The Xbox has landed.
Microsoft's next-generation

hardware is real and it's
finished. Edge has taken
Z ® delivery of one of the first

test machines, plus review

copies of Halo, Munch'’s
Oddysee, Project Gotham,

Amped and Fuzion Frenzy
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The future of electronic entertainment

ike some rare celestial alignment, every five years or so

the electronic entertainment industry throws up a new
generation of hardware. And with the arrival of Microsoft's
Xbox console in the Edge office, the cycle is now complete.

The hardware manufacturers have delivered on their
promises {a few interminable delays notwithstanding), the
software imagineers are busy exploring this new landscape,
and we're now standing on the cusp of the biggest wave of
videogaming this planet has ever witnessed,

As the exclamation on the cover suggests, you should
ignore the naysayers and doom-merchants who have ignorantly
dismissed Xbox out-of-hand. It's expensive, corpulent, and the
joypads aren't entirely ergonomic - but by the gods Is It
powerful. And if only one out of every 20 games is anywhere
near the quality of Halo, then Edge will be happy enough.

Accordingly, this Issue's review section is one that gamers
can usually only dream of: not only do we have the first, real
Xbox discs to play (sadly, Dead Or Alive 3 has slipped through
the net until next issue), but we also have the latest brain-dump
of Shigeru Miyamoto, Naughty Dog's long-awaited opus Jak
And Daxter, Sega’s iconoclastic blaster Rez, plus the best that
the PC has to offer in the shape of Civilization Ill. Sometimes
this job really isn't at all bad...

But with the completion of the next-gen triumvirate, Edge
felt it right to bid a fond farewell to Dreamcast, the best games
machine that never was. Edge's respect for the console is well
documented, but as the release schedules dry up, shelves are
cleared of hardware in readiness for the new wave, and
software prices fall into the ‘bargain bin’ category, we felt it
appropriate to look back and chronicle the Dreamcast's brief
but glorious existence.

So all that remains is to point you in the direction of the
next issue, when we'll be pitching PlayStation2 vs GameCube
vs Xbox in a major next-gen group test, with detailed analyses
of all three machines, industry opinion and a look forward to
the big titles of 2002. Of course, if you're anything like us,
you'll already be wondering how to plug three separate
games machines into your TV, and where all those damn
cables are going to go....
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Much maligned but dearly loved, the Sega
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Does it restrict developers or is it allowing
them the freedom to be more creative?
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News and views from e-entertainment’s cutting edge

» Glamourous setting and celebrity DJs aside, the emphasis wa
firmly on the many games at Microsoft's X01 event in Canne




Microsoft shows Cannes do attitude

Microsoft finally gets its much-vaunted Xbox marketing campaign underway with an extravagant press
junket in Cannes and a number of consumer roadshows in advance of the console’s US debut

Sony’'s attempts to hijack the X01 event
with cheeky billboards (above) bore little
fruit, as attendees were chaperoned
quickly to Pierre Cardin's mountainside
retreat to try out Xbox for themselves




Smilebit chief, Shun Arai and Overseas
Marketing Director, Hiroko Yokosuka,
were on hand to demonstrate the
developers’ keenness to work with Xbox
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With over 40 titles playable, this provided ample
demonstration of what consumers can expect
from Xbox — namely choice and quality

Nevertheless, after a particularly siow
start, and one or two setbacks at E3 and
the Tokyo Game Show, the Xbox
bandwagon finally got the boost It needed
with the X01 press junket in Cannes. The
a thousand European
media guests to Pierre Cardin's clifftop
mansion, overlooking the spectacular Cote
d'Azur, and to festoon the surrounding real
estate with an iImposing Xbox light show,

decision to fly n

was a ridiculously extravagant one, but it

visie nature

But as an indication of Microsoft's will to
succeed it was an impressive performance
From the moment guests arrived at the
Teletubby/Austin Powers architectural fusion
of the Maison Bulles, by way of a stately
open-air amphitheatre bedecked with
luminous circus performers, untii the end of
Carl Cox's set, it was clear that the
company intends to pull out all the stops for
its new console.

More imprassive than the exatic
location, the celebnity DJ and the scintillating
lightshow, was the software that was on
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display throughout the Bubble house. With
over 40 titles playable, and a healthy turnout
from thirdparty publishers, this provided
ample demonstration of what consumers
can expect from Xbox —namely choice and
quality. A genuinely enticing teaser trailer
kicked off a formal presentation that was
without doubt the most polished and slick
performance that the Xbox team has so far
put together — consisting of members of the
Xbox management team and a broad
cross-section of the European publishing
and development communities detaling
their strategy for Xbox

Of course there were moments that
gave pauss for thought. Ed Fries, for
example was perhaps a bit too keen 10
highfight the unprecedentad realism that
can be achieved with Xbox, pointing to

Included among the raft of the titles either announced or on show in Cannes were
(clockwise from top left): BC, Jet Set Radio Future, RPG update Morrowind and Galleon
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Also on display were (clockwise from top left): THQ's Yager, squad-based combat title
Brute Force, firstparty motorsport title, Rallisport Challenge, and Argonaut's Malice



Pierre Cardin's Maison Bulles provided
the backdrop - only the second time that
the legendary ski-jacket designer has
hired his home out for a public function.

sophisticated audio functionality, broadband
connectivity, and an integral hard drive as
the triumvirate of technological virtues upon
which unparalleled verisimiiitude can be
based. Fortunately for attendees who might
have been put off by such a monodynamic
outlook, Smilebit was on hand with Jet Set
Radio Future the following day to show that
Xbox is capable of so much more.

And while some speakers were weak,
the ebullience of the likes of Peter Malyneux
and Lorne Lanning was adequate
compensation. The former gave a
characteristically charismatic overview of

US Launch Dates

The five firstparty titles available on the day
of launch were;

Halo

Oddworld: Munch's Oddysee

NFL Fever 2002

Project Gotham Racing

Fuzion Frenzy

These were joined by the end of the launch
week, by the following thirdparty titles:
Dead or Alive 3 (Tecma)

Madden NFL 2002 (Electronic Arts)
NASCAR Thunder 2002 (Electronic Arts)
Cel Damage (Electronic Arts)

NHL Hitz 2002 (Midway)

NASCAR Heat 2002 (Infogrames)
TransWorld Surf (Infogrames)

Test Drive Off Road - Wide Open
(Infogrames)

Mad Dash Racing (Eidos)

Shrek (TDK)

4x4 Evo 2 (Godgames)

Dark Summit (THQ)

Tony Hawk's Pro Skater 2x (Activision)
AirForce Delta Storm (Konami)

Among the more eloquent speakers to sing the praises of Xbox in Cannes were Oddworld's Lorne Lanning,
Lionhead's Peter Molyneux and Microsoft's Seamus Blackley, who each testified to the power of Xbox

Project Ego, while the latter outlined the
importance of connectivity to his vision of
anti-capitalist flatulence. There were also
one or two new firstparty titles announced,
including Rallisport Challenge and team-
based action title, Brute Force.

After Seamus Blackley had finished
promating the work of thirdparty
developers, formal proceedings were
brought to an end with the announcement,
by Sandy Duncan, which the assembled
masses had been most keen to hear. Xbox
will launch in Europe on March 14, 2002, at
aprice of 479 or £299, with software
costing 69 or £44.99 per game. Microsoft
plans to roll out 1.5 million units over the
course of three manths, which will be
manufactured in a specialist manufacturing
plant in Hungary. With the formal
presentation brought to a close, attendees
were free to sample Xbox software for
themselves, and to mull over the
implications of the pricing announcement.

It's particularly revealing that the only
real complaint was that there wasn't enough
food (there certainly couldn't have been any
complaints about a shortage of drink),
though there were also gripes from certain
sectors of the mainstream prass, that the
event was targeted too exclusively at the
specialist press - presumably given
Microsoft's shocking decision to showcase
actual games. But given the window of
cpportunity that the Xbox launch date and
price point hands to PlayStation2, there
were some who guestioned the usefulness
of a press junket in convinging cansumers
to walt until next year to part with their cash,
But X01 was just one part of &
comprehensive marketing strategy, which

Hands on

Yes it's bulky. Yes it's pretty ugly. Yes the
controllers are fat. Yes it's from Microsoft.
Nao it's not available in purple. But despite
Edge's European aesthetic reservations, it's
difficult not to be captivated by Microsoft's
behemoth — largely because, as Sandy
Duncan was so keen to emphasise at X01,
the Xbox is all about software. It's easy to
overcome reservations about the Xbox's
bombastic exterior when it's home to titles
like Halo and Amped. Though Edge has
had firsthand experience of Xbox hardware
on several occasions, the arrival of an Xbox
Debug kit provided the opportunity for a
more leisurely examination.

