop
that happen to be nearby. This is designed
to highlight essential items as least as
effectively as the ished p

any interactive

The standard of ani during cutscenes is worthy of note, Each character moves in a suitably comedic
fashion, and there are plenty of small (but pleasing) touches - a far cry from the usual ‘talking heads' format

ng himseif

both visible

t of reorien

boundarle

0 50V Jmes more

Guybrush’'s

a result

ralues and appreciably
rarely spectacular, script. Its ultimate

r was distinguished by merit of




Characters from previous adventures are reir

others. Domonic Armato's Guybrush,

in particular, is exceller

a. When th
y switches to a

¢ ore sending the
player off on another quest, on a different

fulfilled, the game ab

concluding cut-sce

serves to highlight the sensatior

(above left), while previously explored areas such as
Monkey Island are given new features {right). That said, EFMI rarely evokes the sense of nostalgia that it might

ittt i
W

puzzles, There's still - a decade after the
debut of the series — way too much onus
upon running between disparate points

of interactivity, of obscured,

conundrum-relat

In essence
nteractive canoc
games of its genre have always aspired
to be — it's Just that practically all of its
notable content is on rails, which
titutes gameplay. Yet

perversely, it cont
ain, despite the aforementioned

s and others too countless to relate
here. Edge should, of course, explain just
why that is the case in depth - but, as
brush might say: "Look behind

you! A three-headed monkey!”

Five out of ten

Face value

Using an enhanced version of the Grim Fandango engine, Escape From Monkey Island mixes
prerendered backdrops with polygonal characters drawn on the fly, Opinlons on its aesthetics will
undoubtedty be polarised. Some will enjoy its distinctive, individual style, but others may point out -
perhaps rightly - that the cell art of its forebears had rather more character. It does, however, enjoy the
distinction of being one of the few games where the transition between FMV cutscene and game engine
s not unduly pronounced. Special mention must be made of the facial animation of certain characters,
too - Guybrush and Elaine are particularly good, with a convincing range of joke-enhancing expressions.
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Banjo-Tooie's bosses are surprisingly
easy to beat. The final showdown with
Gruntilda is over in a matter of minutes

Banjo-Tooie

Format: N4 Publisher, Rareware Developer In-house  Price: 550 (£35)

Bslease: Out now (US) April 2001 (UK)

s Miyamoto-san often sarts,
A Rare makes great videog: :

So he must be the first to sigh

whenaver the Twycross de

blots its copybook with the likes of

Banjo-Tooie — a game that, while

solid and enjoyable, substitutes

shamelessly generic platforming

for the sparkling originality

of a GoldenEye or Jet Force Gemini.
Tooie’s eight levels are of a similar

size and style to Rare’s earlier Donkey
Kong 64; in other words, impressively

large, but only too happy to return to
the depressingly familiar themes of lava,

Banjo-Tooie distances itself from its genremates
with a gameworld that’s as bursting with
character and humour as it is good looking

100

water, ice, and caves. Like Banjo
tesis of agility,
as well as the usual line up o
mannered bo
and bird with jig
of jigsaw which unlock each successive
map. This time, though, Banjo and
Kazooie are able to split up, although
only at predetermined
for disappointingly brief periods

Even if Tooie’s plethora of self-
contained minigames, which range
from jigsaw puzzies to firstpersen shooting
sectit
proper, for the most part the puzzles and
platforming are genuinely involving.
Working out how to steal a treasure from
a snoozing caveman or carry an obese

inte

35 — reward the bear
ies, which are pieces

nts, and

threaten to swamp the game

Id to his walting mother requires a
surprising amount of thought, as well
as full exploitation of Banjo and Kazocie's
roster of more than 40 moves. With Rare

Rare has no need for fogaing or other distance-
masking methods, but the game does judder
when the polygons are at their most plentiful

refusing to unlock levels until a good
number of Jiggies have been won
Banjo-Tooie's cartoony visuals mask
a game that's anything but child’s play.

As the game progresses, however,
it becomes clear just how poorly Rare
has handled the ability of the main
characters to morph into other shapes.
In Banjo-Kazooie, the heroes' alter-egos
used their swimming, leaping, and flying
powers to surmount obstacles or defeat
enemies created specially for them,
Caonversely, in Banjo-Toole all that's
usually required of Banjo and Kazooie's
dinosaur, submarine, or rock monster
forms is to stand on a switch that opens
a locked door. As a rasult, trekking
backwards and forwards across levels
for shapeshifting purposes seems little
more than a cynical attempt to extend
the game’s lifesparn.

Aside from that uncharactenistic flaw,



Chuffy, the steam train, is just one way of traversing
Banjo-Tooie's colossal map, although the lengthy
cutscenes that accompany it soon begin to grate

Rare ,
qualities that evade most
develo ¥ npts at 3C

Rare's Sabreman character - last sean gracing the humble ZX Spectrum In games such as Underwurlde
and Sabre Wulf - hides in this level, and hints that he may yet be reincarnated as a hero for Gamecube

ng that Rare is capé
nd that the N64 should
wannabes
) year. Edge hopes
te axploits of

r's Bad Fur Day

the nagging

of far more, ar

jred.
Banjo-Toole also distances itsell from

ble to dislike — even ¢ g

longevity is C
me's most frustrating moments.

the upcoming Conk:

ridd that's Kazoole hers:

emates with a games

better demonstrates Rare's capacity for

our her acid-tongued ot

as bursting with character and hur

as it is downright good looking. From
the Pythone:

at odds with the bemused inhabitants doing things its own way, rather than

orld. atternpting to do things Miyamoto's

dyne 3D

que ranting of a coal of the anc

All told, however

Invoiving piay isn t

ge rating Seven ten

The underwater world is hardly original, but
it demonstrates Rare's capacity for pushing
the ageing N64 hardware to its limits, The

visual ball is very much back in NCL's court

Camera troubles

Reviewers in 1995 nalvely criticized

Super Mario 64's Lakitu-cam — the code for
which Nintendo has since patented = [ittle
realizing how ineffective rival chase cams
would tumn out to be. Banjo-Toolke's camera
isn't as stubbom as its Rare-designed
predecessors, but still feels ‘sticky' in
response to the rotate controls, and often
provides a claustrophobically close view

commits

of interiors. At times, it ev
videogaming's ultimate sin - forcing Banjo
and Kazoole to walk out of the screen,
providing no inkling of what's ahead and

forcing you to push left on the stick in onder
to move the bear and bird to the right.
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Sin And Punishment

Format Nintendo 84  Pubishes Treasure Dewloper. In-house  Proa ¥5,800 (£36) FRslesss. Out now (Japan) TBC (UK)

erhaps the most extraordinary aspect
P of audacious shoot 'em up specialist
Treasure is its ability to continue to inject
innovation into the cracks of one of the
oidest videogame genres. As with the
Satumn's understandably elusive Radiant
Silvergun, this latest vertture (only the third
for the NG4, after the enjoyable Yuke Yluke
Trouble Makers and Bangaioh), also emerges
as one of tha host system's best titles,

It's the future. Japan is under threat from
the Rufian, a breed of mutant beings that
have rebelled against the human race who
created them as a way of increasing food

production for a worid facing starvation, in
their way stand the very young Saki Amamiya
and Airan Jo, under the ever-watchiul eye of
telekinetic 13-year-old Achi. Revealing any
other plot detalls would ruin the experience,
and despite the odd cliché there are enough
twists in the narrative to make it ana of the
better examples 10 have recently bean
implementad in a wdeogame. SKipping
ccasionally lengthy cutscenes is
possible, but doing so 1sn't advisable,
given that the game suffers as a result
Besides, it would only further shorten
what is already - by current standards -
an uncommonly brief experience. True
the default difficulty level certainly tests the
gaming prowess of even the shoot
elite, and the resulting increase in enemy
presence, it could be argued, provides
a better video g expenence. Having
accumulated continues (you get one for

every 10

There is a twoplayer option, but sadly this
limits itself to dividing the directional and
shooting duties between the two joypads,
presumably as a help to young gamers

2T up

opponents you gun down) in
the early levels, the game gets really

tough around two thirds of the way through

From the outset until the very last shot has
been fired, Treasure toys with the genre with
the genius it alone appears able to implement

One of the remarkable elements of the game is
the way it Implements a variety of gaming styles
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The diversity of the and the situati

peaking, this is as

Persistence at the expense of continues
should eventually allow further progress,
but chances are it'll be game over before
the game is over. And yet, starting the
adventure from scratch doesn't frustrate
ith all titkes of distinction, the compulsive
t makes sure of that

n the uniikely event of things getting
unbearably imitating, or, more likely,
implausibly tncky, then lowering the tone
may be advisable, Immediately, enemy
numbers and certain boss attack sequences

go missing. Unless shooters aren't your forte,

you should be taking part in the inspired end
battie after about an hour of the start.

So why does a game so short score
s0 highly? Think of it as the age-old ‘quality
not quantity
continues Treasure's commitment to

gument. Sin And Purnshment

you find yourself in is insanely clever. Visually
i as the kind of product gamers have come to expect from Treasure

producing rival-baffling slices of electronic
entertainment, The entire thing may be on
rails, offering limited amount of freedom -
left/right movermnent (via the C buttons),
jumnp (R, or L for the left-handed), and
crosshalr analogue control — but the
developer offers an expenence that eclipses
the majority of free-roaming equivalents.

Mot that you would necessarily find
anything comparable to this, of course.
From the outset until the very last frantic shot
has been fired, Treasure toys with the shoot
'em up genre with the kind of videogaming
genius it alone appears able to implement
convincingly. Not only are all the action areas
marveliously unique (despite ingeniously
maintaining an overall cohesive sense of
narrative), but most offer distinct gameplay
mechanics, too, Wonder as the game



areey
B39 16E

The odd case of slowdown does make itself
shown, but it usually confines itself to huge
explosions and is not g play threatening

It's a sin

Your gun (which is also a laser sword should baddies

The fact that a Euro release of Sin And
get too close) offers an optional lock-on function

Punishment looks unlikely is deplorable.
Sadly, a US version no longer seems an
opticn, either, given that all details relating
to the game have recently been taken off
NOA's official Web site, Despite Japanese
text, the game remains mostly playable
{helpfully speech is in English) - even the
bonus options reveal themselves in time.

