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The future of electronic entertainment

hat is Sonic? This may seem like an odd guestion,
but during a period of significant change it is one ]

worth pondering. At the very least he is a collection of pixels
bouncing around a television screen. At most, he is an icon,
a visual motif whose existence stands for everything pure
and true about videogaming — he wasn't part of the supposed
videogames-are-the-new-cool movement of the mid-"90s,
he simply existed as an element of supremely affecting
examples of electronic entertainment. Which is probably
why dyed-in-the-wool Segaholics adore him so - and why
the prospect of seeing him appear on non-Sega-branded
platforms in the future has caused such an uproar among
videogame industry players since That Announcement.

Edge was aware of Sega's multiplatform future way back
in March of last year, when word first leaked that Crazy Taxi
was making its way to PlayStation2 via Acclaim. Crucially,
however, going forward the publishing revenues from many
further Sega properties will be lining the pockets of Sega
itself. Pockets which haven't seen much action for too long.

Many Edge readers will have a gaming history that
reaches back to Bbit home computing when the ZX
Spectrum, Amstrad CPC, and Commodore 64 reigned,
when playing Sega games on non-Sega hardware didn't
even register as something out of the ordinary; when US
Gold released a conversion of the OutRun coin-op for all
major home formats and watched it effortlessly slam into
the number-one chart slot and remain there like a limpet.

Once Sega gets into its stride later this year and into
2002, the all-formats charts may well depict a once-familiar
picture, and the circle will be complete. However messily
Sega's new direction was handled in global terms, now that
the dust has begun to settle it has become clear that, freed
from the materials, inventory, and marketing concerns
associated with hardware manufacture, the company will
soon be enjoying a new lease of life — something that seems
to have even thirdparty king Electronic Arts running scared.

Read Edge's extended Sega news report beginning this
month on p8. And remember that it doesn't matter what
badge adomns the front of the box, it's what's weaving
its magic inside that counts. Sonic may well smile.
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Edge draws up alongside Kuju
Entertainment at the lights and sees what
Lotus Challenge can do from standing

5 Inside... Cool Beans -
Comic-book talent meets videogaming
at the Sheffield-based studio that =
specialises in CGl and promo art T

054 Nuon lights

Beating XBox to the punch as America’s
newest gaming technology, what can VIV
Labs’ chipset bring to e-entertainment?

06( All too real

Motion capture was the last leap forward in
animation technology. Edge looks at the
next: Realtime Animation in Videogames
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News and views from e-entertainment’s cutting edge

\
q & . Virtua Fighter 4's Lau Chan

i s Naoim 2 incarmation
The game will make its
home debut on P52




After its dramatic decision to dump console manufacturing and focus exclusively on developing software, a new,
leaner Sega emerges. Edge tracks the change as it happened, and looks forward to PS2, Naomi 2, and beyond...

anuary saw Sega make the switch

from being a consumer hardware
manufacturer to a thirdparty videogame
developer in a move that rocked the
industry. Before looking at what the future
holds for the Japanese softco, Edge relates
the events as they unfolded in Japan...

Sega holds a lavish ceremony in order to
unveil '‘Shenmue: The Movie', a 90-minute,
entirely English-language film prepared
from footage of one of the company’s most
critically acclaimed Dreamcast titles o
date. Two theatre-style screenings serve
the viewing needs of 600 delegates at a
time. But following the movie comes the

S i I

Gamers eager for a glimpse of the next
chapter in Ryo's quest, via Shenmue I,
were left disappointed by some oddly
empty sequences and locations

real reason why most have tumed up:

a taster of Shenmue Il. The gobbets on
offer fail to sufficiently thrill, however,
consisting as they do of strangely empty
scenes. Project director Yu Suzuki takes to
the stage, along with three Japanese voice
actors, In order to evangelise their work.
Finally, a restless audience sits back to
discover when the sequel will be released.
But Suzuki-san will not commit. All he will
offer is that the game will ship before the
release of XBox. Rumblings indicate that
Sega had originally intended to offer a more
fulsome demanstration of Shenmue Il, but
an unknown factor came to bear, resulting
in what was ultimately a disappointment. It
remains a mystery as to why Sega should
stage such an elaborate and obviously
expensive event at a time when it does

not have maney to throw around.

Just as last year, Sega's parent
organisation, the CSK group, holds its
Business New Year Canference. As well as
Edge, a vast number of Sega executives
are in attendance, from every element
beneath the CSK umbrella. A series of
inordinately detailed analysis presentations
lasts for five hours, but a number of buzz
words and phrases ensure that the 3,000
delegates retain consciousness — chiefly
mention of developments for PCs,
handheld devices, and, most importantly,
consoles from other manufacturers.
Following the presentation, Sega's

dinner function gets underway. Around

the massive hall sit Dreamcast demo

pods playing host to the likes of Daytona
USA 2001 and Phantasy Star Online, while
Sega's new twoplayer karaocke peripheral,
tashioned almost identically to its Zip drive
unit, is officially unveiled. But as the evening
progresses talk turns away from Dreamcast
software and on to PlayStation2. Speaking
to a Sega representative, it is not clear
whether or not solid word has been leaked
from withun the company, but it is clear that
certain employees are anxious about the
company’s plans for 2001. Speaking
unofficially, Sega insiders reveal that an
internal deadline exists within the group:

it is committed to making an announcement
before the end of January, Mare dinner-
table talk reveals that this is directly

linked with multiplatform development.

Brparnbig by A2 ot ORI CCRIZA01 hitp:iewwe shemmue somi

The party finishes without concrete
evidence. Just over a week remains for
Sega to unveil its new plans.

In a brief statement, Sega announces that
it is to cease Dreamcast production, but
that it i1s committed to supporting the
platform throughout 2001, releasing a list of
titles in currently in production. Confusion
hits the Japanese videogame sector with a
crash. Sega’'s stock will ralse around 30 per
cent In value over the next two days. Sega
also mentions plans to use Dreamcast
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On January 20, ‘Shenmue: The Movie' was
demonstrated to an eager public, followed
by Shenmue JI. Yu Suzuki and three voice
actors were on hand to evangelise
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technology In set-top box environments,
but this has little or no impact. Industry
watchers in Japan know that beyond
this revelation lies the real juice.

In a matter of minutes, the
confusion has reached overseas 1o
Sega of America and Europe. Either the
two westem divisions were not aware that
the announcement was on the cards, or
they simply learned too late. Some perceve
Sega Japan's manoeuvrings as a stab In the
back to Its overseas representatives. Others
simply put it down to a lack of organisation
within the Japanese arm.

A Japanese newspaper, Nikiel
Shinbum, Is the first media outist to
break the news, but it does not take
long for Japanese TV journalists to begin
feasting upon it. Sega, it would appear, did
not anticipate their reaction: most reports
paint the company in an extramely negative
light, saying that great games do not exist
on Dreamcast, while the opposite is true on

While it has yet to receive a western release, Sakura Taisen, which combines giant robots
in a hybrid mecha combat and dating sim, is already in development for PlayStation2

PlayStation2. This turns out to be a good
day for SCH's communication department.
As the news begins to filter through to
thirdparty videogame developers across
Japan, emergency meetings are hastily
arranged. The talk among them is clear:
freed from the shackles of hardware
production, as a software-only company
Sega is a new danger, While PlayStation2
hardware sales have proved healthy In its
domestic territory, the same cannot be said
for software. With the arrival of a competitor
the size of Sega, the situation for other
PS2 developers can only get worse —
and don't they know it.

Thursday, January 25,

TV Asahi, Roppongi

Following Sega's hardware-related news
comes the announcement of an unusual
new titie, 8 game focused very much on
Japanese tastes, featuring famous native
actors in a sort of TV series-themed
adventure title. Delfivered on three GD-
ROMs (the game is, naturally, heavy on
FMV sequences), the unusually monikered
es is a cooperative undertaking from three
companies — TV Asahi, Sega Dentsu, and
Forsam - and will be released in Japan on
April 5. Sega’s representative concludes his
presentation of the game thus: “It would be
sad to make this game for Dreamcast only.
We will bring it to another platform.” And so

es becomes Sega's first multiplatform titie.
[

Wednesday, January 31,

Palace Hotel, Otemachi

Today is the day: Sega is expected to
officially firm up its plans for the future.

And this it does, confirming that Dreamcast
is finished, along with Sega's long presence
in the consumer hardware market, Heavy
layoffs in its overseas divislions are revealed,
although specifics will not be discussed.
Sega will now be a thirdparty software
developer. Wasting no time, it reveals

its first wave of titles.

It's clear that Sonic Team Is orlented
towards Nintendo (rumours from last years
SpaceWorld reported Yuji Naka's interest in
the Kyoto giant’s hardware, and Nintendo
has even demonstrated the potential of its
upcoming hardware directly to Sega staff),
50 learning of the existence aof Sanic The
Hedgehog Advance (working title) is no
great shakes. Of greater consequence is
that Virtua Fighter 4 (previously VFX) is to
make its home debut on PlayStation2
By citing such a high-profile seres in this
regard, Sega s clearly assuring media and
investors alike that it ks serous about its
future as a thirdparty daveloper: going
forward its work outside of the Dreamcast
sector will not lie In hand-me-downs, but
with its biggest brands,

The confusion that so vislbly reigned

Set to compete with other mecha titles such as Armored Core 2 and ZOE on P52,

Sakura Taisen, a much more established franchise than either, is likely to be a success



The announcement by Sega of Japan on
January 31 that it is to become a platform
-agnostic software developer seemed to
take both SOA and SOE by surprise.
Consequently, much misreporting
appeared before the two subsidiaries
officially stated revised business strategies

mere days ago has now subsided, and

the Saga group as a whole is baginning

to get its house in order. The shift in focus
has been a messy one - especially for the
western divisions - and Sega appears keen
1o get the process over and done with as
S00n as possible, The fact that its first non-
Dreamcast games will appear in March
gives some explanation of the January
deadline Sega insiders spoke of last

week. The company is evidently keen

to open up various channels to its

coffers as soon as possible

Sega's next move

The first two years of Segaslfeasa
thirdparty developer will obwviously represent
a time of transition, but the company has
the potential to become a significantly
profitable publisher in this fashion. In the
arcade sector, it seems poised to effortiessly
retain its position as number one. Many
Japanese observers see Sega's changes
with some pessimism, however. Having
seen Sony crush Sega in terms of
consumer hardware, many believe
Sega will now come back and destroy
some of Sony's most established software-
development alies. Some of the more

that

extremist analysts have been pondering
the possibility of a two-way aliance between
Sega and Nintendo, suggesting that the
consequences of such a move would
prove disastrous for other manufacturers
in panic mode. many Japanese thirdparty
developers are known to be looking further
afield in an effort 1o plan a secure future -
and to many of tham that means XBox.
But Sega is already firmly ensconsed

in this regard itself - its vanous Japanese
development divisions are known to have
signed up with Microsoft even before the
recent multiplatform plans were revealed,
For Japanese developers fearing Sega's
new-found freedom, the forthcoming AOU

show will present an interesting battie:
Namco's Soul Calibur 2 versus Sega's
Virtua Fighter 4. Though they use differer

technology sets, both titles are PS2-bound.

By the end of this year it should bec:

clear how much Sega is to be feared
Moving on, Sega has committed

to a three-pronged business strategy. At

the heart of ils revised mission statement

me

Is platform-agnostic software development,

as well as continued support for its arcade
operations, but of equal importance is the
company's decislon to license Dreamcast
technology to thirdparties, such as Pace,
with whom Sega has jointly developed a
set-top box incorporating both personal
video recorder (PVR) functionality as well
as built-in Dreamcast architecture, So

Having seen Sony crush Sega in hardware
terms, many believe Sega will now come
back and destroy some of Sony’s most
established software-development allies

although no mora Dreamcasts will be
manufactured after the end of Sega's
financial year in March, the company
was quick to reiterat support for the

platform, painting out that in addition o
the Pace deal there are 100 titles set
o be refeased before March next year

The decision to publish Sega franchises
on other consocles comes as little surprise.
It was known as long ago as last March
that Acclaim has held the right to publish

The collaborative title es, which resembles a form of interactive movie, becomes the first multiplatform title from Sega. The title is
being developed by TV Asahi, Sega Dentsu, and Forsam. With its cast of famous Japanese actors, don't expect a western release
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The Sonic Café suite of games
designed for NTT's new iAppli
service will initially consist of
four games, with more arriving
on a month-by-month basis

<012 >

Crazy Taxi on alternative platiorms, for
exampile, and while Sega has only officially
announced titles for PlayStation2 and Game
Boy Advance, XBox and GameCube
development will follow soon. Significantly
for the financially beleaguered company, the
decision to publish on other platforms —
particularly Game Boy Advance and PSone,
which will see a number of Saturmn
conversions - will allow the company to
lurm its back catalogue into a revenue
stream, &s well as increasing the
addressable market for the company's
software. It also has serious Implications
for other publishers. Indeed, the claim made
by EAs John Riccitiello to Reuters that Sega
Is ‘starting from scratch’ is disingenuous in
a couple of ways. Ontheone hand it is
unlikely that Sega’s amusement divisions
have not had a chance to investigate
PiayStation2 architecture, and it s known
that Microsoft has courled them with free
dev kits. On the other hand, it disregards
Sega's 40-year history developing games.
Away from conventional videogame
platforms, Sega is also leveraging its
content-gdevelopment expertise 10 work
with a vanety of alternative devices — notably
NTT DaCoMo's iIMode phones and Paim's
personal organisers. The Sonic Café service
will be available over the new |Apl phones,
which are more advanced than previous

EDGE

IMode handsets, and will consist of a
number of games that can be piayed for

a monthly charge of ¥300 (£1.80). The first
four titles to be available using the service
will be a simplified version of the Satum
classic MiGHTS, ChuChu Puzzie and
ChuChu Edit, based on the Dreamcast titie,
and, rather bizamrely, Samba de Amigo,
which will have new tunes added on a
monthly basis, Aithough no titles have yet
been revealed for Palm hardware, the two
companies have announced a strategic
partnarship in which Sega will develop a
series of offine and online gaming content.

Sega, Pace, and set-tops

On top of these announcements, Sega’s
licensing deal with Pace has significant
scope to transform the company's fortunes.
By dramatically increasing the installed
Dreamcast user base, the agreement wil,
as with PSone and GBA gaming, potentially
allow Sega to tumn its existing portfolio of
Dreamcast titles into an ongoing source of
income without the risk of manufacturing or
development costs. As Pace's marketing
director, Andrew Wallace, explains, the
deal has been over a year coming to
fruition: “We took the decision about a year
ago because we're continually looking for
new ways to broaden what the set-top can
do, and for some time this has been a really

Among the first titles to grace iMode
phones will be two games based on
ChuChu Rocket, a game based on
Saturn NIGHTS, and Samba de Amigo

obwvious way to do it." He goes on to

paoint out that from Pace's point of view
the deal makes sense for a number of
reasons: “There was a pragmatic reason

in that it would be relatively straightiorward
for us to do, given the architectures we
already had. If you look at their console,

it is architecturally more similar to a set-top
than the others that are around, and it's
miuch closer in price point. The big thing
about what we've done is we've made it
much, much, cheaper to get access 1o
console quality games because we've
integrated the systerns. Now, to try and do
that with the other consoles is something
we'll look at in time, but #t's just a lot harder
to do than what we've done.”

In terms of functionality, the device will
boast four joystick ports and be compatible
with all existing Dreamcast peripherais. It
won't, however, play GD-ROMSs. Instead,
games will be downloaded and stored
locally on the built-in hard drive. Sega will
make the entirety of its back catalogue
available, with thirdparty publishers
expected to follow suit. Wallace anticipates

Sega’s new line-up

Sega has announced that it will
be shipping 30 titles to other
consoles by the end of March
2002. So far, the following titles
have been confirmed:

Game Boy Advance

Sanic The Hedgehog Advance
Puyo Puyo Advance

Chu Chu Rockst Advance

PSone
Sonic series
Enhanced ports of Saturn titles

PlayStation2

Virtua Fighter 4 {formerly VFX)
Space Channel 5 series

Sakura Taisen series

Tsuku (aka Let’s Make A...) series
Crazy Tax| series




Wallace anticipates that the 40Gb drive will be
capable of storing up to 60 games, with each
one taking about three minutes to download.
Payment schemes have yet to be finalised

that the 40Gb drive will be capable of
storing up to 60 games, with each one
taking about three minutes to download. It
has yet to be finalised what sort of payment
schemes will be implemented, though such
a distribution method clearty raises the
possibility of pay-per-play, or period rental
On top of Dreamcast functionality, the box
also Incorporates a range of Tivio-style
features, such as the ability to pause and
rewind live recordings, and with two tuners
it is also possible to watch two channels at
once, or record one while watching another.
“The critical thing,” Wallace is keen to
stress, “is that the cost of this thing is not
significantty more than a straightforward
PVR, so essentially the consumer will be
getting It for a much lower cost.”

While a working prototype is currently
being shown to press and investors in the
US and the UK, a lot of the finer details will
only be resolved when Pace agrees a
distribution deal with a senvice operator, To
this end the company is in talks with various
cable companies and satellite operators
around the world. "What we'll end up doing
is concluding a deal with one of these,
which will help to define exactly how they
want 1o integrate it into their existing service
offering and how they'll price it and stuff like
that,” explains Wallace. Volume production
of the set-top box won't take place until

such a deal is In place, which will also
determine the manner of distribution. “The
way we normally do it is that our set-tops
are provided to service providers, and then
they pass them on. They may subsidise
them or they may just put them out through
retail - it varies from country to country.”
Wallace is adamant that no matter
which operators sign up for the box, the
jmpact on the videogame industry will be
considerable: “| think what this will do over
a period of years is to compress the market
for lower quality games on things like TVs.
There'll always be a market for lower quality
games on smaller devices, but on TVs we'l
find cheaper and cheaper access to
console-quality games and as a result
the alternatives will seem less attractive."
One of the reasons for this is that the
device is aimed very much at the casual
gamer. “We're not going for hardcore of
fanatical gamers,” he continues, “because
we think they'll already have a console,
though if they happen to want two consoles
in the sarme house for muitiplayer gaming,
this is definitely a solution. In the UK we
think that something like 43 per cent of
houses will have an onlfine console by the
end of 2003, and the other 57 per cent is
our target market. Of course, some
proportion of that will never buy games, but
there's a lot of anecdotal evidence that a

Pace's Andrew Wallace has been on the road showing off

the Dreamcast set-top box to investors and journalists

large proportion of the TV user base will
play games casually if they're sitting there
in front of them and easily accessible.”

It might be argued, though, that Sega
doesn't make games for casual gamers,
but Wallace is convinced that quality will
out. “"One of our engineers who set this up
in New York the other day had never played
a console game until two days before, but
he was quite happy demonstrating to
journalists, playing Crazy Taxi and Sonic 2.
Experience with Open, TPS, Canal Plus,
across western Europe, and also NTL and
Telewest, suggests that people will use
games if they're available on the set top.”

Perhaps the biggest advantage that
the box will have, though, is the support of
infiuential broadcasters. “One of the reasons
that I'm pretty confident that it's going to be
successful is that Sky Is a very savwy
marketing organisation. They've managed
to launch a whole bunch of new concepts,
and I'm sure that they'll package this up in
away in which people can understand
and will buy,” notes Wallace. While XBox

Space Channel 5 will be one of the first to
test Sega's fortunes in the console space
outside of Dreamcast. Sonic, meanwhile,
will be appearing on GBA and PSone.
Further Crazy Taxis are expected to arrive
on both PlayStation2 and Dreamcast
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There have been redundancies at SOE and
SOA, and the cost of ceasing DC production
is an extraordinary ¥80bn, resulting in a
downward revision to loss estimates

evangelists can point 1o the potential of
multiplayer gaming through a broadband
connection, the commercial opportunities
that an integrated Dreamcast set-top box
presents to broadcasters are boundiess.
"Imagine watching Silverstone,” he argues,
“and at the end of the race there's an advert
on the TV that says "You've seen the race,
now play the game - limited period
competition this weekend; fastest ten
drivers on Sega Rally win a day at
Silverstone with Stiring Moss. Three
pounds a play, press the red interactive
button to see who the fastest players are
s0 far'. There are some really interesting
the broadcasters are very excited about.”

Be that as it may in the long term, in the
short term Sega has understandably been
experiencing teething problems as a result
of its decision to reposition. There have

been redundancies at SOE and SOA, and
the cost of ceasing Dreamcast manufacture
is an extraordinary ¥80bn, resulting in a
downward revision to net loss estimates for
the end of this financial year. But the
company is unlikely to regret its decision.
The surprising thing about the move is that
the company took so long to act, and,
when it had decided on a course of action,
the speed with which it did so. While there
may be problems on the horizon, in the
shape of set-top box piracy, for example,
other signs are positive. Recent endsavours
such as the low-cost independent
Developer Toolkit may yet grant some
longevity to the Dreamcast, and the
possibility of the company manufacturing
an arcade board based on the architecture
of another console will maintain the smooth
transition from coin-op to console that the
company's franchises enjoy. With thirdparty
development set to give Sega a profitable
core business around which it can base
forays into more experimental hardware, the
news can only be good for Sega - which is
expected by analysts to return to profitability
within two years — and slightly less so
for the competition,

f e
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While western gamers might be slightly
nonplussed by the prospect of the Tsuku
(or Let's Make A...) series of sports titles
on alternative platforms, the franchise is
hugely popular in Japan, and for the
series to appear on Sony's PlayStation2
shows the significance of Sega’s move

“Anyone growing up wasting
their pocket money on Space
Harrier and OutRun would have
nothing but admiration for Sega
as a software company. | stil
love the eightplayer Daytona in
the arcades. We're glad to have
them on board, although a little
scared by the quality of the
competition they'll provide.

It will definitely raise the standard
of PS2 games even further.

| have a very simplistic view
about plattorms. Sony have
always had the most open
platform and have consequently
made more developers rich.
Sega and Nintendo have tended
to make platforms solely for their
own benefit, basically to show
off their own games. | think
Sega changed this a little with
the Dreamcast, but it was too
late and thirdparties weren't

GameCube. Microsoft has no
heritage in console or arcade
games, and so has had to

*Sega's decision 10 reconsider its role within the game console hardware business
comes as no surprise. Weakened both financially, but, more importantly, in the eyes
of the games market by the failure of Saturn, 32X, and Mega CD, Sega launched
Dreamcast with few expecting it to seriously challenge its principal rival Sony in the

industryopinion

Edge invites thoughts on a new Sega

vigorously try and embrace
developers. Unfortunately, any
developer wishing to make some
monay out of XBox has to wait
for at least another year, which is
a long time in this business.”
Brendan McNamara

SCEE

lenger run. With little serious support from publishers as a result, the self-fulfiling prophecy
of its demise as a retall product was mare or less complete before it started. Sega has
now finally realised that its image as a hardware manufacturer is too tarnished for it to
play any further role in a retall market made even more crowded by Microsoft's amival.

This, though, does not necessarily spell the end for Dreamcast. By tying up with
PACE Micro, Sega has paved the way for longevity and an addressable market for
Dreamcast that it could not have achieved at retail. Should one of PACE's many
partners place an order for, say, six million Dreamcast-compatible set-top boxes,
not only would the Dreamcast market double overnight, but such set-top box
instaliations would likely stay in homes for longer than the retall product would.

Most importantly, however, such a move will introduce broadband to the console,
and with it the dream of publishers and console manufacturers everywhere: seamless
electronic distribution and high-speed multiplayer interactivity,

The early pain it will experience exiting this market will be mitigated by its ability to
concentrate on Its true asset base: its software. For the first time it will be able to exploit
the far broader addressable markets offered by the aggregate of its former competitors'
markets, and indeed by a Dreamcast market which could expand considerably should
PACE secure a high volume of set-top box orders.

With mora than 10C titles in development and a huge number of highly successful
games franchises, Sega is now poised to become one of the largest independent
games publishers in the world.”

convinced. | can't see any Nick Gibson
evidence that this is changing for Durlacher
< 014 > EDGE 0¥
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“Sega giving up hardware and
making software is somathing
that's been bantered around the
industry for some time, but no
one expected it to happen so
quickly. | think it's a great move
that ensures the survival of what
is, and what always has been,

& great games company. They
tried valiantly to make it work,
but the hardware side of things
was obviously holding their
business back. Virtua Fighter 4
becomes another ‘killer app” for
PS2, alongside GT3 and MGS2.
| was expecting this sort of
shock news 1o come from
XBox, but | expect they will
shock us this year somehow
anyway, Great Sega titles coming
to PS2 and GBA is just fanastic
news. | just hope they announce
powered-up versions of Virfua
Tennis and Sega Rally real soon.”
Alex Ward

Criterion

"First of all, | just have to say
‘I told you so’ and guote myseit
from Edge 72: ‘It seams like the
Dreamcast has probably failed
already... it might take a couple
of years before the public
realise’. Having said that,
though, |'ve been continually
surprised by the quality of
software on Dreamcast over the
past couple of years -1 is clearly
a capable machine {maybe more
capable than people originally
realised), and it's a shame that
it appears to be the last console
that Sega will manufacture.

|'m glad to see that Sega
intend to continue developing
software — they have always
produced above-average
software in the past and the fact
that it will now be cross-platform
can't be a bad thing. | just hope
they don't get tied up in any
axclusivity deals.”
Steve Ellis
Free Radical Design

“| think it's great news for the
rest of the gaming Industry.
Sega's internal teams have
produced some of the most
playable and innovative stuff
on the planet. From Sega’s view
it removes a lot of investment
and nisk in hardware research
and development. Hopetully
they'll be spending It on their
game teams Instead.”

Mike Kavallierou

Microsoft

“Sega have done this sort of
thing before, so everyone should
know what to expact. When the
Saturn was fading, they shifted
focus away from it, forming
SegaSoft to develop games

for PC and other platforms.
They still came back with a

new console a few years later,
s0 | wouldn't write them

off completely. Sega have the
conscle bug, and | wouldn't be
at all surprised If they have some
new, cool console waiting In the
wings. The Dreamcast is a good
console, though, and itis a
shame to see it go. | suspect
there is still some fife in it

for a good while yet.

For davelopers this is a
double-adged sword. It removes
one platform that we have to
support, but it also removes the
opportunity that brings. It Is a
shame because programmers
have only just started learning
to get the best out of Dreamcast

The deal Sega have signed
will probably see the Dreamcast
pop up in loads of differant
places. Perhaps they'll get
millions of Dreamcasts
out thers by stealth.”

Chris Kingsley
Rebellion

“| think it is an excellent decision
and should herald a renaissance
in the company’s fortunes. Sega
are an awesome game

development organisation, but have never had the financial muscle of Sony, Microsoft,
or even Nintendo. They can now be a giant in game development instead of a minnow
in consumer alactronics. It is only a shame that thay were forced into the decision by
their current circumstances instead of making it as a positive and daring strategic
decision several years ago, as | urged them 1o do. The implications for game developers
is that the stakes have just been raised again. and only the very biggest and best will be
able to compete.”