The extericr of the Xbox can justifiably
be described as ugly and large, especially
when compared to the supercute styling of
the GameCube, but the fact is that it isn't
offensively so. Nevertheless, there are
genuine concerns about the western
controller design ~ particularly face buttons
that prove difficult to locats precisely even
after sustained play. In its favour, the twao
analogue sticks, the D-pad and the trigger
buttons are solid and well constructed, but
it's a shame that the prototype Japanese
controllers to be found at X01 won't be
introduced as standard.

When it comes to the console itself,
Xbox has enough neat tricks to
compensate for dodgy exterior
embellishment. It plugged smoothly into
Edge's LAN to provide the sort of
networked gaming that hasn't so far been
available to console gamers, for example.
The front end is fluid and smart, and the
most obvious manifestation of the hard
drive is seamless autosaving. Perhaps the
most engaging featurs, though, is the ability
to rip your own music CDs for use ingame
with certain titles. Via an absurdly foclproof
menu system it's possible to cater for all
your gaming audio tastes. Which means
that extreme sports titles will no longer be
synonymous with skate punk and nu-metal.

The Xbox front end may not be too
pretty, but it's fast, fluid and intuitive




Carl Cox provided the climax to X01,

along with dancing girls, but attendees
were more interested in Xbox software

In general the price point and launch date were well-received at X01. Indeed the only real
complaints were a lack of food and hard-to-find toilets thanks to confusing architectura
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It's apparent that Microsoft hopes to target the
Xbox at the core gaming demographic and
develop its audience from there

Edge brings you a rundown of last issue’s review scores

Title Platform Publishy Developer Score
Advance Wars GBA Nintendo Inteligent Systeme [
Bumout Ps2 Acciaim Criterion Games B
Heachunter pc Sega Amuze 8
leo P82 SCEA In-house 8
Commandos 2

Men of Courage PC Eidos Interactive Pyro )
Driven GBA Bam Entertainment  Crawfish Intsractive 7
Airblade Ps2 SCEE Criterion Games 6
Cosmic Smash Dc Sega Sega Rosso 6
Ace Combat 4 PS2 Namco In-house (-]
Gekibg 2 PS2 Iram In-house -
Lotus Challenge PS2/Xbox Virgin Kuju Entertainment 6
Shy Gunner Ps2 SCEl In-houss ]
Ecks Vs Sever GBA Bam Entertainment Crawfish Interactive -]
One Plece Mansion PS Capeom In-house B
Tirme Crisis Il pg2 Namco In-house &
Zaro Gunner 2 (5 o] Sega Psiilyo 6
Dark Native Apostie PS2 Virgin Hudson 5
Silant Scope 2

Dark Sihouette ps2 Konami In-house 5
MX Rider PS2/PC Infogrames Paradigm Entertainment 5
Phalanx GBA Big Ben interactive Kamco 5
Planet Monsters GBA Virgin Planet interactive Development 4
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let this targe

udience playtest Xbox games

yy big name L
competitions, while UK consumers will get a
chance to catch an earty gimpse of Xbox at
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Mary Meeker predicting huge losses for

Microsoft over the course of the col

ife. But wit

GCube Delay in Europe

ional tours to

By the time the Xbox launches in Japan, on
February 22 next year, Nintendo will have
had five months to determine whether its
bid to reposition GameCube as a platform
for all ages has besen a success. Though it's
uniikely to have made a serious dent in the
massive installed base of PlayStation2, it
could present Microsoft with a few
problems if GameCube has established a
secure foothold. By contrast, in the US
Xbox has had a three-day headstart on
Nintendo's console, giving the two
companias a more equal basis from which
to begin their assault on the Sony
hegemony

However, in Europe, if rumours are to
be believed, Microsoft will have the naw
entrant playing field all to itself. Reports in
trade publication MCV, quoting ancnymaus
retailers and publishers, point to Nintendo
missing the anticipated March European
taunch date for GameCube. Worryingly for
gamers, should the company miss this
window the console is unfikely to appear

until September. Worry for Nintendo,

such a delay, combined with a pronounced
history of treating PAL regions with
contempt, may undermine the traditionally
fanatically loyal fanbase that Nintendo has
always been able to count on in Europe
While Nintendo's solid profit margins
and high quality firstparty franchises may
mean that the company can afford to be
slightly complacent, the combination of
Microsoft's entry into the home console
market, rumours that Sony s to enter the
handheld gaming market, and the relatively
mutad Japanesa launch of GameCube
suggest that it might be wise for Nintendo
not to further alienate its core fanbase
Condemning It to ancther era of delayed
software and shoddy conversions certainty
isn't the best start. A spokesperson for
Nintendo was unavailable for comment as

Edge went to press




Despite the ubiquity of sore heads on the
second day of X01, there remained a
healthy level of interest in Xbox games
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Bafta 2001 Awards

The 2001 BAFTA Interactive Awards usher in a better year for the

videogames industry - but some nominations still proved too esoteric

i)

The inaugural Amazon.co.uk Audience
Award (top) was scooped by Eidos and
Championship Manager 00/01. Mile
Jacobson (top) from Sports Interactive
collected the honours. Fittingly, the
Games - Networked Award went to
Phantasy Star Online. Kats Sato and Jim
Pride from Sega Europe were on hand to
receive the coveted BAFTA mask

ttended by the good and the great of
A the interactive entertamment industry,
2001's BAFTA Interactive Awards
Ceremony, heid on October 25 at the
Grosvenor House hotel in London's West
End, proved to be a carbon copy of last
year's event,

After a solemn, yet thanifully brief
Intreduction by David 'Lord’ Puttnam, the
rambunctious Phil Jupitus kickstarted
events quite well with a short, vaguely
gaming-themed set. Complaints about not
receiving any free games after last year's

and the chatter level began to increase. By
the final award, even Jupitus was struggling
to be heard and looked happy to take his
money and exit, stage left

Tha nominations proved a strange
concoction of videogames, CD-ROMs and
curiously obscure Websites. Also, some of
the categories were arbitrary in the extreme,
mast notably the Enhancement of Linear
Medla Award (effectively, the most
interesting TV programme spir-off).

Even at £150 per nomination, some
companies dutifully entered their properties

The nominations proved a strange concoction
of videogames, CD-ROMs and curiously
obscure Web sites. Also, some of the
categories were arbitrary in the extreme

BAFTAs amused, although by the fifth time

of asking — which included announcing his
home address to all and sundry - you
couldn’t help but wonder at his motivation
for appearing. (And anyone who, by their
own admission, has taken a claw hammer
to an iMac clearly earns enough to buy his
own software anyway.)

Sadly, once the first few award
nominations and winners had bean
announced, the crowd gradually lost interest

BAFTA WINNERS

Category Winnar

Company _I

Childrens
Enhancement of Linear Media
Entertainment Web site
Factual

Games Console
Games Mobile

Games Networked
Games PC

interactive Ants
Interactivity

Interface Design
Lifestyle & Lesure
Leaming

Moving Images

Music

News

Online Learning
Sound

Sports

Technical Innovation

Disney's Tigger's Honey Hunt
Walking with Beasts

Tiny Planets

Marconi Online Musaum
Gran Turismo 3

Tony Hawk's Pro Skater 2
Phantasy Star Oniine
Max Payne

Sodaplay

Black & White

Eyes Only

Frequency

Immaterial Bodies

Bilack & White

Shogun Total War

BBC News Online

Grid Club

Conker's Bad Fur Day
IS8 Pro Evolution 2
SSEYO KOAN Interactive
Audio Platform

Doki Denki/Disney Interactive
BBC Science Online

Peppers Ghost/Sesame Workshop
Whesi Ltd/Marconi
SCEE/Polyphony Digital
Neversoft/Activision
Sonictsam/Sega

Remedy/Take 2 Interactive

Soda Creative Technologies
Lionhead Studios/Bectronic Arts
Less Rain

Harmonix/SCEA

The Labyrinth Project

Lionhead Studios/Electronic Arts
Creative Assembly/EA & Dreamtime
BBC News

Channe! 4 Laamning

THQ/Rare

Konami

SSEYD
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for as many awards as possible, hence
Biack & White being up for the Moving
Images, Games - PC, Music, Games -

etworked, Interactivity and Technical
Innovation Awards.