Inorougnly relentiess, exnionmg

unmistakable charm. Relish, too, the way it
does this while remaining remarkably raw in
ts approach - other than points and health
pick-Lps, there are no power-ups of any kind.
et the way it challenges you to determine
the course of action required to exterminate
some of the more inventive Rufian bosses

5 ) thinking something

play here

g factor involved
pasure-developed
that you're getting

something wonderfully individ

Sin And Punishment is no exception

ing: Eight cut of ten
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MotoGP

Format: PlayStation2  Publisher: Namco  Developer: In-house  Price: ¥6,800 {€42) Release: Out now (Japan) February 16 [UK)

m«;mn' M P iven that 5.10 :3'. of the

thesr wesght around, 1t's actually
convey the dynamics of a b
form than it is those of a car. Maybe it's this
inCreasa m ".a‘\(lllr\g COMmg Mexity that has
meant the last few attempts at creating
realistic bike games have felt qrn‘newh'*t
di Sanp-omimr; or maybe it's the lack o
dedicated contrcller.

Regardiess, having started life as

a tedious coin-op, this latest sffort was

never gaing to trouble the world of motorbike
racing simulation, something which is

in the way your bike handles on
ack. In Arcade mode, powersiiding
ay past the apex or pulling v
ymers may read like fun, but in

s not encugh to pull you out
of the trance-inducing expenence that
MotoGP can be as a whole.

However, things get a litthe more
Iively if you select the Simulation option
with the bke throwing you violently over

GEAR

the handiebars should you insist on over-
doing the throttle as you negoti
This would neither happen as
be as fnustrating, had Namco actually
botherad o properly implement the
anaiogue button functions, rather than
the: almost digital on/off nature o
throtiie displayed hera, making it impossible
to tame the power mid-corner. Conversaly,
the brakes have to be pressed ludicrously
hard in order to slow you down cormvincingly,
i

a fuli-length race

In amy

e bends

an. nor

Crashing becomes far easier in Simulation
mode (top), though a limited amount of setting
up pre race s possible even in the Arcade mode

he paint of brulsing your thumb after

thing other than the ha

after starting from the back of t

¥, 8vEn a moe demandin

] setting dossn't

GEAR J prevent the compet
convincingly, doing a remarkable job of
laying all of the

ion from failing to behave

ignoring you whil

predetarmined routir

associated with Namco games,
True, there are plenty of extras

4 that are usually

Replay bonus

By far the most imprassive aspect of
MotoGP are the game's replays, which
combine unusual levels of attention to
deiall with a distinct televisual feel. Curb
cameras shake as bikes race past, the
heli cam barely manages o pick the bikes
engine notes over the din of the rotors
trackside images struggle to kesp the
action in frame, and on-bike footage
makes things look far more exciting than

(mostly rider photographs) to be opened

by undertaking the Char ship mode,

ime Trial, and a muititude of
ke chalienges, but frankly the achtion is 100

ifeless and artificial to keep anyone but the

keanest bike enthusiast genuinely

nterested in unlocking them

they really are. |t stil doesn't make the CPU riders follow the same line and appear unable to make any mistakes, there are only five courses and

gana any more enjoyable, of course, no weather alterations. The series of challenges (above right) are taken straight out of Gran Turismo Five out of ten

Edic
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Snowboard Heaven

Formal PlayStation2  Publisher: Cap

Developer: Cave  Prce; ¥6,800 (£42)  Release: Out now (Japan) TBC (UK)

o the layman, creating a snowboard
T game ought to be a relatively easy
task. You have a hill, you have a character
at the top of the hill, you add gravity, and you
let nature take its course. It's not that simple.
of course, since control, speed, and creativity
all need delicate consideration in the design
process. Thankiully for would-be
powder/plank coders, Snowboard
Heaven provides a neat illustration of
everything that can possibly go wrong

Nominally more realistic than SSX -
the terrain is all-too barren, at times
absolutely featureless, with nothing ke
the extravagance that EA's effort offers -
Snowboard Heaven's dynamic depends
on inertia. This dependence on realism
sees the boarders slipping slowly down
the mountainside at first, and in order to
accelerate you must crouch, achisved by
depressing the analogus stick. Beaching
top speed takes a painful length of time -
literally, since the force required to press
the stick into its socket starts to hurt your
thumb after a minute or so.

The faux realism is also badly
implemented in the handiing, which is
sticky and unresponsive, as it is in the gravity-
defying leaps. Whilst in the air, simpie inestia-
less tricks and grabs can be achieved, a
shadow of those offered by the title’s rivals.
Rail slides are also possible, but unsatisiying
and difficult to achieve. In the end, it's Unikely
you'll bother trying, since failure, just ke
most ermors across the unforgiving courses
will lead to your character faling.

Worse still ara the character-to-character
collisions, often rendered unavoidable since
players are offered no way to see what is
happening behind them. Since the game
15 50 dependent on inertia, stopping 1S
often fatal to your chances, and when a CPU
character has caused that loss of speed by
running unintelligently into your back, this
200N becomes infuriating and frustrating.

Major flaws all, but there are more,
including the lack of any visible reward
system and the poor and unimaginative
course design. Given the paucity of
excellent titles currently available on
PlayStation2, Snowboard Heaven's
failure should have come as no surprise,
but even s0, the weaknesses hera ara
shocking. Gamers already have one
snowboard heaven in S5X, This is as
far away from that as is imaginable.

Edge rating: Two out of ten

Wiy

el e
1 e 7

dih/a:

Journeys down the hillside will never fill the player with awe, since the courses are far too sparse and
create little sense of speed. Poor shadowing means the board occasionally seems as if it's hovering

Snowboard Heaven lifeless and stilted
animations fail to produce any sense of urgency

Race form

All but the most abysmal software
redeems itself in some minor way, and
thus it's reasonable to expect to find some
positive points within Snowboard Heaven
too. There are few: like most games, it's
reasonably entertaining within twoplayer
mode, and some of the graphical touches,
particularly in the character design, are
fairly cute. Regardless, there's still no
justification for owning this, and the fact
that its chief rival, SSX, is so much better
in every single way only emphasises this.
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Kessen

Formet: PS2  Publisher: Electronic Arts.  Developer: Koei  Price: $50 (£35)

Though the battle scenes are spectacular,
with up to 100 men on screen at once,
repeated viewings make the player
thankful Koei has included a skip button

Focus on FMV

Throughout the conflict, FMV cutscenes
kesp the plot moving apace. Watching an
enemy officer suffer emotional indecision
over whether to defect is interesting, but
without knowing a great deal about the
conflict's historical background, trying to
follow every political and emotional twist
can be confusing. Key players are
introduced and betrayed with each new
segment, and the overall effect is
disorientating. There's no doubt, though,
that the pieces are excellently constructed
and are executed with a cinematic quality,
albeit with slightly dubious dubbing and
facial expressions that sometimes slip into
‘Thunderbirds' territory.

essen begins with a note from its creator,
Kou Shibousawa. He wants  \
you to know that he's done this because
he's passionate about it, and he hopes you
understand it. Maybe more so than any other
game recently, it's clearly a labour of love,
which might explain its epic stature and,
equally, its imited appeal,

Set at the end of the 16th century
in a Japan stricken by infighting, Kessen
sees you begin by playing would-be
(and historically victorious) ruler Tokugawa.
Through guile, astute tactics, and brute force,
you must outwit his rival Ishida in a manner
that, PR-wise, fits neatly into the realtime
strategy genre. Actually, it's not that simple,
since the pace here is much more sedate
and contemplative than the next in the
Command & Conguer lineage. This Is tabletop
war gaming: you purchase your lead figures,
you paint in their personalities, and then you
slide them neatly across the table to their
glory or doom. Despite that, it's still a lot
more accessible than Koegl's previous
efforts, shying away from diplomacy
and politics, and concentrating its
feudal gaze on the battlefield.

The scale, too, is phenomenal. Units
consist of thousands of men, rather than the
dozens that RTS fans will be used to, and
areas of confiict span vast swathes of rolling
Japanese countryside. A sense of individuality
remains thanks to the officer system. A single
nobleman controls each unit, and the player
must issue orders to him directly, rather than
simply telling his troops what to do. Each
officer can be examined through screens of
initially incomprehensible data, but their
statistics are also apparent in battlefield
behaviour. Some are arrogant, some are
cautious, some sullen, some dutiful - the
player feels pride in those units who've
served them well, and mistrust in those
whose loyalty is quastionable.

In a twist lifted from another genre, units
in Kessen can also execute special moves,
praviding their morale is high encugh. The
devastating impact of these can be watched
in realtime, or the player is free to just watch
the enemy’s numbers fall - more brave
warriors reduced to statistics and the roll of
a dice. It's a fine accomplishment, a game of
mammoth scale and finesse, but whether it's
an enjoyable experience depends on how
attractive you find the prospect of Fea
lethargic 21st century tabletop gaming. -

Analysing officers, their troops, and their
special moves allows the player to tailor
tactics according to their army’s strong points

ge rating: Seven out of ten



American McGee’s Alice

Format- PC  Publisher: EA  Deveioper; Rogue Entertainment  Price: £30 Fslesse: Out now

H

outing without the assistance of former
colieagues to be considerad the third
chapter of Ali

's adventures In

Carrol

It is likely, though, that Le
tum in his grave if this sub-Gaiman inspired
substandard piatformer were to r
widespread recognition. Utilising the
Quake MMl engine should really have aliowed
one of America's 'gaming gods' to focus
on playability and level design, Instead
bath seem to have played 1 fiddie
to some admittedly impressive visuals

The piot, whict Jic
Wonderland in peril as & sequence

0N

of her mental il health, might s
particul
British literature

goth streak, but the world depicted in the

arfy American f

wers ing of

-ombined with an adolescent

game is a beautif
fragmented c
ke
gu
the impish inhab

However, the v

otherwornioy aspe

these environments reqt
aexperiment with thei
out what is lethal and wh
1o say, frequent saves are t
day, to the extent that levels have
rhythm — to the game's detriment. Apart from
this, the puzzles are relatively straightforward
throughout, albeit of the frustrating sudden-

res players 0

death variety. Largely this is due to lack of
imaginative level design, but there is also the
significant problem of sluggish and difficult
controls. Simple tasks, such as jumping on

iy caverns which make

B00

BCles even more random s a my

Combat is similarty affiicte

deficiencies, a fact compounded by a

Persistence

Alice is a game that rewards persistence.
With most of the available weapons
capable only of short-range attacks,
accurate targeting is immensely difficult
with the result that most baities are a
test of endurance. Nowhere is this more
obvious than the end-of-level bosses,
each of which is overcome by pretty much
the same technique; namely, by strafing
round them and attacking, stopping only
to recover health and ammunition from

simple of opponen
which take an etemity to sumr

encounters are infuriatingly random and dull

Rarely do videogame developers

le the imaginat d intellectual
heights of centuries of iterary activity
Unfortunately, American McGea's Alice
is sad proof of this fact

respawning power-ups. Since most bosses

Traditional platform elements such as this underwater sequence are beautifully rendered and imaginative,
7 but sluggish controls and an obsession with level design which rewards mistakes with a quick death have more than a sturdy constitution, this
Edge rating: Four out of ten undermine the playability of the game. Nevertheless, Wes Craven Is rumoured to be directing the movie can take considerable time
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Project |Gl