Karl Jeffery

Climax

*With the demise of Sega as a console manufacturer, we are effectively losing
a company that did not succeed in marketing what was in essence a good piece
of hardwara. Whather that was due to imited financial resources or a lack of good
organisation, creativity, and vision is difficult to judge, but | think it's safe to say it
wasn't just bad luck or clever PS2 hype

No need to mourn the industry’s loss of Sega in this respect, therefore, since
the consequence of all this is that economic inefficiencies are killed and we are left
with the best parts of Sega (its many software divisions), which clearly cannoct be
held responsible for Dreamcast's poor performance. Being some of the best game
developers In the world, these can now target an installed user base which is going
to be four or five times the size of their previous 'audience’, which basically means
it's a win-win situation for almost everyone involved. Sany, Nintendo, and quite possibly
Microsoft wil now see ther software line-up being strengthened by top-quality Sega
franchises - and hopefully maracas — which is good for consumers and the struggling
industry alike. Shareholders will undoubtedly witness Sega's revival on the stockmarket,
and developers don't have to worry about the Dreamcast any more (if there were still
ones that did), instead being able to focus on the three strong players that remain.”
Martin de Ronde
Lost Boys Games

“Sega’s oulstanding reputation for creating great arcade/home entertainment game
software is renowned and we welcome them to the PlayStation platform. It is great to
have the power of this new content as part of the PlayStation experiance, which
expands the choice for users as well as potentially attracting new audiences.”

David Wilson

SCEE

“At EA, we wealcome Sega's decision 10 locus on game software, Sega has

some extramely talented people in its studios producing some of the best games
and characters in the industry. We think their focus on software and development
for other plattorms will be good for gamers and for the industry.

As for competition, we welcome the challenge, Other companies such as
Disney, Microsoft, and Sony have made threats in the past and yet EA Sports
commands the leading market share across PlayStation, PlayStation2, and
the PC. A challenge from a good compatitor only makes us work harder.”

Paul Jackson
Electronic Arts

EDQE 25
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Coin-ops struggle on at ATEI

As was expected, Sega and Konami shine with new technology, but

delegates at the Earls Court arcade expo find little to surprise or inspire

ke JAMMA, before it, the Amusement

Trades Exhibition International, which
took place from February 23-25 at London's
Earls Court, bore witness to coin-op

manufacturers’ attempts to distinguish

the arcate expenance rom Nome gami

in an attempt to combat challenging me
conditions. With several titles receiving their
European premieres, and one of two thair
world debuts, the Sega and Konami booths
stood out in terms of quality. Worryingly,
though, away from these two, thers was
litthe th

at was either genuinaly new or

There was little that was either genuinely new
or overwhelmingly original, suggesting the
coming year will pose some difficult questions

Fourplayer Arctic Thunder, with its
custom-designed cabinet, provides one
good reason to venture to the arcade

< 016

overwhalimingly ongnal, suggesting that

the coming year will pose some difficult

questions for arcade operators

Sega still strong
With the exhibition taking place before
the company had made any official

announcement regaraing i1s e r
refocus, Sega’s bustiing stand gave fittle
inaication of the news that was abo 0
break. Indeed it is unikely that the company’s

undisputed strength in the coin-op sector will
be diminished by any repositioning. and its
stand at ATE! reinforced the fact that the
company can be counted on for onginality
While it was pitching the Naomi GD-ROM

Sega’s rolling Naomi 2 footage took pride of
place on its stand. Visuals did not disappoint

sysiem 1o buyers as a more cost-effective
means of distnbuting gamg
technical demo highlighting

of the Naomi 2 board was more prominent,

a rofing
2 capabilities
with twao titles on show featuring the new

hardware, Four Club Kart cabinel
were linkad up, while Wild Riders we
given its world debut. Although the latter

was eagerly anticipated, it didn't appear

to have the replayabiity of Crazy Tax,

and the cabinet design didn't help, its
handiebars having little travel. Aiso hugely
popular was Air Trix, which featured a
custom-designed cabinet incorporating

a skateboard, which was shown alongside
Strike Fighter, F355 Challenge 2, and Sports
Jam, which made use of a Trac 5

dynamic. Perhaps the least in
despite its popularity, was Confidential
Mission, which was one of a raft of lightgun
games that added little to the genre

Namco disappointing
Namco was as guity as any of a ightgun
fxation, with Nings %

NS L0Ne

on prominent o and ne uncdk

ving its world debut.
Although all of these titles were entertaining

Vampire Nights rec

enough, they did little to encourage
confidence given the cument climate of the
arcade market, and with Ridge Racer V
ndistinguishable from the disappointing

PtayStation2 incarmation, it is a bit much to

ga retrospective

cabinets to carry the company’s fortunes

Also on display on the company’s stand

Ciub Kart, running on Naomi 2 hardware,
can be personalised using a form of
memory card to store performance details

was MTV's Drumscape. Eschewing the
immediacy associated with the coin-op
ethos, Drums
set of

onsisted of an encl

Jrun 5, 8nd seemed to appeal

e of

only to thos

the drums, whict
the attraction for tr

Id appear to imit
B majonty Of gamers.

Konami shows promise
So it was left to Konami to actually
invigorate the lightgun e

specific hardw

with arcade-

7, with its
mobion-oetector ¢
gameplay princ

undertaking, and may yel wow arcage goers



Namco's Vampire Nights received its world debut, but was relatively uninspiring, as was the arcade conversion of Ridge Racer V, which is
pretty much identical to the disappointing PlayStation2 version. There was little else that inspired confidence on the company's stand

n the same way as company’s BaMani
cing Stage

Para Para Paradise were on display) but

uroMix and

fitles (of which De

the title doesn't quite gel at present.

Coin-op trends emerge

e company's pra
3t Challenge, for example
ras into a

ners to enter high

competition by means of a password, was
indicative of one way in which operators

are hoping to overcome a shifting market
Indeed, a host of companies were attempting

to entice custom with the offer of

it

tournar and prizes, as Midway's vice
ales, Mark Struhs, points out

“I think this show represents the change that

president

is occurring within the industry. We saw a lot
of tournament and prize machines. All the
manufacturers are trying to develop
something new for the players and the

operalors are willing to try it as well." But

end, was the

the other, and more obwi C 3
attempt to create an expenence in the arcade
that simply can't be replicated in the home.
Fighting Maria (already in some UK arcades)
may have the moral majority up In arms with
lines like "You're already dead' taken from
‘Fist Of The North Star’, but it seems unlikety
that any peripheral will be introduced for
home consoles that will support its
hyperactive punching gameplay

One of the companies that perhaps took
this to the extreme was Cybermind, which

demonstrated a host of virtual-reality-style

game cabinets alongside Ben Hur 2000 -
praviously displayed at ECTS. The problem
with the company's strategy, though, Is that
the software doesn’t match the hardware.

Killer Loop, for example, was hardly the bes!

ilustration of the potential of a hydraulic
cabinet, and while Heavy Gear Il and Sin
may be enhanced through the use
VR headset, they have both be
to PC owners for some time now.

The best demonstration of effective
cabinet architecture was Midway's Arctic
Thunder. “While many of our distributors
are familiar with this game and its unique
features,” explained Struhs, “Arct
has just started 1o ship intemationally. ATEl

available

provided the international marketplace the
opportunity to experience the game and

c Thunder

appreciate what it has to offer.” Although the

title will put in an appearance on PS2, thera's

no chance that any console version will distil
Ihe essence of its coin-op appeal, which
resides in the vibrating seat and jets of air
that combine to enhance a sense of speed,
and the fourplayer link-up.

But with the rest of Midway's offering
consisting either of older titles or ehashes
of its existing portiohio, inciuding the already
available Cruls’n Exotica, and the best of the
rest confined to the likes of Gaelco's weak
Smashing Drive NYC, the coming year

promises to be a tough one. With one insider

predicting that difficult market conditions will

take their toll even on the likes of Konami, the

future may look bleak in some ways, but the
ingenuity on display in the handful of
standout tities bodes well

Air Trix (top) and its skateboard cabinet
was hugely popular, as was Wild Riders
(above), which failed to live up to hype

As expected, the most experimental stand
was Konami's, which allowed attendees
to sample a 50%-complete Thrill Drive 2

017 >



Big guns join the iMode revolution

With 20 million users, iMode is already thriving in Japan, but the release of
improved handset technology has attracted gaming’s big names to the format

<018 >

NTT’s new range of handsets
boast a colour screen and
greater resolution than early
handsets, affording more
freedom to game developers

ega’s decision to enter the mobile

gaming sector with its Sonic Café
suite of games comes as No surprise given
the huge success of NTT DoCoMo's iMade
phones in Japan, With nearly 20 million
users, the format has presentad significant
competition to videogame publishers wing
for the nation's leisure hours.

But with the release of NTT DoCoMo's
new 1503 handsets, which are compatible
with a variant of Java and have a much wider
functionality, several big-name publishers
have announced support for the platform,
including Sony, which has entered into an
agreement to develop technology to link
IMode phones to the PlayStation.

Improved handset specs
The new Java handsets add an improved
colour screen with higher resolution to a

NTT and its six overseas pariners —
including AT&T Wireless in the US and
KPN Mobile and Telecom Italia Mobild in
Europe - to develop an interface to connect
IMode handsets to home consoles. The
move follows the announcement last year
of an iMode adapter for the redesigned
PSone. In a separate agreement, the two
companies have entered into a partnership
to trial the streaming of rich media, paving
the way for Sony's broadband strategy.

Outstripping WAP

While the stampede of developers might
reasonably be compared to the WAP

land grab that s taking place in Europe, the
technological sophistication of iMode phones
is, for the time being, in advance of what can
be achieved with WAP handsets. Graphically
the titles that are emerging are similar to Bbit

The new Java handsets add an improved
colour screen with higher resolution to
a broad range of existing functions

broad range of existing functions, including
emall and MP3 playback. Although Capcom
and Jaleco have aleady made a name for
themseives producing iMode content, these
Improved specifications have also atiracted
the likes of Namco, Konami, Taito, and even
Disnay, which will join them in developing
mobile content. The new titles will be
accessed from NTT's new Appli senvice,
which will be rolled out to accompany

the launch of the new platform, and which
allows cache applets on the handsets. Sany,
meanwhile, has come to an agreement with

consoles, though without multiple plane
scroling — In stark contrast fo the static
greyscale images that anybody who has
dabbled with the current incarmation of WAP
gaming will be tamiliar with. Although the tities
announced for NTT's new service may not be
as refined as 32bit gaming on Nintendo's
Game Boy Advance, the size of the user
base and the fervour with which iMode has
captured the imagination of the Japanese
are likely to continue to present a challenge
for traditional videogame platforms - both
console and handheld. As in Europe, though,

Publisher: Taito
Amaong the titles that Taito will be bringing to iMode
phones are Puzne Bobble and Space invaders

WD Tl D Tl
.

Publisher: Konami
As wedl as bringing the ancient Fpoyan back 1o life
Konami has created a new version of its SO baseball

Publisher: Namco
The classic Galaxian and Pac-Man franchises will also
ba putting in a mobdle appearance thanks 10 Namco
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PSone

Sony has cemented a deal with
NTT DoCoMo after announcing
IMode compatibility last year

Graphically the titles that are emerging
are similar to 8bit consoles, though
without multiple plane scrolling

it has yet to be determined what sort of
revenue models can be sustained, and
with the number of publishers jumping on
board it will be interesting to see how much
competition the market can support.

The west must wait

Although western gamers may be eager to
get their hands on some of the tities shown
on these pages, it will be some time before
they will be able to do so - unless they mave
to Japan or take up residence in Holland or
Italy. While NTT has plans to introduce iMode

technology to the US and Europe in
the coming year, the move is uniikely to
spell the end of WARP, since as a propristary
technology it will only be supported by
KPN in Holland and TIM in italy — and
50, obviously, only available to users
in those countries.

However, with the forthcoming advent
of GPRS, standards of WAP games could
soon match their IMode counterparts, so

western developers could do well to watch

and learn from the lessons those
working with iMode can teach them.

The phenomenal appeal of
iMode phones in Japan is
causing a headache for more
traditional videogame and
arcade game developers

Jobs lost '

As Edge went to press, news had just
arrived that several videogame companies
have been forced to implement
redundancies. Despite strong official sales
figures for game software, the transition to
next-gen hardware apparently continues to
present a challenge for publishers and
retailers alike. Online retailer Gameplay will
be cutting 275 jobs, resulting in 54
departures from the company’s London-
based head office and the closure of the
company’s eight @Jakarta high street
stores. There is bad news also for
Codemasters, which has announced 80
redundancies, due to difficult market
conditions according to a press release
Expect some more in-depth analysis soan

Jobs found

The recruitment section of Edge-Online

is now live, and s the ideal place for
would-be codars, artists and designers

to start looking for a first job, or for
seasoned industry veterans to plan their
next move. n addition to reguiarly updated
listings of the most desirable jobs, the
section contains a searchable database
containing company profiles to help
applicants secura that coveted role. The
section complements the existing features,
first impressions, and forum that can be
also be found on the Web site, which is
located at www.edge-online.com.

LT RIS —
YRS
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Publisher: Panasonc
Given the strength of some of the other franchises set
t0 appesr, Pigurnon and Balutan aren't 100 inspiring

Publisher: Dwango

Better known for fishing games. Dwango is tuming its

attention 10 samural and card games for LAppil

Publisher: Hudson
Mirscle Ques! is one of
a raft of Hudson tities

Publisher: Fujisu

international Karale

Fujitsu's Karate looks like

Publisher: Cybird
Logic puzzies on tha go
courtesy of Cybird

Publisher: Disnay
Several Disney icons wil
appear on iMode screens
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2. Taking coin-ops by the homs

UK: With coin-op manufacturers at ATE| attempting to outdo
each other in terms of extravagant cabingts and concepts, it's
dificult to pick out just one or two, but both Hyperbow! and
Konami's Kick & Kick scored highly. The former combined the
best aspects of crazy golf and bowding, while the latter consisted
of, well, kicking a football. However, Rodeo Fever, which saw
prospective cowboys wrestiing a cyber bull to the ground, got
Edge's vote, if only because its comespondent achieved the
day's fastest time — and in doing so fused the entire stand.

& Colour (or b&w) Game Boy

UK: Nintendo continues to fusl Game Boy sales with ils
innovative publicity campaigns. Photography students from
around the country were asked to choose one of the Game Boy
Colors and create an image to communicate its mood. A £2,500
first prize ensured many a bizame entry, and yet more column
inches 1o a format which hardly needs a new lease of ife. The
finalists’ work was... interesting. Expect Nintendo's PR, Cake
Media, to come up with even more inventive methods of grabbing
your attention come the Game Boy Advance launch this June.

Soundbytes

e tried to get a job in a fish-
g factory - butj?gpplnedal
e wrong time of year”

Matthew Smith revesis his fishy past to Thumb Candy’

“It's not quite as though this is General
Motors saying we'll make BMWs, but
it's the same kind of proposition. They

may look like BMWs, but | doubt if
they'll drive like BMWs"

EA= John Riccitieflo makas it obwious that
he doesn't reiish competing with Saga

“Quite how having 40 years
of electronic entertainment experience
amounts to ‘starting from scratch’
escapes us, but at least it shows the
notorious arrogance of EA"
Anonymous Sega employee responds

to Riccitielio’s comments

“Five years after | did it | was a washout; ten
years after | did it | was history. It's coming
up to 20 years now... and I'm a legend”
Matthew Smith again, considering the after-sflects of Manic Minar

“We won't be able to get any user support

if we continue to release games on the
brink of missing release dates. Our major
goals are centred around Chris




== Ryo forreal

UK: What began as a casual observation upon meeting one of its
readers eventually compelled Edge to snap him for inclusion in
Out There. The reason? His resemiblance to a certain Shenmue
character, compiete with full-on eyebrows and 'B0s-style bamet,
If Sega needs his services to promote the sequel, just call Edge.

= Two-bit 8bit gaming

UK: The Super TV Boy lif's cheap plastic appearance belies a
wealth of gameplay talent. Although dross exists among the 127
retro games the all-in-one unit offers, Donkey Kong, Frogger, and
Pitiall make up for the more risible offerings. Copyright sensitivities
have resulted in the games receiving something of a makeover
(with name changes and some re-colouring) but this only
enhances the amusement. Discovering that Robot Strike is,

in fact, The Empire Strkes Back in disguise is half the fun.

£30 buys you this slice of 8bit heaven from www.firebox.com.

oss Alead FPS

US: The genesis of another PC FPS might not usually wamant
an appearance in Out There, but Pencil Whipped s different.
Coming from the warped imagination of one Lonnie Flickinger, an
independent game designer with a taste for the weird, Pancil
Whippeds world is one of black-and-white clawing sketches of
lunacy, and hollow, echoing sound effects. Fans of American
McGee's sterile take on madness would do well 1o take a look at
www.mexminn.com/chiselhead/pw.htmi and get downioading.

oEs Perfectly structured

UK: Developed by Alex Austin, Bridige Buiider is an electronic
version of those science lessons spent trying 1o gpan school
desks with nothing more than three sheets of A4, some sticky
tape, and a couple of paper clips. Although your bricige designs
begin with minamalist economy, they will eventually need to
biossom into engineering triumphs across some of the more
challenging chasms. At only 122K this addictive game can be
downloaded from the Edge Web site at www.edge-online.com,

US videogame unit 18 18 ¥
Second most popular console game in Japan over the year 2000,
with 651,424 units sola: Super Robot Taisen Alpha
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2.3 Grypto

How private are your emails from prying eyes? In 1969 James
cryptographer working for the UK's top-secret General
ations Headquarters (GCHQ), devised a systemn for
s that has now become the de facto standarc
of ecommerce, and underpins the security and privacy of
all digit ed public-key en
communicate privately (immu

Commun

ENCOoOING Messac

on. Eliis i

a way for individuz
savesdroppers) without having to pre-arrange a secret key
o uniock their encoded messages.

Unfortunately, his superiors at GCHQ weren'’t convinced
of its safety and decided to shelve the project, in so doing
relegating Elis's part in this book, a contemporary history
of cryptography, to & mene appendix.

Instead, 'Crypto’ is an American-centric tome that
tells the tale of how a few paranoid radicals, mathematics
vy technocrats reinvented this ingeniously
shiy difficult to break, system for

Levy wr
together the L
documentary ar

=ki'=g pace, drawing
f a political thriller, first-hand
pular science, and whips them into
a veritable feast for the mind

His pro re the singleminded, bold, and foolhardy
academics and businessmen who took on the American
equivalent to GCHQ, the Kafka-esque National Security Agency,
and forced them to accept a new era in cryptography. To wit,
military-strength enc ion is now available to all

An epic account of how a disparate group of
modem-day brainiac radicals fought one of the most
powerful institutions in the world and - it would seem —won

jonists
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2.2 Rebel Code

Indrema, the new open-source console, will have a hard

time surviving the imminent console wars between Microsoft,
Nintendo, and Sony. But if its creators can be at all justified for
this bold move to break with game-development tradition, then
it is in the unmitigat
operating system that's caught giants like Microsoft completely
off guard and res

ad success of Linux — the open-source

s at the heart of indrema.

L in
operating s

pasted his hall-bake

the Web and encouraged others
1o help with the project. Thousands of eager programmers
umped to his aid, and very quickly a development community
sprang up - marshalled by the 'benevolent dictator’ Torvaids -
to further develop Linux as a free, home-grown altemative
08 which now rivals Windows 2000 in the server market
In ‘Rebel Code' Moody chronicles the history of Linux
and delves into the minutiae of the open-source Moves
s failures. Though open source is an invaluable
od idea into a working product for the tech
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' 16 viewers this skde of the Atiantic, the company has
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rom this aftendee’s perspective, 2001's ATEl

was an unusual beast to get your head

around. ATHSs past have always thrown up
moments of note (a non-badge holder being beaten
into submission by security staff despite his drunken
protestations beng one especially unsavoury
example), but this year things came into sharp focus:
this is not the place for a traditional videogame
journo on the lookout for content worth writing about.

To coin a cliché, RedEye's encounters with

various coin-op company representatives ranged
from the sublime (“Oh, you're not from an Industry
trade mag? What, and you want to write about this
In a consumer publication? Okay! What do you want
to see? Who do you want to talk to? Can | get you
anything to dnnk?”) to the ridiculous (*I'm sorry, what
is it you want? Wel, maybe if you leave your
business card | can get someone 10 get in touch
with you after the event...”). if you weren't a grizzled

problem, because when consumers are offered
something for free, they just can't get enough of it
(legend telis of the guy who, with his one last wish,
dacided that it would be to have an infinite number
of extra wishes). RedEye had got wind of Midway's
Arctic Thunder by this point, heanng that it was one
of the more impressive games of the show, but, alas,
found it teeming with gquys in their early 40s behaving
like: spailt children on a day out to McDonald's (out
then some would argue that that's the beauty of
videogames - they are great levellers). RedEye stood
and watched as the same four individuals played
nine games in a row. Perhaps Midway's seat vibration
technology served to somehow ease the players’
prostate problems. It remained a mystary. it also
meant another wasted three quarters of an hour.
By this time it was one o' clock, anda

sustenance mission was clearly in order, Earls Count
is home to a Pret A Manger outlet, and a roast beef

REDEY F

Commentary from inside the videogame i

engineering companies, a selection of much make
modest e-entertainment endeavours could be
found. it wasn't long before RedEye was induiging in
& spot of Simpsons Bowiing (you ine up Homer,
Krusty or whomever, then let your ball fly by spinning
a trackball - surprisingly fun), Big Buck Hunter (a
ludicrously tricky deer-shooting lightgun affair replete
with pump-action shotgun), and Turkey Hunting
USA (more lightgun action which pretty much does
what it says on the tin). No queues existed around
Among other attractions, RedEye tracked down
an unusual ‘Photo-Me'-styie booth which allowed
users to have therr photos taken, the results of which
were printed out in the form of a London postcard
with your mug resplendent in the top comer. And
let's be honest, what trip to ATE] is complete without
a postcard bearing an image of your own face? Just

©CoN-op industry veteran, it seemad, then you
may as well have been invisible.

Acquiring press materials may have been a
challenge in itself, but sampling the vanous new
arcade titles on offer also proved a tiresome
endeavour, Perhaps the busiest attraction at ATEI
was Sega's Naomi 2-powered Club Kart, which was
presented in an arangement of four linked cabinets.
Within ten minutes of RedEye spotting the units, one
of them decided to give up the ghost, much 1o the
bewiderment of a succession of Sega engineers,
who proceedad to open a senvice panal and poke
around nside, to no avail. Which left RedEye's
chances of getting to play Gl Kart diminished by
25 per cent. After 45 minutes of hanging around,
witnessing sutt after suit wedging their over-ample
frames into the cein-op's diminutive bucket seats,
it was time to give up and move on. Maybe things
would quieten down later in the day.

Every coin-op in the vast Earl's Court exhibition
hall was on freeplay, which was the source of the

sandwich looked a fair bet. The price of these
shghtly sad-looking savoury comestibles somehow
summed up just how tiresome ATE! could be.,

The cost of two slices of bread, a couple of slices of
beef, plus what appeared to be a smattering of
horseradish sauce? £3.16. Actually, the expense

as RedEye prepared to step into the booth,
however, two italian delegates bundied their own
way in. Now, the process of having your photo taken
using this ingenious coin-op should take around four
fo five minutes. With these two particulary vain
stallions, however, the process took at least twice

Acquiring press materials may have been a challenge in itself,
but sampling the various new arcade titles also proved tiresome

isn't the issue, it's the exact amount —that 16p on
is 1o further the sandwich chain's reputation as a
company that does things a little diffierently,
organically, and generally more, well, just different. In
the sweaty hubbub of Earl's Court it wasn't so much
different as just another pain in the rump.

Clearly, it was time to venture away from the
glitzier stands on offer from the likes of Konami and
into the periphery of ATEI, where smaller hardware
vendors were plying their trades. Among the poal-
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that thanks to them not being happy with the preview
shots onscreen, canceling them, and then re-posing
and re-posing until the perfect image was amved
upon. RedEye's legendary patience began to crack.
It was not a good day for snacking. Nor for
fostering Euro relations. Most importantly, though,
even at 5pm, the Club Kart machines were stil
clogged. RedEye will be staying at home next year.

RedEye is a veteran videogame journalist. His
views do not necessarily coincide with Edge’s
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here is one design aspect above
all others that can sink an othenwise
excellent videogame. The graphics can
be astonishing, the architecture beautiful, the Al
fearsome — but if the player is forced to negotiate
& bad control system, all that Is next to worthless.
Control systems — or HCls (human-computer
interfaces) ~ can ba bad in two major ways: they can
be simply clunky, or actually llogical. Shenmue's
manages to be both at once. Character movernent
Is assigned to the D-pad in the ‘rotate/walk forward’
paradigm famillar from Tomb Raider, Resident Evil et
al. This is an elderly systern that the N64's analogue
stick was supposed to consign to history. Four years
on, to relegate the Dreamcast's analogue stick 1o
the secondary function of ‘lock’ is nuts.
But Shenmue's control system is actually
fiogical as well. There is a good reason for the
rotate/walk system in the early Tomb Raider games,

which is that success depends critically on very
precise postioning and jumping, Later sequels
introduced analogue movement with the Dual
Shack pad, but the D-pad was stil reguiarly nesded.
Yet no such acrobatic negotiation of 30 spaces is
required in Shenme, so there's simply no excuse.

Ancther way in which control systems can be
llogical is in a structural mismatch of physical action
to virtual action. In the Dreamcast port of Quake I
Arena, for instance, it makes sense to assign
looking and tuming to the analogue stick, because
manipulating a joystick is a good structural analogy
to moving your head around in the virtual space.
But you're then required to use buttons to run and
strafe, which is a bad method of controling human
movement. We do not always run in the direction
our heads are pointing; nor do we restrict our
moverments to two axes on a plane according to the
direction we are facing in. GoldenEye and Perfect
Deark get around this to a degree by offering an ‘aim’
control that changes the function of the analogue
stick, which can control aiming and moving.

Now, you'll tell me that it doesn't really mater,
as anyone who is serious about playing Quake il on
Dreamcast will buy a keyboard and mouse. To me,
that's a fabulously regressive argument. Keyboard/

mouse control only came about in the first place
owing to the dearth of standardised PC peripherals:
it is a method of (misjusng hardware that was never
designed to act as a game-input device. It is
currently the most efficient HCI for FPS tities - yet
that's not cybernetic justice. It's nat because it Is a
good Interface design, but because these games
were coded with that flawed HCI In mind.