Naturally, some categories were more
hotly contested than others. Edge was
initially mystified why Sega's glorious shoot
'em up Rez fallure to scoop the Interactive
Arts Award, but on closer examination of the
eventual winner (www.sodaplay.com) and
the two other contestants
(www.thebankoftime.com and
www technosphere.org.uk), we had to
agree that it was, at least, a close run thing.
And although Edge has no real complaints
about the eventual winner of the Games —
Console category (Polyphony's glorious
GT3), we would still iked to have seen some
variety in the nominations, which consisted
mainly of generic crowd-pleasers.

!

i
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David Puttnam graced the event - now in
its fifth year — with his Lordly presence

Thankiully, unlike last year's debacie,
most of the eventual winners were more or
less deserved. Questions remain, however,
over the nominating wisdom of bundling
videogames with CO-ROMs, Web sites and
even interactive TV channels (or, as is the
case with the Technical Innovation Award, a
robot dog, mobile phone vector audio
systern and Digimask’s 30 face-mapping
technology). It would make more sense to
spiit such entrants into tighter categories..
Unfortunatety, the thought of dragging out
an already overly long ceremony aven
further remains an unpleasant one. This
year's svent may have been Webcast, but
you certainly wouldn't want to have
had it televised.

Although firmly biased in favour of Rez (left), Edge admits that the winner of the Interactive
Arts Awards - Sodaplay’s playful on-line physics engine - does hold some maerit



Milia Game Developer Village returns

Once again, 30 independent developers get a chance to showcase
their wares at the Interactive Content Marketplace in Cannes

nce again, independent videogame

developers will get a chance to
showcasa their work at Milia 2002, The
World's Interactive Content Marketplace for
broadband Intemet, interactive
entertainment, wireless media and
interactive television

The event, which takes place at the
Palais des Festivals in Cannes from
February 4-8, will again feature the Game
Developer Vilage, sored by AMD along
with new additional backers, Biovirtuals,
Discreet and Mathengine. Edge and French
games magazine "Joystick’ will continue to
be official media partners.

The Game Developer Village is aimed at
giving some of the world's most talented
new young games developers a platform to
show their skills and ability to senior
decision makers from across the world, with
piaces avallable for 30 independent
oevelopers to demonstrale their work at
Miia free of charge. With significant interest

already being shown, patential applicants
should check out www.milia.com for more
information, A committee composed of the
event sponsors and media partners will
select the 30 leading appiications.

“MILIA is about the development of
nteractive entertainment and content and
its distribution across multipie delivery
platforms,” explained Laurine Garaude,
sxecutive director of MILIA, “Of course It is &
commercial event, where key professionals
do muiti-territory deals, but content is
MILIA's ifeblood and we believe that
initiatives fika the Game Developer Vilage
are at the centre of our brief. Our desire
to provide a platform for young talent
has been applauded and supported
by the industry,”

Milia itseif will once again be prefaced
by the Think.Tank Summit, a two-day
cross-sector conference on February 4
and 5, with the main exhibition
opening on February 5.

Expect the usual raft of French publishers and wireless game developers at next year's
Milia. And of course, the boozy nights of informal networking at the Martinez hotel bar

EDGE




Tracking developments in development

AR ] Surtaces Filled

ble Surtace Filed

Tilin

Imagination Technologies uses deferred
texturing to provide faster rendering for
its hardware. The company's hardware
then renders by breaking a scene down
into thousands of small tiles

Ghost of the machine

Handheld power

Imagination Technologies’ novel approach to rendering is
opening up 3D possibilities for next generation mobile devices

Imagination prg

David Harold, PR manager. imagination Technologies

TECHNOLOGIES

espite the playground posturing

many hardware vendors adopt on
the subject of rendering technology, it's
hard to imagine any rightminded gamer
giving the subject a first, let alone
sond, thought. Rendering’s just the
process of drawing a 2D or 3D scene
to a screen, right? Well, no, actually
For while North American giants such
as Nvidia, AT and Matrox all take a
broadly similar approach, UK-based
Imagination Technologies takes the
rendering road less travelled.

“Instead of processing a compiate
3D world and drawing and texturing
objects which are hidden behind other
objects, the first thing we do is divide
the screen up into hundreds of 16 x 16
pixel tiles. We

visible in a tile, process the information
write it to the screen and then move on
to the next tike, But we only draw the
visible information, making it much
more efficient,” explains David Harold,
Imagination Technoiogies’ PR manager.

With the pixel overdraw on games such

as Quake it in the region of three (each
pixel viewed has been drawn on top of
two other pixels), the technology's
potential becomes readily apparent
One market in particular will bensfit

PC-level PDA performance
“If you have a current generation
Personal Digital Assistant (PDA), the
processar can handle 2D reasonably
well.” Harold says. "However, because
our technology involves iow power
consumpdion and takes up a smal
area of silicon, we can deliver 3D to
a PDA of a level that people associate
with a games console or PC. Not a
new PC, but nevertheless a PC-laval
of performance.”

Basad on the same Series 3 core
design used in STMicroelectronics

Even simple scenes in games such as Quake /Il involve significant pixel overdraw which
causes performance slowdown, The right-hand shot shows its ability to draw transparency
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popuilar Kryo and Kryo Il PC boards,
this mobile device technology Is known
as PowerVR MBX (PowerVR is the
graphics division of Imagination

Technologes). "“MBX comes in different
," enthuses Harold. “There's a
small version for mobile phones, a mid

version for PDAs and entry-level set-

top boxes, and a top version for more
complex set-1op boxes.”

Strong ARM tactics

Uniike the mix and match apg

prevalent in PC circles, the demands of
these devices means MBX is only
available as an integrated System On
Chip design either with an
ABM 8 or 9 processor. "MBX is
licensed through ARM,” explains
Harold, “It makes sense as pretty much
gveryong in the mobile market Is an
existing ARM customer.” Customars

end up & integrated chip
containing 1he processor, MBX

and unified memory

Imagination Technologies even

A non-interactive loop of Tomb Raider running at around 20fps
demonstrated the PC game functionality of MBX, proving that
the technology is capable of running highend PC content

offers an additional MBX module that
offioads the Transform and Lighting
(T&L) calculations from the main
processor - something not yat
supported in the Kryo range.
“Performance is about ensuring there's
a good distribution of where the work is
being done In a system,” Harold says,
refuting the idea that a separate TAL
chip for mobile device could be sean as
rkill, “The big tsst W YOu

ribute the work th

i
done within your architecture. Having a
co-processor taking some of that work
away from the CPU is important.”
. gearheads will find it

Howew

unwise to get too excited just yet,
Although the technology s
avalable to be
time it takes to develop PDAs and next
gen mobile phones means
manufacturers are uniikely to be
shipping MBX-enabled devi

oW

the length of

[WAWWIMGIEC.com & wiww.pvidev.com



MathEngine will ensure it provides artists
with the tools that allow them to easily
define the physical properties of character
skeletons from within the Unreal engine

Unreal Karma

Karma take root

MathEngine's physics solution is gaining momentum
thanks to integration with Epic's Unreal Warfare
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says MathEngine's business
per manager Mike Gamble. “You
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The integration between Karma and the Unreal Warfare engine was shown to Unreal licensees
using this Cliff Bleszinski-designed level. Vehicle dynamics are a key area for the Epic team
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Depending on demand, Gran Turlsmo-Concept may Concept cars aren't necessarily faster than their
just be the first In a series of add-on supplements conventional counterparts, so speed freaks beware

TR

18 additional vehicles are included, as well as five Edge awaits the proposed '80s add-on, but would
supplemental courses to flesh out GT3: A-spec really be more interested in Gran Turismo-Essex

acJarn freeland

Freeland fans who have their appetites whetted by The epic strains of ‘Fear’ are as majestically imposing
Rez should try and catch one of his sets on tour as the superstylish visuals of Miziguchi-san's Rez

7-Concept, the disc features eight
ured at the Motor Sho

for example

unfortunately GT-Conceot 3N ot to appear in Europe or

bly rul
omplete with

UK: Having

soundtr

provided the inspirationally
Rez, Adam Freeland's

videogam

Rez. It} :I».-u...l'-]l

30My Music hates Sony Computer
; _‘i,:} [Entertammentl

“| realize that this announcement is a difficult
one for many people to swallow,
and | sincerely apologise. While | cannot
detail all of the reasons that led up to this
decision, | can tell you that it was made
with the long-term interests of Sega fans
in mind. Although the company may be
changmg - we are stlll Sega.”

“During the Cold War, American children
played with spy toys like those on the
television show ‘Man from U.N.C.L.E.",

and talked to each other on walkie-talkies.