Format PG Pubksher: Bidos interactive  Dswsioper Innerloop Studios

eatunng a lone ce unter-terronst

operative undertaking assignments
uire a blend of stealth and action

grandeur, 8

Wi acx

yed to give

Sgntly camp voice ac

acter to Jones, the SAS veteran hero, 10

mbalanced and inconsistent gameplay,

The memory game

Although at times there are potentially
several approaches the player can take
to the task at hand, the lack of a quick-
save function and overall arbitrariness
of the game conspire to discourage risk
taking and expermentation. Levels will
frequently have to be replayed, but there
is little incentive, having invested &
considerable amount of time learming
the positions of guards en route through
the front door of a building. to go back
and learn an alternative route.

guards standing in buildings or on

nies and the like

ars

accuratety

stray from the > argets due to
kickback, but with only one or two shots
proving lethal to Jones

adds a large
element of luck to gunfights, in which he

s inevitably outnumbered. Gunfire may be

abie 10 penatrate ma

s depending on

Some mernt in

f ex-SAS military

A number of missions add spice to proceedings,
but despite the fact that the game takes place in

a number of different locations, there is a similarity
to the environments that breeds boredom

there is very little sense of a learming curve,
with later missions increasing in length, not
difficulty. Ultimately, the resull is a fesling of
loss of control. Project ! f

The sniper scope and binoculars In the game are capable of zooming over impressive distances, and
reconnaissance is crucial, but with the huge environments on offer, there's a lot of walking to be done
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Delta Force: Land Warrior

Farmat: PG Publisher Novalogie Developer In-house  Price: 830  Ralease: Out now

ith the launch of Land Warrior, Delta
w Force has undergone a graphic
change. but
from a new

technology 1
Dedts Force

simply handling the expansive landscapes,
but the polygon buildings that form the
centrepieces of each mission remain ugly
and uncomplicated, Character model
animations are cruda, too - the game

15 o less entertaining for it, but it's still a
disappointrment in a cunously miskeading
FPS. If you view Land Wamior as part of the
current PC vogue for realistic urban combat
samulations, then there's no question that it's
a fallure. But as an arcade-style game, a
pure-bred shooter with Silent Scope and

5 parents, it's enjoyable
Like many of the firstpersan shooters

aiming for a more realistic dynamic, Defta

Force makes you as vulnerabie 1o bullsts

as your enemies, meaning that one

hit from them Is often enough 1o end

Friendly fire kills, so it's advisable not to turn
your gun on your comrades. Besides, they're
much better shots than the enemies, and as

such they're often crucial to mission success

has sought out

2 niear-rid it has made
he enems
So, if an enamy doe then you're

in frouble, but for the most part they won't
because they're comically siow. It looks
daft, it reduces the player fear, it takes
away any realism that the vast play areas
and well-thought-out scenarios might have
mmported - but it makes it a better game.
it's cartainly nowhere near the perfect answer,
but it’s an answer, and when the option is
having to suffer more atrocious quicksave-
ridden gameplay, that's enough

Unfortunately, it also makes the game
incredibly easy for those who will insist on
saving throughout the mission, and though
the option of a campaign structure as well
as the instant cneplayer game adds to the
longevity, it's still much too short. Multiplayer
on Novalogic's online section NovaWorld is
aiso offered; with up to 50 compstitors at
once, it will doubtiess offer more challenging
oppanents, but it's conceivable that the
oneplayer game won't hook enough people
into trying it, In an age where Counter Strike
appears 1o be the only choice for the online
bullet strategist, being young, dumb
and full of guns may not suffice.

Appalling shots

Not only are your CPU-controlled
oppaonents stupid and slow, they're

also appalling shots, This serves another
{presumably intentional) purpose - the
trajectory of their poorly aimed bullets
serves to give you a clue as to their
location, in much the same way as a red
marker points out the terrorists location
in Silent Scope. Sniping Is easy, thus

it's possible to be surmounded by hugs
numbers of randomily misfiring enemies
and emerge unscathed. Even given the
usefuiness of thesr idiocy, it's still absurd

" The first mission in the campaign section takes you on holiday to Egypt, whers terrorists have overrun the
Six out of ten Sphinx. Inside the relic, the action becomes less like Silent Scope and more like a siower TimaSplitters
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007 Racing

Format: PlayStation Pubisner: EA Daveioper: In-house  Price- £30  Relesse; Out now

T

nonyms undar the heading ‘appalling’

_I.r'll,'l'l'}'”fi H hii I |h all the ¢

Hl Ijl'.,u.lllrr,_”' il / Profe

esy, however, dictates a full and

EMNEMY

ate even & modicum of the potency of thesa
vehicles. Missions taka place in locations as val

and in EA's defen

anamies - ng a trail of oil and we

plummet into hazards, for instance. But

At least EA has attempted to deliver some the clums n intal
variety to the missions. Some will see
Bond reaching waypoints, others

destroying key targets. None are exciting

Helifire missiles are launched from either side of Bond's classic Aston Martin. This, however, means that r
direct hits can only be achieved with frantic adjustments - difficult considering the awful vehicle handling cage z o ouUt Of ten

Worms World Party

or: Teaam 17 Frics. £30  Ressse Out now

Format: Dreamcast  Fubiisher: VIE

T he Worms franchise wriggles a little further, then,
but fans of the simplistic dynamic will be pleased

ed. Players

ote nothing much has

y recall the rom its Armiga

dabut will note the worms have grown, now standing

as more than & pithy coliection of pixels, and their

arsenal has increased

opriately, There's

8, DUl aiso

serves to show that the real joy In Worms is seeing your

list structurs is fleshed

LU
[NASTY CREN "HIJI(I’IH'II
™ TEAMI ;Im_:mnn ™

The miniey

ant crumble,

ntertaining

Using the rope requires arcade-
quick skills, and failure to time

a swing property can result in a
strategic disaster or a watery death

= 5 A wide selection of game environments has little impact on the gameplay, but gives Worms some visual
Edge rati ¢ Six cut of ten spark, though those with a phobia of needles might find the medical backdrop a little too distracting
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Typing Of The Dead

Format! PC {reviewed), Dreamcast  Publisher: Empire intaractive Developer: Sega (Smile Bit)  Price: £35  Foisase: Out now

ARATCCiNN

VAR I e s

it's difficult not to be st

The end-of-level boss minigames
required are inspired, particularly one

in which the player has a split second to
identify and type the answer to a question

The Dead without having pla

£asy to lose yourself In the quest 1

bona fide ‘typing

Some of the iater stages in the game require the utmost skill and dexterity, with hordes of zombies filling
o ten the screen. The phrases you are require to type can be bizarre in the extreme - Mavis Beacon it ain't

Star Trek: Deep Space Nine — The Fallen

Farmat: PC Publisher Simon & Sch i D, The Collecti Price: 840  Relesse: Out now

atest in a series of games

| the '‘Star Trek' universe that is setting an almost

) Space Nine as they do on away-team duty,
But there s an equally robust game here, too, with

missions unique to each play

ble character extanding

langavity. € ed, the bale ptween action and

puzzies is sl T, with puzzles

Fans of the series will gat thair kicks
simply walking arcund seeking out if t
familiar taces, which complements -
the competant game that lies beneath ot
While the action in the game is hardly hugely challenging, some ambiguous controls do undermine the 3
balance between this and the puzzle element, but three playable characters extends the title's lifespan L Six ten




Mars Matrix

Format: Dreamcast  Publisher: Capeom  Devsloper: Takumi Prics: ¥5,800 (£38)  Release: Out now (Japan) TBC (UK}

ompared to its predecessor, the Saturn,
Dreamcast has been starved of scroling fhocters.
In Mars Matrix Takumi has gone some way to nighting
this, Incorporating some potent twitch gameplay.
Visually, the game is uninspiring: low-resolution
backgrounds will not woo the casual gamer — the
ancient Radiant Sivergun easily eclipses Takumi's
afforts. That said, the game engine is happy to
support screenfuls of bullets, and slowdown |s rare
Where Mars Matrix shines is in its well-balanced
difficulty level: at its default satting, the game s a
formidable challenge, and for beginners ‘game over’
s never far away. However, determination bangs slow
progress, and masiering the weapon system is key.
Along wi

rapid fire, the plaver ship is equipped to
consume enemy fiak for as long as the power bar
permits, then discharge it as a screen-wide smart
pomb. Additionally, goid blocks from destroyed enemy

f \ ; vehicles can be exchanged for additional lives,
While it fails to impress visually, sporting g b e Y . Three play modes, uniockable options and
low-resolution backgrounds, Mars Matrix | : . | ! i - ¥ continues, plus the predictable gallary add value,
A1 +-4 of i h n .

has gameplay quality to burn but, ultimaiely. it will be the hard-boiled

gameplay that wins over shoot 'em up stalwarts.

While it may look daunting - and the title does have a steep learning curve - an interesting element in =
shoot 'em up terms is that you can hit enemy ships without being destrayed. It's the bullets that count t‘.-,’!_ﬁ_]t'—, :‘:’.'*.t-::]g’__]'. Seven out often

Cannon Spike

Format: Dreamcast  Publisher; Capcom  Developer: Capcom/Psikyo  Prica: $30 (£21)  Falsase: Out now (US) TBC (UK)

collaborative effort from Capcom and Psikyo,

Cannan Spike delvers Instant thrills in the mould
of Willams' seminal Smash TV, an immediate difference
being that the action is wewed from an isometric angle.
Characters are recognisable protagonists from the
Capcom stable, Megaman and King Arthur included. 1iHit ?
Both long- and short-ranged attacks can be utilised,
and there is a useful lock-on funclion that enables the
player to circle the enemy, faciitating accurate attacks.