Yes, | am arguing that keyboard and mouse
is aesthetically inferior 1o joystick control for FPS
games. Partly because, as with Quake i, simple
binary button-pressing is an inappropriate system
for movernent, and also because of another, more
serious, structural incoherency. Trying to aim a gun
in real ife is not a matter of ‘pointing’; it requires
you to direct the gun and use small corrective
movements to ensure that the barrel is aligned
control is much better approximated by the use

Steven Poole

of a joystick than with a mouse. The mouse-
controlled reticule privieges no part of the space
over any other and requires no more effort to target
an enemy half a screen away than one whois a
mere half-degree off the centre ol your visual field,
So, mouse aiming is far easier than aiming with
a stick. And to compensate, PC-based FPS games

with the gun and using a button to call up the sniper
scope could easily have been implemented, andione
can only assume that it was fear of the hystencal
anti-videogame lobby in the US that prevented it.
The comllary to these arguments about poor
interfaces is the fact that new sorts of HCl open
up new gameplay possibilities. That is why Shigeru
Mivamoto decided that Mario 64 required a (iterally)
revolutionary new type of controlier. But the danger
now is that HCI development might be stagnating,
Sony copied Nintendo's analogue stick, but at least
they added a second one, Creative twin-analogue
systems have only been tned in very few games ~
the teribly frustrating RC Stunt Capter and the
briliantly inventive Ape Escape on the other, But it
is disappointing that Nintendo and Microsoft have
opted for Dual Shock clones for their new systems.
Ore ray of hope was provided at last year's
ECTS when Sony had a concept stand

TRIGGER HAPPY

demonstrating the use of giant foam peripherals,
such as swords, whose movements were
interpreted by a simple USB webcam and transiated
into the movements of a virtual sword on screen,
This is ane way in which good HCls can also open
up new markets. The clunky control of Shenmue is
an instartt barrier to the game's merits for someone

Control systems can be bad in two major ways: they can be simply
clunky, or actually illogical. Shenmue’s manages to be both at once

are made artificially more difficult in other ways.
Of caurse, the maniacally swift moverment, 1080°
spiit-second tums and multiple frags of such games
are highly entertaining in themseives, but in terms of
suspensa and player satisfaction, the console-based
HCls — especially the sweetly engineered dua-
analogue contral of Time Spiitters - remain supencr,
When aiming is more difficult, hitting the target
becomes that much more satisfying and enjoyable.
To add another example, if Dreamcast Sient
Scope is played with the mouse, it bacomes stupidly
easy compared to the directional joypad control. But
further, joypad control was an utterly bizare creative
decision in the first place when there exists a
firstparty Sega lightgun. Some system of aiming
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who hasn't spent years fiddling with similar systems.
But Samba de Amigo is a great hit at parties, with
non-gamers as well as gamers, because the
interface is so wonderfully, instantaneously attractive.
From the clunky and ilogical results we toierate,
it seams that a game’s control method is often only
finalisad in the relatively late stages of development.
But to be truly great — and this is as true of Asteroids
or Robotron as it is of Samba de Amigo or Time
Spiitters — videogames need to be built around
a wel-conceived interface from the start.

Steven Poole is the author of ‘Trigger Happy:
The Inner Life of Videogames' (Fourth Estate).
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his manth I'd like to talk about the state
T of the industry. | guess all of the talk of
‘next-generation consoles’ will die down
soon, but it's interesting to consider these pieces
of hardware from a development perspective.
As you know, ‘next generation console’
means PS2, XBox and Garme Cube. But which
one of them will take the lead? Which hardware
manufacturer will dominate the industry this time
around? This Is what people are thinking about,
but | believe this way of thinking is about to fade
Does ‘fade’ sound strange? Wed, | just mean that
established concepts, such as "Which console wil
sell and which one will fall?" are now becoming
completely imelevant
What is a console? It's something which works
when linked to a TV set. That will not change. In the
same way, popular titles — the best-selling titles -
developed for speciiic hardware, the so-called

‘eaciusive’ titles, will stil exist, and that will not
change in the future - Final Fantasy will appear
on the XBox channel, Dragon Quest on the PS
channg, or Mario on the GameCube channel,
But this cannot be a longterm salution for game
makers. In order to sell the maximum number of
copies of any game, the multiplatform solution is
becoming vital, which will make the concept of
the ‘exciusive’ litle fade away:

We're at a time when the difference between
consoles is not as radical as it once was - therg is
now less concem about what can be done on one
piece of hardware that cannot be done on another,

Let's lock at Sony, Microsoft, and Nintendo.
They have particular things in commaon: they are
big, and their brands are famous worldwide. Now,
one of the concems among gamers is that game
production slows when developers run out of
mensy. So what matters 10 these people s that they
know which games will be available on which
platforms. And that's quite easy to ascertain. So,
ultimately the given hardware does not matter - it's
the software that does. It's an obvious point, but one
that can hurt game developers,

With a muttiplatform strategy, developers are
forced to closely study each piece of hardware,
which takes a lot of time. It seems that there are
many solutions to this, but it is not that simple in
reality. | think there is only one immediate answer:
if a developer wants 10 develop a game on several
platforms, it has to reduce the number of titles it
develops. | think this is going to be the key.

CPU, middleware, and library developments are
all important slements of a game project, but they
cannot be handled by a single tearm any longer. In
this sensa, It looks like it will be necessary to have
many teams targeted to particular platfiorms. In
diract consequence, the number of titles baing
produced wil drop. | don't see any other way.

If a game maker decides 1o release a title on
three platforms, the development cost could
increase by three times, and that would not be a
good business model. So development costs have

1o be lowered and controled. On the graphics
sde, a problem will emerge conceming geometry,
which indudes polygons and graphic RAM. These
glements have 1o be carefully taken into account in
order that textures, for example, can fit perfectty.
Now, the use of a library helps in saving precious

from Sony, Microsoft, or Nintendo, but | believe it will
cerainly help developers to choose which consdie
to develop for, in accordance with the value of the
manufacturers’ assistance. | know this isn't
something very new. But | think there will only be
more companies making and seling these libraries.
That's enough talk about the state of the
industry for one month, Lat's have a look at
what's going to be the real hit console. | believe
it will come from the handheld market. More
specifically, it will certainty be the Game Boy
Advance. Nintendo certainly has style. “With
no loss of quality, using this it is possible to do
that!™ or “In fhis situation, | can use the console ke
this!” - these are a few examples of the wonderful
patential of GBA hardware, It has more power than
its predecessors, of course, but Game Boy became
Game Boy Colar, and then Game Boy Advance -
the product concept and its image has evolved in

a totally natural way. And with such a natural
evolution, there are fewer bamers standing in

the way of customers — they do not face a sharp
revolution or change. This evolution affects the
mobiie phone business, too, with carefully designed
extensions enriching consoles and boosting sales of

You can ask people to work three times harder, but game
programmers are already working twice as hard as anyone

time, even f it is not always very easy, but it can
make things more complicated for programmers. |
know the unified use of the C language has been a
great help, but if you want to make something better
than your competitors, you need to tum to
assembler. This will automatically slow down any
conversion to another platform, and that will affiect
your business at the same time. So what ¢an you
do? Well, you can ask people to work three times
harder, but game programmers are already working
twice as hard as anyone. They cannot work more
than they do. So the importance of the libraries will
become even more prominent.

| don't know yet how much support is available

fDGE

mobies. Many children do not have a mobie
phone, but that could change very soon as more
kids will say, “For my birthday this year, | would like
an Advance and a mobile phone!” Even if kids do
not have a phone, they still can use their parents’
mobile in order to downioad content into their
Advance. Moreover, GBA has compatibiity with
previous models’ games. It's ight, sim — this
system has great potentials and qualities. Sormy,

| may be praising this consale too much, but there
is no doubt it will sell a lot. | want one. Now,
Toshihiro Nagoshi is president of Amusement
Vision, formerly Sega subsidiary Soft R&D #4
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Videogaming's movers and shakers

“l’ve got stuff in my head which | really; really want 1o do:
I can see st runmng in my head, and there 1sn’t qunte enough
power yet to do it, but there may well be fahrly short!y

or most of his llustri career spanning back to the
'80s, the decided ble Jeff Minter has

displays a v
Liamasoft, Minter's game titles h ally been at
least as intriguing as the games themselves. From He
i Llamas: Battle A

Attack Of The Mutant Camels, -A-Tron, and Llamatron

reations have (at least) gr: the Commodore VIC-20,

64, ST, Amiga, Jaguar, and now Nuan,
for realism at all, my interest is in

Tempest, or rather Tempest 20
Dave Theurer’s 1881 coin-op — marks t
nvolvement with Atari and the company's ultima
Jaguar endeavour. After parting from was left of this former US
videogaming giant, Minter got involved with VM Labs and the
velopment of the Nuon technology (see pS4)
After three years in the land of the free, Minter returned
o Wales. Still empioyed by VM Labs, but r urrounded by
seven hectares of the countryside he missed so much, he has
spent the las! z Tempest 3000 (see p73)
The remo

own hours and | don't have to do this homible thing w
people have to do when they design a game these days -
predefine every detall, storyboard and that kind of thing. Not
only Is that a pain in the arse, but it stifles creativity. Th
| work is that sometimes I'll be just be playing about with thn
machine and come up with some cool new effect and think:
‘| could use that in the game'. And if you're locked down to
this specific design where there's no flexibility in it, then you
can't exploit those little discoveries you make along the v
Predictably, then, Minter's development process is uncom
liberated compared to standards elsewhars in the industry.

| start with a good overview of what | want the game to be
like and then, as | work on it, | refine it and som es find n
chunks of gameplay come into it just by m g with some
technique. | like to be able to do that. | don't think |

bunch of coders.”
Give him another 12 mon
come out of Wales, But this time, rather than xmake, Minter
feels it's time omethin al again
nt to do.

ideogame and VLM... it's hard to explain, | e to do it.”"
No doubt he \
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Virtua Fighter 4

Faegaed by many as the ros victor of the Bsal ‘e
up wers, the Virua Fghtar senes & comng 1o the
arane: And then thia home consiolis will 1080w ..

Lotus Chailenge

|G may e s joy 10 play, ot 0n cusment iuam i

sontaing itthe of the pmoniaing straciums that Keu's
FEcer wolld appasr 1o b ong 1o offe the wond.

Castievania Advance

Aler-fhe dissppoiniing 20 ouigs o' he rancine
wiich appearad on the NS4, 8 welooma mehurm 10
tvo divrsons will hopefutly hansid 8 sl & fom,

Walk this way

uy a driving gamne and you can easily obtain a steenng

whesl to enhance the experience. Similady, many other
videogama activities are sold on the fact that paripherals
can bring gamers closer to the real-life equivalent: maracas
for Sambie de Amigo, skateboard devices far Tony Hawk's,
even fishing reels for catching virtual tuna, Strange then
that & peripheral hasn't been developed for the activity
which gamers must all participate in the most - rambling.

Force gamers on to treadmills and designers would soon
have to rethink the way they structurs their games. It's nol the
exertion which would be offputting - although exercise and
videogaming rarsly appesr in the same sentanca - but the
mindless wandering which seems to be a key component
in so many games. The opportunity to explore an open
world |s something to be cherishad, but anly when
goals are clearly defined.

Legend Of Zeida: Ocarina Of Time achieves this
balance by ptesenting a world which gradually opans up
&3 the player collects items and clues. The illusion of freedom
Is superbly engineered, but actually Hyrule's green fields,
forast glades, and mourtain passes are Incredibly well
signpostad. Cnce more locations are unlocked, the player
has the choice 1o investigate the whole map. Most don't
bather, bt having that choice is Important, nevertheless,

Soul Reaver by contrast s & game, which, for all its
merits, expects the player to wander endlessly around
searching for newareas to explone. Portals can whisk, the
player around the title's labyrinthine undarworld, but the
unifarm colouration of many locations only serve to confuse
and confound. A glyph conjuring up a trall of bread crumbs:
may hava been a more practical addition to Raziel's speil list;

‘Sarmia games seam to/ positively invite the tag of 'walking
simulator’; Project IG)s insistence on realworld physics went
o ridigulous lengths. True, you could survey an enamy
compound from a distant hill to plan your way in, but walking
tha huge distance towards the enemy base every fima the
game restarted was ludicrous. Craating a save point near
to your selected entry place may have broken the “raatworld’
spall, But it would alst have improved the gafme no end.

Designers creating sumeal or magical worlds really have
no excuse for forcing tha player into backtracking hell. Edge
hopes that B Twin (b=iow) will employ some suitable
device to reduce treadmill tadium.

st



Gran Turismo 3 A -spec

~ Release: April 1Ja§a_nj

Delayed but not forgotten, Polyphony Digital’s first 128bit racer is cenfined
to the garage a little longer while the final engine tweaks are executed

T

The graphical detall on the varied vehicle selection
could easily set a new standard for PS2 racing titles

Force Feeding

D 2 cally with GT3 in mind, t

034 EDGA

[0} thas been'g long road for the thind
| [} | instaiment of the most successful
fe PlayStation racing franchise ever.
Originally due far the'PS2 March 4 launch in
Japan, GT2000 {as it was then named) has
SINCE undergone varous postpanements
and a name change,

Gran Tunsmo '8 A-spec; then, features
150 cars, of which 138 have' been-rgad
tested before — Honda NSX, Mazda RX-7
Mitsuibishi Lancer Evo VI (fearnat; the Tormmi
Makinen Edition is also included), Nissan
R390 GT1, Toyota GT-One, Ford Mustang,

Aston Martin DB7, Lotus Elise, Renault Clig .

Sport V6, TVR Speed 12, and so on.
Palyphony has removed most of the
mundane hatchbacks and saloons found
lumbering on previous versions, and
understandably concentrated solely on the
top layer of the performance scale. The

The Roma course is one of the 15 promised for the game. While 13 of those should be familiar to GT
veterans, the last two = Monte Carlo and Tokyo (above right) circuits - are new additions to the series

At-this stage, the refined handling is perhaps best
expefienced during the gama's rally sections, with
cars behaving remarkably'as you'd expect them to

TeMmeEining tozen are prasumably new to the
GT garage and will be revealet onrelease.

Morainteresting is the anpouricament
that ihe.game anables up 1o thes PS2s o
be inked Yogether for up to sixplayer
simuitanagus.action. The link feature had
been expiorad’iarl Gran Turismo 2, but the.
drain on the PlayStation'’s chipset made its
inclusion impossibie; andplayess wishingto
take on the most advanted ferm-of- Al had 1o
make do with the splitsCreds option.

Edge hasn't been abla1o test this new
feature yet, but preview code materialised and
was duly rigorously inspected. The disc
includes three playable tracks (Trial Mountain,
Seattle, Smokey Mountain South) and three
vehicles (Castrol Supra GT, Honda S2000,
Subaru Impreza WRC).

The handling has been refined and
therefore continues to be wondrous, There's a
level of delicacy resulting from a fundamental
understanding of playability that is simply
missing from the majority of current racing
games. The sound, too, is standard-setting.
The graphical quality is also excellent - the
dust effect during the rally sections Is superbly
conveyed ~ with some masterful handling of
the lighting clearly evident. Extremely well
implemented, too, is the Dual Shock feature,
which (particularly on a rally track)
continuously relays information on the road
surface very much in the manner a real
steering wheel does, accurately painting a
picture of what the tyres are up to.

However, there are niggles. Despite the
massive visual enhancement, it's still
disappointing to note that tyre marks are
missing, regardless of how sideways you
decide to take a bend. And then there's the
fact that very little of Gran Tunsmo 3 is likely tt
be all-new - unless fresh features (structural
or otherwise) have been included. But
that will be apparent soon enough.



The Moon Project

Topware Interactive flies you to the moon and lets you play
among the stars in a sequel to the successful Earth 2150

ven The Moon Project press
release acknowledges that the
RTS genre is stagnant, but given
that it's one of the few types of game sure
to generate heavy sales among PC genre
zealots, it isn't surprising that so many
developers continue to work within its
Imitations. Perhaps that's a little unfair on
Topware, since the developer is something
of specialist in this field, and has four other
strategy titles in development for release this
year alone. Naturally, each offers a slightty
different spin on the overused abbreviation -
there’s the RPG RTS with Two Worlds, or the
hardcore RTS in the realism-based Worid War
4. This, though, is the one most of the unit-
shifting fans of shifting units will be waiting for.
The amival of The Moon Project’s
predecessor, Earth 2150, introduced
realistic curved terrain to a genre
dominated by the pseudo-30 battlefields
of Command & Conquer. Those disillusioned
by Westwood's sequel-as-update Tiberian
Sun suddenly found themselves in love with
the genre all over again; whether The Moon
Project will attract a similar amount of
attention is still open to question. Thisis a
sequel played straight, to the extent that it
actually covers the same futuristic conflict as
the previous title, This time the battle between
the Lunar Corporation and the United Civilised
States takes place on - yes — the moon,

where the Corporation is working on
a 'Project Sunlight'. The results of the
experimeant, which become apparant
part way through the conflict, force
both sides to change tactics.

That's the twist, but elsewhere things
seem reasonably static. There are updated
units, structures, and maps, along with the
expected range of new special effects and
strategy-altering disasters. The RTS vogue
for unit recycling is now an option for those
who find themselves regularly changing their
mind and their strategy, and an extensive
range of new multiplayer maps and missions
looks set to please those whao'd rather kill
their friends than their PC.

Intriguingly, The Moan Project also
comes with its own scnipt language, which
promises to enable the player to design their
own story campaigns and configure each unit
type to their own specifications. Textures, too,
can be imparted, meaning that - in theory at
least — budding level designers needn't be
constricted thematically, t's a move clearty
designed to attract the mod-making
community to the game, and this may
bbe enough to offset the game's non-
progressive nature. The Moon Project’s
level of success may well depend on
how well the PC community adapts
to the challenge of building around
craters, rather than with crates.

Format: PG

Publisher; Games Studios
Devaloper: Topware Interacﬁﬁa
Origin: Germany

This being the moon, it's safe to say The Moon
Project isn't one of the most spectacularly hued
games around. Still, budding artists will be able to
retexture the surface into something more colourful

A glance at the screenshots should be enough to steady the nerves of traditional ATS fans. All the usual
elements are here - the micro map, the individual unit health indicators, and the suitably satisfying explosions
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Format: Coin-op

Pubiisher: Capoom

Ongir- Japan

Belease: March (Japan) TBC (UK)

Remember having to make your way along the television screen from left to
right, avoiding enemy fire while shooting everything in sight? Capcom does

= hough momentarily forgotten, 2D
m shoot 'em ups are unoergodrgg
L something of a resurgence in
popularity at the moment. They have
remained popular in Japan, of course,
but widespread support for the genre in
the west soon vanished with the arrival of
the 32bit age - specifically, with the arrival
of PlayStation (for most of its life, the Satum
continued to play host to some fine shoot
'em up specimens). Seemingly overnight,
2D wasn't welcome any more.

Developed by diminutive outfit Cave,
Progear retains a pleasing traditional
approach, while also including a few
twists of its own. Two aeroplanes, the
Gambler and the Militant, are up for selection,
each with its own shooting charactenstics —
vulcan cannon or spread shot (wider range,
but weaker) - and just two buttons occupy
your digits - shot and bomb/special move.
Interestingly, it's possible to swilch between
fire modes by altering the way you press the
shot button, So you can switch to Fighter
mode (higher firepower), Gunner mode
(weaker but with auto-lock function), or
a third mode that has yet to be revealed.

Naturally, a 2D shooter wouldn't be
complete without hundreds of enemies or
a generous amount of bonus items to collect,
and in this ansa Progear doesn't disappoint
Coliecting these not only reinforces weaponry,
but also add new features to your aircraft.

oazeii. 2

Rather than overcomplicate the controls, developer
Cave has opted for a straightforward two-button .
approach which should leave more brain matter to focus Nothing revolutionary, then, but

on dealing with the typical 2D shooter stumbling block g : . potentially very enjoyable — if traditional —
of a screen littered with enemy projectiles to avoid ) Sl 4 R stuff. But then the instant gratification

" . offered by 2D shooters is likely to
ensure they'll be around for a while yet.

get the most out of your unwanted games . ¢,

<

Nintendo - Sega - Sony « Retro « DVD

- Nintendo - - Sony -




Street Hohter Zexo il Upper

Capcom delivers another unusually uninspired Street Fighter update, whose saving grace
currently looks to be a VMS transfer whereby homegrown fighters can take to the arcades

| nyone expecting a complete revamp of the Street
/8 Fighter dynarmic will, naturally, be disappointed. That

= | isn't Capcom's style: a few characters here, a few
special moves there, and everyone's happy.

Strest Fighter Zero I is essentially the Dreamcast version ported to
Naomi GD-ROM, which is handy for arcade owners wishing for a new ol 'WVA
crowd-puller on the cheap, but less thriling for the crowds themselves. ! “",',."m.rm il Uil

In update terms, Gulle makes a reappearance, as do three other i ' il
faces from Super Street Fighter |l = martial arts expert Fei Long,
Jamaican kickboxing superstar DJ, and the Zangief-like American
Indian T. Hawk. M. Bison's back under player control as well, along
with the other characters only avallable for
computer selection in the earlier versions of
Zero W, including Juni, Yuri, and ‘Special’ Ryu.

Perhaps the most exciting element here
Is that a VMS slot in the coin-op will enable
the import of charactars from the DC version
ISM, a system that enables the editing of
special moves, should also serve to produce
some a more homegrown feel to the brawis.

Fun, but Capcom’s development policy
s uninspiring. While this may be a good way
of making money, the Street Fighter
franchise seems to be losing its edge.

. Publisner: Rockstar Games
Developer Croteam
Origer: Croatia

Felease: Q2 2001

Ryu masters will be able to renew old acquaintances
with adversaries like Akuma, but will aiso have the
chance to battle as Bison, The ability to select your
fighting style before the battle remains, as do the super
special moves, reinforcing the oft-visited Zero/Alpha style

Croatian developer Croteam clearly means business with this firstperson shooter, which
makes up for what it lacks in brains with brawn enough to satisfy even the most aggressive

n the face of it, with its daft monicker and a selection of
enemies whose inspiration could have come from the
sketchpad of a child with a particularly warped imagination,
Serious Sam doesn't appear to have much going for it. Step into its
lavishly rendered world, however, and things begin look up

Using its own ‘Serious’ 3D engine, Croatian developer Croteam is
returning to firstperson shooter roots with Sam. Exchanges between
yourself and the other characters are never verbal, being conducted
instead by sheer firepower, although Sam himself occasionally grunts
the odd remark, Duke Nukem-style, such as: "It was a trap!” And traps
punctuate the entire gaming expenence: collecting just about anything
of real value sees the instant generation of
enemies bent on taking you down

Sam owes a serious debt to Doom,
then, but although in many respectsitis a
retrogressive step for the FPS {it's more or
less an Amie flick to Deus Ex's "Mission
Impossibie’), the preview version Edge has
played at some length proves strangely
compelling nevertheless.

This is ng-nonsense gaming — a pure
test of kill or be killed - delivered with a
healthy dose of technical finesse.

Expect a review next month.

The weapon set deesn't appear revolutionary, with
shotguns and rocket launchers making an appearance.
Croteamn has instead focused on creating a roster of
memorable enemies, ranging from the plain ludicrous
(laft), to the genuinsly fearsome (above), and the simply
irritating (right). The scale of some creatures later in the
game is one of Serious Sam's most obvious achievements
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Format: PC

Pubiisher. Eidos Interactive
Developer Hothouse Creations
Drign: LK

Rolease Q2

Hothouse Creations returns to prohibition-era racketeering in the US, and
invites the player to climb the crime ladder from street hood to crime kingpin

hile the onginal Gangsters was reasonably successfu
bath critically and commercially, it wasn't much more jhan
a compstent example of realtime strategy with an alluring,
prohibtion-era theme bolted on, For the sequel, the same
feam has set its goals higher, with prohibition and its associated
activitias at the heart of the game, which now charts the progress of
playars from the very bottom to the very top of the criminal hierarchy.
Tha player takes on the role of Joey Bane, who enters the
underworld after seeing his father gunned down, and who recelves
helpful, tuterial-like advice from his uncle. Fittingly, the opening mission
sees Bana getting his hands dirty with a revenge hit, before his position
becomes more elevated In later missions,
uing

elopment

Aminal

o Yol ad Yad Thd o ST the mayor's kidnapped brather

In all there are 20 missions set in 18
pregenerated cities (in contrast to the
randomly generated cities of the original title)
A new engin:

and a context-sensitive mouse point

N LR IR R ’ - ; iy = T BEEE b which include running a casino and res
- : - SR By lE B
4 \

N

and interface spruce things up,

1akes

Gangsters 2 is much more character driven than the first
instafiment, with the player oversesing the progress of the
lead character from street hood to crime kingpin. On the
way, the services of a vanety of henchmen will be required
and the more useful can be incorporatad into positions of
responsibility within the crime family. The city newspaper
provides updates on player progress and other information

sier for beginners, but the re

the player to retain favoured henchmen

throughout the course of the game (or

dispose of them, ‘Goodfellas’ style)

t PC
Eidos interactive

Three Kingdoms =

Beijing-based Overmax Studios promises an enjoyable realtime strategy run-out in
14th century China, which manages to challenge without overcomplicating the action

t could be argued that, as a gaming category, realtime
strategy reached the peak of its playablity with Warcraft Il
Although Three Kingdoms: Fate Of The Dragaon, developed
n Begjing, is unlikely to overhaul the basic mechanics of a winning
formula, its historical authenticity and the concomitant emphasis

on a more thoughtfully strategic approach are certainly promising.

Based on events told in a 14th century history written by Luo
Guanzhang, the game picks up after the demise of the Han dynasty
some ten centuries earier, and features 45 missions. Multiplayer is, of
course, supported, ipeluding a coopesative mode, and victory can be
achieved thgugh both militany Superiority and diplomatic supremacy.

With some 300 real-#fe characters to
recnut as of 5, there is considerable
5c0pe for tallorng your farces, Bult more
consequential is the nead to establish supply
chains to support long-distance attacks on
opposing cities, reducing the ‘tank rush’
principle that undermines similar games.
and which is supplemented with a Baldur's
Gatesstyls space bar pause 10 issus orders.

Despite this more cerebral approach,
Three Kingdorms remains intrinsically
simpla, Suggesting that this 1S a tite that
armchair generals can 6ok forwhrd 1o.

Ll o o

el ot ol

Although the game is true to the historical detail of Luo
Guanzhang's literary history, this doesn't rule out magic-
like affects. Indeed fate, representing the favour of the
gods, is a crucial resource to be managed alongside
other raw materials. Generals who forfeit the favour of the
gods are more susceptible to natural disasters, while high
fate results in the rapid growth of a kingdom's population
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Farmat: PC, BlBal_T_\mSi
Publsher: Ubi Soft

Releass: May

Enter a nightmarishly surreal gameworld where psychotic nurses are the norm, problem
solving involves increasingly visceral means, and twisted logic is the driving force
bi Soft is keen to emphasise that Evil Twin is not a

o ‘ [
: J game for kids. Though very much based around youthful | i 1 H”!

L | imagination, developer In Utero has added a very twisted
and nightmarish aspect of its very own. Hero Cyprien has been
warped to the surreal world of Bed'under and must rescue

inends caught in increasingly bizarre and perilous situations.

On Stephen's Island, for instance, Cyprien discovers that his
colleague is trapped in a glant schoolroom, and is suffering from
perpetual detention. The solution involves avoiding a paychotic
nurse, finding the Sandman to cast a sleep spell, and then cutting
open the teacher’s head with a pair of scissars. Cleary, Evil Twin's
imaginative take on the platform adventure will
be its defining charactenistic.