Today, they play videogames thatallow,

them to blasi away at terro

Ymewica’s abcrew




and Game Boy
all next-

y available

ny has already

it the orginal

fice revenues far opening weekend of Pixar's 'Monsters Inc.':

$62.5 million (€42.7m)

Steve Jobs paid L B

$10 million (£6.8)

$1.5 billion [E1b

Arnowint Nint ling ars o imeCubes

roling to

5 for derma units: $0

1 2.5.26498
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For hands that do gaming: Gecko Grip aims to
provide a solution to painful blisters and callouses

Pocket Raider: can the suited classes really be
trustod with this sort of thing in their pockets?




B-list freeloaders mingled with A-list liggers to get a
piece of the GameCube action prior to its launch

ey

Sasad!

UK: Like Proust’'s Madeleine

sabinet can bnng &

making it th
Good old Galaga updated with 20-inch monitor and
walnut cabinet. Matthew Broderick not included

vour life

Here's hoping Matthew Smith tums game reviewer

Littliewoods catalogue photographer in good taste shocker

Edge flexes digital muscles over the Future LAN

Marginalisation of videogames in mainstream media
r 1 . ‘Thumb Bandits' aside, of course
\ ! ' s , Rumoured GameCube delay
I How much longer will Europe be a gaming pariah?
Dead Sea Monkeys

Edge experiment goes tragically wrong
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= Jobs for the boys

Steve Jobs: CEO of Apple Computer Inc. (twice), CEO of Pixar,
creative visionary, amogant genius, petuiant bully. The many faces
of Jobs are revealed in Deutschman's authoritative and incisive
biography, which presents a man whose charisma has reached
well-documented ‘reality distorting' levels; a man who is reviled
and adored in equal measure, often by the same people.

The rise, fall and rise of Steve Jobs is the stuff of legend. The

MatEr e Bevivetior

earty days of Jobs as hippy and precocious Siicon Valley
entrepreneur have been covered in detail elsewhere, s0

Deutschman begins the story after Jobs has been ousted from
Apple, taking with him his millions of dollars in "fuck-you™ money.
The tele relates the startup and eventual decline of of NeXT
Computer, Job's fortultous purchase of Pixar from George Lucas
(fior just $10 milion), his dealings with Disney over Toy Story, and
his eventual retum to Apple as instigator of the iMac and,
undoubitedly, saviour of the company,

Through it all, the author utiises a wealth of quotable = IR
sources, people close 1o Jobs who were involved in many
aspects of his business and private life. We learm of Jobs' almost
split personality; an amazing generasity combined with a
ferocious management style that has reduced many employees
10 tears. The friends who stuck with him through thick and thin,
but were driven away by Jobs' maddeningly mercurial ways

Though any biography of the man must by necessity be

AT
YISy
I T T

done at arms' length (Jobs s notonously private, though happy
to manipulate the media to his own ends) Deutschman has,
seemingly, uncovered almost every piece of evidence against
him. Damning though this is, it's presentad in the context of a
man who started life as an outcast, who only mel his natural
parents and sister late in ife, and whao is driven by an awful desire
to succeed and to warrant the acclaim of his peers, tisa
fascinating real-iife drama, and a thoroughly rivetting read.

2.3 Ulimate history

Steven L. Kent's The Flrst Quarter, originally published last year,
rapldly met widespread approval from the videogame
community. With the tome quickly establishing itself as the most

comprehensively detalled chronicle of the first 25 years of
alectromnc gaming, it's just a shame that it consaquently became
axceedingly difficult to locate a copy. Enter Prima Publishing with
a comprehensive reprint, a new titie, 100 more pages (including
a naw, more contermporary final chapter), a timeline, a black and
white photo gallery, and a meticulous ematum.

It stil proves fascinating to read, and the charactenstically
entertaining anecdotes and recoliections of some of the most
Infiuential players in the hstory of the videogame industry stil
prove timealy and relevant. Readers who have vet 1o be
convinced should check out an exclusive excerpt from The First
Quarter in ES3, but the simple truth Is this; you should buy this
book, and savour it

Joytech Apology

in Issue 104 Edge featured an article about the Joytech
Design Challenge under the incorrect heading ‘Logitech
Design competition’. Edge would like to apologise to
Joytech for any confusion this may have caused.

EDGE 105

|
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t's not big, and it's not clever, but. .. fuck.

Somewhers, somehow, there’s a fiy in the room,

RedEye stops and listens, paces round the room,
tries to find it. There's a pause, a rattle, another
pause —and he tracks it down to where the fiy's
trapped, tumiiing around between RedEye's beige
window blinds and a glass-fronted frieze of a city
caught in a cold snap. It's dizzy, drunk on thoughts
of summer. But it's the middie of Novermnber, and
RedEye has just arrived back from a morming of
Christmas shopping. Outside is shamp, breath-taking,
all thin air and ice-coloured skies. RedEye had the
sense to turn the central heating on to full before he
left, and that's why the fly thinks that it's summer;
that's why it's awake. Little miracles: isn't biology
wonderful? Now. .. let's kil it.

As mentioned, RedEye spent the moming

Christrnas shopging, tnying o find gifts for
non-gamers. Which means, essentially, spending a

maeming wandering dazed round an alien planet
where there's some value in shrink-wrapped shaving
sets and miscellansous perfumed plastic add-ons
for cars, and an aftemoon panic-buying into cufture
subsets he finds incomprehensible. Still, RedEye's
nephaws never go hungry for electronic
entertainment at Christmas; the end of the afternoon
takes him to an indie videogame store. And he's
loitering by the PS2 section when he catches the tail
end of this conversation.

Girl: “... .thinking about Xbox?"

Assistant: "Well, no. You shouldn't.”

Girl: “Uhm. Okay."

Assistant: “it’s rubbish, There've bean raports of it
crashing all over the US. They're all bugged. Better
with a PS2. Or wait for a GameCube. More of a gir's
machine. Cuter handles.”

Girl: “But | read that...”

Assistant: “Ahaha, No, really, trust me. Microsoft
suck.”

Handles. And the guy keeps spewing i-
informed garbage in a patronising tone - he comes
this close to touching her shoulder — and RedEye
seethes, and... hold on, The fiy’s stil alive: Fuck.

Swearing's not big or clever, but naither's
perpetuating the view of videogame fans as a nerdy,
know-all, male-dominated cligue. RedEye's Xbox, on
the other hand. .. well, that's guite big, although not

nearty as big as some would have you believe, and
it's definitely clever. Halo, Amped, and Project
Gotham prove that much, but the whiny Microsoft-
hating adolescents aren't going to accept it. They
want a world where Nintendo desion operating
systerns that only boots up if you're on first name
terms with Shigeru. Wouldn't it be good if the Xbox
provided a fresh start; one that doesn't come with all
the sexist, in-joke, careless misogyny of the
videogame community?

Maybe it will. Thers’s a real chance that
Microsoft will bing a new demographic to gaming.
Its brand name's strong enough to get non-gamers
interested, and the stodgy, substantial presence of
the Xbax casing ocught to be encugh to attract the
Dixons black-box crowd. They gave an indication of
conceivable intentions by signing the Oddword
franchise, a series whose previous iterations were
declared by urban legend to be the Gil Gamer's Gil

REDEYE

A sideways look at the videogame industry

Game, but then blew it with DOA3. As an editorial on
GameGirlz.com put it, "Where are the sexy men with
g-strings and bulging, beuncy groins?” Gaod
question. RedBye's often wondered it himself.
Kidding. Maybe.

The stoic, unchangeable, immature fanboy

and a middle-aged wamar are trading a handful of
games in for a copy Anal Fantasy X, |

"Yeah," says the teenage assistant casually,
making his play. “This is pretty good”. The gir
checks him out, but she's not interested. She looks
at the fioor, kicks her feet. "Oh, good..."

"| liked Final Fantasy Vil" says the Mother figure.
The daughter blushes, glarss.

“Mum..."

" liked it!"

"Mum, it's..."

“What? | lilked it"

“Newver mind.”

It's like the mother's just confessed to liking pop
music. It's like she's singing Britrey. It's like games
are normal.

RedEye closes with a snapshot, A frend of a
friend Is picking at the bones of a dead relationship,
It's not the first to fail; she has very strict criteria —

sha's young, she can afford to — but those criteria
aren’t typical. He must be pretty, he must be her
intellectual equal, and he must also know his way
through Baldur's Gate. Despite having a fair
grounding in RPGs, her most recent aftempt had
much too much geek and not nearly enough chic.