On an immediate level, this is a familiar formula:

relentless gunfire and much dodging. While hardly

innovative, it introduces a satisfying slement of
bloodiust, especially when coupled with some absurd,
yet stunning, pyrotechnics. Screen-wide explosions
emanate from virtually every vanguished foe — any
excuse for an exaggerated demise has been taken
However, there is flaw in the length of the game.

The ten levels are extensive, but are soon finished on

the sasiest difficulty setting. Compounding this, all that

has been included to avoid shoot ‘am up fans feeling While Cannon Spike ostensibly adheres i
shortchanged are two hidden characters, an art gallery, to the shoot 'em up formula, a lock-on i danasier tiant -l

targeting feature enables the player

: w7} to circle the enemy before attacking
enjoyable, curt exercise in arcade blasting, then. 4

and a low RRP — which doasn’t suffice. An

C T T Capcom and Psikyo have worked Sega's hardware to the nth degree in terms of lighting effects. Weapon
Edge rating: oeven out of ten flare and projectile tracers feature heavily, but the explosions eclipse all with their sheer faracity
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Codeshop

X-Box goes indie

Microsoft's latest proposals should encourage small developers with big ideas

Kmvin Bachus, X-Box director of thirdparty relations

The demos were great, but Microsoft
Is now ensuring that X-Box has the
content to make it entrance into the
games market successful

URL

www. X-Box.com

icrosoft's remarkable
repositioning as the developer's

best new friend ironically mimors the
sirategy successfully used by Sony
to break the power of Nintendo back
in the days of the PlayStation. As
everybody knows, software selis
hardware, and as developers make
software ergo surely the best way
to sell machines Is to get as many
developers making games for your
console as possible. it's this sort of
thinking which is behind Microsoft's
recent announcement of two programs
to help independeant developers get
their hands dirty with X-Box.

"I started asking around, trying
to understand how independent
deveiopers gel access 1o development
tools for other consoles. What | found
was a confusing set of contradictions,”
explains Kevin Bachus, X-Box's

Successful applicants to the incubator program will be able to get their hands
on the official X-Box development kit — but only it they shell out for it

director of thirdparty relations.

*So we asked the developers how
they thought it should work. We found
some needed just enough techrical
information to be able to prototype

an X-Box game on a PC emuilating
the capabiiities of our console, Others
needed to build tools and experience
X-Box in order to convince a publisher
to assign them work. Based on those
conversations, we put together the
two programs: a set of technical
specifications and software tools

that would allow developers to
prepare prototypes to demonstrate
their idea for publishers, and a well-
defined mechanism for giving a small
group of developers access to

actual development kits.”

Known as the independent
developer program and the incubator
program raspectively, Bachus hopes
that opening up access to X-Box
technology will make it easier for
developers to create innovative
content. “it's difficult even for an
expenanced team o secure funding
on the bass of agrest dea. " he says.
“The independent developer program
was desgned o give those developers
that shot - 1o aflow them to male
enough progress so that they can
show a publisher what their
X-Box game will look like.”

The independent developer
program is the easier of the two to
get accepted on to. Developers just
need 1o show interest in developing
a prototype and an indication that its
game idea has potential. Microsoft will
then provide what it is calling an XPK
free of charge. This allows developers
to emulate some X-Box functionality
for prototyping purposes.

“Initially this consists of the DirectX
B software development kit and tools
that can parse source code to
determine where a developer might
run into trouble on an XDK - for
example, the use of function calls
that aren't avaiable on an X-Box,"
says Bachus. The XPK will typically
be run on a PC with an X-Box-style
733MHz Pentium Il and a high-spec
NVidia graphics processing unit
combination. Microsoft won't be
supporting the program strongly itself,

though. “We will provide community
support Web forums, but to some
extent the support wil be fairly
imited compared to what is
provided to ficensed X-Box
developers,” confesses Bachus,

The incubator program is &
far mare serious affair, however.

To participate, developers will be
required to have their game concept
passed by the X-Box team, Even then
this will only guarantee a six-month
period on the program, and they wil
still have to buy the expensive X-Box
development kit (XDK].

"An XDK is custom hardware -
very, very similar to an actual X-Box,
but designed to host applications in
a software development emvironment,”
Bachus explains. Once they have
signed up, teams will also have the
opportunity to access Microsoft's
devaloper support team and work
with Its tools and intellectual property,
as any other licensed X-Bax developer,

Surprisingly, though, content
developed through the incubator
program isn't required to be X-Box
exclusive. “That's a deasion we need
10 leave 10 the developer and to their
publisher,” says Bachus. “We hope that
by providing access to X-Box tools and
support, and by allowing the developer
to see what X-Box is capable of, they'll
be more inclined to do their best work
on X-Box. | suspect that in most cases
the design of the games will make it
difficutt to scale back for other
platiorms,” he adds, ambitiously,

Perhaps it will be most interesting
to see the number of ncubated games
Ihat Microsoft publishes itself, After all,
with these two programs it is setting
itself up as the industry's de facto talent
scout. But Bachus is kesn to underling
that there will be a level playing field for
publishers: "Our firstparty publishing
group will have the same access to
developers in the program as any
other licensed publisher,” he argues.
“In some cases, they might find a title
that catches their eye. But I'm sure
they'd evaluate any fitle presented to
them on the basis of its ments rather
than on the basis of being part of the
incubator program, just as any
good publisher should.”
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A new way of C-ing

ven with the advent of high-level
E programming languages, the
ability 1o be able to write in assembly
code remains a prized skill in the
videogame industry. But as the
number of lines of code that make
up a game continues o grow, the
percentage of code that can be hand
tweaked |s getting smaller. Despite
the increase in available power, code
15 becorning slower and less efficient.
Enter CodePlay’s VectorC compiler.
Designed to automatically generate
optimised assembly code for the full
range of PC processors, it was bom
out of one programmer's frustration
at the state of compilers while
working on Eutechnynx’s
PlayStation game, Total Driving

*| got really fed up with pop-up
and the way PlayStation did things,"
recalls CodePlay's founder and MD,
Andrew Richards. “| wrote a lot of
code and it went really slowly, so |
converied 1t all to assembly language.
With a lot of work you could make the
code go really fast. We could draw
far into the distance, have eight
cars, and full collision detection,”
But beyond the game, a spark of
n had been L *I'd had an
n compilers for a long time

just thought: ‘Con

‘| was

| doing assembly &

because there was spec

hardware and the compiler

wasn’t written for it.”
The major reasan. &

specially
in the PC space, is that compilers
are mainly written for b 55
programming. Special instruction
sels, such as AMD's 3DNow! and
Intel's streaming SIMS extensions,
are available, but they are not property
supported. “Things like Microsoft
Developer Studio are written for
putting frontends on databases
and ecommerce,” says Richards.
“It's not written for 3D graphics, so
all thesa instructions are useless to
maost people, o no one ever bothers
to acld support for compilers.”
VectorC is about garnes. however.
“Although VectorC is a C compiler, it's
not a Noddy C compiler. It is designed
more with an assembly programmer

i Trmancra g U8 e 16
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in mind. You can get really good
code,” Richards stresses. “You can
do prefetching and non-temporal
stores, which make a big difference.”
The proof is in the iImpressive
benchmarks gained using it. Richards
says his benchmarks see VectorC
more than doubling 3D performancs

for Pentium Il

VectorC's inters

give

ophmesed cooe 15 then churmed out
with both the source C and the
resultant assembly code displayed
on the same screen

Debuted at ECTS, Richards
was surprised at the level of response
to his compiler. “Game programmers
are usually the most negative people.
I've never seen them like that,” he
says. “They were s0 positive.”

“The intarasting thing was
it appealed to all levels of
programmers,” adds Adam
Slim, CodePlay's finance director.
“There were senior programmers who

optimise code and they were thinking:

‘Fantastic, this takes the tedium out
of what | do’. And there were less-
experienced programmers who knew
they had to make their code faster,

but who didn't know how to
do assembly language.”

With little game development
currently using C. the hard work is
just beginning. By the end of 2001,
CodePlay expects to have staff
of around ten, and to have released

ons of VectorC for C+—+ and

CONSONES '_lUI."\g
2, "I spent a long

ing PlayStation assembly
jage, MIPS, so it is ready for
PS2 version,” Richards says. X-Box
is already supported to some degree,
thanks to its use of a Pentium Il core

As for the present, “it's quite
difficult to change compilers in the
middle of a project, so what we are
trying to do at the moment is get
VectorC to lots of developers and
gei them evaluating it.” explains
Richards. Available as a download
from the company’s Web site, thera's
a free demo and cutdown version for
amateur coders priced at £60. The
full version weighs in at £500.

“I don't think we are going
to get large volumes of sales until
we have a C++ version available.'
reasons Siim, “but | think we can sell
it to pretty much every PlayStation2
developer there is out there, as it
really will make their lives
s0 much easier.”




Physics with feeling

Climax Brightars MO Tony Backwith iright}
s technical director Grag Michast {far nghth

ith physics playing an
W increasingly impartant role
in the realism of next-generation
games, it's surprising that there
aren’t more dedicated APls available.
Now alongside physics specialists
such as MathEngine and Havok
comes a new entrant - Climax
Brighton's Dyne technology.

“We're releasing Dyne because
no one out there has a good
dynamics engine,” says Tony
Beckwith, MD of Climax Brighton.
"We'vé looked at the competition,
and they're just physics engines with
some car components. They're not a
true solution.” One of Climax's three
offices, Brighton is the location of the
developer's vehicle specialists, who
also happen to be working on a
number of next-generation racing
titles, "We're currently in discussions
with a number of thirdparty
developers about the licensing
of our technology,” adds technical
director Greg Michael.

Dyne — which is the measurement
of force needed to accelerate a one
gram mass 1em/s”, fact lovers -
consists of two components. The
core physics simulation deals with
all the rigid-body motion and collision
detection, while the vehicle dynamics
enables developers to model different
vehicles using such technicalities as
lorque curves, gear ratios, and lateral
forces. The cross-platform engine

had less than auspicious birth,
however. "l originally started it for

a Mario Kart-style game with jumps
and ramps,” explains Dr Chris
Caulfield, Dyne's programmer.

It was first used in the PlayStation
Mille Miglia game.

“Dyne is a package," says
Michael, “You can take the cars
and throw them up in the ait, drop
them, and they react properly. That's
the nice thing about our technalogy.
You get a lot of objects behaving
naturally, which before had only

been done sort of right in game.
But Dyne is very much geared to
be playable as well.”