To add further variety to the game
the hero is capable of transforming into
Super Cyprien, This process endows Cyprien
with more powerful offensive capabilities and
the ability to execute greater leaps, but makes
precise positioning a more difficult prospect.
A catapult which fires paper planes (which
can be piloted) is also a nice touch. Typically,
however, camera imperfections, which are
still evident, could spoil an otherwise
ingenious tifle.

B 1 - T . . e . .. 7 = -
Deve aperSyrwpthoup
T Origin: UK

Currently looking technically impressive, nine-month-old developer
Synaptic Soup’s debut game has Edge pleasantly intrigued

The levels in Evil Twin are constructed around a central
room (involving a puzzle) with doors leading to areas to
explore. The main problems which must be tackled are
particularly odd. Reach Joecylen's Island and you will
discover she has been swallowed by a bloated version
of herself. The only way to free her is to construct a
hideous omeletts with ingredients to make her vomit

— ere’s the deal: Crazy Car Championship sees you

I_I building hybrid vehicles (anything from steam-powered
hovercraft to quantum-engined futuristic hotrods, apparently)
from a variety of companents, which you then race on a series of fiying
islands. But while the premise is certainly different. familiar elements
such as power-ups are included.

Still in its early stages, the game Is being created by a
developer comprising of former core members of the Evolva team,
as well as ex-Bulfrog employees. The team is confident Cipher, its
multiformat game engine, Is capable of handling the impressive visuals
seen here while maintaining a high frame rate, as well as delivering
rapid LAN and Internet play. Furthermore,
the engine’s characteristics are said to be
focused on providing easy, cost-effective
cross-platform development, and the team
Is expecting to create games on next-
generation platforms, the PC, and Mac
Cross-platform multiplayer gaming is
therefore also supported.
While Crazy Car Championship has

been designed with the above in mind, solo
gamers haven't been forgotten — a substantial
oneplayer event is promised. Edge will
keep an eye out for more details

Hopefully, CCC will feature mare than just interesting
visuals. Nine original characters are promised, along with
18 power-ups and a presumably traditional competition
structure, regardless of the fact that you're racing on the
floating island of Celestis. Expect a frantic atmosphere
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Lotus Challenge

W

With its head high in the clouds and its foot firmly on the accelerator,
Edge finds out how far down the road towards perfectly balanced
racing Kuju Entertainment’s Lotus-licensed title has travelled

} he tight hairpin at the
i end of the back straight
is approaching at 125mph.

Leaving the braking ridiculously late,
three seconds of frantic heel-and-
toeing persuades the gearbox to
select second. The engine roars,
as if upset that its triple-figure run
has been so violently brought to
a sideways 30mph crawl. Delicate
steering input keeps the back end
from suddenly making its way to the
front and then it's back up the gears
until the next comer tums up. You
don't want to know how fast the
artificial chicane is taken.

Having survived three
demonstration laps by one
of Lotus' test drivers in an Exige
(essentially a roadgoing racer based
on the Sport Elise competition car) at
the manufacturer factory’s test track
in Hethel, Norfolk, the adrenaline levels
have barely fallen by the time Edge
makes its way back into the hospitality
suite, where members of Kuju sit
around with 'seen it, done it’
expressions. Running on a television in
one of the cormners is the latest version
of Lotus Challenge, the essence of
which Kuju and publisher Virgin
decided would be best appreciated
in an appropriate sefting. Hence the

EDGE 3

I

Graphically, things have improved significantly since Edge last saw the game. Baverstock claims
the hardest aspect so far has been managing the 22-strong team, the biggest Kuju has had to date

fascinating tour of the factory. Hence
the oppartunity to drive the ludicrously
styled, high-rewving, and astounding-
handling Lotus 340R fast around the
track. And hence the chance to go
round the latter faster still, by letting

a professional take the wheel,

In the six months since Edge last
saw Lotus Challengs, thera have been
some changes. While the car count is
still hovering around the 40 mark, &
figure which includes six Formula One

Format: PlayStation2
Publisher: Virgin

Developer: Kuju Entertainmant
Release: July

Qrigin: UK

Prictograchy: Martin Thompson

Other than extensive track time with
Lotus’s finest, the team belisves its ability
to get plenty out of PS2 stems from its
mix of PG and PS programmers, given
that PS2 games require elements of both
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vehicles, and there are still 15 racing

tunt-

circuits and approximately 10
specific tracks, the game's structure

is now a little more defined. lan
Baverstock, Kuj

For example, one day you
competing in a world champlonship
race, the next taking part in a game
of car football, and the day after that
filming car stunts for an action movie

This should give the player an

"I'l ':-"n’ﬂll"'l

Hellf

the missions differ. But traditionalists

idn't let this seemingly innovative

take on a prestigious licence frighten lan Baverstock's (seen hare with Ayrton Senna's 1987 Lotus Honda in the background) favourite Lotus is the Type 62 Sports Prototype
a special car which combined a massive engine with the Europa chassis and F1 wheels. Only two were ever made. And yes, it's in the game

them off — Lotus Challenge also

includes standard Championship

Arcade modes on the handiing. “We have This is on

e is the best drving
A good racing grounding

ch feature the

tock whi

8 Up with that

egiatesy

“We have the best driving model in any console racing game. When you say this, people
interpret it as being a really hard sim-type model. Surely if it was a comrect simulation,
anyone that has a driving licence should be able to pick up the game and play it"

to push himseif or herself further

Curvert Lap
* bLasthap)
Best Llap

Expect further details to emerge as the
game nears its summer release. In particular.
per talk. The last time Edge is keen 1o see the Latus F1 cars in
the game, howaver, action. If only in virtual form, of course

Confident, if common, driving

game day
Edge playe
directional input was a little severa
The handling itself, as Baverstock
rightly says, appeared both accurate
and comprehensive, but its playability
was slightly hindered by the almost
dhgital nature of the steering

However, there's time to b

before July, and it's not as if that's
all Kuju has been doing since last

August. Lofus Chaflenge's Al has also

developed, and at the time of writing
|s possibly the most improved facet

Certain sections of the game include public roads complete with civilian traffic. Not for the
first time, the Al is claimed to be highly avelved. If true, it could make all the difference since Edge first encountered Kuju's
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project. "We now have Al for the
other cars (and for traffic on some
missicns) that behaves very
reglistically,” Baverstock enthuses.
*Different drivers will have different
attributes, and you will see this on the
track. Some will be more timid and let
you overtake them easily, while others
will do their utmost to stop you getting
past. We even have them changing
their aggression factor towards you as
the race goes on. If you start bumping
into one he will get quite upset and
may even decide to go after you.

All of this makes the game so

much more fun to play.”

Interestingly, some thought appears to have
gone into designing the game’s structure
{which is unusual nowadays). As such,
expect the game to provide varied action

The sky's the limit

Given that Codemasters’ excellent
TOCA World Touring Cars took a
similar approach, that much seems
assured. But, interestingly, the Al isn't
the most interest-grabbing aspect of
the title — at least not as much as
Lotus Challenge's clouds, which

are some of the best examples yet
seen in a videogame. Once again,

Clive Chapman Braverstock is on hand to unravel the
director, Classic develop t sus: "This i it
Toarn Lot evelopment processus: “This is quite

a good example of how working on a

The 340R (above) is just one of the many models in the game. Lotus has bean keen to get
involved — Clive Chapman even drove one of the F1 cars for sound recording purposes

console that has quite specific limits —
especially texture memory — pushes
you to come up creative solutions
to problems that would never
have happened otherwise.

“Normally on a PC game the
sky would be represented by a
rmassive texture because you can
afford the memory. On the PS2 you
can't really use up all your texture on
the sky, so we created the clouds
from smaller individual textures which
we lit differently and created three
layers of all these cloud shapes. The
look is then very realistic, as you get
a good feeling of depth — and you
also get the added bonus that they
are separate shapes that can be
moved relative to each other to
simulate wind. The final effect is
something that looks better than the
'lazy’ soluticn, which would be used if
the extra texture memaory were there."

But then Lotus Challenge’s
visuals have never really been a
real point of concern, something
confirmed by the latest shots. When
compared to & lot of current PS2
games, Kuju would appear to have
got to grasps with Sony's reputedly
harsh 128bit development
environment better than most. So is
it just a case of a divergent approach?

“Ore big difference is that we
are using our own custom enging,”
states Baverstock. “Many
development houses go for something
like Renderware, which does the job
but will never push the P32 to its limits
because it's designed to be general
and versatile and to work on other
platforms. This means there are many
PS2-specific features that won't be
used, and lots of compromises that
will be made. We have the technical

Although not shown on these pages, Lotus's design studio has created
four concept cars specifically for the game. The Super Seven (above)

knowhow to write our own

custom engine that is designed

to be optimal for racing games,

and this will give us a vital edge in
performance. It means you have so
much more power available to do all
the extra things you want to do.”

Those extra things will reveal
themselves as the launch date
approaches, but cumently things
are looking rather favourabie for
Kuju's racer. “Lotus cars have always
been about the driving experience,
and that’s what we want our game
to be about,” concludes Baverstock.
"At this point in time, | would say we
are 95 per cent there in this area. By
the time the game is out I'm sure
we will be fully there.”

Rather than a straightforward
exploitative license deal, the developer
appears keen to deliver an experience
befitting the prestige of this great
sportscar marque. It certainly appears
to have its wheels currently
pointing in the nght direction.
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Inside...

Cool Beans
Productions .

Since 1996 this Sheffield-based studio has

hamessed the cream of the country’s comic-book

talent, producing animations and artwork for
videogame companies. With the advent of 128bit
consoles, it may soon be making games itself
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Company name: Cool Beans
Productions
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of Cool Beans occurred when Nick decided
to develop his own characters and storyiines
The concept that he came up with, while still
working on a Slaine strip for 2000AD, was that
of Saintly. Although the current incarnation of
the project is as an animated action-horror
mowvie — in which a hellish camival causes
darkly gothic trouble in small US town - things
were different when it was first conceived.
“The connections were there with videogames
from PolyLang," explains Nick, “and so we
inttially thought of maybe making Saintly into

a videogame, because we had a very good
core concept fieshed out, with all the
characters designed and all the support

who contacted the studio to change the length
of his socks and the colour of his T-shirts ina
rendered image - is not the only aspect of the
work done by Cool Beans Productions. “One
of the things where Cool Beans differs to a lot
of studios is that, yes, we're a work-for-hire
digital animation studio, but we always did
want to create our own stuff, develop our own
concepts, our own characters, and so on,”
continues Nick. "One of the outlets for that is
the Saintly movie, but we've got so many great
charactars that we wanted to explore on the
storytelling side, which led to the idea of Cool
Beans Worid, the intemet channel that we're
in the process of building at the moment.”

Having started life off the back of a pitch
for a videogame, this year sees the studio
expand its remit with an Internet channel

materials in place.” The idea was pitched to
several publishers, but back in the days when
PlayStation and Saturn were considered
cutting edoge - and before PCs had caught

up through innovations such as 3D graphics
cards — Saintly's high-end visuals were well out
of reach, “All the pitches went extrernely well,
but the feeling was that the technology wasn't
there to support the game. At that point we'd
already done a lot of the characters in-house,
and Cool Beans was expanding, so the
decision was made to push down the CG
animation route. We had good connections

in the UK film industry anyway, and interest
really began to bulld because no one had
seen anything like “Toy Story’ for adults before.
So we were developing this horor-action film,
but at the same time this led us to be able

to offer this service back, full circle, to the
videogarne industry, Technology had caught
up, with people wanting FMV, box art renders,
and so on, and Cool Beans became a
company that was offenng all this.”

Animators for hire
Indeed, these ‘for hire’ animation services
currently form the core component of the
studio’s business, though just as gaming
technology has improved, so too the
nature of the studio’s work for the
videogame sector has changed
Initialty it would just be a question of
getting somebady like Simon Bisley to
paint a cover for the box - like the Bitmaps
did with Gods, or Glenn Fabry for Speedball 2
So onginally it was more of a showpiece to
have a cool piece of artwork, because the
technology wasn't really there to do anything
with sprites.” Mow, though, the company
provides a range of services, including
FMV sequences and rendered box art.

But producing work (o constraints
imposed by others - Tony Hawk, for example,

Although this channel will be subscription-
based, the Percivals believe that combining
exclusive content from some of the biggest
names in the British comic industry with an
enhanced form of graphic storytelling will
attract the required audience; certainly Matt
s keen to point out that the company secured
outside funding for the endeavour after the
dotcom bubble had burst,

“One of the advantages that we believe
we have,” argues Nick, “is that the comic-book
content on there is by top-name comic-book
creators, and you're not going to get it
anywhere else - it's totally exclusive to
Cool Beans. If you want to see Simon Bisiey's
‘Doomkeeper’ CG animation, with all his
supporting paintings, all his storyboards, the
only place you're going to see that is on Coo
Beans World. If you want to see brand new
‘Marshall Law' comic-book stuff, or ‘Marshall
Law' animation, or Clive Barker’s ‘The Yattering
And Jack’, llustrated by John Bolton, the only
pi you're going to get 1o see it is Cool
Beans World. The hardcore fans of that sort of
stuff are very completist.” But aren't they also
fetishists? What advantages will an Internet
channel have over its print competitors? “There
will be a back catalogue of traditional-style
comics, which you view side by side like the

old, hard-to-get back issues,” he continues.
“That's just there to view, but where it really
comes into its own is where we're doing
animated comic books, where we're using
technology to make things that you can't hoid
in your hand. The important thing with these
is that we've got good comic-book people
involved in them. Like with the ‘Marshall Law
animation, we're keeping Kev O'Neill's artwork
style intact, even though it's in CG. And with
Bisley, we're keeping his style. He's down
here every two weeks, talking to modelers
and animators. So it's CG with a difference.”
Ironically enough, by atlracting these

As might be expected from a company started by
a former 2000AD artist, much of the work done by
Cool Beans Productions has a dystopian feel to it

As they aren't working on in-game animations, the
Cool Beans artists are free to use displacement
rather than bumpmapping. “That is really handy for
the figures in Saintly,” notes Wayne Elliott, “as all
the characters have varying degrees of scarring”
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Simon Bisley: Doomkeeper

One of the artists working with the
company to generate content for the
Cool Beans World Web site is the prolific
and oft-imitated Simon Bisley, whose
work has graced a bewilderingly huge
number of comic books and their covers,
as well as videogame promotional art
and film production work. ‘Doomkeeper’
is the painted and computer-animated
tale of an ancient warrior.

How does this compare with

your more traditional work?

There aren’t any constraints at all with

this, It's the first time |'ve really put so
much of my input In to make the animation
as close to my illustrations as possible

So it will be interesting to see the results.

How much further will you be taking
your videogame work in the future?

Well, I've already done some work with
Capcom, but what | do think will happen Is
that a lot of comic-strip artists and creators
got put on the shelf when computers really
began to take over, Computer programmers
and the rest of them thought they could do
without us, and | think they're beginning to
realise that they can't, Well, they can, but
they still need the artistic input. The only
really decent thing to have come out in

CG Is TToy Story’, and everything still

looks very computer generated.

What implications does this

project have for your other work?

| don't know. | think I've become more

of a creative designer now, which is what

I've always wanted to be anyway. I'll still
get employed, | guess, with work on
covers and stuff, Strangely enough,
some magazines asked me todo a
cover to look like a computer had done
it, which was pretty odd, It looked bloody
terrible, but it's all very new for everybody.

The studio’s work
on videogame titles
like Spider-Man for
Activision supports
the company's own
animated movies,
such as 'Saintly’
and ‘Marshall Law’
for the Cool Beans
World Internet
channel. It's not

all doom and
gloom, though, with
Cartoonscape,com
providing light relief

nt it's very generic in that sense.”

Next-gen opportunities

Incleed, the ammival of next-generation console

hardware has also precit d a shift in the

nature of the work done by the studio, which
has seen a greater number of requests for in-
game animations. “Now that next-generation
technology has caught up we are finding that
people are increasingly coming to us and
saying that they need in-game characters

teams are getting bigger
develop a game, anc

5 costing more to
's a big headache to try

and go from teams of 12 or so to the 40 that

id be requ

arything in-house

‘ Aithough Cool Beans concentrates on digital animation, the stylistic idiosyncrasies of individual artists are
maintained, demonstrated by characters based on work done by Kev O'Neill on the ‘Marshall Law' series
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stuff like sound and animation.”

But the opportunities for the studio
go beyond the budgetary constraints of big
publishers. “if episodic gaming really does
take off, with interesting storylines and good
characters, | think people wil buy in to that
| think &t this point it's difficult, because
companies are having difficulties getting blg-
budget games out with two-year development
cycles, so it could even come from the mod
community. But it would be interesting to see
f that is the future approach, because that's ol
something that we as a company could very
well exploit. We're always telling stories with
our own characters, thinking very far ahead
in terms of what will happen to the plot.”

It may be a while betfore the company
actually does add this range of services to it It
repertoire, but it seems serendipitous that it

should, having come so far since that relatively
specilative atternpt to produce a videogame.
But it would perhaps be doubly ronic if, at
some point in the future, a Saintly videogame
arrived on a console near you. Which, as Nick
expiaing, isn't that uniikely a scenano: "Now
that the technology's caught up, we've had
soma interest in Saintly as a games property.
Although it's not top of our priorities at the
moment, because there are so many other
things we're doing with it, the other

properties that we're developing
would be perfect for games.”







The year 2000: while

Sony, Sega, Nintendo, and
Microsoft were embroiled

iN predictable new console
hype, VM Labs sneaked a
new gaming platform into
the US market disguised
as a DVD player. A little
later than originally planned,
Edge takes the company’'s

Intriguing Nuon for a spin
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to any one set of techniques, and
it's cheap. Really, really cheap.”
No, this isn't a description of a
Russian streetwalker - this is how
Jeff Minter, co-designer of the Nuon
chip, summarises VM Labs’' new
product. According to the company's
official press release, Nuon: “Enhances
the passive elements of digital video
products such as DVD players, digital
set top boxes and digital satellite
receivers, and transforms them
into compelling interactive
video entertainment systems.”
Minter’s definition is a little
more revealing: “Basically, it's a
very fast processor - it's what they
call a VLIW processor, which stands
for Very Long Instruction Word.

| t's very powerful, it's not limited
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The Samsung offers joypad ports on ts front (right) but
their positioning is entirely at the player manufacturer's
discretion. Round the back, the usual DVD output
arrangement - component replaces SCART in the US

N : Whenlleft Atarilhada =1
I. gouple of mainstream
software houses after me, -
and | suppose | could have
\ e | gone 10 them, but I'd nevey }
g been involved in the
design of a chip betore,
so that Interested me”

e




to silicon - that was very satisfying; when you've been working on the ideas in
software for a couple of years and you finally get the silicon back, and it's
an actual chip that works.”

However, Edge's current interest in Minter is more than a respect for
his considerable videogame-related achievements. Having worked so closely
on the Nuon architecture, it only seemed natural to take his involvement a
step further and develop software for this new venture.

“The boys at WM Labs were very taken with VLM [Virtual Light Machine,
which generated a light show based on input from a music CD] on the Jaguar —
they liked the whole concept of VLM - and that was important to me because
that's work that I've been doing off and on since 1984," he explains. “Also, it
was important to me to get VLM out there as a commercial product —get it
out to a lot of homes. Again, the Trojan Horse thing: that people have this DVD
player, and when they play a normal CD this thing will pop up that they've
never seen before. A lot of people will like that.”

This is very revealing of what the philosophy behind Nuon is. It categarically
isn't an attempt to muscle in on the volatile console market.

“The Nuon chip costs roughly the same as a hardwired MPEG2 decoder,
20 what we want to convince the DVD manufacturers of is that they might as
well use a Nuon chip for all the extra capabilities that it has, but it doesn’t really
effectively cost them much more than just using a hardwired chip that does
nothing but MPEG2 decoding,” reasons Minter.

Presumably Toshiba and Samsung were suitably convinced, because
last year the two manufacturers each released a Nuon-eguipped DVD player,
the SD2300 and Extiva N-2000 respectively, Priced at $400 (£270) and $500
[£340), the players are aimed at the middle range of the market, but even just
after a few months, a demographic-altering move is already in progress:

"We'd like to see the Nuon chip in all kinds of DVD players, not just
high-end but low-end as well - there's a DVD player coming out in the

States which will be sub-$200 with the Nuon
chip in it," Minter reveals.

“| don't know the current state of the market,
but in Europe last year Samsung and Toshiba
were the two highest-selling manufacturers of
DVD players, and Samsung and Toshiba are
going to be using them with the Nuon chip, So
the way that more chips are geoing to get out
thers is not because people are going to buy
them for games, it's just going to be in their DVD
players because it's a better solution for
MPEGZ decaoding than anything else, and
is one of the most cost-effective chips to
make a DVD player with."

The choice is yours

Toshiba's SD2300 The current options for potential Nuon players are rather limited, with just two US
Nuon player. Coming models available at the time of writing. Others are on their way, of course, but for now
to a store near you? this is your lot. The Toshiba SD2300 includes a 10bit 27MHz Video DAC with high-

resolution fitter, a 16x zoom function, virtual surround sound, very smooth
forward/reverse options, and |ust eight VLM effects. The Samsung, on the other hand,
matches the SD2300's DAC and forward/reverse attributes, offers seamless panning, a
20x zoom, comes with a Samsung-branded Warrior
pad, and 100 VLM effects. Both companies are
expected to announce European versions of their
respective US Nuon-equipped DVD players in the
very near future, with other manufacturers set to
follow suit throughout the rest of 2001. Pricing has
yet to be set, although Edge expects the initial units
to cost around the £300 mark.




Thiis is what Minter means when he talks
of the Trojan Horse effect. While videogame
consoles still have a litfle road to travel before
claiming a consumer majority, the penetration of
video reproduction units has historically enjoyed a
far more widespread and successful modal. After
a shy start, the uptake of DVD in Japan, the US,
and the UK has been phenomenal. As far as the
average Joe is concemed, Nuon's gaming and
visual-effects abilities, as Minter, perhaps

Virtual Light Machine

Colourful, manic, and
beautifully mystifying -
Nuon's VLM effects in
action mode (below)

Originally developed by Minter in 1895 for the Jaguar CD, VLM reacts to music being
played from a CD, and alters its appearance accordingly. 3DO owners may remember
thelr machine doing a similar thing (even if it lacked the vigour, colourful nature, and
overall panache of Minter's creation, stubbornly refusing to enter the psychedelic
realm with the same conviction and oddly preferring to stick to brown and mustard
green hues), The PAL versions of Nuon will include 52 extra VLM effects, which Minter
is currently coding, and just like their NTSC counterparts the resulting experience is

overharshly, describes as just ‘good extras’. But that's not to say he lacks
vision for the product he helped create — this is, after all, part of the plan:
“Give it a couple of years and hopefully the chip will start to get fairly
ubiquitous, and then we'll have enormous market penatration for the games.”

Three gaming titles currently exist in the US for Nuon. And while there are
some ten more on their way, only one is genuinely compelling: Tempest 3000
(see review on p72), This also happens to be Minter's latest appearance on
the videogaming circuit. Coded and designed solely by the bearded reqjuse
himsell in his charactenistic, secluded Weish residence over the past two to three
years, it is pernaps a better indication of Nuon's power than the titie's Nuon-
supported stablemates, which so far have suffered accusations of not looking
any more graphically impressive than a PlayStation or Nintendo 64 title.

This, Minter argues, Is a direct result of Nuon game developers' over
rellance on the software libraries avallable to them. *If people normally think
Tempest loocks better than [the other Nuon games), it's because | made my
own renderers. | was working close to the machine," he says matter of factly,
“I'm still prepared to do that. | will always be prepared to do that, | think
understanding the machine you're workeng on at its deepest level is an
essential part of being able.to produce top-gear stuff on that machine.

““Earlier and current generations of consoles have certain techniques which

likely to be just as magnetically enthralling. Additionally, you can interact with the
effects (provided you have an analogue pad) as well as - if ail goes to plan - be
able to make your own effects and save them on to memory card.

are hardwirgghinto silicon. Effectively, you have CO-processors that accelerate
centain functions “Radleerves. “That's very good Ewors Yedy el as long as
all you want to do Is exectite #ose functions. No mattar how many polygons per
second the system can render, where the polygon engine is hardwired you can’t
actually divert the power Thal’s in that polygon engine into doing something
different. Whereas with Nuon, because you're not hardwired to any one thing,
you effectively write your own co-processors and it means you're totally flexible
In your ehoice of techniques — you can explora different kinds of renderers if what
you want isn't on the lorary. If you've got the guts to do i, then you can actually

New on Nuon

Take Tempest 3000 away and the initial batch of Nuon
titles doesn't look too enticing. From left: Iron Soldier
3 (Eclipse Software): 40-foot-high robots battle each
other with big guns over 25 missions; Merfin Racing
{Miracle Design): Mario Kart ripoff with karts, swamp
boats, hover crafts and 26 tracks; Freefall 3050AD
(TAKS Ltd): as a futuristic cop, blast criminals while
treefalling your way through 15 lavals; Myst (Cyan |
the non-gamer's favourite; and Amaze (Fungus
Amungus): classic puzzler whare wooden board is
manipulated to guide steal ball to goal, avoiding the
wholes. Of these, currently only Freefall 3050AD,
Meriin Racing and T3K are have been released on the
US market. Other games to have been announced at
the time of writing include Monaopoly, The Game of
Life, and Breakout from Hasbro, together with RC de
Go!, Bust-A-Move, and Space Invaders 2001 courtesy
of Taito. And Nuon-enhanced DVD films are also on
their way: 20th Century Fox is first of the blocks with
‘Bedazzied' (2000), due out in the US on March 13.

« 058 EDGE



whatever you want, design your own randerers.”
‘When we got the chip back,

sit there and code up

Which, of co: s exactly what he

Nuon on test

g standard stuff, | had a very definite idea
says, “so | had to work out a

- maybe there are somewhere,

atnhough 1

As close to a starting
sequence as it gets:
the Nuon logo follows
Samsung's own

which | couldn’t find in tex

[not] with regard to impiementing them on the specific architecture of the
Muon, It was quite difficult — some of the most tricky assembly language
programming |'ve ever done. And it took quite a long time to actually get the
renderers together. The bulk of that game is in assembler, it's only the outer layer
that's written in C, and that's actually the first C code I've ever written. |'ve been

=0 much of an assembier programmer for years that |'ve never had to usa C. But

C is easy; ac y defining the rendenars and getting them right took a long time.”
OVD players available in Europe around

hiba once again leading their rivals. Prices are

as yet unconfirmed, although it looks uniikety that the first batch of machines
Incorporating the chip will be priced below the £E300 mark. Minter is busy
reworking the VLM effect editor to be more efficient (as well as implemeanting

55 new effects for the EU version), and hopes to include an option for Nuon

MNuon is expec

March, with Samsung and Tc

0 creata their

wr effects and save them on to a memory cand - just
cation of Nuon's multitasking entertainment capacity.

ly, Edge wo T1ry to convince you that Nuon is a viable gaming
sither would its manufacturer, for that matter It's a Clever piece
of electronic-entertainment hardware, but very much In the broader sense of the
tarm. You can use it to play games, of course, especially if more examples of
Tempest 3000's calibre show up. But the unit's primary use would ba

eisewhere, f Minter is right, market penetration could be phenomenal.