Swearing's not big or clever, but neither’s perpetuating the view of
videogame fans as a nerdy, know-all, male-dominated clique

community is videogaming's cancer. It touches us
all, and it retards our development, changes us for
the worse. RedEye has a friend called K, whose real
name is Karen, but no-one online — not even those in
her Counter-Strke clan — knows that, When people
ask what the K stands for, she shrugs and grins and
lefis them Killer, or Kickass, or Kevin, or Ketamine, or
whatever - never Karen. She tried it once, and when
you ask what happened, she just shrugs and blahs
liker she knew what'd happen, and that it's not worth
talking about. Whatever; she never tried it again.
Why bother? The only place she's played as a gin
online was FPhantasy Start, and she doesn't play that
any more, Mot since the cheating started, since the
baoys got to the heart of Ragal too. There’s no point.
Amyway, perhaps things are changing. RedEye’s
just calming down, gueuing at the checkout, and
notices the scene in front. A couple of teenage girs

FDGE

“Oh well," she sighs, | did meet a cute friend of his
calied Lee. Plays Ulima and has nice biue eyes. But
I'm very fickle."

Maore power to her. She, K, and the Final
Fantasy grrls ars ficked away with the back of the
hand by an industry that's institutionally misogynistic,
an industry whose imbecilic children reject the Xbox
without experiencing it. Go online, and you'll hear the
Internet’s background soundtrack, the same fuzzed-
up whine of undersexed teens and masturbating
20-somethings, buzzing round, making the same
old whiny noise, confused by the changing climate. |
hate Microsoft, | love breasts, Isn't biclogy
wonderful? RedEye fiips the window open and flicks
the fiy outside. Pxxk them. Fxxk them all.

RedEye is a veteran videogame journalist. His
views do not necessarily coincide with Edge’s
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ripped T-shirt and camouflage trousers,

cigar clenched between his testh, shouting
“Come onl” at the TV screen while biasting mesry
hiall out of Time Crisis 2 with the shotgun shelis. A
disturbing image, 10 be sure, but it does ilustrate the
basic attraction of the videogame form; power.

No doubt some Edge readers are besulted,
staff-rationalising CEOs of large corporations, or
perhaps members of the European Parliament, but
the truth is that most of us don't have much power
in our dally lives, and videogames offer to remedy
that situation for us. Which is why claiming that a
game ke Time Crisis 2 is simply “escapism” sn't
tediing the whole story. The notion of escapism
implies a simple desire for removal from one's
immediate surroundings, without any preference as
1o the destination. But a gama that landed us in an
even rmare tedious and impotent role than we enjoy

P icture your columnist sat at home in a grimy,

in our real ives wouldn't be much fun. A game
shouid make us fesl more important, not less. It
should give USs more power.

Powes, of course, has many masks, When
Nietzsche declared that a "will to power”, rather than
a namby-pamby will to continue existing, was the
driving farce behind all iving things, he didn't mean
that your average amoeba dreamed secretly of
becoming a Napoleon among amoebae, of invading
the next rock with its single-celled amy and
eventually bending the entire pond to its stem, jelly-
fike will. For an amoeba, power is exerted simply
through a constant battle with its emvironment.

Similardy, when playing games, we humans do
not necessanly have to exart power through the
miming of violent acts. The surge of power through
one’s veins when one has calculated a forced win in
chess is one of the most brutally enjoyable there is,
even though one’s own actions — shuffing carved
bits of wood around - are on the surface entirely
innocuous, And although admittedly our enjoyment
of Time Crisis 2 would be diminished if we were just
shooting cardboard targets, there would still be
some measure of power left: the power to engage
with a system on its own terms and beat it hands
down. The game then constructs a rhythm of

avallable force, occasionally offering us a machine
gun for a surge of destructive pleasure — just as
with the power-ups in A-Type, or the three-stage
assembily of your rocket in Moon Cresta.

greatar and more subtle vaneties of power to play
with. There s, for exampie, the simple power of
ordering a character about — being able to make
a ‘subserviant’ Mano or Lara do exactly what you
want, and having your inputs amplified in beatiful,
complex onscreen animations. And then there's
the power that accrues to one who has greater
knowledge than his enemy, which is the principle
behind staalth action, from Théef to Headhunter. Or
the intellectual power of being able to solve crafty
problems set for you by the game designers,
exermplified by the gorgeously logical Legend of
Zelda: Ocarina of Time. God games, meanwhile,
creata their own overarching pseudao-narrative

Steven Poole

entirsly out of the gradual acquisition and proper
dispensation of power.

But power is nothing without control. A hoary
old car-ad cliche, but still true, Matal Gear Solid 2
exemplifies this organic interconnection by exploiting
the analogue Interface to enable a differentiation
between stealthy, silent movement and all-out

I pointlessly imied. (Do we really need to go back
and tell the character to rotate his body around 4
some mare so we can look where we want to?) This
i5 an issue of power, rather than a simple control
gitch, because it fails adequately to represent the
near-automatic freedom to look around that we
axpenance in real ife. If knowledge is power, this fault
in the game works to limit the knowledpge we can
easly glean from our surroundings through vision.
Despite videogames' intellectual complexity, the
vaneties of power offered to us by them are still,
basically, mechanical. We express power by doing
things to the environment, or daing things 1o other
characters. What videogames have been unabie as
yet to reproduce is the variety of power that is so
addictive to many people in real ife; the power of
psychological manipulation. Books on this topic
have been a surefire winner ever since the
publication of Dale Camegie's 'How to Win Friends

TRIGGER HAPPY

and Infiuence Peopie’, and we all know at least one
person who, fascinated by office politics, takes great
pleasure in developing micro-strategies — “own the
sllence” is the prefermred mexim of one man | know -
1o climb the greasy pola,

A swift bout of digital ultraviclence can be all
the more refreshing if we're no good at this real-life

Despite videogames' intellectual complexity, the varieties of
power offered to us by them are still, basically, mechanical

action. All too often, though, videogames
are frustrating when they imit your power in
Inconsistent ways.

Such flaws can be no less annoying for being
subtie, lco, for example, s in many ways & laudably
beautiful and thoughtiul game, but the fact it doesn't
offer the player a first-person lookaround function is
a senous omission. This is, after al, a game that's
predicated on the user's acqustion of power over
her environment: a gradual ability to negotiate and
exploit Its lovely and complex spaces, But acquiring
amental map of o's huge, multilevel moms Is more
problematic than it should be. Sure, the right stick
moves the camera, but it moves it from a strange,
disorientating oblique position, and your field of view

game, but it's an evanescent consolation, On the
other hand, if videogarnes ever develop the ability
to simulate this kind of personal and poltical
interaction, might we hope that one day the power-
hungry will be sated by the vareties of virual
machiavelianism on offer, and that we could even
be ruied by peaple who actually want to make the
world a bstter place, rather than simply wanting to
spray their egos over as many unwiling citizens as
passible? Nice dream. For the moment, I'll take the
comiorting certainties of the shotgun.

Steven Poole is the author of ‘Trigger Happy:
The Inner Life Of Videogames' (Fourth Estats).
Email: trighap@hotmail.com
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esterday, | was watching TV and | found this

very Interasting interview of Mr Sugivama

Koichl, He is very well known as the Dragon
Cuest theme composer. He has also besn the
director of numerous popular TV programs. Well, as |
said he is a very famous man in Japan. | chose his
inteniew for my column this month as he said some
very interesting points.

He spoke about “ability” and “effort”. He
explained that ability (or skill in a sense) and effort
{the power which drives you) do not come together
as an addition but through synergy (multiplication).
That means that if you have great abilities but don't
want to spend much effor, the result is zero: 100x 0
=0. In the opposite way, even if you deploy a lot of
effort but have no particular abilities, the result would
be the same: 0x 100 =0.

This remark has remained deeply Inside me
since then. | mean these are very harsh words. They

have such an impact, very different from the
common thinking you hear like, "Anybody can
succeed if he keeps going. Yes, keep trying!”™ Well it
is Up to evervbody to prefer one or the other way of
thinking but, | have to admit, Mr Sugiyama may be
right after all.

This is the first time | have heard of such a simple
way to describe these two words, ability and effort.
In more than 12 years in this industry, on many
occasions — the bad ones — | have thought, “Do |
really have the right abilities?” That's why his words
had such an impact on me. | remember | had a
similar approach years ago. In my case | was
thinking about ‘Experience”, “Materal” (let's say
knowledge) and “Technology”. For me, “effort” is
obvious so | do not take it into account. | mean,
when you work in the games industry, if you do not
spend effort on your work, as a pro, you are out the
story. So let me explain my point of view here.