As proved by vanguard games
such as Gran Tunsmo and Colin
McRae, this is the crucial issue.
“We feel that gamers are often
overlooked as developers rush to
implement over-realistic physics
models,” Caulfield says. “Dyne has
a powerful simulation core, but its
philosophy is to put gameplay
and ease of use before realism.”

This is accomplished with the
use of modifiers to adjust the true
physics. "When you come to the
crest of a hill too fast in a real car,
you'll usually slide off out, whereas
what you really want to do in the
game is just slide and keep going.
You have to dampen down and
adjust things,” says Michael,

This flexibility also makes it
much easier to introduce and set
up new vehicles — anything from
monster trucks to motorcycles.
“The number of wheels is almost
irrelevant,” Caulfield says. “The
driving model is central to the
vehicle instead of being distributed
to the wheels, which is what |
have done in the past. That tends
to make cars much more
difficult to tweak.”




Pucker up

LIPSinc’s Echo technology generates lip-synching and facial animation on the fly

Three games using Echo to automate
part of the development are Timeline's
PC game, Timeline, and EA's PC and
PlayStation2 titles NBA Live 2001

and Madden NFL 2001 (above)

URL
www.lipsinc.com

T hanks both to the power of processors
and the higher standards expected by
players, lip-synching and facial animation
has become a standard feature of many
games. And while it adds realism and
Increases immersion, it can be very time
consuming for development teams aleady
under pressure to meet deadiines.

One solution gaining acceptance
Is LIPSinc’s Echo taechnology. Built on
a processor chain that blends animation
techniques and signal processing with
linguistic rules, it takes a different approach
1o traditional signal processing aigonthms.
The core system, called volceDSP, analyses
speech and generates maouth, jaw, and lip
positions in three dimensions. Speech, aither
human or synthetic, is inputted from a digital
audho file or direct from a microphone. Echo
can also recognise the diflerent amphasis in

a voice 1o automatically generate facial
movement such as biinking or the raising
of eyebrows from the voice input. The
output, which can be generated in either
fipbook-style, dope sheet, function curve
animation data or as a custom format for
maore complex morphing engines and
skeletal systems, is then used to
synchronise the character animation
and lip-synching with the audio.

An automatic process, LIPSing
has coined the phrase ‘drag, drop,
done’ 1o emphasis the simplicity of
Echo, and although that may stretch
incredulity a certain amount, it's a quick
solution for generating a large amount
of lip-synch animations.

Alreacty licensed by EA for PlayStation2
and PC titles, including Madden NFL 2007
and NBA Live 2001, Echo will also be usad

for an as-yet-unnamed online game to
generate lip synching for players’ avatars
In reaitime — something that couldn’t be
done with existing technology.

Another developer to have recently
used Echo is Michael Crichton’s Timeline
studio. “We were concerned about the
amount of time it was going 1o take us
to create the voice synchronisation for
our characters,” says vice president of
production Bob Griswold concerning its
Timeline game. “When we first heard about
Echo we were sceptical that it would not be
accurate enough to rely upon for all of our
character animations, but our concems
were relieved the instant that we tnad the
tool. Echo saved us hundreds of hours in
character speech synchronisation time.”

Evaluation copies of Echo, and the
version 1.0, are on LIPSinc's Web site.
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New media design

Photoshop, Web and 3D
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The future is open

Indrema’s Linux-based dev tools are go

0 John Gildred

URL
www.indrema.com
idn.indrema.com
indrema.com/iesdk/index.htm/

Open feedback

ot since the days of 3DO,
N Atarl Jaguar, and Amiga CD32
have there been so many game
consoles in progress. But while the
mass media s firmly fixed on the
threa-way Nintendo-Sony-Microsoft
gangbang, other devices are slipping
in under the radar. Few are still
hoiding their breath for VM Labs' Nuon
technology, but Indrema’s LB00O Linux-
see E92) s
the potential of the open-source
to shake up the established
game industry. With the Indrema
Development Network live online and
the first version of the cc
available, the push is on

“The SDK now avail

based conso

g on

community

John Gildred. “So, although
have differences fro
it also has man
actually one of In
because we
emwonment in which many developers

not only providing an

are already famiiar w but we are

also est for the

3.4 imple
recent build of the
OpenAL and XfreeB8 version 4.0.
the SDK DK) will migrate to better
optimised versions in 2001, The major
improvements to be added include
Xtremma, which is a version of Xfree86
optimised for gaming and the
OpenStream video AP A deal with
Metrowerks has seen a version of its
CodeWarnor Linux development tools
unveiled for the consale too

But, as Gildred points out, the
open-source nature of Indrema means

THE PLACE. UNBER THE HOOD.
IDN

under the

THE PLACE. . UMOER THE HOGD.

LS. REGEARCHING THE BOX...

5. RESERRCHING

the hood

Indrema’s first offering is the L600 open-source Linux-based box, which boasts a package
that includes a hard drive, Ethernet connection, DVD playback, and MP3 support

that these tools aren't set In stone. “It
means that game developers will know
exactly what they're developing for,
and 50 will know how to best optimise
the software for the system. Also,
because our development tocls are
open source, developers will be able
to tweak thern to serve their purposes.
If they think there's a problem with the
SDK, or just something that could be
done betler for their particular game,
they're not forced to work around it as
in other platforms. They can just fix it."
The hope is that this free thinking
will filter through to game content.
“The open-source aspects of the IES
have the polential to generate an
incredible amaount of original content,”
says Gildred. “It will allow smaller and

unproven developers to produce
games. It will not only have a large
numiber of games, but it will have

a much wider variety of games —
eclectic, funky, original games

which would never be given a

chance on a proprietary console.”

As for the obvious question of
whether X-Box has stolen Indrema’s
thunder in terms of creating an easily
programmable PC-based console,
Gildred is in combative mood. “| think
it [X-Box] has validated the notion that
a standardised AP is something game
developers will need more in the future.
We want to make sure that standard
is not owned by Microsoft, but
instead owned by the game
developer community,”




Brain In A Jar presses onwards in the hunt for a new publishing partner

Brain In A Jar diary, part three
by designer Nigel Kershaw

The Codeshop diary now
focuses on two projects from
two developers. Brain In A Jar's
next instalment will be in E95

f there's one thing that we've

had hammered home to us over
the past year, it's that things don't
happen quickly in this industry.
Sheiltering in the safety of big, well-
established developers and internal
codeshops it is easy for people not
to notice this, and even become
complacent about the processes
involved in getting a garme up and
running. However, with a bank
balance counting down like a time
bomb, coupled with everyone's
vested interest in the survival of Brain

‘Knowing full well how long a deal couid take
iny to bail us out, it would hawve

In A Jar, any remnants of 'big
company’ complacency were
soon overshadowed by the enomnity
of the task ahead of us. Knowing full
well how long a deal could take and
with no safety net or benevolent
parent company to bail us out, it
would have been very easy just to
have called it a day when Acclaim
pulied the plug on Ferrar 360
Challenge. But we didn’t. This was
our one big chance to escape the
realms of the wage slave, and we
were damned If we were going to
let it all go arse over tit now. So we
tightened our belts, and went to work.
As mentioned in the previous
instaiment in Edge, we were lucky
enough to buy ourselves some time
and money by lending some of our
technical and art resources to
Warthog. This gave us the breathing
space in which to pursue the Femari
licence (wherever it had gone), and
to fiesh out some new ideas we had
tucked up our sleeves. So while just
over half our staff were seconded to
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Brain In A Jar has just two months in
which to find a deal to secure its future

Warthog in Cheadie, the rest
of us concentrated on concept
development, demo writing,
and publisher hunting.

Matured by our first ride on
the deal-signing roller coaster
with Acclaim, we were anything
but complacent about the intricacies
of snaring another publisher. The
enormity of doing in two months what
had previously laken us nearly a year
to achieve was not lost on any of us.
While we were armed with a full team,
premises, equipment, solid designs,

and good coders this time around,
we soon realised that these things,
which seem so important to those
of us actively involved in game
development, were only part

of the story.

Good game design and solid
technology, often heralded as the
keys to any development deal, are
in reality minor parts of the process.
In fact, in some cases the design
is actually mmaterial, and the
technology degenerates into just
a vehicle for impressing peopie with
a few pretty pictures. Contentious
statemments, | know, and as a game
designer few things imitate me more
than seeing people in this industry not
giving a monkey’s about the content
of the games. But the fact is the
driving force of this industry is not
making games, but making money,
and finding people who call the shots
who also show a genuine interest in
the games themselves is extremely
rare. I'm not bitter about this; it's
just the way it is.

Knowing this we were able to
temper our design document format
towards presenting a package that
not only put forward the game
concept, but also gives more tangible
and understandable information that
executives can more readily grasp —
how much, how long, and how risky.
Just having a great idea doesn't cut it
any more - a lesson I'm sure that
every game designer needs to learn
at some point in his or her career.

- -y § ~=ll 3 - -
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Two months down the line
and our legwork does seem to be
paying off. We have generated a lot
of interest in our original concepts,
as well as potentially attracting a
number of licences. Even excluding
those publishers who were simply
sniffing around in an attempt to take
advantage of a company on the
rocks, we still have a good number
of potential partners to choose from,
Our biggest enemy now is time,
which has dogged us ever since we
parted company with Acclaim, and it

and with no safety net or

Is imperative that we ensure that the
Interval between generating the
Interest and actually getting someone
to sign on the dotted line is as short
as possible. We are confident, as
ever. If we weren't, then we wouldn't
be here, but once the lawyers get
their hands on the embryonic
contracts things could just grind to a
hait. ‘It'll all be over by Christmas’
was the old chestnut from the
trenches, but | hope it will hold true
for Brain In A Jar. We just want to do
what we are good at — writing games.

Now the smoke has pretty
much cleared, I'm confident that at
some point in the near future you're
going to see a game out there with
the Brain In A Jar logo on it, and
despite everything we have gone
through that's the thing which
will make it all worthwhile.

So, what, you may ask, of our
Ferrari dream that we spent so long
working towards? Suffice it to say
that it's over; the Ferrari licence is
now out of our grasp. We have a
good idea which publisher it went to,
but alas our best efforts to get a foot
in the door were to no avail. Perhaps
our ideas [ust didn't fit with their
‘corporate strategy’; perhaps they
just didn't buy into the grand plan that
we had nurtured for the franchise.
The cynic in me says ‘fast buck’,
but in the interests of not upsetting
anyone, | won't say it out loud.