/ s 10 do well. Of course, thera's always
another outstanding exampile of
ar happen again, Edge will take a logk.at it

k a s

the potential bo

gdeogaming. If that should

L]

Unableg@"purchase its own unit from the US (don't ask), Edge asked Jeff Minter if
he would allow hisNuon 1o spend some time in England for the purposes of this
featura. Some two hours later the N-2000, a shrink-wrapped copy of Tempest
3000, and a Nuon joypad safely made the trip back to the Edge office

There's an undeniable air of understated confidence emanating from the
Samsung unit, despite how awkward it looks alongside gaming consoles old and
new. Switch it on, and for all intents and purposes it's another DVD player. Except
it Isn't, of course, True, the machine's playback ability is commendable and of a
high quality throughout - contrast levels are good, while colour separation and
stability is also impressive - but it's not noticeably better than a decent mid- to
high-end range, nopmal'MPEGZ-decoding machine. Touch any of the buttons
aither side of the “play" function, and Nuon's box of tricks springs into life.

There's extra-smooth (by normal DVD standards) scanning in both the forward
and reverse fields, for instance. Or the ability to alter the Gamma scale, enabling
you to witness detail that had previously been obscured by darkness. But neither
of these are as impressive as the powerful zoom function, which allows you to
salect a portion of the screen and massively expand it.

However, Edge's primary interest in Nuon is obviously as a provider of
electronic entertainment in general, and, in this case, Tampest 3000 In
particular. Load up the disc and the Nuon logo fills the screen for a few seconds,
until the main menu appears. The game looks unlike anything currently available,
and while it naturally shargs®6me genetic material with Minter's previously
developed Tempsst instalmi®nt, its appearance and overall design ensure
a aistinctive expenience.

But the look of Tempest 3000, with all of its hypnotic visual trickery, is more
than just the resuit of Minter's hard work. It's also an indication of what Is perhaps
Nuon's most apparent advantage over traditional consoles. In addition to handling
several sets of instructions per cycle, embedded in the Nuon design are various
layers of parallelers with the purpose of making massive number crunching a
reality, according to Minter. What this then enables a developer to do is to: "Do
quite a lot of maths for every pixel on the screen.” If the developer in question Is
Minter, then youU can expect this to translate into the smoothing, translucency, and
antialiasing technigues so common in Tempest 3000. (Realtime ray tracing is also
achievable, though notimplamented in Tempest 3000.) Not only is this freedom
kay in differentiating #h@Nuon architecture, but Minter is also convinced it's the
way alkprocessors will evéntually go
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All too real”?

Motion capture revolutionised animation, ff—'ﬁgaf":i ﬂ!egu"eﬂ"v L;ﬂﬁultafed
alking dead - & g

but as technology has progressed so the die;ﬁ‘:‘;u:‘.i”aip:r A
processes that breath life in to in"game horror, While present technology may be
Characters have become increaSingiy able to produce striking representations ol
sophlsncated‘ Edge reviews the current the IILﬂH‘dII form, in terms ofanlmauo.n and
situation in the field, and talks to animators PRGN SRS 6 VIJOF IMonis ST 20

< have sel in which no amount of polygonal
abC'Ut the neXt blg Ieap fOFW&FdS == H-TAG make-up can mask. Back in issue 24 Edge

examned motion capture (MoCap), and
creatives enthused that it was the great
hope for the future. Images of men wearing
leotards adorned with golf balls were
plentiful. Halt a decade on the reflective
markers may have increased and the
movemeant may be smoather, but the
dissatisfaction felt by designers with
this technigue is palpable.

| just get a bit annoyed when | hear
people saying that motion capture is the way
forward for game animation.” states Toby
Gard, currently working on Confounding
Factor's Galleon. "It reminds me a little bit
of rotoscoping in traditional animation; it's
quick, easy, and reasonable results can
be achieved without the need for artistic
sensibilities, However, | think the results are
never as satistying as traditionally produced
hand-animated movement. Through
exaggeration stronger results can be

060 EDGE




(161 »

EDGE )




Team Soho's MoCap data is gathered using the versatile optical system. Bacause the actors are free from
restrictive wires (used in magnetic systems) they can move more freely and perform in larger groups
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achieved that work on a more direct
level of communication than simply
mimicking normal movement.”

Motion capture is still widely used

in the industry, with data gathered
from two scurces: magnetic and
optical. Magnetic methods involve
wires connecting sensors 1o key
locations of the body. Optical
technigues transmit data from
refiective sensors to motion-tracking

cameras. But each has major
sticking points. Gavin Moore, senior
animator at Sony's Soho Studio, Is
using MoCap for The Getaway and
outlines the potential problems:
“The optical method can have a
larger capture area, but suffers from
occlusion and also the problem of
markers coming off during capture
sessions. Our actors found the
optical system constricting, fearing
that the markers would fall off and

thus affecting their performance.
Occlusion occurs when the marker
cannot be seen by the cameras.
Magretic systems do not suffer
from occlusion, but the capture area
is smaller. The sensors are clipped
on to the sult and take some effort to
dislodge, which gave our actars more
freedom during their performances.”
Stylistically, Galleon is a wond
away from the grittily realistic urban
setting of The Getaway, but it simply
isn't practical for animators working
on games with casts of hundreds to
hand animate every character. While
sublime results can be obtained
through Disney-style exaggeration,
other projects are more suited to
sessions spent in the MoCap
studio. As Gard acknowledges:
“l am not saying that motion capture
is pointless. In fact, it's clearly the
best option for simulation-style
games. | just think there should be
a distinction drawn between realistic
and believanle, because, overall,
| reckon you can get mare believable

results through hand animation.”
Gard's penchant for a more stylised
form of animation may suit Galleon's
look perfectly, but developing
complete animation routines
without the use of MoCap is
daunting and relies heavily on the
expertise of the individual animator,
Elixir's senior animator, Matthew
Everitt, agrees: “If you say that
MoCap is outdated, then so Is the job
of the arimator, which has basically

been the same since the old boys
at Disney set the ground rules.
Character animators are always
trying to achieve the same end result
- greating a dynamic, appesiing
character.” It is not the quality of

the MoCap data or the lack of vision
which is holding back anirmation, but
the tools animators are given to use.
Faced with strict deadlines and little
time to create unigue methods,
developers are naturally falling back
on technigues which have proved
reliable in the past.

30 Studio Max and Maya can
provide the framework for great
animations, but the spontaneity
missing from many games requires
uniquely developed tools. Moore
sees the blending of in-house
developed technology with existing
packages as the way forward.
Indeed, The Getaway would not
have been conceivable had Sony
decided to rely solely upon existing
technologies. “We have really tried
to either invent or acquire new
technologies to make this happen,”
says Moore. "We work very closely
with a number of companies to
achieve this — the way we do our
MoCap, our own Talking Heads tools,
the scanning of our characters. We
have learnt a tremendous amount
and have set new heights in
character realism.”

Sony’s Talking Heads technology
is particulary striking. The system
incorporates parsed speech and a
skeletal animation system to reduce
the workioad involved in creating
facial animation on a large scale.

It Is spiit into three segments:
emotional, speech, and 'specials’.
Once the face has been scanned and
placed over the Talking Heads mesh,

Confounding Factor's Galleon is set in a fantastical world and has enabled Gard to apply a much more exaggerated style to express both movement and emotion.

The hand-drawn ap; may bring

to the
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which can not be captured by camera but relies heavily on the talents of the artists and animators
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Many of the ‘human’ characters in Project Eden morph into mutant creatures. The team is parficularly

proud of their blending routines, which aliow the main

1o turn and shoot si

emotion values can be entered.
These range from joy through to
disgust. Type in a value from one
to ten and the face will mimic the
emotion. Speech is then added by

atimulus for ather Core Design
games. “The technology we are
using In Project Eden was started
from scratch,” says the game’s
artist/animator, Stuart Atkinson.

taking the .wav file from the motion- “But we have evolved some of the

capture session (where the scene technology we created during Tomb

has been acted out) and matching Raider and Tomb Raider Il - it would

/\ it with a text file. The lips will sync be silly not to. The animation-finking
L'JL‘L‘FH‘___ . both to the emotion value and video system we used in Tomb Raider
] footage from the MoCap shoot. proved very powerful, so we took
a%m#‘#l' Special animations inciude bink rates  the basic idea and expanded on it
¥y r'ﬁ'ﬂ'ﬁ' and head movements which depend It gave the animator the power to

: e upon the emotion values which have say when and how the animations

been previously set. Though Talking

will flow together during gameplay.

Heads is currently being used solely The advance we made was to allow
for cutscenes, Moore foresees future these links to be generated for us on
In-game action embracing such the fiy. Since the links are generally
technology: “As far as facial between four and six frames they
animation goes, we are not that don't require any actual animation,
far away from characters reacting they just need to exist, and you can
realtime to your actions — things imagine how much time this saved
like laughing when you do something the animator. If the animator fesls that

stupid, or cowering in fear when you
become aggressive. Each character

a particular link needs to be done by
hand, then he can still do this."

would have a personality and

react accordingly.” Convincing behaviour
Many development teams Crucially, what is missing from

have, of course, been refining gameworids are characters who

their animation procedures across can respond more believably to

a number of projects. Interestingly, their surroundings. The: streets of

the animation-inking system Shenmue’s Yamanose may have

developed for Lara’s first gymnastic been rendered with meticulous care,

leaps and somersaults provided the but they were populated by ghosts.
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The animations in Care's Project Eden are created using 305 Max with straightforward key framing. It |s the
sophisticated blending routines coded after these frames are created which give the game its dynamism
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The frames of animation In Dog's Tale are created in traditional fashion in 30 Studio Max. But it is A-TAG’s ability to blend from one frame to another in realtime

" and allows technici

which saves time. The system reduces

The player's presence was not
acknowledged until the first rule of
RPG gaming was enacted: stand
near to an NPC and press the action
button. The sad truth is that NPCs in
all gameworlds tend to react to the
player in one of two ways: complete
ignorance or direct hostiiity. A greater
emphasis on animation blending, like
that used at Core, is only ane solution.
Developers need sophisticated
methods of implementing animation
in realtime which go beyond simple
nversa-kingmatic routines.

David Braben, frusirated by the

il =pe -
s s LA

limitations of traditional forms of
animation, decided to find his cwn
solution to the deficiencies he saw
in pre-canned animation.
Developed over two years, Frontier
Development’s R-TAG (Real-Time
Animation for Games) Is the closest
step towards true non-linear
animation Edge has seen, “We
were aware of the problems with

LALLM VR
| l.l'u\\' ! III 'll'ill\llll.'llal\ ;

The movemant of all the creatures in the Dog's Tale world is exguisite. Walk by another animal and its eyes
and then head will follow you; pester it for a while and it will playfully chase you around the landscape
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nice for other de :
TAG, but even if they just
ne of the princ

prerendered animations and how to
get in-game animations to a similar
level,” begins Braben. “In theory this
Is very easy — most games do it
already — but they are doing little
mare than playing a sequence
generated beforshand (by motion
capture or from scratch). This does
not work well except on flat surfaces,
and has to have many different
transition sequences for tuming,
changing speed, crouching, and so
on. These all take up a great deal
of memory when compressed.”

In practical terms, realtime

animation systems such as R-TAG
will bring & greater degree of subtlety
to games. A character's animation will
alter depending on many variables in
the game. "Because the animations
are baing done in realtime, we can
blend several inputs together to
show tiredness, limps, general
damage, even anger," says Braben.
“This takes far less animator time
{and memory) and it allows the
animators to spend their time on
creating secondary animations for
things like clothing and hair. This
memary saving is very important on
platforms like PlayStation2, as it can
be freed up for gameplay code.”

The team is clearly excited by the
possibilities of R-TAG and what it can
bring to the development community.
Emetional content is the end goal,
but, almost instantly, Frontier expects
game animation to improve in more

EDGE #35

the time to create more subtle effects such as limping and secondary animations

subtle ways. “[The animation in]
Pearfect Dark was terribly predictable
and repetitive. We just have to do
better than these rallroaded stories,”
points out Frontier's head of studio,
James Dixon. "It would be nice for
other developers to adopt and
probably improve R-TAG, but even
if they just go away with some of
the principles and technigues, then
we should see a leap in the quality,
and, more impartantly, believability
of animation in games.”

Pushing the Frontier
Frontier-developed games have
predominantty focused on alien
environments populated with unusual
creatures. The bugs in Y2000 used
the first instance of B-TAG. Individual
legs had to be moved through an arc
using inverse kinematics (wheraby
the joints are set up as points

which the animator uses to control
movement) to make sure they were
planting convincinaly. “We didn't
redlise it at the time, but they had
also sowed the seeds for the R-TAG
approach to animating more difficult
creatures,” explains Frontier's
technical director, Jonathan Roach.
“In "92 we decided to prepare a
demonstrator for a game involving

a dog as the central character. We
needed sormething up and running
quickly, 0 we revisited the V2000
leg code to adapt it for a dog.”

The difficulties in animating
guadrupeds have proved incredibly
chalienging, and the process of
putting B-TAG together has been
far from smooth. “It has proved a
much harder nut to crack than we
first thought, but now we're there it is
very satisfying to have," adds Roach.
“We have achieved a great deal, but
at a cost in artistic design. Our
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These character renders give a small imsight into the world that will eventually blossom into Elite V.
R-TAG'S enabiss to work an dary such as clothing and hair

currant work is focusing on improving
the workflow = making the designers'
jobs much easier. The previous

fewer challenges. Frontier is currently
animating humanoids for Eiite V.
“With a person, the task is much

revision had its own tool to design
the animations. Aithough our artists
have achieved some remarkable
results with this, it was very hard to
get them this good. We stood back
and looked at the best way to
prepare the artistic side of R-TAG
animations, and concluded that
using off-the-shelf tools such as 30
Studio Max was the way forward,”
The first game to take full
advantage of R-TAG will be Dog's
Tale - a game which is midway
through its development cycle,
It is clearly targeted at a younger
audience, but the technology
involved is impressive. Control is
incredibly responsive, with tums
none of the characteristic twitching
which often occurs when every frame
has been meticulously rendered, but
not blended well, There is also an
unprecedented fluidity of movement
over undulating surfaces, and,
crucially, other animals respond
to the presance of the dog with
subtiety and refinement.

easler,” explains Roach. "All gaits
are left-right-left-right. The main
advantage is the designer doesn't
need to worry about ensuring the
movernent matches the limb motions
of a particular character. There is no
need for special animations for
tuming, stopping, and starting. The
net result Is a smoother-operating
game with fewer animations, and
hence quicker game development.”
Though Braben is stil coy about
certain aspects of Eiite IV, the addition
of realtime animated characters in the
game provokes speculation that Siite
IV will be taking on a human aspect.
Entering space stations and
interacting with the many characters
Frontier is designing seems assured.
The title’s online functionality also
hints at wonderful possibilities, and
3Q's data-scanning techniques (see
‘Bringing characters to life') will
provide gamers with the opportunity
of entering the Elite universe and
recognising frends by looks alone.
In an environment enlivened by
R-TAG, the discerning gamer will

sy, Now that R-TAG has successfully
::'m brought quadrupeds to life, the team
m is confident that bipeds will present

e
% A
'\

VAN

R-TAG's

has been d a pericd of time to make the process of adding key changes
to the easier for the The will be i 1o very soon
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Elixir's Republic: The Revolution will have a cast of hundreds. A huge list of animations have been created and split into character sets, such as military and
business. These are then broken down into passive and aggressive states. ‘Onion skinning’ will be used to give the effect of motion slowing when bullets hit flesh

<« 066

Frontier's head of production. “If a
player walks through a crowd of
people, they will react. Eyes will follow
the player, heads will turn. There will
be a greater degree of subtlety in the
way people react to your actions. The
perfect gameplay environment can
now be created.”

be able to react to his or her
environment. When they get shot,
the animation will crumple and fall
according to their surmoundings. You
could run through a crowd of people
and push and jostle your way to the
other side, sach person causing a
knock-on effect, like a wave — your

“We want to put the chemistry back
into games. If a player walks through a
crowd of people, they will react. There
will be a greater degree of subtlety in
the way people react to your actions”™

Team Soho also sees animations
in realtime as the Holy Grall for future
game content. It will be interesting to
see if their first steps in this arsa are
successful, "We are working on
integrating [our animation] system
realtime Into The Getaway," claims
Moore. “This allows our characters
to react to the player’s actions. The
pedestrians will screarn and show
fear when you pull out your gun.
They will cry out in pain when hit
by your car.” And in the future?

"The next step is to have dynamics-
based animation systems.
Characters will have buitt-in collision
and inverse kinematic systems. When
this happens the character will really

Talking Heads Is a Jete systam which

tacial

run animation altering realtime as you
yourself are pushed around.”

A worthwhile effort

Such research and experimentation
into realtime animation is admirable.
The first fruits of such labours will

be subtle, but that effort is being
expended In this area is a positive
sign. “We wouldn't have developed
the system if we didn't feel it was
going to bring something great to our
games,” states Dixon. *The principles
behind it all are extremely exciting,
and have implications which will
affect the whole industry and the way
in which it approaches animation,
storytelling, and direction in games.”

They do indicate the first steps
towards unified behavioural animation
systems, which will incorporate Al
with animation to bring impressive
levels of spontaneity to games.

Richard Spohrer, product
director at Softimags, believes that
such systemns will usher in the fourth
generation of animation technology.
Softimage XSl is already delivering
the tools to animators to produce
moare dynamic cutscene animation.
“The third generation of animation
systems are non-linear,” explains
Spohrer. “The fourth generation will
be behawvioural. This is the process
of adding a level of inteligence to
your animated content, At the most
simplistic level it could be something
like: & crowd simulation or flocking
behaviour. We are locking at the
process at a much deeper level.
| have no doubt that behavioural
animation will be a major factor
in the next 12 to 24 months.”

Though XSl is mainly used for
cutscenes, the techniques being
buiilt into the next installment of the
package could point the way forward
for game content both in realtime
and in cutscenes.

It is indisputable that realtime
animation will become a major force
in games over the next few years,
but, like early motion capture, the
results are likely to be sketchy until
designers realise the full potential
such techniques can bring. And
where time is saved due to
sophisticated blending technigues
and user-friendly interfaces, much
effort will need to be expended on
creating scenarios which can take full
advantage of the processes involved.
While the animator will be granted
maore time to explore his creative side,
the humble coder may see his
workload increase tenfold.

and speech. A 4,000-polygon model will be used for extreme close-ups in cut-

scenas with the amount coming down to 1,500, including tongue, teeth, eyelashes, and hair for the game. Each character is voiced and acted by the same person
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Though many artists have already generated incredible likenesses of the human face,
the animation of individual features has proved troublesome. If developers are to wring
tears out of Sony's Emction Engine, then tools have to be created to elevate facial
animation above that of a ventriloguist’s dummy.

Facial capture technology, including that of 3Q, Digimask, and Cyberextruder,
may provide the raw data but it still requires developers to use it effectively. Colin Wren,
lead artist at Digimask, points out the hardships involved: "it's so difficult to actually pull
it off, because if you go down the route of providing photoreglistic images, then any
aspect which falls even a tiny bit short locks cbvious."

Digimask scans in a photo and produces an image made up of 6,500 polygons in
three minutes. There are 55 influence paints across the face which can be manipulated
to simulate speech and emotion. Further adaptations to eye movements and expressions
can then be made by animators. The technology is already being used by Evolution Studios
for driver facial expressions in World Rally Championship 2001, and Elixir is using the system
for its cast of hundreds in Republic: The Revolution.

3Q is also a notable exponent of such technology, and can scan an image of the
full body into a game. Indeed, booths in US branches of Babbages offer the service for
a small fee. Although predominantly used for FPS titles, David Braben is using 3Q's
scanning technolegy for his current projects. 3Q also offers a novel solution to the
prablem of lip synching. "An actor is scanned saying their ines," explains Braben.

“There is a microphone in the boaoth to capture the speech. This 30 data is then
processed into a sequence of 3D models at the chosen capture rate. This can then
be imported into a developer's own system, or with a further level of processing,
into B-TAG where the animation components are extracted.”

It is clear that a strong emotional connection will not be made with game characters
until facial animation improves. But Braben predicts a more remarkable future for such
technology. "Ultimately, we expect to have devices in the home that can capture and
streamn animations directly in to games, so that when you shout and gesture to
someone in a game, your game character does the same shouting and gesturing.”

30 and Frontier are
working in partnership

to bring R-TAG and facial
scanning together. 30
booths will be amiving on
thesa shores later this year

The medical profession ariginally
used 30 technology to reconstruct
faces after disfiguring accidents.
In a peculiar twist, gamers can
now distort their images and

even add blemishes and scars
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Pay attention

hadow Of Memories is a complex, muiti-ending

adveriture game, which, rather than clamouring for
attention via shock tactics and viclence. makes a bid for
your attention with stunning atmaospherics and a cleverly
threaded plotline. It fails. Conversely, Phantasy Star Online
(below) makes only a vague attempt at a coherent story, offers
an utterly linear blast 'em all experience, and an abhorrent
oneplayer mods, and is easily one of the best games
Edge has played in the last 12 months.

Experlence both, and it's clear why, Phantasy Star Online
might have a deficient oneplayer structure, but Shadow Of
Memuries barely has one at all, preferring to rely on its strong
narrative to carry the game through to its five different
conclusions. I's a noble idea - the gaming world’s most
recent atternpt on the life of the novel, if you will - but it
doesn't work. Why? Because as charming as Konaml's
clever threadweaving is, it's not fun. We play games axpecting
ifteraction, and though Shadow Of Memdnas allows us that
privilega, It does 5o only on a limited scale. It's still essentially
a book. It's a Choose Your Own Adventure, excapt we're never
made aware of that whan we'ra allowed to tum the page,

Play Fhantasy Star Online 1,000 times, and your second
mission will always ba the sama, regardiess of your progress
in the first, You can'’t choose your own adventure, but you can
choose your comrades, and that's enough to transform each
game. It's genius, aimost infinitely satisfying, but it's not
something fimited to multiplayer. The hyper-principled Deus Ex
may hammer home its anarcha-cholce structure with limpet
miines and judicious use of the shiper rifle, but it's not the
death that makes it special: it's knowing that aach death could
matter. It has only four different conclusions - one less than
Shadow Of Memories - but each game feels different, and the
player is always aware they're making crucial decisions. The
final soripted memorial to your path is an irelevance next
to the memary of the thousands of choices preceding it.

That's how it has always been, Tetris rockets, Mario Kart
tickertape, PaRapps concerts: celebratory moments all,
but they're not why the games are 50 well regarded. Multiple
endings are a bonus, not a replacement for a solid game
dynamic, and that's why Phantasy Star Online succeeds and
Shadow Of Memones fails. Flve resolutions may force gamers
1o revisit a game five times, but coding the gaming
equivalent of crack will hold their attention forever




Before embarking on an adventure, it's
wise to take a trip around town to stock
up on supplies. Visiting the Hunters Guild
will allow access to a variety of subguests

Phantasy Star Online

Format: Dreamcast  Publisher: Sega  Developar: In-house (Sonic Team) FPrice: £40  Felease Out now

t looks heavenly from the images,

I but when people have such high
expectations from a game, it's easy to be
suckered into believing something’s there
when it's not, Consume the rumours and
predictions across the Internet and you'll
find It's a socially acceptable EverQuest,
or it's Diabio Il in full 3D, or it's what
happens when marshmallow J-pop
meets Dungeons & Dragons. There's
some truth in all of these assertions, but in
reality Phantasy Star Oniine stands alone
thanks to its elegant interpretation of
Naka-san's ane-world vision, and the
hypnotic atmosphere that comes
attached. It deserves better than to be
described as a corruption or advancement
of an existing titie: this s something new,
and it feels like an epiphany.

The fairytale begins with the creation
of a character: you dress them in vivid
pastel shades and then stretch them into
shape. This is astonishingly configurable,
especially given the limitations of the host
system, and enables you to pick an
attractive near-unigue online identity for
whoever you're choosing to be. Edge,
assuming the guise of a giant metal robot
and the personality of record label Digital
Hardcore's Alec Empire, slips into role and
slips away. Connect to Phantasy Star
Online and it’s like closing your eyes
and appearing in someone else's dream

Open them again, and you're still
thare, and so are the others. They appear
slowly at first, like your vision's taking time
to adjust to Naka-san's sugarcoated future
- then there's one, five, ten of them, fizzing
into view as the Dreamcast loads their
hazily sweet imagery. They're playing
on a different continent, or just up the
road, but now they're here, and they're
talking to you via one of PSO's three
dialogue systems. Wander around
each lobby and you'll find clusters of
transcontinental conversations. *Hello >
Alec Empire” says a Japanese guy. “Do
you want to go on an adventura?”

Who wouidn't? Still, behind all the talk
lies a structure less revolutionary: kill all
the monsters on a level, and move to the

Without a strafe or Z-lock, the combat is more
Gauntlet than Zelda. It cheapens the game so
that the oneplayer action becomes boring
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Using PSO's close-combat weapons means you inflict more damage on opponents, but leave yourself
open to attack. Beginners may wish to buy a pistol and take shots at enemies from a distance

next. Without a strafe or Z-lock, the
combat is more Gauntlet than Zelda.
In fact, it cheapens the game to such
an extent that the action Is quickly boring
In oneplayer mode - run away, turn, fire,
run away, turn, fire — and provides little
lengterm interest. But why should anyone
expect it to? The game is titled Phantasy
Star Online for a reason, and those
ignonng this will be disappointed by
the endless repetition

Connect, though, and suddenly the
combat dynamic falls into place. Those
with guns provide cover for those using
bladed weapons, the casters providing
healing and attacking reinforcement for
both. Different team combinations bring
different gameplans, experienced players
help the weak, and items are divided fairly
amongst the fighters. Naka-san's hopes
that players would fall out over stronger
weapons don't seam to have materialised,

as P50 is essentially a co-operative

game and you'll be hard pressed to

find a friendlier anline community,

Everyone watches each other's backs.

Everyone smiles when the dragon gets

slayed. “Congratulations! > Alec Empira,”

says the Japanese guy. Thanks. You too.
It's genuinely rare that a game both

excels and innovates to this extent while

remaining effortiessly simple. Some will

curse that simplicity, declare the game

as too straightforward or the storyline

overly linear. They're missing the point

Atmospherically, Phantasy Star Cnline

Is absolutely without nval, and that's what

it makes it unmissable. Those who prayed

for safe passage for Naka-san's vision can

rest easy, because this is a bewitching

world fired with stunning creativity.

More simply, it's a dream.