As Mr Sugiyama said, it is about synergy and
not addition. When | joined the industry, | was tald
that simulation games (in this case something which
recreates reality) should be done with people who
have experience in the field of the thing you want to
simulate. This thinking is still valid. Pecple who have
witnessed something, who saw it, tried it or heard it

have this vital experience, which makes all the
difference with people who didn't. Even if you
consider unreal fiekds like fantasy, science fiction or
war (obviously you don't go to a real battiefisld in
order to make a videogame), you can develop a
form of experience through books, movies or
comics. Yes, you can get a valuable knowledge, very
useful. So here is my thinking: The best condition to
make a game Is when you gather the following
conditions: you have a solid experence, you ke the
theme you are working on and you have a good
level of technology.

When you have such people in your team,
this has to dediver a great result. Our Virfua Striker
teamn is one good illustration. Some played (or are
still playing) soccer and know everything abolt the
sport. Plus maost of the team has more than 15
years of experience in game development. That
helps us very much!

AV OUT

However this is not always the case. You look at
everybody's expenence, technology and knowledge,
then you assign some to a project accordingly in
order to get the best team for the job, But as you
would understand, making the perfect team is not
atways possible.

make itl” When | hear such things I'm always very
surpnsed and | con't know what to say, | mean tHere
Is 30 much to do in many genres! It may bea
problem of personality?

Anyway, let's get back to our problem. So
rather than talking about "avoiding zera”, let’s say
“level up” the weakest category, For example,

If you have the knowledge and the technology but
no experience, it would be great to allow the
pecple in the team to gain this expenence.

In that way, their interest will develop as well

as their experence.

Anocther example, if you have the knowledge
and the expenence but no technology, well you
shoulid train them. The last exampie, if you have the
experience and the technology but no knowledge,
you should arrange for them to be provided with it
However, if two categories are near zero, it would
take too much time so this would be very difficutt.

Toshihiro Nagoshi, president, Amusement Vision

Well, in that case you should put these kinds of
pecple in projects they are interested in,

But before all, | think the most important thing is
the value of person who will assign the staff to one
project or another. His or her sense is crucial. If he
has none, he would not be able to decide comectly.

When you work in the games industry, if you do not spend effort
on your work, as a pro, you are out of the story

Why s07? Let’s think a little while. In order to
make a good team, you should base it on the thres
aspects | described before: knowledge, experiance
and technaology. MNow, you should start by putting a
grade for each staff, one for each of the three
aspects. Since we are speaking about synergy and
not addition, first, you have to be sure thers is no
2ero in your team so you get a result at the end of
the process: This is important. But in reality, there
should be no zero. | mean | don't know one single
person who has no interest in something.

People who work in this industry are naturally
curious about many things. Well they should be
according to me. However, sometimes there are
people who say things like, *| don't want to work on
this kind of game. | would rather rather die than

Of caurse, he wouldn't be able to fix each
weakness. He would even be unable to detect any
"zern”, That would affect dirsctly the staff's
motivation and, consequently, the development.
Well if | had to put these grades on me |
wollld say I'm in the 50 x 50 x 50 situation, taking
100 as the maximum. Now, I'm sure if | had ta
grade my "effort” as well, | wolid reach 10000
paints! Yes, I'm a man with honest abilities and 2
strong effort capacity. When | work, | always put a lot
of attention on the three aspects | spoke about,
These are essential when making a big hit tite
See you again.

Toshihiro Nagoshi is president of Amusement
Vision, formenly Sega subsidiary Soft R&D #4




ecruiting staff in the games industry is a dirty

and imprecise science. Ghen that a

development team's vaiue is nothing more
than the sum of its indivdual talents, the stakes are
high. There are several well-wom methods, each
of which offers difierent benafits 10 employer and
potential employee alike. With over 60 empioyees,
we've had chance to look at each of these i dapth.
Here's what we've discovered. ..

Recruitment consultants

Recrultment consuitants are the most common
source of new recruits. The back pages of Edge
are full of adverts for the larger agencies, and most
pecpis In the industry use them at some stage or
other. However, there are drawbacks to using them
They're expensive, typically charging 10-25% of the
reciuit’s annual salary by way of a finder's fee. They
also offer a mixed level of senvice. The excellsnce of

some is mone than matched by the mediocrity of
others. Several act as nothing more than clearnng
housas for candidates, campet-bombing
development houses with mass mail-outs of bargain
basament CVs, This helps no-one and calls for
extansive use of the round metal file.

The work of recruitment consultants also
extands to the murky world of poaching, a dirty
business that causes a great deal of resentment
among targeted companies. Important and senior
positions are hard to fill, and occasionally head-
hunters are calied in to do the dirty work. Once
again, this offiers mbed results. The cost is
astronomical (somstimes as much as 40% of the
starting salary) and the results vary, We very rarely
use head-hunters.

University graduates

One of our major sources of new recruits Is university
graduates. The increasing complexity of games,
particularty with the achvent of 3D, has created a
need for programmers with high-powered academic
training In science and maths. We take a ot of
people from Cambridge every year, because we
have excellent contacts there. Thera are also lots of
excalient graduates from other universities and we

take as many of them as we can, given the time 1o
find them. Reaching therm before the Gty doesis a
challenge, however, Persuading them to forego cash
and spreadsheets for games, pizza and late nights
Is't always as siraightforward as you might think.

Everyone we've had has been axcellent, and
their enthusiasm often contrasts with the weary
cynicism which often characlenses thoss who
have been In the industry for a long period of time,
[Fany of you mading this are In your final year, please
drop us & line.

That's not to say academic qualifications are
enough in themselves. University can breed
complacency and give pecple an unrealistic
appraisal of their own self worth. Equally, a bad
degree can be worse than not having a dagree at
all. I'm always underwhaimed by appiicants who've
got 2:2s - it you're going to arse around at university,
at lzast do it propery and get a third. Or do it with

Joe McDonagh, C igner, Elixir

style and flunk out completely. One of the
programmens did just that, exchanging the thrills of
an Economics Degree at LSE for caresrs as a boat-
bullder and session musician (compiete with soft
rock bubble perm). He's also an autodidact who

P e

Word of mouth

Many peopie join us through personal
recommendations from people who aisady work
here. If a member of the team is prepared to go out
on a imb for someone and vouch for him or her it
usually meaans they're ali ight. Usually they've
worked together before. | used to work with my
current Producer in my first job at U Soft, whera he
worked in the tech support departmant.

Finding prospective recrults is only half the battie,
the other half being the Inteniew process. | dislike
Intenviews intensely, not least because I'm cyrical
about their eficacy as a means of ascertaining
someone’s qualities. |'ve done over 200 interviews
since the start of Elixir and with all but the minority,
you know within the first two minutes whether you
like them or not. The sense of power over
somabody’s career is unpleasant, as is the very
nature of the event, which Is nothing more than

VIDEOGAME DIARY

an interrogation lurkang beneath the veneer of a
friendly chat. Having been on the receving end of it
myseff when | was looking for a job, | try to paliate
the experience by being blunt and up front, My
apologies to those who have sufferad from this

A bad degree can be worse than not having a degree at all.
I'm always underwhelmed by applicants who've got 2:2s

made a iving writing and sefing his cwn games for
five years. Qualfications can be as misleading as
they can be helpful.

Advertising

Advertising Is an established, if expensive method of
finding new staff, Tum to the back of Edge and you'll
finc pages of adverts, A full page ad will cost you
around £2K, which is a lot of money, although still
cheaper than using agencies. What it offers over the
other methods is a means of getting pecpie from
outside the industry, Tuomas, one of our Lead
Designers, previously worked as Head of Games
Development at Games Workshop, It's unilely that
we would've been able to recruit him had we not
advertised in Edge.

approach. Nothing ilustrates the inaccuracy of
intenviews more than the fact that one of our best
programmers gave the worst intervew I've ever
seen. We took a chance on him and he's since
repaid our faith oo many times 1o count.

To finish off, here a selection of my favourite
recruitment moments:
M The candidate that turned up 1o an interview
In & skirt {we liked him).
W The artist whose portfolio included work by
our Art Manager.
Il The person who was approached by
head-hunters to see if he was inerested in
dong his own iob.