After all, at the end of the day,
it's all about making money.

——
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equivalent to a new level. Edge finds out how he did it

The making of...
| Repbelstar
% G
5 G
':,;- g Turn-based strategy innovator Julian Gollop drew his é"’lﬁ_ e
4 1o April 1986 G inspiration from boardgames and took their videogame g




ublished for the ZX

Spectrum in 1986 by

the now-defunct Firebird
label, Rebelstar was an ambitious
title. A turn-based strategy opus,
it was essentially a boardgame
at heart, and was certainly
influenced by them. Its real
achievement, however - and
one that Sid Meier's Civilization
would later emulate — was to
expand upon mainstays to offer
an experience that a collection
of cardboard, plastic pieces,
dice and notepads could
not reasonably provide.

Whereas many strategy games

of the time used scenery purely as
a backdrop - a map of France for

a WWil sam, for example -
Rebelstar was distingueshed by
its use of walls and (albeil sparse)
room fumiture in a title where the
player had to infiitrate a futunistic
enemy base. The import of this
was considerable. Equally, the
use of "action ponis' was a
masterstroke. Every action -

firing, reloading, movement -
had an attendant AP cosl. The
sheer variety this afforded any
given situation was remarkable
Did you have sufficient AP to
duck out from cover and fire a
volley at an enemy? If so, could

you get another trooper across
to provide cover during your
opponent’s turn? Most strategy

games of the time enforced basic
unit-specific rules: an artillery unit
might move one space per turn
but fire twice, while a cavalry
battalion could move two spaces
but be confined to a single
aggressive assault. The greater
freedom enjoyed by Rebelstar’s
troops lent it an appreciably
greater degree of tactical depth.
Rebelstar was nol creator
Julian Gollop's first game in this
vein, and does not mark the debut
of the senes. I1s predecessor,
then, must be accorded the
historical significance it deserves.,
“Rebelstar is actually based on
an earlier game called Rebelstar
Raiders,” Gollop says. “The idea
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for the original Rebelstar Raiders
was to create a complete tactical
battle sim, simulating squad-based
combat in any genre or era of
history, which was a bit ambitious
It was mostly inspired by a
boardgame called Sriper. | used

to play a lot of boardgames, and
wargames in particular, so

was inspired by those.”

Rebelstar Raiders,
programmed by Gollop before he
went to college (and released in
1984 by publisher Red Shift), was
the first simplistic implementation
of the design bref that has been

used in all of his subsequent

beginning work on Rebelstar
With a larger. scrolling map, and
the inspired introduction of the
opportunity fire’ system, it was
an altogether more sophisticated
game than its predecessor

Budget label Firebird was not
Gollop’s first choice of publisher:
‘I wasn't really thinking of Firebird.
| wanted Mirrorsoft to publish it,
but they didn’t think it was going
to be a good enough game to go
on their label. They decided that
they wanted it on their Firebird
label, so | said okay, fair enough.

| suppose | should have gone

to another publisher, but at the

Rebelstar was distinguished by its use of walls and

room furniture. The import of this was considerable.

Equally, the use of ‘action points’ was a masterstroke

games. “The ongnal Rebelistar

aders had a singlescreen map,

and w:

< a twoplayer game only

written mosily m BASIC™ recalls

Gollop. “It was a pretty
strasghtforward game, | suppose
even though 4 had three scenanos
It sold quite a lot. although only In
this country. The figures | was tolkd
were about 40-50.000, which waes

good for the fime. But | dhicn’t really

]

= see any money friom it | was. shall

-

: | say, shabbidy treated by the

] -

- guy who was pubishng d

]

] After Rebeistar Raider:

= Gollop went to coliege 10 study

L

(] economics and sociology. Aged

s 20, he wrote Chaos — another

]

- classic singlescrean strategy title
for Games Workshop before

] ]

- -

] [
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EDGE 111

time | think it was kind of
comvenient to be with Firebird
They were actually just down the
road from me - | was living near

Tottenham Court Road, and they

were based on New Oxford Street,

which was on my way to coliege

| took it to Firebird,” he
continues, “and at the time it
wits fust a twoplayer game, like
Rebedstar Raiders. They said: ‘No,
il has 1o have a oneplayer mode.”
Loaking back, it did need a
onaplayer version, definitely. It's
Just that | wasn't sure how lo do
it. And then | had to doit. All |
had was a Spectrum and two
Microdrives [notorious tape-based
storage peripherals released by
S I.-1||L and that was my

development kit in its entirety.

The Microdrives weren't the

most reliable of beashes, though

| didn’t have much money, being

a student, and | seem to remember
that | had a selection of five
Microdrive cartridges. They

could be really unreliable, and
three didn't work, so | had to throw

them away. Two cartridges was the
absolute minimum that | needed
to compile the game - | needed
to run the compiler from one
cartridge. to put the code on to the
second. If one of those cartridges
had failed, | wouldn't have been
able 1o finish it | was really hanging
on by a thread there - it's really
remarkabile that | got it done at all.”
Designing Al was a real
challenge for Gollop that - with
the benefit of hindsight - can be
regarded as the catalysl for his
later career. "l can remember being

in my halls of residence,” he ¢

“I think | stayed n my room for
about two weeks solid trying to
finish the Al. Everyone was
wondenng where the hell I'd got
to, because all I'd do Is come out
and eat. then go back in again,”

With no pnor axpenance,
Gollop laboured o create the
requisite oneplayer mode, "l really
hadn't a ciue to start with,” he
confides. "The firsl problem | had
o solve was being able to move
units around the map. | did that
with a routefinding system that |
invented ~ a rather unconventional
way of doing things. | remember
it relied upon a table. | divided
the map up into areas, with units
moving from one area to a target
area using the table | also had lo
design a short-range movement
system, and the ability to get
around obstacles. That's always
the ngoest challenge n

routefinding, or pathlinding as




it's now called. | had to add various
heuristics into the movement, so
that certain targets were assigned.

It was quite simple: each unit was

given a target, based on how close

it was, how near it was to the

command centre, and a few
other considerations.”

While Gollop's efforts in

creating a oneplayer mode were

the making of...

vital in getting Rebelstar published
(and, of course, bought and
played), It was the introduction

of the ‘opportunity fire’ system that
made it truly outstanding. It was a
concepl that integrated seamlessly

write down the moves of their
with the action points dewce. If a

soldiers, and plot firing. They can

specify a line of fire that, should an
enemy unit cross it, their unit will
soldier was left with sufficient AP,

shoot, That's where it comes from.

very positional as you cover
| can't claim it's an original idea.”

Gollop's interpretation of the
concept, however, was an
he would be able to fire if an enemy

unit moved into view. The strategic
implications of this were manifold,
but, as Gollop candidly admits, it
wasn't actually his idea: “It's

corridors and such areas, and you
extremely effective (indeed, vital)

actually taken from the boardgames
| used to play. Although it's not

have 1o use cover appropriately,
quite implemented in the same

You can shoot down a corridor at a
passing enemy, or use opportunity
aspect of Rebeistar. “It had to be

included,” he stresses. “One of the

main anomalkies with turn-based
games is that you can be covening

the decision in 1988 that | was
going to do games full time, but
fire to cover a door in anticipation
of an enemy unit coming through
it. It just makes it more exciting.”
the end of a comidor and an enemy
unit will just move past it during
their move. You don't get the
way as Rebelstar or later games,
the concept is one that has been
used in a number of boardgames.

“With Sniper, for example, each

Released on a budget iabel,
player has a little pad where they

maybe that was because | couldn't
Rebelstar made Gollop a better
retumn than its predecessor:

chance 1o shoot it. That doesn't

think of anything else,” he laughs.
it

Having finishing Rebelstar 2 in
seemed to do quite well, because
feel nght. and it's certainly not

realistic - it doesn’'t make for

1988 (again published by Firebird),
Gollop created Laser Sguad,
released on the Spectrum on his
| remember getting quite a bit,
even though | was only getting 10p
per copy, which is peanuls —or a
very good gameplay. But with
opportunity fire implemented,
it makes things far more

own label. This was followed by

it shifted, though.’
interesting. Your tactics become

Lords Of Chaos - an update of
Chaos - before Gollop created
fraction of a peanut, to be honest
| can't remember how many units

his most successful game to
date: the excellent UFO: Enemy
Unknown (also called X-COM).
Two more X-COM titles have since
been released, along with Magic
And Mayhem, his latest to date.
After leaving college and
‘bumming around’ for a while,
Gollop formed Target Games
in 1988, with the intention of
publishing his own titles. | made

Gollop's current project, Dreamiand
Chronicles, will lead on PS2 next

Christmas. It would be easy to get

the impression that Gollop is his

own target audience; that, with

each game he creates. he's making
it because he wants to play it. As
with other industry veterans that
have spent many years working
with a particular genre - id’s John
Cammack with firstperson shooters,
Origin's erstwhile Richard Garriot
with RPGs
ke

a few cynics might
accuse him of being a one-trick
pony. To do so is to miss an

important point: it's the sheer
strength of that original idea
that aliows it to be adulterated
and enhanced as technology
allows, but still entertain as
much as it did so many years ago.

So, while Rebelstar was

released 14 years ago, you could
argue Gollop Is still working

towards realising his vision.




Where yesterday’s gaming goes to have a lie down

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

Despite an editorial pointing towards the supposed to be educational... Companies fike 3DO
‘ominous hammaering of B4bit” fa hammering not ominous should, as they say in the S with the program.”
enough for Atan, whose reported demise was illustrated The prospec i g its mech-faced

in the news section by a picture of the il-fated Jaguar), head in Japanese arcades warranted a two-page

lesue 30 still saw the future of interactive entertainment interview with Sega AM3, since renamed as Hitmaker,

as rather confused. Adverts promised that the Ultra 64 It is left to Jeremy Smith of Cars Design, mulling

would be worth ng for, the news section persisted over the prospect of new Nintendo hardware being

in romantically linking Sega with Mats
and even Apple’s little P

shita's M2, aimed at eight- to 12-year-cids ¢
ir got a mention. have the last word on tf

Netview took a disgusted look at gaming Web sites, that hole, and I'm convinc:
and guestioned 3D0O's effor in particular; “The Web is

Issue 30, March 1996

DID THEY RE ' THAT?
Chris Grawford, or of Balance Of Power, further describes the
future of gaming: “imagine yoursslf in a hot game. Dersk has just
made a move on your girfriend... Things are really cooking.”

bbIIE2

DID EDGE SAY THAT?
“Armancan has gloss, Japan he yability, Garmarny has technical
wizardry, but the French have style.” Edge shows its Francophile
side in 8 preview of Adeling’s Time Commando.