Edge rating: Nine out of ten



Fighting alone can be a tiresome experience,
but guick thinkers will use range attacks to
cajole enemies into destroying each other
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huge game, but it still offers a near-infinite
gaming experience. Four zones

you and your team's investigation into
the problems on planet Ragol. That's the
main que: yable on three

available on request, and more are
downloadable, but it's not the wealth of
missions that make PSO's scope so epic —
it's that the game experience changes with
every new group of people you meet.
After two outdoor levels, Phantasy Star's pastel mood becomes darker and subterranean. The basic game structure in the mines, caves, and ruins remains the
same, however, though your team's strategy may change as you encounter tougher monsters. Weaker players will find a keyboard essential to cry for help quickly




To make things even more memorable,
the game is crammed with samples from
Minter's goats and his sheep Flossie.
New weapons and levels are just a bonus

Tempest fugit

Back in 1981, game fans found a new
machine in their local arcade that thay
rather liked. Tempest, the work of then Atari
coder Dave Theurer, proved very popular
at a time when abstract games were all

the rage. Like many of its counterparns,

its premise was remarkably simple yet

the execution exempiary. In 1994 Minter
took this already addictive product and
masterfully enhanced its playability by
creating an exquisite audio/visual melange,
with gamepiay abiities that have rarely
been challenged, Sadly, Tempest 2000
premiered on Atari's il-fated Jaguar and
far too few experienced its delights

Tempest 3000

Format: Nuon  Pubdisher: Hasbro Interactive  Developer Jelf Minter  Prce 8§30 (£21)  Release: Out now (US) March (UK)

A ssuming such things were possible,
to spend some time inside Jaff
Minter's mind would almost certainly be a

unique expenence. Other developers who

coded around their own intriguing ideas
during videogaming's childhood are still
waorking in the industry today, of course,
but few - if any — can claim to have stuck
with their personal ideclogy with the kind
of conviction as the father of the likes of
Llamatron has over the years.

If his previous titles have consistently
demonstrated this, Tempest 3000 settles
the Issue In such a convincing manner as
to leave no doubt regarding Minter's
maotivation. T3K exists because he
simply wanted to play this exact game -
he has designed it according to a
personal doctrine. You can't begin to
imagine that at any time there was
any concern regarding how the average
gamer might interpret the results - and
the game is undoubtedly better for it.

In truth, there’s nothing remarkably
revolutionary about this third Tempest
update (Tempest X, released in 1987
for the PlayStation, was coded by High
Voltage). This won't come as a surprise
to anyone who has followed its
development on Minter's own Web site
of course. Or, for that matter, anyone
fortunate (cr discerning) enough to have
experienced T2K (see 'Tempest fugit').
Why mess significantly with a near-
perfect concept when a few careful,
considered tweaks will do?

And so, while the visuals have
undergone the kind of psychedelic
treatment that would intimidate the
most ardent Flower Power devotee
the play mechanics of the game
remain the same — as the Claw, your
task is to blast anything and everything
adventurous enough to make its way

up the web into an eariy spacial grav
Occasionally, some will fire at

to electrocuts, or grab you. Conversely
you'll learn to casually remove Flippers,
discourage Spikers from clogging up the
web, and hate Pulsars with a passion.

In common with this trio, the other 16

The visuals have undergone the kind of

psychede

Ic treatment that would intimidate

the most ardent Flower Power devotee

As with T2K, superb visuals are beautifully supported by a suitable soundtrack which incorporates some
wild stereo effects, further drawing you into the game. The outcome can prove insanely enchanting

varieties of opponent also display their

ndividual behavioural and attack patterns,

knowledge of which becomes crucial it
you plan to live long enough to make
it on to the high-score table.

Maturally, the further you get, the
more complicated things become. While
nitial webs are remarkably simplistic, on

ater levels your opponents cause them
to spin and/or alter their structural
integrity. resulting in some particularly
anxious gaming momeants

Furiously frene

tion has always
been Tempes!'s essence, and T3K Is
no different. Iif anything, things are even
more berserk here. Onlookers may find
it impossible to tell what's happening,

but the player s never left wondering
how or why his/her Claw has suddenly

been sent to plasma heaven. The game

engulfs you like few others, and, provided
you have the right environmental setting
will keep you in a trancelike state for a
surprising amournt of time = it's not
uncommaon to find a couple of hours
have suddenly elapsed over what
seemed like only a few minutes
Yes, it is repetitive. But only in the
same way that Tetris is. Tempest 3000
matches Alexei Pajitnov’s masterpiece
for playability and may beat it in terms
of player involvement. It's beautifully
balanced, too, constantly forcing you
to take risks if you seek the points -
yes, you can use the superzapper (smarn
bomb) and clear the screen, but have you
noticed that every time you do, you lose
your multiplier bonus? The game also
boasts an adeptly judged difficully curve
Chances are many of today's gamers



Occasionally, too much onscreen action reveals the
odd instance of slowdown, but it's not problematic

will sir

the purity of
Edge ce
u should

- The real beauty of Tempest 3000 lies in the playability more than in the admittedly attractive visuals. Minter has taken a wonderfully clean premise and
Nme out of ten updated it for the 21st century - few games nowadays prove as compelling, despite this title boasting play mechanics drawn from videogaming past
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The time zone screen keeps track
of your location and the places you
can transport to. The time travel
animation is initially impressive,
but pales after multiple viewings

Shadow Of Memories

Format: PlayStation2  Publisher: Konami  Developer: In-house  Price: ¥6,800 (£40) Relsase: Out now (Japan) TBC (UK)

ould the interactive movie finally be
c about to come of age?" wondered
the Shadow Of Memories praview in ES9.
Well, that depends. If coming of age is the
same as maturing - a deliberate maove
away from the teenage nonsense of Might
Trap and Voyeur, and into something more
of an appreciable art - then maybe it is.
But if the implication Is that the Shadow Of
Memuories dynamic might hold the key to
some game/film crossbreed nirvana, then
the gquestion couldn't be more misleading.

Still, if we're to judge it on its dramatic
aspirations, then it's a vaguely spooky
time-travel piece, reminiscent of a Sunday
evening BBC serial. The set design stems
from small-town Germany, and the script's
a bit of Christopher Nolan's 'Mementa’,
a bit of Spielberg’s ‘Back To The Future’,
a lot of generic movie cliche, and a
philosophy that could pass for 'Cause And
Effect For Dummies’. After being stabbed
to death in a street attack, Eike, the
game's ponytailed hero, finds himself given
a chance to slip back in time and change
circumstances so the attack never took
place. If he succeeds, then he's attacked
somewhere else, and has to use his
pocket time-travel device to alter that, and
so an. Four time zones exist: the present,
the 1980s, the 1900s, and the 1580s, and
changing something in one alters
situations in the subsequent periods.

As far as it goes, that part of the
game is acceptable. It's not that the
situations or confrontations thrown up by
the plot are predictable, nor that the twists
and turns disappoint — it's that everything's
handled so childishly. Maybe something's
been lost in the translation, but blame
shouldn’t lie entirely with the cartoon
acting, because there’s something missing

There's something missing at Shadow Of
Memories’ heart.The feeling pervades that
you're watching mannequins playing out roles

074

at Shadow Of Memories' heart. The
models may be as perfectly curved and
carved as the backgrounds, but essentially
they're blank, as empty as an untouched
canvas. The feeling pervades that you're
watching mannequins playing out their
roles. It's a puppet show, not a film.
Worse still, it's a puppet show that
offers little audience interaction. Despite

'%j'_-'_.f_Ruckgratstr.
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The city changes through the ages, but always looks impressive, Interestingly, the earliest time period
is rendered predominantly in sepia tones, and the 1900s (above) are pictured as black and white

the much-vaunted multiple endings,
your opportunity to affect the future
is limited to simple scripted events.
Everything, save the sparsely used
object-manipulation menu, is controlled by
the circle button, and your prime method
of interaction is walking up to people and
talking to them, Shenmue-style. You press
circle on an old woman, and she talks,
and a little piece of that chapter is solved.
You press circle on a young girl, and she
talks too, and anather part of the time-
warped puzzle slides into place. You spot
a gentleman in the gorgeously constructed
café, and you press circle next to him:
he’s not interested. And then, thanks
to the vagaries of time-travel, you see
yourself slumped on a nearby table.
For want of anything better to do,
you press circle on yourself, And
you die. Properly. Game over.

Fans of dimensional theory

might say your instant evaporation by
paradox is predictable, but in the context
of a dynamic that requires your wilingness
to test absolutely everything with the circle
buttan, it's incredibly frustrating. Worse
still, there's no chance to learn from your
mistakes, since the situation never
reoccurs. The result? A pointless

sense of caution, and a feeling that

every moment of interaction is Russian
roulette. This is a shame, because when
the strands of the story are finally drawn
together, there's a feeling of satisfaction
and closure often lacking on completion

of other games — a sign of the thought
and time that's gone into the plot
structure. If the same amount of care

had been placed in the game dynamic,
Shadow Of Memorias might have

been less of a disappointment. s

Edge rating; Four out of ten
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I'm sorry I'm so late.

Hauptstr.

"What" yourself-- you're
the one who broke the seal.

All the cutscenes are executed with the game engine, which lends a coherent feel to the adventure.
Unfortunately, too much of your time is spent watching the action rather than participating in it

Decision making
The game occasionally asks you to make decisions,
but it's a false freedom. A house s burning down, and

It's a time travelling device. It can a chid asks: "Won't you save my grandiather?” Say

i yes, and you enter and die - but that's all right, it's a
be use d at Cer t alh momen t S on I g s plot-developing death, not a game-over death, Say no,
and... nothing. You hang around, with nothing alse to
do but approach the child and tell him you've changed
your mind. The burning building still k
The inventory screen behaves like those in countless adventure games, but is used sparsely throughout obligatory, but since death's essential to the plot, that's
the eight-chapter story. A glance around the art gallery reveals paintings which change as you alter history fine: it's the thin fagade of choice that dismays.




Onimusha

Format: PlayStation2 Publsher: Capeomn  Developer: In-house  Price: ¥6,800 (£40) FHelease: Out now (Japan)

ave the princess, stay the demon
Survival homror has always been a

fairytale genre, and Onimusha proves no
exception. Steeped in Japanesa history
{chronologically just preceding Kessen's
Tokugawa era) and spiritual mythology, the
plot here has hero Samanosuke and his
fermale companion Kaede trying to rescue
Princess Yukl from her evil kidnappers.

Survival horror is perhaps a genre that -
in this form at least — is on its final traw!
through gamers' wallets, too, since there's
an overriding feeling that next-generation
systems really ought to be offering us
something more than polygonal characters
wandering armund prerenderad backgrounds
No matter: Onimusha was onginally
conceived as a PSone game, and, however
much that shows in its simplistic execution
this is also apparent in the well-developed,
rounded game structure

Biohazard veterans will find slipping
In to the Onimusha dynamic a simple case
of adjusting to the high-resolution visuals
and the predominantly close-range combat.
Others may find the standard D-pad control
initially disconcerting next to more instinctive
analogue-based systems. Though it soon
become natural enough for inter-room
exploration, the control method isn't bast
suited to sword combat, due to the speed
of movemeant that's often required. A quick

Your actions trigger sequences of
FMV throughout the game, These are spin executed with the R2 button goes some
stunning, particularly the introductory way towards easing the problem, as does

battle sequence, and excellent directed the hesitancy of the enemies. Sequential

s of the attack button execute combos
ash, spin, and stab moves, with special The triangle button executes a special move unigue to the sword you're using. The thunder sword
unieashes a series of lightning blasts against the enemy, and should be saved for the section bosses

critical hits on offer to those who time their
blocks or taunts perfectly. Once an anamy
Is slain, his spirt nses and can be captured within your

rd, adding an expenence- are gruesome, and gutting them isn't

pont structure to the standard dynamic without its gory charm, but the game isn't
e e T AR L L ! However, for a game that fits — albeit really played for shock value, There are few
| h ,\ IS a Q(‘)Od gafﬂe HOT Ciose to the Work Of loosely — within the survival horror circle, real rﬁcf‘:ems of panic — even the standard
g!—:" s 5‘(:)[“@ !_nay h ave yOLI belle\fe, buT ﬂOt there's not a lot to hormify here, Naturally, survival horror staple, the enemy that crashes
SOl ]']f'"}t'} it ]k! '\ff\'_'j[ | Shoujd be E?I]]ballaSSed tO own the warped Capcu.m creations whose |r.1 from nowhere, is undarplayed, .The.ms
o J sole purpose is to have their souls stolen visceral destruction aplenty, but it's still
more Final Fight than Mortal Kombat.
Puzzie solving is limited to the
occasional minigame and brief find-this-go-
there passages of play. Simpiistic, linear, but
mindlessly enjoyable, this is another pointer
to the game's PSone heritage, which often
becomes all too apparent. It's the fittle things
that spoil Onimusha's well-scripted flow, like
the jarring pauses when the FMV cuts back
AL O to the (visually identical) game, or your
This odd little centipede enemy offers players the chance to travel to the Dark Realm. This are 20 levels character’s inability 1o climb stairs, He won't
of non-stop combat, with access to the game's best weapon as the reward for those who emerge alive open doors, either - press circle on the frame
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One point in the game sees Kaede crossing a
furnace floor. Typically, her journey must be
timed to avoid the sporadic jets of flame

Replay incentives

The striking organic backdrops are gloomily lit, ' isha won't take long
somathing unlikely to surprise veterans of the genre : 4

to complete, doing so provides you

will an overall ranking (the maximum being
Onimusha itself) and the incentive to replay
for a higher score. Extra costumes and a
‘Special’ difficulty level are available, as are
extra weapons for those prepared to search
every corner of every well-rendered room
the game has to offer, Other bonuses
include Oni Spirits, a subgame which
reveals itself should the player find all

20 hidden flourite crystals, and z traller

for the inevitable Onimusha 2.




Severance: Blade Of Darkness

Fomat: PG Publishar: Codemasters  Developer Rebel Act Studios  Price: £30 Rslease: Out now

Character flaws

In keeping with the stereotypical setting,
the four playable characters in Severance
are suitably archetypal. Tukaram, for
example, is the Conan-style barbarian,
while Nagiar is the redoubtable dwarf,
Zoe the amazonian warrior, and Sargon
the knightly all-rounder. The opening level
of the game Is different for each one, and
all possess a unique set of special moves,
but given that there is barely enough
incentive to complete Severance once.
their inclusion is slightly redundant

Although a nice addition, long-range weapons
add little to the mix {below), and sudden death
obstacles such as falling boulders (bottom)
contribute to the uneven pace of the game

Although esach character has their own set of special moves, the differences are largely

cosmetic because poor coll detection adds a signi random el to combat

078 TG &

he twin seling points of Severance
T are some Impressive lighting affbcts
and a super-abundance of blood and gore,
Wow. The novelty value of gushing blood
and hacked-off imbs is negligible, thanks
t0 countless predecessors like Soldier Of
Fortune, while pretty shadows are impressive
for about five minutes before the reallsation
sets in that this plays like an object lesson
in how not to design a videogame.

From the hackneyed and stale
environments, characterised by bland
and repetitive textures, to the ludicrously
cumbersome cantrol system, it is staggenng
to think that this is the culmination of nearly
five years of development, and it is mystifying
that Codemasters has chosen to publish it,

Uninspired level design contributes
to uneven pacing, with spiked pits and
collapsing bridges making sure that the
load screen is as much a part of this game
as deficient Al and the need to smash crates.
it also serves to highlight some serious
clipping problems, and a control mechanism
that manages to overcomplicate the tried-
and-tested FPS standard. The lack of a
strafe button Is a serious oversight, as
is the convoluted run command, which
requires the forward key to be double
tapped. The real problem, though, is that
the animations for ingame actions can't
be interrupted, which resuits in a sluggish
response time and a logs of sensitivity,

While all of this would be more than
encugh to damn any title, Severance has
more in store, because the combat
procedure, which is the real core of the
game, is just as flawed. Atils heartisa
beat "em up combo dynamic, boistered
by a simpiified RPG-style level adval
Although this is an interesting concept, it is
undone by poor collision detection and a
fatigue bar that serves no purpose apart
from preventing the player from attacking
when they least expect it. To compound
this, the effectiveness of special moves is also
hindered by substandard collision detec
as wel as lengthy animations, and the
largeting system doesn't work — which is
unforgivable given that this was perfected
in Ocanina Of Time two years ago

Some technohead PC owners will
undoubtedly find sclace in Severance as a
technical demo with which to impress their
friends. Anybody expecting a rewarding
game would do well to steer ciear.

ment

Edge rating: Two cut of ten



Hostile Waters

Format: PC  Putiisher: Rage Software Developer In-house FPrice €30 Pefease: Out now

C lever, clever Rage. Faced with an
Insular PC market that rejects arcade
games time after time, the company has

by infiltration.

outside the FP!

an impact,

1age to make
ve your project a planning-

but g

map screen and some small element of
resource management, and the wannabe

PC strateg will flock to it. Or that's

need mors than just a plan.

i@ Waters sees another utopian

be damned by a cabal of

future about to
evil masterminds. Since this is a universe
where war is passe, humanity is vuinerable
Thank goodness, then, for the reactivation
of a long Immabile Uber-troop-carrier, and

S

your expert battle management. Gather

hem into vehicles

0 destroy: it's 8

formula that

gamers. Except this isn't an RTS,
despite a dash of the same dynamic
Each of the constructed units can

be controlled directly by the player, as a
thirdperson shoot ‘em up (or gather ‘em

up, if you choose to step into the harvester)

The other option is to direct them via the
map, then leave them in the command of
chips containing the personalities of dead
soldiers. It's not a new concept, as fans of
classic 2000AD strip ‘Rogue Trooper' will
testify, but it's one that applie
perfectly to the title. Place a gunner's
chip in a resource-gathering vehicle,
and he'll whine about not seeing enough
on, Pl

and he'll perform better, going about his

An air attack is effective against ground forces,
but enemy helicopters are usually quick to react

5 itsalf

s chip in a helcopter,

business with violent enthusiasm

Place yourself in the hot seat, though,
and the game proper begins, becau
Hostile Waters has a heart that's aimost

purely arcade. You stil need more than

plan, but this time it's not luck that'll

our own skill, Still, good

iy

ju

swing a conflict, it's

U don't need

Engine performance

planning will rm
faultlessly — Rage claims it's possib
though by no means easy, to beat the game
without ever laking control of a vehicle -

The engine behind Hostile Waters has been
in development for three years, something
that's apparent in the in-game physics,
Shoot a telecoms tower midway up and
you can watch the top section keel over
and tumble down the hiliside, or fly your
‘copter over the wreckage of an opponent
downed at sea, and you'll see it get siowly
washed to shore. The engine was also

: Resource gathering might not be the most exciting job in Hostile Waters, but there's nothing to stop you used in Wild Wild Racing. and Rage is
Edge rating: Bight out of ten doing It yourself if you want. Still, it's much more rewarding to command an attack helicopter of hovercraft planning to use It for future releases

while fast reactions and good piloting can

e for poor strategy. It's an
a, and one that deserves

3 into the collections of the

VEr IS genre IS,

079




/ Blades

The lock-on function works more convincingly
with Yuri, Her dynamism - which includes
climbing scenery - also makaes her more
intarasting than the brutish Gokurakumaru

Weapon energy

Each weapon can deliver a more potent
attack when its enargy gauge has reached
maximum. This is hardly a startliing
innovation in a fighting game, but

the pyrotechnical accompaniment |s
mpressive nevertheless. The slowdown
produced by such attacks is intentional

080

. PlayStation2 Pubdsnar Konami  Developer In-house (KCEJ East) Srice: ¥6,800 (£40) Releacse Out now (Japan) Apnil (UK)

The scenery throughout 7 Blades is varied, if not the most detailed Edge has seen on PS2, The narrative
changes subtly depending on which character you choose and as other colleagues come to your aid

shi's fiims, 7 Blades

[ struggle to finc
arket audience, but it certainly

ector of ‘The

nutty creatures, and idiosyncratic
to the game. It is unfortunate, then, that his
artistic vision has not been matched by
similarly engaging gameplay.

The platting In 7 Blades Is unusual for a
videogame in that it is unveiled with economy
and style. Hayashi's fusion of 18th century
history and

£

own distinct sci

mythology
gives the game an appealing freshne:

mingly inert scarecrow and it will

animate for a brief moment. Such

genergie a gesre 10 expione even

Dispatching ndiculous numbers

=s in 30 arenas i an appeain

e, but th who have alres
ted the delights of Dynasty We
will be disappointed to hear that KCEJ Eas

1. Like

]
1]

=)

S

effort lacks the polish of its close ¢

SO many games ventuning into 3D, 7 Bk
suffers from a badly implemented camera
system and an over-fiddly lock-on function
The chase camera is particularly indecisive,
and while the player can alter the view

manually (with the shoulder buttons)
this proves slow in the extrame.

While two characters are playable In
the game — Gokurakumaru and Yuri = each
suffers from a lack of sophistication in terms
of fighting options. The imaginative
implementation of the seven katana weapon
system should have bean the title’
card, but while some bosses require the

strongest

setection of the most approprate blade
Gokurakumaru's two-handed sword

es most efficient in every

Tay of ¢
ided in the game can

such a uniform fashion

IS NOt Wi

out s

charms, the clumsy implementat
controls ar He
While the title has an
expansive personality, it simply has

too many character flaws.

d camera do not do

Sion justice.

Four oLt of ten




Fear Effect 2: Retro Helix

Eidos Imeractive D=

Farmat: PlayStation P

A Ithough outwardly it conformed to
the survival homor blueprint, in many

riginal A

Ct was more

oint-and-click

y B0NE 3N upgrade rathe
nd-out sequel. This means
ct more wilfully obscure
and frequent deaths, attractive

animé-influenced graphics, and the return

ms inherent in
this formula, The brain-aching conundrums

that punctuate the relatively short bursts of

ole sense o

on and FMV provide a tang

n is found, but

more able than naps
it Is In keeping with the point-and-click
philosophy. The fact t :

mpeius to the plot

Jinal Fear Effect was one of

those rare FMV-1

/ games in which

prerenderad sequences actually added to the

&8s suocessfu

action-onented [ Tesident Evil

series has already travelled. Certainly Kronos

seoper: Kronos Digital Entertainment

Price: €30 Feiease. March 16

Combat is much more balanced than before, with a good range of weaponry to choose from, It could be
argued that boss encounters are now a shade too easy, but compared 1o the original Fear Effect, these
are no longer quite as invasive, leaving the characteristic puzzle-solving action and engaging FMV intact

iy A 4 4
T

Iy

Although clues to the game's many puzzles can
be found fairly easily, they are without exception
deliberately obscure and frequently unhelpful

Sex(uality) sells

One of the less desirable legacies of Lara's
success is the cyniclsm with which
publishers will grasp any opportunity to
market a title by drawing attention to a sexy
female jead. Adverts for Retro Hefix have
already had to be withdrawn because of
their focus on the lesbian relationship
between Hana Tsu-Vachel and new
character Rain Qin, During the game,
however, this apparently mercenary
addition is less intrusive than expected,
and in terms of a relatively sympathetic
portrayal of a homosexual lead character,
Reiro Helix may be something of a first

0a1



Vanishing Point

Format: Dreamcast  Publisher: Acclaim Developer Clockwork Games  Frice: £40 Relsaso: Out now

A

5 TAGE [TTAVE

Crazy Taxi revisited

One of Vanishing Point's saving graces

is its highly enjoyable, if somewhat
derivative, Stunt mode. Cleanly lifted

from Crazy Taxi, it invoives a series of
increasingly difficult tests that require
quick negotiation of figure-sight courses,
360" mid-air spins, plus, suspiciously,

the popping of all balloons in an open-plan
arana, The execution is spot on, each task
incrementally harder than the previous
one, The fun gleaned in this mode
echpses that of the main game tenfoid

I

STAGE TINE

rie"as

(TING TO BEAT
=26

3lsy

PROVIOUS SPUT,

iven the crammed nature of the driving
G genre, inngvation is borderline mandatory
for ary title wishing to stand out. Clockwork
has indeed innovated, but any sense of
accomplishment is almost entirely marmed
by a raft of inexcusable shortcomings.

The innovation comes in the form of
race structure: first place is measured not by
finish position, but by the overall time taken to
cover a set distance. Other competitors and
non-race traffic negotiate the same set
of roads, but are strung out along its length
Every time you hit a checkpoint you can keep
track of your ranking, so there's awareness of
your performance at al times. In theory, this
approach should make skill as much of a
priority as speed, but any hopes of this are
dashed by appaling handling and unjust Al
Almast every vehicle, be it the stock Ford
Mustang, or the Dodge Viper you can
acquire later in the game, has a ridiculous
amount of rear-end swing, forcing you to
overcompensate every few seconds. Control
is non-exastent at speed - something
Vanishing Point has in spades - so high
velocity thrills are thin on the ground.

Further irritations come In the form of
fellow racers that ram your vehicle simply
because it is in their path. Avoidance and
braking doesn't seem written in the enemy
routines, which makes for foul play in the
final strait of a 12-iap race; a single impact
is enough to dany you any hope of hitting
the strict time limits set by the game
The absence of a restart option hampers
progression further, and with 30 minutes'
racing wasted, it's uniikely many gamers
will care to repeat the ordeal

However, Vanishing Point's outward
appearance is exceptional, with the swish
presentation fleshed out by high-resolution
graphics, a solid 60fps, and accurate car
modeling. Five racing modes, a whole atlas
of tracks, plus a 40-strong complement of
vehicles to uniock all appeal for tolerance
of Vanishing Point's flaws. Unfortunately,
ten minutes of game time see these positive
thoughts all but obliterated. Times to beat
rapidly become lean, with circuits requiring
tens of attempts before the necessary top-
three position is gained to progress,

For the truly patient there is enjoyment
to be had, but with a constant sense of
being physically cheated, Vanishing Point
can be a miserable expearience thal both
grates and infuriates in equal measure.

You expect an increase in performance from unlockable vehicles, but while Vanishing
Point provides the speed factor, when it comes to improved grip and handling it proves
sadly lacking. Both the frequency and possibility of a slide remain alarmingly high

Three ot of ten
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Metal Slug X

Format: PlayStation Publsher: SCEI  Developer; SNK  Price: ¥5,800 (£35) Reisase Out now (Japan) TBC (UK)

M etal Slug X may well just be a sidastory
1o its parent trilogy, but it's no less valid.