Joe McDonagh is a designer at Elixir Studios
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Metal Gear Solid 2

A chanocs o fun though the game's firét saction
poper revaals an unexpated twisl, No spollers hatm
though You desarve to find this ono aut for yourset,

GunValkyrie
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Maric Sunshine

What's that stranga davic:
Jetpack? Hame-throwar? Vacuum cleaner? Knowing
Nirrtenda, [t might take bl 2008 {0
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Guilty Gear X

strapead 1o Mario’s baok?

hacover the tnth

Link’s growing pains

ré you drunk?" asks one concerned Zeida fan of Shigeru

Miyamoto on the Mature Zelda Petition Web page at
www.onlingpetitions.com. It's not an Isolated comment, sitting
as It does beside some 9,000 others raging about the new
cel-shaded Link, It's somewhat iranic that the individuals
passionate enough to complain about the character's
'child-like' appearance can only use Invective usually
reserved for the school playground,

But why has there been such an outcry? The answer's
simple! a certain section of the gaming community will always
feel embarrassed playing a game which looks ke a stylised
Disney cartoon. no matter how impressive the gameplay.
Youngsters and mature gamers will take Miyamoto-san’s
next Hyrule adventure on its own merits, but the flabby
demographic at the centre will probably miss out on a treat.
While it's unhealthy to judge a game before playable code Is
avallable, it would be a major surprise f the next Zelda title
ended up as a limited platformer aimed at pre-teens.

But Miyamoto-san's decision to deliver a stylised Link has
already established the character in the minds of gamers the
world over. More so than previous iterations on NES, SNES
and NB4. If anything, it's a superb exampla of how to make a
memorable character from a few simple curves and lines,
Other developers going dawn the photorealism route have
failed miserably to establish their characters in such an instant
way. Who will rernember Max Payne in a few years' time, even
though the game has been a huge success?

Fact Is, the most recognisable characters In videogame
history are from the Bbit era when the technology couldn’t
handle beauty spots and wrinkles. Mario, Sonic, Yoshl, Monty
Mole, Dizzy, Pac-Man, Horace... They all became iconic
because of the limitations of technology. Game characters
which have become poputar recently have all focused on
hyper-stylisation, rather than going for maximum detall. Core
has noticeably kept Lara Croft's features exaggerated even
though she's moved over to the PS2.

Psychologists have found strong eviclenice to suggest that
neonates have an innate ability to recognise faces - big eyes,
large smile, small nosa - it's not that difficult. The new Link
appeals to our primal instincts and 'cute’ doesn't really do
him justice. With tha character now stamped In cur
consciousness, we can only hope that the game

becomes as memorable. pE==




 Samurai

Acquire, the developer of Tenchu, has returned to feudal Japan for a story based
on pride and passion. This time, however, there promises to be more action

The player will be expected to liberate the
samurai hero from perilous situations. Perhaps
the developers have been as much influenced by
Buster Keaton films as those of Akira Kurosawa

The samurai theme will be conveyed through the use of cut-scenes using the game engine, Characters
met during one game may behave differently in another depending on the route taken by the player

In Metal Gear Saolid

Graater freedom in the environments anc

The delightful stealth elements
of the Tenchu series... will be

replaced with elegant sword play

and intense bouts of action
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In terms ucture the team have

ring a short but captivating
1, the game can be

ted in a couple of hours shouid the
player rush through all the encounters. But for
those who

vour the expernence,

locat
smo 3 a percentage meter ind
how much of the game is leftto d :
Also, katanas can be accessed, each
giving the main character (who can be edited
to suit the player's preferances) a new list o

Gran

iscover.

fighting moves
As Is always the
qualities still remain clo srecy until
playable code becomes available. But
Acquire’s insistence on elegan
should give their fi

Ce over brawn

y N2 title a
unigue quality to separate it from other
peasant slash 'em ups.

Though the game can be completed in two hours,
the developer is building in many routes to ensure
that players will come back for more. A percentage
meter indicates how much is left to unfock

Spike Interactive
er; Acquire

{ b IS0 v 35 )

It's hoped that the combat will mimic the choreographed elegance of the best martial arts movies.
The story takes place towards the end of the samurai's reign and conveys with pathos their final days
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Defencr

In the original you could face up to 25 simultaneous threats and kill three to
four enemies per second. Can this 3D update present a similar challenge?

Although not part of the project. original Defender
creator Eugene Jarvis stresses the importance of
keeping the original's threat management and pace

reade classics are usually better left

| untouched. The games that
appearad as beauty quesns 20

ars ago typically come back today looking
he bride of Frankenstain, But after
y's likeable Spy Hunter modermnisation
't help being intrigued by the
pany’s next project: a reworking of
Eugene Janvie’ finger-blisteringly intense
space shooter, Defender.

“It's simply all-out action, with some
small elements of stratelg_;ty involved.

You [[ust jump in and stai

fighting,

just like the original Defender”

“It's smply all-out action, with some smai

slements of strateqy involved. You just jump in

and start fighting, just ke the original
Defender,” promises product manager
Patrick Dillon. And in fact, the basic theme
of gameplay — blasting zilions of human
abducting, visually abstract, techno-organic

The clever ground units continue to fire on enemies as you carry them from one place to anather,
effectively granting you a tailgunner. On occasions, you get to fly with wingmen to help your progress

thingies from outer space into Iittle, tiny pleces
- remains refreshingly simple and elegant.
However, aimost sverything has increased
in scale. For instance, the action will now
range across seven different celestial bodies,
from Satumn’s moon, Titan, to the big, blue

home. Actually, "bDig biue

arble” may not be accurate: “It's no longer a
biue pianet,” intimates producer Dave
Brooks. “it's more of a red. It's not the
peaceful Earth you knew.”

The ships, too, have evolved. There are
eventually six to choose from, sach with
different firepower, speed, armour, and cargo
capacity. Ships will also boast new abilities
necessitated by the move to a 3D
environment. Pre-programmed eve

%

manoeuvres such as a bamel roll, a ¢

d, and evena 3 D can
all be executad with a simple twist of the
joystick. Then there'
rocket boost that
out of danger, repiacing the onginal game's
Hyperspace feature. The Smart Bomb, too, is
likely to be replaced by a variety of special

umarou egree

the Super Thrust, a
rry the player swiftly

weapaons — each specific to a certain ship —
ranging from a high-powered shot with a
shotgun-like blast pattern to a small-scale
nuclear detonation. Every ship will also wield
some sort of basic guided-missiie attack —a
critical addition if the game is to preserve the
frantic action of the original. "In Star Wars
Starfighter, you're always lining your enemies
up exactly in front of you in order to hit them,”
Brooks explains. “We didn't want that. We
have so many enemies; If you shoot at
something, you need to hit it."

The ships’ specifications can also be
upgraded over time, thanks to the humanoids
you protect. There are three types of
colonists, who must typically be airlifted safely
back to the base. Which ship upgrades you
eam depend on which kind of colonists are
rescued. Save military men and they'll beef ug
the weaponry. Scientists, in turn, will enhance
the armour, and possibly even develop a
cloaking device. Finally, engineers will design
faster engines or increase each ship's ability
to carry things.

This cargo capacity becomes more



There are 32 levels in all, spread across seven different planets and moons (the shots here are taken on
Mars) which should at least ensure that things will look a little less brown by the time release day comes

Enemies continue to mutate throughout the game, just like uncovering new units in an RTS - there are
five types of Landers alone. Any rescued humans have to be transported back to your base (main)




Virtua Hghter 4

For the first time, Sega’s premier brawler arrives for the home on a console
manufactured by another company. Will it convert those brought up on a Tekken diet?

Although no release date has officially been set, the team is nearing the end of the conversion process.
In keeping with the technical nature of the VF series, nearly 3,000 moves are said to be at your disposal

Polygonal vanity

As with the arcade version, PS2 VF4
holds some 400 hid it within its
co

whoever happe

character. T

| | can tell you is that this is
one of the best and one of the
most complete games that I've
ever made.”

A bold staterment, certainty, but sitting in
AM2's demo room with an assorted selection
of the European press listening to executive
director Yu Suzuki it's difficult not to get
caught up in his enthusiasm. In front of us,
=-metre high V-4 characters are being
projected anto a screen as Suzuki-san talks
through the various PS2 modes. At cne peint,
unhappy with the convincing job the projector
is doing of washing out colour tones and
enhancing the polygonal edges of his latest
craation, he grabs the 21-inch monitor and
turns it to face the crowd as a true
representation of how visually close Se
AM2Z has already got to the Naomi2-pc
coin-op. Things are far from finished, we're

bwo

verad

A Virtua Stick similar to the arcade setup will be
available, and the PAL code has 50/60Hz modes

In addition to the various extra modes, the PS2
version also includes a bonus stage (not shown)

told, and none of the peripheral graphical

elements (seagulls fiying around, for instance)
are yat in, but *in the end, | can assure you it's
going to be a perfect conversion of the arcade
game,” Suzuki

But it's not just the graphical quality that
has kept the team busy. The Arcade mode is
being supported by the usual Versus and
Survival play options but, aware that many
PS2 owners may not have grown up playing
Sega consoles and so missed the previous
Virtua Fighter instalments, Sega-AM2 has
included an ingenious Training mode.