TES S (AND RATINGS)

Toshinden 2 (PS; 7/ otal NBA (PS; 8/10), Danius Gaiden
(Saturn; 6/10), Homed Owl (PS: 5/10), Defander 2000 (Jaguar; 3/10),
Marathon 2 (Mac; 8/10), Deathkesap (3DO; 5/10), Foes OF All
(3D0; 4/10), Streat Fighter Alpha (PS; B10)

1. Jeremy Smith tells it like it
used to be 2. Minter's
Defander 2000 ‘an insult’,
according to the furious
review 3, Fifty industry
power players ‘that rock the
videogame industry”
proclaimed the cover feature
1. Apple's Pippin, or an early }
Dreamcast prototype? 3 | |
5. D2, the flagship title for i 4 § b SEATTLE SOPERS
the stillborn M2 6. Total CEihe ¥ i L pmICAGS ROLLS
NBA, SCEE's first in-house | = B ' 1 3 4 QUABTER 1
game, and a 8/10 success - - e

While | was still at school, | was others were 10p), but, wonider of wonders, the

The industry's favourites from yesteryearn This month, Frontier fascinated by computer graphics, and a few coin detector failed after the machine had only

Bevalopments’ David Braben talks chip shops and Defender games then mu-emdasﬁn"i‘emmwamvary been there a week or so, and you could get infinite

" ! exciting. | particularly liked Atari's Battlezane, goes for a single 20p payment. It was as if fate made
and was surprised how compelling such a it that way — and many lunchtimes were spent there
fundamentally simple game was, but the game until, sadly, the machine was fixed.
| most enjoyed was definitely Williams® Defender. It was not long after this | got my first
My first sight of Defender was in-a chip shop computer - an Acorn Atom - and first realised
near our school - the sounds were outstanding some of the difficulties of getting the performance
compared to the usual bleep fare of contemporaries a game like Defender requires, and decided
like Pac-Man, and the speed of the action was IWarnedtuwritaagame of my own,
amazing. | was probably hooked before | even | finally got to meet the game’s creator,
: played it, and | didn't get to do much of that at 20p a Eugene Jarvis, a couple of years ago,
The game's sound effects first drew Braben to Defender. He was hooked right from the off go (yes - a lot for someone still at school. when most which brought it all back.
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David Doak

aving finished TimeSplitters, any free time
David Doak had planned to spend on
Radical excursions has probably been
sacrificed for early design work on the team’s
next project. However, the former biochemist
found the time to answer Edge’s questions.

What was the first videogame you played?
Mot sure. The earliest arcade session | can
remember was with my cousin. We pissed
away a serious amount of 10p pieces playing
on a Boot Hilf machine.

What was the first computer/gaming machine
you owned?

A Pong-type TV console (tennis, football,
squash). If you flicked the game select switch to
in-between positions you could invent your own
games. There was also a difficulty switch which
could be used to shrink the other player's paddle.

What was the first thing you ever created for a
computer or console?

A very poor version of Lander for a ZX81

{which | had bomowed from a mate).

on, although | doubt that | could manage without
some kind of regular fix - outside of work, usually
an hour or so daily. If something's actually any
good, then it's 4am before you know it

What's the first game you look for when you
walk into an arcade?

A well-maintained quality pinball machine -
preferably in some quiet dark comer where
You can appreciats it properly and settle

down for a serious binge.

What's your favourite movie, book,

album, and film of all time?

Movie: ‘The Maltese Falcon’

Book: ‘Gravity's Rainbow’ — Thomas Pynchon
Album: ‘Kind of Blue’ - Miles Davis

Film: The new Advanced Picture stuff, because
it's impossible to resist using the panoramic
setting even when it's entirely inappropriate.
I'm surprised you didn’t ask about my
favourite novel or record.

Which Web site do you most regularly visit?
I try not to regularty visit Web sites as they are

“The most satisfying thing is making something which entertains
other people. Also, | get to work with talented, creative people”

What was your first job in the industry, and
what was the first thing you ever designed?
Systern administrator for Rare Ltd. My first
design project was the Rare intranet Web server.
After that | just kept my head down and then
pretended that | had worked on GoldenEye -
nobody ever checked, so | got away with it. Easy.

What's your favourite game ever, and why?
Laser Squad, played obsessively on a battered
Spectrum with a group of mates in a dreadful
student house in Oxford. Quite sad, really.

Oh, and Bomberman, cbviously.

What was the last game you played,

and what did you think of it?

Mot guite a game, but my cument addiction

is Lego's Robotics Invention System.
Programmabile robats for the price of a few
videogames — can't go wrong, really, until you
start buying all the extra bits. You will also need a
patient girifriend — especially if you go out to buy
a dishwasher and come back with more Lego.

How many hours a week do you actually
spend playing games?
Varies enormously depending on what's going

mostly badly designed and often full of annoying
drivel and banner ads.

What game would you most like to have
worked on?

Maybe a Sega arcade driving game or one of the
Zeida series. I'd be more motivated by an interest
In how those kind of development teams work
than by the actual product, although | wouldn't
like to work on something which was too big to
make a significant contribution to.

0Of all the games you've been involved with
in the past, what's your favourite, and why?
Out of all three, it waould be GoldenEye.

ltwas a great privilege to be part of a first

time development team who were making

it up as they went along. There were serious
doubts about what we were up to, but we

had the last faugh when it was released —

Well, almost the last laugh, for the money

had yet to be counted out,

What new development in videogames would
you most like to see?

Less inane hype about hardware and mare
aftention to the games.
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What annoys you about the industry?

All the parasites who squander other people’s
talent through their inept decisions. All the idiots
who know nothing about games or technology
and believe whatever they're told. All the fools
who make up stuff to tell the idiots — especially
the ones who ought to know better,

What do you enjoy most about working in the
videogame industry?

For me the most satisfying thing is making
something which entertains other people,

Also, | get to work with very talented and
creative people who are somehow blind

to the fact that | am not one of them.

Whose work do you most admire?

| suspect that | don't actually know the
names of the people responsible for the
things I've really admired in games — it's
not an industry renowned for attributing
credit where it is due.

What new platform are you most looking
forward to?

One which is part of an efficient and reliable
railway network.

What's your take on mobile phone gaming?
Here's a good mobile phone game — next time
someane’s stupid customised ring tone goes

off, grab their phone and shove it up their arse.

Finally, synthesis or persistence?
Mo, I'm sorry, that's just a stupid question,
and | think someone cught to say so.
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This probably isn't news to you but | have
today encountered what | believe to be a first in
videogame history: a triple-A title that is so bugged
as to be unplayable. To the sound of witting fanfares
| call Metropolis Street Racer to take the stage.

At first the quirks and anomalies - the odd
sound artifact, a chapter opening up a few points
short of the requirement - are barely discemible
(hence the generous reviews). You iet it slide. |
mean, after all, it's a ravishing drive. Then suddenly
the whole thing collapses, with chapters opening
up all over the place unbidden and undeserved;
thousands of points being awarded left and right for
every left and right. if, in a fit of pique, | hadn’t
hurled my disc into the rain-sodden streets |
could've completed the thing driving an Austin
Maestro in reverse trailing a ton of ralings
festooned with impaled programmers. ..

But seriously. How can this happen? A flagship
title in a billion-dollar industry. Can you imagine a
Spielberg movie going out with scenes missing?
‘Jurassic Park’ with empty spaces where the
dinosaurs should be? Because that would be the
movie equivalent. And it's unthinkable.

Sega, who confirm that MSR is bugged and are
to be offering a ‘patched’ version in December,
should be ashamed of themselves. Their
unprofessionalism Is breathtaking. This, on the
eve of PS2's European launch? | have long been
a staunch defender of the Dreamcast but this
new fiasco is fatal, | feel, It stinks of shoddy
management, fumbling panic and a miserable
indifference to the people who make this
business possible: the gamer,

Doubtiess, Bizame Creations must take some of
the blame, MSA is terally years late and Sega need
it badly. But if a game's nat finished, It's not

Communicate by post:

Or email:
edge@futurenet.co.uk

finished. If I'm late in the moming | don't just get up
and get on the Tube wearing only my socks and
gloves. To do so would merely invite public and
profassional derision,

Sega must stand naked and alone. And boy oh
boy is It cold outside. ..
Jake, via email
Edge’s review copy was not in this state, afthough
it's certainly true that the very first production run of
MSR GD-ROMs contained significant bugs. You're
not wrong, though: releasing an untested game
does smack of desperation

The 'CD underground’ article in E91
macde Interesting reading.

At issue |s copyright theft of digital "works',
or, In summary, the theft of large binary numbers.
However, we are asked to ‘respect’ the need for
ownership of these binary numbers by the
publishers. The trouble is, they don’t help their
own cause, | have often forked out my dosh for
a large binary number that ultimately is non-
functional, | have forsaken my rights in doing so
by opening the plastic wrapping. | have to pay
through the nose for technical suppart. The Web
support sites are often a sham. Usenet (which
Is free) is often vastly better. One starts to feel
that the legitimate deal Is rotten.

Obtaining pirated binary numbers provides
entiraly the same product, with the same lack of
technical support and the same risk of software
fallure, but at a vastly reduced price. Go figure.

As long as the product is exclusively the binary
number, the publishers are on a hiding to nothing
Examine the MP3 issue. Digital copyright theft
is getling easier everyday. Asking for ‘respect’
will not work. But providing value that extends
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beyond just the binary number will work.
David Crookes, via email
Interesting surname there, David.

I just had to write in to tell you my opinion of the
PS2. | was one of the lucky 165,000 Britons to pick
up my PS2 on launch day (| traded my DC against
it}). To begin with, however, | was very disappointed.
The visuals don't seem to be very high resolution —
thought the PS2 had a max res of 1280x1024, but
it seems more like 640x480.