Quite the reverse, as SNK has seen fit to
partially break the mould with a plot tom

from 'Independence D

y' and character
designs 1o fit, in the form of marauding
aliens and enormous fiying saucers

The formula of the series is simple
enough, and aithough traveling along
horizontal environments, blasting everything
in sight may be a well-worn premise, it's also
a near-perfected one. Armed with a revolver,

that funct automatically at close

range, and a limited supply of grenades,

au

all the player need do is concentrate on
avoiding the volleys of fiak and retuming fire
throughout the game's six lengthy levels,
The usual power-ups — shotguns, rocket
launchers, aetc - feature, and are joined by

»PRESS" START

a laser, which fits in with the ‘alien invasion
take on the previous World War Il storylines
he Metal Siug vehicle

counters additional transport

es a mechanical frog and a heawily
armed camel. Yes, SNK's sense of hurmour
runs as deeply through this chapter as any of
the others: facial expressions are wonderfully
soldiers shriek when they

cancature-like -

— while the i

notice your appro
spiling death routine of the alien attacke
is genuinely gnstly, but wholly entertaining

Where you might expect there to be a rift
between the graphical abilities of PlayStation
and Neo-Geo, Sony's machine vallantly holds

its own, convincingly recreating all the visual
quality, Given the power of SNK's MVS
ystem, a reduction in animation frames and

sompared

poor-quality scaling are trace faults

to the sheer enjoyment that is extracted from

of

such a tired genre. Whether the ct
four charac
proceedings, or what the training section
and art galleries are worth is a moot paint

— lovers of SNK-branded tities will be drawn
by the exquisite and energetic gameplay.
Such a stellar port is an added bonus

ters lends much to the

too easy to label Metal Si
ying on refie
or lateral thinking. With 2D titles
not a hot property at the moment, it would
be understancable for many PlayStation
owners to pass aon Metal Siug X. This would

be something of a tragedy, as SNK's latest

ather than

ease -

ay as it ever was

As well as an enormous complement of enemy foot soldiers to contend with, SNK has stocked up on huge
vehicles of destruction to hinder you further. Expect the levels of firepower to increase tenfold, however

Eight o1t of ten

Various diversions exist in Metal Slug X. One
memorable experience is the enormous tower-
eating machine that chases you through a level

Another Mission

Completing Metal Slug X rewards the
player with ‘Another Mission', which
contains an additional 12 levels to
tackle. These are thematically similar to
the main game, but have a new layout,
essentially presenting a Time Aftack
challengs wheraby you progress as far
as possible before a single hit fells you.
Ultimately, the end achievement is simply
the most points, but, again, SNK has
proved that the most ancient of prizes
— the high score = Is enough to justify
participating. Like Crazy Taxi's jump
challenge, Metal Slug X's distance

test is undeniably enjoyable.



GigaWing 2

Format; Dreamcast  Publisher: Capcom  Developer Takuml  Prce ¥5,800 (£34) Helease: Out now (Japan) TBC (UK)

The use of a smart bomb results in some of
he most overblown visual effects yet seen in a
Dreamcast game. Unsurprisingly, there is little
chance of survival for any vessel in its path

Four’s company

GigaWing 2's main innovation is the
simultaneous fourplayer mode which
sees a quartet of ships make their way
through the main game restricted only
by the allowance of one smart bomb
at a time — any machine would be hard
pressed to deal with the graphical
overicad should four occur at once

A problem with the fourplayer mode
is that the formation can simply meander
along, bombarding the enemy in rotation,
and remain virtually impregnable to attack
thanks to strength in numbers and a similar
number of attack craft to the oneplayer
game. Skill and reflexes really aren't
required, and the antire axperience

eventually leaves you feeling The firing patterns adopted by enemy ships are more evidence of Takumi's input. As in Mars
somewhat nonplussed. Matrix, given such ordered waves there Is often scope to predict where safe zones will appear

S 084 »

o n first impressions, the 30 graphics
of GigaWing 2 would seem to q‘-‘fx?-
a fresh angle to the shoot "em up genre

However, dig a bit deeper and you'll
discover Takumi's sequel conforms
to every last clich&, flaws and all,

Nevertheless, the title has its merits
the most striking of which Is the visual
element. Full high-resolution 3D backgrounds
feature, their polygonal nature affording
dramatic routes for the camera to follow,
albeit on ralis. Dropping vertically, for
instance, is rendered more dramatic by
the naw lock, and enemy vessels and
weapon fire are also considerably fieshed
out. Explosions in particular benefit
enormously from the update.

However, beyond the graphics, things
seem relatively unchanged, aside from the
videcgame first of a simultaneous fourplayer
option. Although this may be considered an
innovation, there Is perhaps reason for such
an inclusion appearing so late in the day
it makes for messy, confusing play that fails
to enthuse for more than a few minutes
Fortunately, GigaWing 2 possesses a raw
encugh approach in its basic state to satiate
maost shooting fans. Enemy fire appear
huge waves, with a chargeable reflect fur
providing an additional strategic eleme
bar this it'’s overblown firepower and screen-
engulfing bombs all the way.

It's at this point that fissures appear
in the structure of GigaWing 2. Upon
reaching the third level (there are six in
total, with eight difficulty settings), the
ante is upped considerably as the screen
swiftty fills with bullets, and progress becomes
more of a matter of luck than skill, Instead of
losing Iives for sloppy judgement, or having
exhausted your bomb supply, your ship
count will plummet due to the impossibility
of avoiding endless fire. There is simply
na margin for emor,

Furthermore, GigaWing 2 is all but
neutered by its infinite supply of credits,
which make completing the game as
much a prospect for the novice as for
the veteran. OF course, you can giways
resist the temptation, but many gamers
will find downing the pad voluntarily a
prospect, and as a result
| barely iast half an hour. While

near-impossit
GigaWing 2 v
it burns, it burns bright, but ullimatety, given

the infinite continues, such a meagre
ffe expectancy is unacceptable

Edge rating Six out of ten



C-12: Final Resistance

Format' PlayStation  Putlisher SCEE  Developsr; SCEE Cambridge Studio  Price: €30 Aelease: April

c -12 is the carbon isotrope that
underpins iife on earth. An afien race is

hungry for the stuff, and “first contact’ looks

e seeing mankind constituting an interstellar

snack for bodysr ing ETs

Earth as they find it is post-apocalyptic
and predominately green, according to
SCEE's Cambrdge Studio) and populated
by regional Britons who sound suspiciously
like jobbing actors trying out their northern
accents. However, there is a hero in their
midst: resistance leader Lieutenant Riley

Vaughan. As Vaughan, you set out to save ; : 4 r ‘
the day, blasting alens as you scuttle through " Vil filf i W
: . | W |
a lurid urban landscape. The game's 22 sub- 2 : gt ) I'IP‘F
! AN .t

IMISSIONS CoMmprise fe

ch-and-camy tasks and
alen shooting, punctua

ted by puzzies such
as button combination exercises

Despite their relentiess green hue, the
landscapes are impressive by PlayStation
standards, and benefit from the thirdperson
perspective as the cameara zooms out to
show off larger areas. That said, the
gameworld is not expansive due to the
development team ploughing much energy
into minimising loading times. Out go

prerendered be

come good-looking 3D e

with regulation Pla

Sadly, the enemy Al is lamentable,
a problem that is exacerbated by a distorted
difficulty curve. In the first half of the game
literate one robot, only to see
his pal take shrapnel in the face but remain
stock still. Enemies fire volleys of bullets that
inexplicably miss you, It's only later, when
enemies deploy shields to absorb your fire,
that the game becomes truly challenging
and your foes seem even remotely intsligent.

Vaughan sports a laser eye which
provides a neat firstperson view for precise
shooting and emvironment analysis. This
visual tool, with its ‘Predator’-style electronic
feedback sound, adds greatly to the
atmosphera. Unfortunately, the spell is
broken when one of your chimy pals bellows;
“Let’s kick some arse," while waddling for
cover and dodging fire from lethargic aliens.

C-12: Final Resistance is reminiscent
of Syphon Filter in its ‘you versus the world'
plot. Tha Syphon Fitter garmes are, however,

YOLUl Can ¢
Near the end of the game Vaughan falls into

enemy hands and is partially mutated.
Needless to say, he comes back fighting

Turrets of fire

C-12 features several encounters with
boss characters who will toss significant
ordnance your way. Luckily, there is a
selection of static resistance turrets
equipped with chainguns, which beef up
your chances of survival, and, ultimately,

far more sophisticated and varied in temms of

setting and piot. C-12's difficulty curve and
repstitive enemy encounters are its undoing,
and let down what is otherwise a
commendable technical effort.

The firstperson mode (above left) is more precise than the lock-and-unioad auto-aim facility, and success. The guns, which overheat quickly,
allows you to pick off enemies under cover. The resistance soldiers (above right) are a docile bunch target from a firstperson perspective and
Five out of ten who sesm to spend more time incarcerated in enemy holding pens that actually helping you progress can be operated via remote control,
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Fighting Vipers 2

Format: Dreamcast  Pubksher: Sega  Developer; In-house (AM2) Price: ¥5,800 (E33) Rslease: Out now (Japan) TBC (UK)

t moments, substituting

ial overhaul. Fighting V

US in the game pre

isable; AMZ's distinct

y and brash, are in line with

s, although gauk

el L ’ f
TR ;L"ﬂ;h - 2 . those of

5 s a g * | configuration of punch, kick and guard Is lifted directly
el

the former incamation, and the simple £

from Virtua Fighter. The inclusion of bocly armour is
first, a

oteworthy feature, The characters are able 1o

destroy one anathar's shields with repeated blows,

opening the door for massive damage to follow
However, the emphasis this feature gives 1o

defence is at odds with the antire premise of fighting

games: given that you can only pull oft a one-hit kil
after an opponent is strippad of amour, which can take

as long as four rounds, an otherwise taut, rapic

Some combatants are equipped with
questionable accessories. Emi (above)
is accompanied by a biue teddy bear.
To what end, though, is unclear

Destroying an opponent’s body armour is readily apparent, both in terms of seeing the armour
fall away and by way of a flashing icon. Red indicates that a knockout is likely within seconds

Unreal Tournament

Format: PlayStation2  Fublisher Infogrames Developer: Epic Games  Price: £40  Felease: Out now

will find

A nyone who enjoys FPS arera games
a lot to relish in Unreal Tou

g

an underwhelming game engine xtures

et down an

MNevertheless, thers 0 miuch 1o admire in

Epic Games' package. The wealth of game modes,

which include Deathmatch, Domination, Cha
and Capture the Flag, are all different ar
warrant extended play. Particularly laud

llenge,

Assault mode, which asks you and r

yO

1ake a fortress (or smilar targst) which is &

guanded Dy a rval team intant on your oestruction,

Neapons, too, are varied and will subtly after

approach to the game depencing on which s

camied. Sniping from a rooftop position is particutarty

entertaining (especally a 51 human cpponenis,

However, the speed at which your character tums

on the spot is unnecessarily ponderous

Ultimately, Unreal Toumament lacks the finesse, The oneplayer experience can be a lot
and, crucially, the speed of TimeSplitters, There are of fun in short bursts, but move to the

multiplayer split-screen modes and the

novel touches, but these are overshadowed Dy a ” :
R ¥ game simulates walking through treacle

lack of pace and presentational Imperfactions.

- . " Each weapon has both a primary and a secondary function. The Redeemer, which fires nuclear warheads,
&que !Bllr}g. Six out of ten is particularly nasty and can be controlled from a firstperson perspective until it reaches its target
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Tracking developments in develo

SIN proves popular

NGame's development tool kit is opening new doors for crossplatform developers

Dave Lloyd, nGame's technical and cperation director

E

Alien Fish Exchange (top) was
nGame's first big hit. Interestingly,

25 people have put in the 100-0dd
hours needed to complete the game,
Running on WAP and the Web, and
so00n to be rolled out on DITVY, Chop
Suey Kung Fu (centre) is a simple turn-
based beat "em up. As sophisticated as
mobile gaming gets, Merchant Princes
(above) is a massively multiplayer,
persistent trading WAP game

After launching Data Clash, nGame
discovered that the card-based game
contained some impregnabie
combinations. Thankfully SIN's
maintainability ensured that an
extension pack of cards could be
introduced to solve the problem

espite the public’s initially

D tepid reaction, LK developers
are enthusiastically embracing the
opportunities provided by mobile
gaming. Compared to traditional
retail box development, however,
the challenges of WAP require
a new mindset

Not only do designers have to
work within the protocol’s turn-based

limitations and problems such as small

screens, but they also have 1o ensure
they can handie administrative tasks
such as logging players on to a portal

and deal with different handsets” varied

browser software, Games must be
compatible with the underlying server
and database Infrastructure as well,
and, as servers run 24/7, the game
must be easy to update and maintain.
Patches ara not an option in this
sector of the game industry.

Enter nGame’s mobile game
development tool kit. Developed and
used internally over the past few years
on tities such as Alen Fish Exchange
and Chop Suey Kung Fu, the
Cambridge-based company i now
beginning to roll out its product to
favoured thirdparty developers.

“One of the key things in the
tool kit is a scnphing language called
SIN, which is a high-level language for
describing game-type worlds,” says
nGame's technical and operator
director, Dave Lioyd. Built on Java,
SIN is an object-onented and event-
oriented language that creates a

framework in which game designers
can develop content without worrying
about protocol issues.

"One important aspect of SIN is
Its use of a relational data model rather
than just a simple object modeal,” Lioyd
continues. “An example of how this
works is if you want to model a chair
inside a room, you traditionally arrange
that the chair has a pointer to the room
and the room has a polinter to a list of
things in it. This falls down when you
take the chair out of the room. Then
you have to cut all the pointers and
reconnect the chair's painter 1o the
new room, otherwise you end up
with the chalr thinking it Is in room A,
and room B thinking it contains the
chair. Using SIN, you just definite the
symmetric relation: the chair is within
room A. It is then possible to ask the
room what it contains or ask the chair
what it is within. To remove the char,
the relation is simply retracted and
reasserted somewhere else.”

Another key aspect Is that,
although SIN complies down to Java,
as a programming language it is far
easier to use. “Rather than have lots of

squiggly brackets and punctuation, SIN

is much simpler,” dlaims Lloyd, "It uses
layout to show structure, The net resuit
Is It is easy to understand. It's got 2 lot
of very specific constructs, even down
to really simple things like there is an
operator to roll the dice, so you don't

have to worry about random numbers.”

This is particularty important as
nGame plans a more widespread
release of the tool kit in future. “The
gasy source form is good when you
are getting people who are tachnically
lterate and understand logic, but
who are not hardcore programmers,”
Loyd points out. “The fact that you
are working at a sufficiently high level
means that you actually maks fewer
mistakes, because when you look at
the code each line is doing something
useful. The net upshot is that we are
managing to develop games in just
a couple of months."

That speed can only encourage
the creativity of game designers - even
those trying to squeeze the best of out
platforms as difficult to develop
for as mobile phones.

More than just WAP

URL

www.ngame.com

U

It might not look like much, but the Java-based
SIN language should ease the development hassles
of making mobile and crossplatform games




Building a communi

Cocamiasters Wab mastor Simoni Feld

f one quality charactenses

Codemasters’ outpul, It's the
attention 1o detail lavished on every
aspect of the game creation process.
From the reproduction of the engine
noise of a skickding Ford Focus to
keeping fans up 1o date on Colin
McRae's exploits via its Web site,
Sodemasters understands that
there’s mare to selling games
than just sticking a box on a
shelf. Creating a community s
an increasingly important part of a
successiul publisher’s responsibiities.

With thws in mind. Codemasters’
fatest move to strénathen its fan base
is inspired. Whereas 30D Realms’
George Broussard has recently stimed
up controversy by suggesting Web
sites should only use officially
provided game screenshots,
Codemasters has started from
the same position and ended up
heading in the opposite direction.
“We get sent a lot of links to Web

sites built by dedicated fans of our

games, using incorrect, or out-of-date
graphics, so it only seemed logical

to help them out by providing the
comect graphics,” reasons
Codemasters’ Web master, Simon
Reid. “The idea grew to the pont
where we are now providing a full

3

Colin McEar Rally 2 0 PC fansate kit
[ZIF file with wideo, 16 OME)

aﬁ?ll> file withowt video, b 4AME)

Insame famsate kat

(ZIP file, 5 71MB)

package of matenals in one easy
Zip file - comglete with movie files,
in some cases.”

The release of its first two fan
Web site tool kits, for Insane and
Colin McRae 2.0, have proved
extremely popular, with more than
5,000 downloads of the zipped assets
n the first month. Kits for TOCA
World Touring Cars and Severance!
Blade Of Darkness have also recently
gone live, driving the number of
downloads past the 10,000 mark.

Weighing in at between three and
16Mb per download, the fan site tool
kits offer the usual range of screen
shots, desktop wallpaper, press
raleases, and video clips, as well as
soma funky Shockwave executables,
branded screensavers, and animated
banner ads. Codemasters is
encouraging fans 10 generdte thel
own screens by including grabbing
software in Insane — something that
will also be supported in Severance

As with all things Intermet related,
Codemasters has been relatively
hands off in determining how this
content should be used, “We can’t
tell people how to design ther Web
sites,” says Reid. “We are simply
providing them with the resources
o enhance their sites. Obviously
there is only so much we can do
to ensure fans use the graphics
in the way we would like."

Users are requested 1o
Include chck-through logos both
to Codemasters’ Web page and a
game’s dedicated site. A legal notice
on Codemasters’ download page
states that anyone who uses the
site in a defamatory way to
Codemasters or any of its products
will have its content remaoved,
although what this actually means
In practice is difficult to ascertain

The issue of whether fan sites
could generate ad revenue is another
prickly one, considering Codemasters
15 promising to link the best fan sites
lo its main Web site. Reid is unsure,
though. “There would be the potential
if | believed that banner ads generate
enough feedback to our site,” he
says. “However. | feel banner ads no
longer work as a means of directing

traffic to a site and hence
generating revenue.”

But with the future of game
devalopmant bluring the line
between officlal and fan-developed
content, Codemasters will be opening
up new opportunities for its online tan
base, specifically by releasing games
with built-in level editors. “it's
something that is being worked
on at present,” Reid confirms.

“There has been a lot of interest
from tans who have created skin-
developing software for Insane along
with the supplied terrain editor. We
are currently dleveloping games with
these thoughts in mind. Operation
Flashpoint, due in May. has a mission
editor as one of its key features,
Players will be able to create their
own missions and. because new
mission files are small in size, they
can be easlly downioaded from Web
sites or emailed to other players,
Anything that helps interaction

with fans of any of our products
should be encouraged.”

EDGE #h
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Do you know the way to GDC?

I n a year of platform transition, punters cut back on their game buying, but for developers
it's the time to choose the tools and middleware that will be the foundation for the next

round of games. That's why March 20-24 will be the Game Developers Conference's
busiest days yet. While there won't be the excitement of Bill Gates announcing XBox,
and no one is expecting GameCube to show, the occasion will be brimming with the
latest nuts and bolts of game development, as this month's Codeshop demonstrates.

Criterion Software

Mist and water are generated using new
particle plug-in for RenderWare (top); A bump-
mapped fish running on RenderWare 3 for PS2

URL

www.csl.com www.renderware.com

www.hybrid.fi www.sensaura.com

In addition to the expo part of the show, there will be keynote speakers such as Sim
genius Will Wright talking about the diverse subjects which can be raided for ins irational
game design, Al pioneer Marvin Minsky on ‘Programs, Emotions, and Common Sense’,
and Naughty Dog's Jason Rubin tackling the potentially explosive subject of managing
game projects more professionally, in a talk entitied 'Out Of The Garage: Maturation In
Team And Project Management’. Here, Edge presents a number of engineering highlights.

Game engines

Epic's Unreal Warfare
" ft I

The latest build of the Unreal engine
[build 633) is optimised for XBox URL
and supports 2048x2048 textures

- Netimmerse

URL

www.ndl.com
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Development tools
SNSystems - ProDG

NG added tc sssive range of PlayStation2 developme: 1 the year, the focus

att on has switched towards Nintendo. There's no mention of GameCube yet -
although Metrowerk's expertise with PowerPC architectume will provide fierce competition in this area -
but SN's Game Boy Advance devkit will be on display lor the first time
In terms of PlayStation2, the entire range of tools will be shown, including the Win32 ProDG tools
and the network development kit for building and optimising TCP/IP code. More recent advances,
such as the PraView tool and CD/DVD emulator, will also ba attracting those still struggling with
PlayStation2 development. ProView s a file-serving solution for linking PlayStation2 test and

developmant units with a host PC via the PlayStation2's | Link sockel. The emulator allows th
tation2 development tool's hard disk drive 1o be used for craating and testing CD or

Metrowerks - CodeWarrior

P

it has alres
One of SNSystems’ latest additions to its PS2
range is its ProView tool, a downioad and file
serving solution for PS2 test and dev consoles

Metrowerks intends to show PlayStation2
and GameCube tools at GDC, which will
include the Analysis Tool Construction Kit

says Metrowerk's European field applications engineer,
on the list of new announcements with the x86 version

arrior released, and support for embedded Linux Is on the cards as well

Networking tools Physics middleware

MathEngine

Expect hg things

Proksim = Net-Z

Terraplay
Swec mpany T that's the story from the O:

Station2, Proksam will be VErsion ast build of #s network speciakst. it will be showing what it is currently calling the ‘finished version’ of MathEngine. Capable

nstrating its Net-Z netwaorking
ogy for the first time on PS2, as well
as previewing future suppor for massively
rrltiplaye: ming
"Proksim's unique approach to the
challenges of managing thousands of users
and their traffic is based upon the cell-based
technolog call duplication spaces
massivaly multiplayer
upan our dupls
on and form:
efforts.” exple
g manager, Ken
at there may be
25 on the cards at
ce approach
divides a gameworld into smaller spaces
and enables game objects to determine if
i hare @ without the intervention
of the server. This has a signific npact
on the usa of bandwidth and the ability of
game worlds to support higher numbers

fars and objects.

URL

www.proksim.com

AP for developers prior to the commercia
launch of its online game service later in
the spring. “We are getting a lot of interest,
especially from people developing massively
multiplayer online titles,” says business
developar manager, Stefan Viachos.
“For them it's tangible: they see the
true benefits of Terraplay

Before gamers start to see the
in improved online play, b
nas to start conv
and buy its Game A
“We are working on impro
chains for operators,” s says, while
promising that a partnership announcemant
will be made soon. “Exciting things are in the
pipeline, but it's too early to say presently.”
But with crossplatform continuing to be the
buzzword, expect Terraplay to start making
notees about PlayStation2 and XBox
support sooner rather than later,

ol running on all platforms, it's more stable and more polished than befors. But that's
point, according to business development manager Paul Topping: “it's not about better phys
about a faster implementation of physics while making games.” The new MathEngine solution will

be faster o optimis= and aiso make prototyping of gameplay ideas quicker. “It's cutting the nsk

of putting physics into a game," Topping says

Havok

Following the union of Irish physics company Havok with German outfit Ipion, work continues

on the combination of their physics code into a coherent unit. “We plan to launch an updated

version 1.5 of our Uber-engine,” says Haw

company's other O';elﬂﬂ'; will De a IOOWN VErsIor

ommunications director, Paul Hayes. The
of the ‘hardbody and constraints’ engine

which will be released at a lower pricepoint for developers who don't need the softbody

solution. The final package looks likely tc

URL

www.mathengine.com

The ‘finished version' of MathEngine will
speed up the prototyping of game ideas

EDGE 195

alled “Havok Hardcore'

URL

ol

After the coming together of Havok and
Ipion, expect the arrival of an ‘Uber-engine’




PIayStatio-ﬁE gets more BASIC

Japanese developer Artdink prepares to deliver a suite of apps to give budding coders a way in

andai's littke-known WonderSwan
Wonder Witch package may
have allowed Japanese users to create
their own handheld software, but,
uniike their UK counterparts, gamers
in Japan have been denied the
opportunity of chancing their arms at
high-level coding on a 128bit console -
until now, Created by Artdink,
previously responsible for such titles
as the A- Train series, Basic Studio is
a powerful tool whose user-friendliness
is pushed to the fore thanks to its
modular design, delivering a number

Like the other elements of Basic
Studio, Score-Note |s presented in a
simplistic style in order that beginners
can get up and running with haste

The EZ-Basic interface (right) can be pulled up
50 that it simply sits over whatever is being
visually executed at the time. Much of the
sample code seems highly polished (above)

This 3D robot game (above) is a good
example of what users can achieve
using good old BASIC on PS2. Artdink's
libraries include split-screen code to
allow for head-to-head gaming (right)

of applications around its shell (entitied
B-Shell, logically enough)

EZ-Basic s the programming
intarface itself, suitable for expenenced
BASIC coders and also beginners,
thanks to a 150-page manga-style
manual. Using EX-Basic, more
advanced users can even incorpaorate
routines coded in C,

The Poly-Craft element is
dedicated to building 30 models
in & kind of simplified 3DS Max
environment somewhat reminiscent of

TRIFOD

Ay

Nintendo's 640D Mario Artist module

Image-Sketch, meanwhile, is the
2D part of the package in which
textures and other bitmap imagery
can be fashioned

Accounting for audio content is
Score-Note, which can be used to
create both spot effects and compose
musical accompaniment.

Sample code is provided for each
glement in order to demonstrate the
package'’s potential (which is

considerable), and libraries exist to
provide users with stock code which
can be expenmentsd with (one
notable segment enables coders to
easily set up twoplayer split-screen
gaming environments),

Scheduled for a Japanese release
in April, at ¥9,800 (£58), Basic Studio
will be upgraded and enhanced in due
course, although it is not yet known
what type of community support
will be available via the Net




Legal problems over, Brain in a Jar gets on with the job in hand

Brain In A Jar diary, part four

by managing diractor Matthew Gabirel

» =

Offering a more realistic driving game
with all the fun is Brain In A Jar's goal

T, errE T AN TN T

e had really hoped that we

would be able to tell you all
about our next product by now, but
unfortunately a development deal has
still to be done. We have talked to
many people, and there are
numerous possibilities on the
drawing board, but the time it takes
to do a deal Is back to haunt us.

Our relationship with Acclaim has
now been legally finalised, When a
contract comes to a premature end,
there will always be some legal issues
to tie up, as some of you will know,

and | have concerned myself with
this task since the project was
terminated, Thankfully, the process,
though a little long, was resolved
amicably, and we are now freely
able to utilise our technology.
This technology is a set of code
modules from which we are able
to develop a wide range of
driving-based applications. We
are particularly proud of two of these
maodules: the car handling physics
and the driver Al. As it wouldn't be
appropnate for us to talk directly
about any impending deals we have
on the table, we thought this would
be a good opportunity to share
with you our thoughts on these
two aspects of dnving simulations.
We feel that there is much room
for mprovement to be made upon
the game balance of current driving
simulations. Playability and
accessibility need not mean that the
driving and physics models of the
vehicles have to be compromised.
It is quite possible to create a virtual
vehicle which is both fun to drive and
handles in a realistic manner. In fact,

| -‘_ -

e

we would suggest that realistic car
handling, if implemented comectly,
would provide a much more fulfilling
experience for the player. After all,
do you know anyone that has been
out on a track day and not loved the
experience? Balancing a car with its
tail hanging out while flying around
acorner s an incredible feeling, and
recreating that feeling in a game is
the challenge. This is why we decided
lo create a very realistic car model
and then tweak it for playability
afterwards, We are some 90 per

cent through development of this
model now. and the results are very
pleasing. It can be quite hard to drive
to begin with, especially if you have
no driver aids switched on, but after
practice |t feels great. We chose to
add real driver aids to the engine,
as many of today's performance cars
include aids such as traction contral.
These are getting so good that they
don't take the car away from you any
more, just gently keep everything
under control. This allows you to
continue to learn how to drive on
the edge, even if the aids are keeping
you from falling over that edge.

The nice side effect of
implementing a realistic car model
Is that there is nothing hard-coded for
any particular car. This was obviously
intentional, as we had intended to be
adding different Ferraris to the games
that we developed, It is quite possible
to add a new car’s setup to the
engine by simply changing a vehicle's
configuration. The hard part is finding
out what these configurations should
be. There are an enormous number
of settings for each car, and most
of these are not printed in any
car magazines. A close working
relationship with a car's manufacturer
is therefore needed to represent the
car accurately,

Another way that driving games
take liberties with the player is with
Al drivers. Incapable of producing
quality opponents, games frequently
pull such tricks as hidden catch-up of

cars, predetermined crashes,
superior vehicles, etc. Nothing

is more frustrating than to get

well ahead of the opponents and
then make one little mistake and
see the whole pack zip past as if
they were only a few yards behind.
This is perhaps an area of engine
development that we have taken the
greatest risk with. We decided early
on to attempt to create Al based on
evolutionary principles, starting from
a baseline of two simple rules. The
Al drivers would be evolved using

genetic rules (survival of the fittest),
and they should have no more
Information about the car and track
than a real player. It's actually a very
simple concept, and beauty often
lies in simplicity. Initially, driver Als
are created with a random genome
and are placed in a car, given control
over the normal functions, such as
throttle, brake, and steering, and let
go. The Al driver that makes it
farthest round the track will then
become the parent of the next
generation. To begin with you simply
score drivers according to the
distance they travel round the track.
Many generations later you begin to
evolve drivers that are capable of
completing laps in very respectable
times. The final effect of this does not
present any advantages over hard-
coded Al, but the next bit of evolution
is where the strength of this system
appears. At this point you can start to
award drivers extra points for sliding
the back end out, or gently nudging
other cars. This driver is then more
likely to become the parent of the
next generation, and so you begin
to evolve an aggressive driver. This
module of code still has got a long
way 10 go, but we feel confident that
it will result in a substantial increase
the driving and competitive realism.
Although brief, | hope I've shed a
little light on the direction our racing
engine is taking. Until next time, we
wish you all luck through this
turbulent time in the industry.
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he origiral design brief was

optimistic, to say the leasl.

Armies of soldiers were to
disembark from carrier craft, plunge
through knee-high water, and fling
themselves onto beaches in a fight
to the death with war-crazed rnivals,
The Carrier Command which
eventually emerged from Realtime
Software's development hell may
not have offered such dynamism;
but its grace and strategic: depth
Inspired a lagion of clones.

The title's evolution was a

convoluted one. Realtime's trio
of coders — lan Oliver, Andy
Onions and Graesme Baird — had
been busy converting StarGider for
Bbit formats when Rainbird offered
them a contract to develop a
complex submarine combat
game. “The (dea was that mankind
had been forced into the oceans
after and allen invasion,” recollects
Baird. “You had to build underwater
cities to produce your submarines,
mine manganese nodules from the
sea floor to power them, and build
up you forces to oust the aliens.
it was called Submarine Combat
Simulator, which explains why
Carrier Command was refemsd
10 as SCS throughout its
development. Unfortunately,

J[ﬁ'ﬂﬂ hrt;ui 'J'é!-' ! .

Playing Carrier Command back in ‘88 was an exhilarating expenence. Manta fighter
planes could ba fuslled up and set on autepilot to do a flyover above the 58 Epsilon

Rainbird had a falling out with
the designer, and as the copyright
Issues over the design could not be
resolved the project was ditched.”
Heaitime had alrsady coded
a substantial part of the game, and
the contract still heid, Rainbird heid
a crisis meeting, and eventually a
singie-page fax with a few bullat
points landed on Baird's desk.
It was to be the new outline for
Camier Command. "l remember
being very dubious about it to start
with,” relates Baird. " think they
orginally were thinking along the
lines of the American fleet island

hopping towards Japan in
WWII, rather than the futuristic
scenario we ended up doing.”
Rainbird’s Clare Edgely
provided many of the Initial
ideas for the game, and design
consultant Riccardo Pinte helped
shape the overriding concepl.
“| guess Clare was involyed in
the brainstorming at Rainbird,
and I'll happily accept it was her
idea,” concades Oliver. "Riccando
was assigned to help us taka the
idea and run with it bui boy could
that guy run fast. His design was
massive and called for armies of
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3D-rendered soldiers throwing
themselves on to the beaches.
But among all of this input was
stuff we could use with ideas
and inventions of our own.”

Carrier Command was an
engineering triumph and an
armchair strategist's dream.

The goal was simple, but reaching
it called for meticulous planning
and quick thinking under pressure.
Faced with an archipelago of
islands it was the player's task

to take his carrier, the SS Epsilon,
and build a supply network which
would eventually spread across
every territory. The challenge
was made harder by a maverick
carrier, the SS Omega, which was
attempting to control the sector
as part of a terrorist campaign.

It was Carrier Command's
range of sophisticated toys which
became its defining featura, The
SS Epsilon could open up like a
toolbox to reveal compartments
full of wonderful possibilities. It
was armed with Manta fighter
planes, Walrus amphibious craft,
defence drones, and a host of
resources including weapons, fuel,
and base-building pods. “At the
time we thought Carrier Command
was groundbreaking because of
the graphics,” says Oliver, “But
looking back, it's probably more
so for the first of what are now
Command & Conquer-style games.
It really wasn't a game style people
were used to, for both the depth
of the objectives, the multiple
viewpoints into the world, and
the way the world was rendered.”

Another striking feature was
the comprehensive icon system.

of a fluke. “At the time Realtime
had no artist and lan wrote a little
routine called ‘Choccyblock’ to
show what he thought the buttons
should look like,” relates Baird.
“Then he promptly went on holiday.
By the time he got back the icon
system was pretty much in its final
state, with me drawing a bunch of
little icons to represent the function
of each button. These icons were
later tarted up by an external artist,
although to be honest he didn't
do that much to them."

On the surface the Al in
the game was robust, but Baird
confesses that short cuts had to be
made. “Let's face it, the processing
power and memory limitations of
the time just didn't let you be too
clever,” he admits. "We cheated
anywhere and everywhere that we
thought we could get away with it

without compromising things
too much.” As for vehicle physics,
Oliver is similarty unrepentant.

“We didn't really have much -
everything was faked, as real
physics is expensive. Some things
experienced gravity, some things
bounced off each other, but for the
most part we just coded up what
worked and didn't care too much
about reality,” More seasoned

Carrier Command was an engineering triumph
and an armchair strategist’s dream. The goal

was simple, but required meticulous planning

Carrier Command players will
remember the bug on the first
ST version, which saw the enemy
carrier carving its way through
the islands from time to time.

But Carrier Command's real
beauty lay in its insistence on
developing and nurturing an
efficient supply network. Because
the SS Epsilon could take up to
ten minutes to reach each island,
it was important to strike a good
balance between creating defence
islands, factory bases, and
resource istands, Travelling back
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Where yesterday’s gaming goes to have a lie down

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

Seconds out, round one. They're friends now,
but five years ago the Sega-Sony catfight was in its
infancy, with Edge’s lead story detaiing a heated

and gave a fittle hope to fans of Sega'’s doomed machine.
Also reported was Howard Lincoin's promise that yet
another NB4 delay was only to aliow Mivamoto-san “an

squabble over numbers. Five 1o ane, twa to one, evens... axtra few weeks to fine tune his already spectacular
software," and Sega's steadfast! refusal to get involved in
the increasingly shaky looking M2 technology. A mere four
reviews revealed May '96 to be a quiet manth for gaming,
but gamers got thair first look at the now-ubiguitous

no, not the shortening odds on the revamped and
repriced white Saturn winning the 32bit war, but rather the
to Saturn sales. "We believe we are

outseliing our competitors by a five-to-one ratio,” declared

ratio of PlayStatic

v, Marty Homlish. An informal survey
1096 by Edge’s sister mag in the US, Next

mouse and keyboard method of FPS control via Ocean's
Dawn Of Darkness. Edge's cautious verdict?
'It feels a iittle strange." The future often does.

Generation, suggestad something closer to sales parity,

Issue 32, May 1996

DD THEY REALLY SAY THAT?

“Little girks. playing their litthe naked games with littis boys
roalise iMie boys have penses and ittle girle do not.™
The ever-dependable Chris Crawford snslogises the

pams industrys Hollywood enwy, Freud siyle

DID EDGE REALLY SAY THATT
Edge has only one gnevance with the game so far — Fred Fintstone
s the wad character: So what if the Sim made millors of dollars?
Frod is fust & mactionary Swine with ons joke ' Gatfing worked up
over oid Fred Fintstone? it must heve been somesfung n the cofiee.

E {AND RATINGS]
Night Warmors: Darkstalvers 2 (Saturm; 810}, Terra Nova
{PC; 9110, Civitsation 2 (PC; 910}, Soycealt (PC; B8N0

1. Night Warriors: another
high-guality Saturn beat ‘em
up 2. The PC version of
Rave Racer, obscenely
requiring a P133 for 30fps

3. Sega's first doomed white
console 4, The new Gallery
section begins with a
doctored Rembrandt

work, courtesy of Shiny

5. A rendered Trocadero,
without the virtual scallies

6. 'Sprout’ technology in
Cranberry Source's QAD

ety
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There are moments in iife that you just
‘don’t forget ~ your first heartbraak, your first car,
and, in my case, your first game of Syndicate.

After having had a long break from home
gaming, | found it round a friend’s house, installed
on his brother's PC. It was the first proper PC game
| had played, and when | pressed that mouse button
and mowed down a line of pedestrians with the mini-
gun for no other reason than that | could, | knew
I had to own and play this game.

Within four weeks | had acquired my own
PC. and just four-and-a-half weeks after that
| knew the true meaning of game addiction.

There were just 5o many things about the
game that | loved: apocalyptic weaponry; great
level design; great balance between fast-paced
aftacks and pure stealth missions; and strategic
decisions equipping your squad. | played the
game three times over before | botherad to buy
another PC game, and for some time after nothing
quite met the standards set by Syndicate.

This is the game that made me want to work
with games for a living, and to this day remains a
favourite. Find it, buy it, and forever remember the
moment you first fire the Gauss gun, Kaboom.  ©
That's all | can say.

Theindustry s favountes from yesteryear. ihis month, Rage semor
project manager Julian Widdows rermnembers Bullfrog's Syrdicate

Syndicate's apocalyptic weapons, varied gameplay, and perfect balance seduced Widdows
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Gregg Barnett

aving left sunnier climes down under back
H in the eary '00s, Gregg Barnett spent

several years at Perfect Entertainment
before joining Empire as its creative guru.

What was the first videogame you played?
The first arcade game was Pong, and the first
computer game was Braakout, In between there
was Colossal Adventure, or whatever it was
called, on a university Vax.

What was the first thing you ever created

on a computer?

Other than the usual university stuff like printing
'Hello" with 30 COBOL punch cards, the first
game-oriented thing was a F1 driving demo on
the Atari 400. it was obviously all done with low-
level graphic cheats rather than real 3D, but it
looked good and helped me get my first job.

What was your first job?

In early '83 | started as a programmaer with Beam
Software in Melbourne, better known via its
publishing wing Melbourne House. My first task
was to program Hungry Horace on the CB4.

“Due to the way Fist was coded it was a case of going from practically
nothing visual onscreen to a fully functioning game in one compile”

tween porting versions of The Hobbit to the
C64 my first fully original title was Way of the
Exploding Fist.

What's your favourite game of all time?

That would have to be Mario 64. While Mario had
been an evolving series of games and gameplay
components, it peaked beautifully with Mario 64.
You had a wonderfully rich and complex game
based on a few very simple gameplay elements —
the epitome of great design

What was the last game you played?

The last one was American McGee's Alice. | was
attracted to it because it promised a pretty wild,
Imaginative trip, and it delivered on that front, but
It really could have done with some of that Mario
64 gameplay | mentioned before.

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

Going back some time, a list of favourites that
left an early impression would be any of HP
Lovecraft’s stories, Kate Bush's first album
‘Kick Inside’, and, for a film, ‘Adventures of

Robin Hood', being a good example of
pid-style Hollywood entertainment.

What game would you most like to

have worked on?

Good games are usually indelibly finked to the
vary people that create them. That's part of why
.ihey are special, You can admire somebody's
:garne but it would have been different, for better
o worse, If you had worked on it. However,
given a time machine and a choice of game to
bo back and do before anybody else did, it would
be aither Super Mario Bros or Doom. | could
force myself to make do with ether of their
commercial or critical success.

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

It's a pretty close call between Way of the
Exploding Fist and Discworld, but I'd have to say
f-?sr‘ as it was back in the 'golden days', so to
speak. It was the first game that | was really
passionate about. Also, due to the way it was
programmed It was a case of going from
practically nothing visual onscreen to a fully

functioning twoplayer game in one compile
[which In those days could take an hour). | can
remember going to make a coffee and coming
back to find a queue of people at my desk
playing the gamel

What are you working on at the moment?
I'm currently completely immersed in Ghost

Master, a totally original game that defies all
pfiorts to put it in a genre. Expect something
diifferent, as they say!

What stage is it at?
la're near the halfway mark, with a lot of
antent behind us and the bulk of the low-lavel
technology done. \We've got a tough year ahead
of us to add all the bells and whistles that a
pame like this needs

|

What new development in videogames would
you most like to see?

Purely from an industry viewpoint we need one or
hwo high-profile original titles that are capable of
Iriggering a new genre. Things have gotien a little
stale of late. From a technology viewpoint the
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boring answer is more affordable bandwidth so
that the Internet gaming community can finally
|oin the mainstream one,

What annoys you about the industry?

When you've been in the business as long as |
have, what littie wisdom you do accumulate tels
you that whatever annoys you in this industry will
Bnnoy you a lot worse in some other industry. So
It's best not worry about it, really. Just let the
monkeys dance.

What do you enjoy most about working in the
videogame industry?

The incredibly wonderful people, the unlimited
wealth, the gorgeous sex-mad grouples, the
gdancing green monkeys... Also, it's the only job
you can do while confined to a straitjacket in an
Bsylum, which is nice.

Whose work do you most admire?

o round off a theme started earller It would have
to be Shigeru Miyamoto. His games exhibit
complexity via simple and elegant design and
pertainly best typify games as an art form,

What new platform are you most looking
forward to?

From a development standpoint XBox Is the most
welcome as it represents a console that is
effectively one configuration of a relatively high-
end PC. That is the best of both worlds for a
peveloper, especially as what constraints it has
pre not too restrictive in nature.
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| was looking over the specifications of the
XBox when | thought to myself: ‘This is supposed
1o be & 128bit machine, but what inside the XBox is
in fact 128bit?" | found no answer to that question
and to why, if nothing inside the XBaox is 128bit,
Microsoft shouldn't go even further and claim it to
be 256bit. After all, having a GeForce 2 GTS in my
PC, | know that NVidia GPUs are 256bit, However,
the XBox's CPU, a Pentium lll, is only 32bit.

This ‘mistake’ on the part of the hardware
manufacturer has occurred before. Cast your minds
back to the '16bit' SNES, which was really a twin-
8bit machine, Such claims fool consumers into
buying machines. | know many pacple who beiieve
that all computers with the same bit rating have
exactly the same power, and so higher bit ratings
must mean a more poweriul machine. What
determines the bit rating of a console and how is it
that manufacture can make these figures up?
Mehmet Sanliol, via email
And do you remember the Mega Drive's “burst
processing'? The term for this fictitious hardware
alement came out of a marketing department.
They're the folk you need to point a finger at.

David Fowkes' comments (inbox, ES3)
directly comparing XBox's specs to the PC were
largely irrelevant. | would have thought it was
obvious by now that the most important aspect of a
format is the software that runs on it, not the belis
and whistles in the box. Once you have a standard-
spec format which hundreds of developers are very
keen to be a part of, you're laughing.

Look at Gran Turismo. Can you think of a PC
equivalent, even though the average PC has 64
times more RAM than the PlayStation? In fact, sorry
to be controversial, but | can't think of a PC title

Communicate by post:

Or email:
edge@futurenet.co.uk

from Y2K which | would call triple-A. The last PC
game | bought was Quake Il (Dec '29). Ten months
later | contemplated buying Grand Prix 3 or Deus
Ex, but instead bought a Dreamcast. | cannot play
F355, JSR, MSR, Shenmue, etc, on my PC, even
though it has an Athlon 600, and 32Mb Geforce
256 (and | can hook my DC up to my PC monitor).
Yes, the PC will always be the most powerful
platform, but it will never provide the best games.
Matt Brady, via email

Being an ageing gamer at 27, | always

enjoy your "Making ofs..." Even if | have never even
heard of some of the games featured - such as
Rebelstar — | can still appreciate the insights that
these games can provide.

While | can certainly relate to your bias towards
Spectrum games out of nostalgia, patriotism, or
convenience, | think it's a shame that you keep
ignoring the wealth of classic titles for other
systems like the Atan VCS, the C64, or coin-ops.
Games that come to my mind include the seminal
Star Raidars, Marble Madness, or Dennis Caswell's
Impossible Mission, While it might be harder to
track down the developers of these titles than your
mates from the British mainland, a review of these
titles in the light of the current state of the industry
rmight well be worth it. After all, the world has more
than eight colours - it's gof at least 16,

Georg Lauteren, via email
The making of..." will be looking further afield in the
near future, Look out for Space invaders soon...

In response to Donato Piccinno lstter in ES3,
| don't believe he really understands what the
industry is all about: it is a classic oligopoly.

There is a clear market leader in Sony, and its
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rivals In the form of Nintendo and Sega. But

what am | getting at? The reason there is little
customer service, and two types of memory card,
etc, is because - as a market leader in an oligopoly
- they are abusing their dominant position by
abusing you, the consumer.

By pulling back on customer service they can
reduce costs. By releasing two types of memory
card that could do the same job they are
differentiating their product. Sony don't like you,
they just want you to buy their product and add to
their five-trillion-Yen global revenue.

Oh, and another thing, whatever Sony tell you
about the reduced supply of PS2, don't believe it.
They are simply reducing supply to inflate demand
and make the price less elastic. Simple.

Alex Westworth, via email

Is it just me, | wonder, or does anyone else find
Sony’s Third Place' campaign just plain bloody
awiful? Perhaps, at the farty old age of 37, | have
missed the point. Or maybe the fact that it is full of
ugly and pointiess imagery suggests that someone
is making a sly comment about the general quality
of the PS2 launch tities.

Trevor Lawford, via email

Perhaps David Lynch should have teamed up again
with Dennis Hopper. Maybe that would have injected
some genuine character into the campaign,

I’'m contacting you to point out that console
history dictates that only two systems can operate
in the same market. Currently that seems to be
PS2 and, well, | think XBox has the best chance. |
get a very, very strong fesling that Nintendo will end
up in the same pit as Sega in that they'll end up
scrapping their 'Bush lookalike' consoie and just

Georg Lauteren laments the choice of games to
have made it into Edge’s ‘The making of...’ to date,
proposing the likes of Marble Madness for the future



produce games for XBox and PS2 (as well as
satisfy the handneld market with GBA), | can hardly
imagine peaple buying a GameCube just for Mario
128 and a new Zelda title, People want to see lots
~and lots of games released on their system (with

only a few decent titles), and with the popularity of
PS2 and XBox, Nintendo will surely wilt In the heat
of the kitchen. Nintendo made a mistake with the
NB4, and, just as was the case with the Dreamcast,
nobody in this industry forgets a mistake like that.
Chris Marsh, via email

Will the industry ever mature to the point
of developing a single console standard? With
‘Sega stopping Dreamcast manufacture in March,
‘another platform seems destined to die.

Surely a single standard would strengthen the
industry? Sony, Nintendo, Sega and Microsoft
could manufacture their own hardware which
would play any game meeting the new standard
The Sony model might offer better lighting, the
Saga mode! more visual memory — just as my
-300Mhz Pentium runs the same games as my
Athilon, albeit not as smoathly,

Other industries have shifted towards
standardisation, lessening the risk of developing for
the ‘wrong' product and creating a level playing
field for all companies, small and large. Consumer
confidence wouldn't suffer from fears of rapid

- hardware obsclescence. With 128bit technology,
a five-year standard could be set, Following
Nintendo’s GB example, backwards compatibility
would account for five years beyond that,

If my Samsung DVD player could only play
Samsung-compatible discs | wouldn't have bought
it. Surely this applies to videogames?

Roel Koel, via email

Did a tight deadline force shortcomings to appear
in S8X? Jasper Manchipp beli 50, pointing
towards the game’s occasional framerate issues

If the videogame industry is to truly come of age, it
clearly needs a single-format delivery solution - as
has been mooted on these pages on NUMerous
occasions. Sadly, the demise of Dreamcast as a
platform is just a minuscule step towards the future.

During the last 18 months it has occurred to
me that Microsoft's whole strategy is to market the
XBox as an original next-generation console. The
Intel chip at the heart of the machine is no more
advanced than any other Pentium x86-based PC.
Also, the GPU is no more than a customised
version of the existing NVidia hardware.

What Microsoft should be salling themselves on
Is where they are really different... Oh, hang on,
how are they different? Certainly not with their
games, stolen in a vein attempt to scare Sony, or
just the same old rehashed genres. So where will
their originality come from? Why should my
gorgeous PS2 be cast aside while | adopt a
Microsoft VCR lookalike? | think Microsoft think they
the power of PlayStation. Upping the processor
speed to an average Pentium Il speed of 733MHz
really doesn't mean a thing. A RISC-type processor,
the heart of all Apple Macs and consoles except
the XBox, is far faster than an x86 chip. How
else could the Apple G4 running at a mere
450MHz be classified a weapon? The Emation
Engine is even more complicated than that,
being the only RISC chip of its micron leve! (that
| know of) in common use,

| own a supercomputer; what might an
XBox purchaser eventually own? An expensive
DVD player, and it can't even do that out of
the box. Microsoft should stick to what it does
best — making PCs crash.
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{Oh, and | don't own a Mac, so | have no beard,
sandals or matching tartan golf-style socks.)
Alex Winn, via email

| bought SSX for the PS2 and am generally
very pleased with it. One of my favourite aspects is
how fast and smooth the garme can run. This for
me is where true believability comes into play.
When you play a game (Wipeout, G-Police,
GoldenEye, etc) that crawls to a 'flick book' frame
rate during periods of intense action, it complately
dastroys the flow of the game and thus the illusion
that has so carefully been created.

| wonder if developers, when confronted with
new hardware, simply try to push too hard, too far,
and too quickly. Undoubtedly if SSX was created
again from scratch with the knowledge gained, the
developer may well be able to achieve a faster,
more constant frame rate. Having bought
TimeSpiitters, | feel that this game was created with
a more logical understanding, by analysing what
they could achieve, and how many polygons they
could push, etc. They have created a great game
that doesn't fall apart when things get tough.

Does Edge agree that when given new
technology, developers push too far in too many
directions at once, and by doing so they dstract
from what could otherwise be a fantastic game?
Jasper Manchipp, via email
Yes, ambition can be the most tortuous beast.

| have just read Stuart Dell’s letter in issue 94,
and also the editorial response. It has driven me, for
the first time since buying issue one, to write to

you. | don't give a monkey'’s if he is a faker of the
first order, he raised a very pertinent point, which
you cleverly ran away from in the editonal response.

‘What might an XBox purchaser
eventually own? An expensive DVD
player. Microsoft should stick to what
it does best — making PCs crash’

“ 127 >




< 128

When these wankers who claim to be designing
fantastic game featuras fill you full of shit, do you:

a) Ask for at least a little proof of the features befora
you print their bollocks; or:

b} If you have been stung before by these
arseholes, you remember this fact the next time
you interview them?

| want to hear your response to the points he
raised. No, bullshit detection technology does not
exist, but hopefully the expernience and intelligence
of your reporters will stand us, your readers, in
good stead. Then again, maybe not.

Gary Threlfall, via email

Okay, picture the scene: Edge's correspondent,
taking on board your own brand of parlance, is
sitting down to talk with an NCL representative
about his plans for GameCube projects.

Edge: Right, So, GameCube, then, What sort of
new games are Nintendo working on for it7

NCL: We've thought long and hard about what the
new graphical capacity can add to videogames, but
also about the controlier

Edge [interrupting]: Yeah, sure, but come on,
Wankers like you lot are always making lofty claims
about what you're going to do with new hardware
Come on, prove it!

NCL: Er... But we're only ten manths into
production. What do you want to see, exactly?
Edge: Stop avoiding the point!

NCL: Um... Well, as | say...

Edge [interrupting again]: Oh, sod this. If you
can't show us, bollocks to it.

Ultimately, you're calling for Edge to use time-
travel technology in order to see whether or not
developers’ claims come to fruition. Which,
like bullshit-detection tech, does not exist

But then not everyone shares your standpoint

Jamie Smith thinks Edge should go a
bit easier on forthcoming consoles
such as Microsoft's capable XBox

Having bought Edge for a long time, |
have noticed that of late there has been a rather
unhealthy cynicism in the mag with regard to the
gaming industry as a whole, as opposed to its
traditional hard-but-fair approach.

For example, in last month's mag almost every
articie ended with something like "there is still the
capacity to disappoint’ in relation to the XBox, ‘too
little, too late’ in discussing Sony's PS2 launch in
Europe, or you always appeared to be ‘cautiously’
awaiting a game releasa! Why so?

| am not suggesting that Edge should put on
rose-tinted glasses and lavish faise praise where it
is not warranted, but it does seem to have lost
much of its passion and enthusiasm for a fascinating
industry that is, after all, all about entertamment.
This s reflected in the 'every silver lining has a
cloud’ tone in which you mag now appears 1o be
written, making #t read more like an gverly analytical
academic paper than the gaming world's finest
authoritative read on the state of the industry.

With the demise of Sega as a hardware
manufacturer, and Sony's launch less than
astounding, the industry is in for a period of
significant change, but this is a period of
unparalieied opporiunity for the hardcore gamer
with the fikes of GameCube and XBox on the
horizon, Perhaps, whilst maintaining a healthy
constructive cntical distance, this should not be at
the expense of why we love games in the first place.

Edge is still without a doubt the most
authoritative and intelligent read in the gaming
press, but it should be wary of becoming overty
analytical and jaded in its reporting.

Jamie Smith, via email
When houses are made of gingerbread, and flowers
have smiley faces, Edge will report on it.

‘| am not suggesting that Edge should
put on rose-tinted glasses and lavish
false praise, but it does seem to have
lost much of its passion for the industry’
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From the forum

A selection of choice cuts from
Edge-Online’s discussion outlet
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Issue 96 on sale March 23

Next month: where the action is
Edge visits Treasure, one of Japan’s most elusive
codeshops, and discovers what CEO Maegawa Masato
means when he says, “No other type of game would create
these feelings inside you and make you cry, ‘Gaaagh - this is it!’”
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