What is more worrying Is that my Pil Voodoo 2-
powered PC running Unreal Tourny looks hugely
mare advanced than TimeSplitters on my PS2. |
know that TimeSpiitters is bare due to its fourplayer
nature, and | wouldn't mind except for some of the
terrible flickering and aliasing problems that plague
it. | did a side-by-side comparison of N64
GoldenEye and PS2 TimeSplitters, and to my
dismay Rare’s game looks much more stable, and
features far better explosion effects. TimeSplitters
simply locks very raw compared to Unreal or
GoldenEye. The only games that feature PC/DC-
beating visuals are GT3 and TTT (some of Namco's
lighting effects, in particular, aré unbelievabie).

Do you know whether there will be a VGA
monitor cable for the PS27 Soul Calibur looked so
much better on a monitor than on a TV when | had
my DC: | want to see TTT and G73 In the same
format. Also, do you know what the maximum
resolution of a TV display Is? Is it 640x4807

Anyway, I'm reasonably pleased with my PS2. it
does have a bright future, just not as rosy as it
seemed back on March 2, 1899,

Darryl Reubens, via email
The standard PAL TV resolution is 640x512
interlaced (including borders at the top and

At the time of going to press Sega pledged to begin
replacing buggy copies of MSR from December 11.
One reader has already thrown his into the street




bottom), so in effect you only really see 640x480
1o achieve a higher resolution would require 3
monitor and VGA output, It's currentiy unclear
whether or not PS2 is compatible in this fashion.

Theoretically, HDTVs provide suppert for a
much higher resolution, but PS2's VRAM presents
problems in this regard - there's simply not enough
of it to effectively handle the visual componant

So Neil Armstrong [nbox, E32] fesis
cheated that the Microsoft millons have stolen
a game away from the PS2 [Munchs Oddysee]?

I'm sure he was also having sieepless nights
when Sony were out strong-arming thirdparty
developers and paying them not tc make
Dreamcast games. EA and Codemasters spring
immediately to mind = the latter suddenly canned a
90%-complete version of Colin McRae 2.0 for
Dreamcast. Coincidentally, this title is one that sells
systerns, and is not in development for PS2.

It's ironic that a PS2 owner is now bemoaning
the fact that a faceless corporation with a lot of
money and a machine with unproven specs that is
months from release is stealing PS2's thunder, and
more importantly, their games
James Woodhead, via emalil

Has anyone really stopped and thought the
X-Box through? What |s the point of packaging a
T33MHz Intel xBE processor with an NVidia
graphics chip, 64Mb RAM and an 8Gb HD? By
the time this machine is released it will be the
equivalent of a low-range PC. Okay, it will be
somewhat cheaper, but it won't have the same
feature set as a normal PC., either. Does it make
sense to base a new machine around what is
essentially a 30-year-old processor? The topping

Mat Taylor requests more coverage of the handheld
gaming scene in Edge. His demands will be met
when Game Boy Advance arrives in 2001

on the cakse is DirectX. Now, personally, | don't
mind DirectX that much, but it cannot be the best
way of getting performance out of the hardware on
which it will run. Wouldn't it be better to use an
NVidia equivalent of Glide or PowerSGL? This
machine is going up against hardware like PS2
which has a brand spanking new custom-built CPU
and is designed to push millions of polys around.
My PC at the moment has a 900MHz CPU, 256Mb
RAM, 64Mb NVidia GeForce2 GTS and 30Gb HD,
and in a year it may well have a new CPU or
graphics card in there. Now, | did not spend a grest
deal of money in buillding this system (buslid it | cd
and the most expensive part of it was the NVidia
graphics card, but | expect it to last me until the
X-Box comes out. Will X-Box using DirectX mean
that porting software to the PC will be a doddie?

| fully expect to be able to play most X-Baox titles
on my PC because of this (security/piracy issues
aside). So will the X-Box end up being the cheap
equivalent of an underpowered PC and, ff so, how
will it compare to GameCube, etc? Who will want
to buy an X-Box when if you really want to play
games you can purchase an NVidia upgrade for
your PC or buy a PS2 (roughly the same cost as
each other)? Can you guys ciear this up for me?
David Fowkes, via email

X-Box’s value lies in its very existanca as a console,
not an evolving, unwigidy computer, DirectX was
slected because it is the most commonly used AP,
which leads to happy coders, and a big bunch of
names on Microsoft's developer partnership kst -
and that's good PR. Regarding dual PC-and-X-Box
releases, expect a considerabie numper.

| am concerned that Edge might have
unwilingly positioned itself so that it is unable to
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report on the next big gaming revolution. | am
talking about handhelds — GBA, Wonderswan
Color, that Ericsson/Lynx thing, WAP, etc. Many
industry types are expecting this to be the next
mass market for gaming - perhaps on a scale
never seen before, but Edge might not be there. By
setting out your stall as being on the cutting edge
of new technology, these 8- or 16bit, relatively low-
tech devices do not fall within your chosen arena.

| can understand that a WAP screen will not
blow up well into a glossy half-page screenshot,
but you need to find some way of reporting on this
sector. A passing reference in the news section will
just not cut the mustard for much longer.

Where elss other than Edge would | get an
honest reliable and accurate review? At present if |
want a GBC review | also get a free Pokémon lolly
with the magazine and the informed opinion that
every game is ‘brill’.

If PS2 has a lean first year you might need
something to fill in the gaps until the next, next
generation comes along in the Autumn.

Mat Taylor, via email

Edge’s content will reflect the emergence of new
handheld technology — you'll certainly be seeing
GBA tities within these pages in the future. As for
mobile phone games, though...

lam very troubled about the future of wireless
gaming with regard to mobile phones. There are
several aspects of this new industry which make
me believe that it will not be the success that many
muitinational companies hope it will, When the siow
introduction of these multiplayer mobile phone
games begins, gamers should remember that the
Game Boy Advance will allow several players in one
game using a phone adaptor — without moving

‘I'm sure Neil Armstrong was also
having sleepless nights when Sony was
out strong-arming thirdparty developers
and paying them to drop Dreamcast’
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back about 20 years in terms of graphics and
sound, which will happen if small LCD screens and
poor-guality sound are forced on the public again,
Whao is going to be the target consumer for
these phones anyway? The only two scenarios |
can imagine are those little annoying kids we all
know with rich parents who buy the latest product
just because these spoiled children need to have
their love bought, or well-off business people who
are convinced they need to buy a phone with
games because, “... erm... because it'’s... er... the
latest in communication, sir.” Don't believe the
sales assistants! It's best to keep portable games
on partabie games consoles a la Game Boy
Advance and keep communication devices
for... er... communication|
Anonymous, via email

The statement made in the E92 article
‘Missing in action’ that Tony Crowther is ‘unique
among programmers’ in having released product
on six different platforms is wrong. | have released
games on eight platforms (CB4. Nintendo 8bit,
SNES, N64, Amiga, Atari ST, PC, PSX), and |
expect that many other programmers will have had
the same variety of industry experience (though
very few will have had as many hits as Tony, and
that definitely includes me).

Since | started writing videogames in 1985 a lot
of platforms have been and gone. | can see no
reason for this situation to change in the near
future; platforms may hang around a bit longer now
{though Sega have yet to prove that the Dreamcast
will avoid being extremely short-lived), but a career
in videogames may easily span 20 or 30 years and
programmers have to be flexible in order to keep up
with the ever-changing hardware environment.

An anonymous reader blasts new
mobile phone tech, such as Ericsson’s
R380s, fearing it will hold gaming back

It is an extremely valuable skill to be able to
produce game demos on a new platform within a
few weeks of receiving the development kit, and
though it is restricting to have to ‘master
fundamentally new technology’ every project or
two, it is also exciting to get that new kit on the
desk and to start pushing it to see what it can do.

At the heart of it, programming is just
assignments and conditionals; equally, new
consoles are just a different set of VO protocols and
occasionally a new processor which helps reduce
the CPU load. This attitude has helpad keep me
productive during the last 15 years, and | expect to
keep developing new games, on new consales,
for the next 15 years, too.

Peter Baron, via email

| am a gamer, thersfore | am a customer. |

would like to ask Sony to put its money where

its mouth is and ‘go create’ proper customer
senvice. The evidence:

1. The preorder system. | rest my cass.

2. There Is no technical reason behind needing a
PSone memory card for PSone games and a PS2
memory card for PS2 games. Apart from increasing
the sale of memory cards.

3. It takes an age to get through to their customer
senvice helpline. Hey, B0 pence a minute to find out
about the problem with the memory card is a lot
more profitable than a simple FAQ section on their
maze of a Web site.

Gamers are customers yet we have to put up
with: games that are not properly tested, slippage.
useless after-sales service, naff preorder systems,
overcrowded trains, and tasteless stuffed crust
pizzas. All in the name of shareholder value, of
course, and great games like Perfact Dark, Deus

‘Just my thoughts, but if you really want to
put Edge’s status into perspective, would
the editor of the other famous bible really
consider listening to such insolence?’
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Ex, Half-Lifa, Vagrant Story, Soul Calibur, Unreal
Tournament, Myth Il and TimeSpiitters. Actually,
maybe life ain't so bad, after all...

While I'm here, | have to say that hardware
wars are really boring. ['ve seen the Atari 2600 vs
Intellivision, Spectrum vs C64, Atari vs Amiga, NES
vs Mastar System, SNES vs Mega Drive, PS vs
Saturn vs N64, console vs PC, Pikachu vs Meow,
Britney vs Christina, For all you master debaters ou
there, try debating over this: a night with Britney
and Christina vs a free lifetime supply of consoles,
computers and games.

Can't wait for X-Box va PS2 vs GameCube. The;
all have one in thing common: a sense of dgja vu.
Donato Piccinno, via email

I've been reading your mag for a few years
now, and have been a devoted follower (this is
irony), but | just wanted to ask something: is there
any chance that Edge could drop all this
‘videogamer's bible" hyperbole?

What was always fantastic about the mag was
its unbiased view of the industry, where others
would fall on their sword for an inferior system.
With the current attitude, though, Edge is
dangercusly close to pretentiousness - If gamers
really do consider your magazine to be such a
tome (and the world *bible’ in itself is approaching
religious considerations of dedication), then do
they really need to be told it?

These are just my thoughts. If you really want
to put Edge’s status into perspective, would the
editor of the other famous bible really consider
listening to such insolence?

Lee Hyde, via email
What, he edited it as well as being the lead
character in it? That's some going.

Losing faith in Sony, Donato Piccinno believes
there is no technical reason for PlayStation2
requiring its own, specific type of memory card
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Next month: the hardware that time forgot
What happened to VM Labs’ entry in the electronic
entertainment arms race? And what'’s Jeff Minter been
doing with it all this time? E94 delivers all the answers
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