Novice players are given [itte excuse not
to unravel the series' highly technical nature.
In addition to tracditic armmand training
{commands displayed on screen must be
copied) and free sparring, there's a Trial mode
which improves your fighting skills by
presenting you with a variety of fight-related
tasks to be completed. Crucially, though, the
speed of the command training option can be
gltered so that the timing of the different
moves can be mastered

Per fie most intriguing of the new
options is the Al System. This allows you to

N promises.

play sensei to a CPU character and the aim is
to turn the latter into a proficient fighter. You
achieve this through direct training — taking
control of one of two identical characters
while the CPU learns from your moves - o,
perhaps more interesting, remote training
Herg, your Al contender faces up to a
CPU-controlled brawler and the action s
manitored by the game system. Occasionally,
the CPU pauses and asks you a quastion as
to how your protégé should proceed — your
answers enhance the overall ability of your Al
protagonist. You can then test the latter’s
competence by entering it in the Survival or
Versus modes or by taking your memory card
round to a fiend's house and let it face their
own creation, Which, frankly, could be
an entire game of its own.
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Though Jét'Set Radio Future won all the plaudits in Cannes,
Smilebit tévealed that it had another ace up its sleeve

ith the attention of the majority of X01-goers focused on the
cel-shaded olories of Jet Set Radio Future, it was easy to
overfook the fine progress that GunValkyrie continues to make.
Smillebit’s ShufT Aral was on hand in person to demonstrate the title
though, and Re gopsarad keen to highlight both the power of the Xbox
and also the \-\:.ray in which it was being used to imbue the title with
superlative graphics
nly the game takes full advantage of the n\idia chipset to
deliver highly detailed, sizeable environments, and a fluidity of control
that maximises the impact of hordes of fast moving, insect-like
opponents. The action fits a2 more conventional mould than Jet Set
Radio Fufure, consisting of an arcade-styled
shoot 'em up, given added depth by the
inclusion of DNA collection puzzles. However,
it's an equally convincing prospect, and
anather title that demonstrates the range of
which Xbox is capable.

The developer is still putting the finishing
touches in place, developing a stronger
n for the game's female protagonist to
join the roughly finalised male character, as
well as polishing the in-game, aftemate
history, narrative, but the signs are

Certa

Smilebit's Shun Arai admitted at X01 that the Starship
Troopers movie was one of the inspirations far
GunValkyrie's sci-fi aesthetic. Certainly there's no
shortage of insect-like enemies onscreen at any one
time = moving in a convincingly arthropodal fashion
and providing a frantic sense of pace. Microsoft has
no need to be embarrassed with titles of this calibre

o

promising for the completed package.

Ralease: 2002

THQ's interpretation of the motorcycle Grand Prix licence takes advantage of the power
of Xbox to deliver multiplayer authenticity. And it's nothing to do with Namco

onfusingly for those who attended Microsoft’s X01 event in
Cannes recently, THQ's MotoGP has littie in common with
| Namco's PlayStation?2 title of the same name, apart from being

based on the same licence and therefore featuring similar tracks and
vehicles. While Namco holds the rights to the coin-op franchise and its
PlayStation2 conversion, THQ's Xbox licence has been tumed towards
a game which boasts a much greater focus on simulating the finer
details of motorcycle racing, thanks to a game engine developed by
Climax’s speciglist motorsports team.

Having first seen this engine nearly a year ago (in ES4), Edge is
confident that THQ's MotoGP will offer a handiing model of greater
sophistication than its PlayStation2 competitor,
and thanks to the per-pixel capabilities of
Microsolt's hardware, a greater level of visual
detall. Particularly impressive is a surprisingly
effective motion blur effect at top speads, and
an intuitive control scheme that mimics the
effect of shifting the rider's weight — reminiscent
of the sublime handling in Excitebike 64

The game also boasts six different modes
of play, including a fourplayer splitscreen option,
an arcade mode, and a career mode to gently
introduce the gamer to the nuances of
the handling schems.

Originally seen running on PlayStation2, the
power of Xbox has added an attractive layer of
visual detail to the sophisticated and intuitive
handling of Climax's motorcycle engine, which
seems to have been put to good use by THQ's
acquisition of the MotoGF licence. It's not strictly
comparable with Namco's franchise of the same
name, though, given its emphasis on simulation
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- Gun Survvor 3: Dino Crisis

Switching drastically from survival horror to survival action,
Capcom's third Gun Survivor title swaps zombies for dinosaurs

| 1 aving presumably exhausted the possibiiities of the Biohazard-
| = | themed lightgun game. the Osaka-based publisher has

L | focused its attention on another of its franchises in an sffort to
shoot some innovation into an increasingly competitive genre.

The game utiises the same engine used to power Gun Survivar 2
and, as such, graphical discrepancy (other than thematic) between
these two is modest. Play mechanics are similar, too, and players of
G52 - used to dictating their progress by pushing the arcade cabinet-
mounted Uzl in the required direction - should find the same freedom of
movement here. The G-con2 is used to negotiate levels and dispose of
the prahistoric opposition, which include all the species found in the
Dino Crisis games with some new additions,

The dincsaurs’ whereabouts are indicated
on screen via an Aliens-style pulse-based
movement detector. Given thair size and
agility, the idea is to keep your distance in
order to spot them without attracting their
attention, before unloading your ammunition
into their tough-skinned hide in the desperale
hope that this will stop the resulting (highty
determined) charge. A daunting challenge
given that you don’t have the luxury of

FLiL RN
i
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covering fire - Gun Survivor 3 is,
regrettably, oneplayer only

LAAAL LS

Anyone acquainted with Sega’s The Lost World coin-
op will find this all rather familiar - aithough Capcom
does promise to inciude gameplay-related features
that should maks direct comparisons Inappropriate

ST ).

Space Channel 5 Part 2

M wFellowing the fabulous Rez was never going to be easy, but UGA's
Tetsuya Mizuguchi is confident Ulala can take care of herself

ne assumes those who fantasise over Lara Croft have
never laid puplis on the delicious Ulala. Aside from being
far mare realistically proportioned, Space Channel 5's
TV-reporter-come-heroine possesses considerably more character,
J Despitgthe occasionally gratuitous gusset shat, there's nothing
il reprehengible about UGAs creation, either - it's incredibly stylish
and strikingly desirable. Sexy, not seady

The sequel naturally continues the rhythm action elements of its
predecessor, but varies the game dynamics slightly. No longer content
with just dancing and shooting, Ulala now indulges in, among other
pursuits, impressive drums-playing and a spot of karaoke (both
seguences were demonstrated during a
recent press visit to Sega)

And before you ask, yes, Michael Jackson
also makes a retum. Known as Space
Michael in the game, he plays the director of
the TV station employing Ulala, and has a
more significant role this time around.

The subtieties of the improvements
should only properly reveal themseives
through extended play. Until then, you'll just
have to take Mizuguchi-san's promise that
SC5 Part 2 Is "more crazy, more happy,
more musical” at face value,

Ulala can now play Instruments and happily breaks
into song as SC5 incorporates a more Broadway
musical atmosphere Into its funky MTV video-style
dance routines. Throughout the game you also get to
collect items which you can then use to change the
character's appearance. The developer says this time
around you can expect things to be "more dramatic"
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_ Publisher: SCEE
Ueveloper Square/Disney

Orige: Japan

== Winter (Japan), Q1 2002 (UK)

Disney and Square create an RPG with cuteness and menace in equal measure
- but the lack of innovation may dissatisfy all but the younger gamer

at

arts follows the

he result of the Square/Disney &
fast year's PlayStation Festival, Kingdo
L | ambitious
Goofy. They team up to rid the world of the evil Heartiess, morphing

e first announce

s quest of Sora, Court Wiz

d Donaild and Captain

willains out to usurp the Disney Kingdom and steal the hearts and souls
of its inhabitants. In addition, both parties are looking lor lost pals: Riku
and Kairi, who disappeared when a storm levelled Sora's home village,
and King Mickey, who has been similarly spirited away. Time is running
out, though. .. The enemy Is recrulting classic Disney villains to its

cause, and there's nothing its new allies would like mere than the

mminent destruction of Disney’s courageous do-gooders.

Character modelling and animatic
superb throughout, of course, but Edge
Still feels the camera is a [ittle too close to

118

the protagonists for comfort, with the namow

viewing angle annoyingly restrictive. The

somewhat angular gaming environments

lack detail, too. More worryingly, during the
presentation w /
free piay time

It's not just the aesthetic difference betwaen the two
companies’ characters that ensures these clash when
appearing on the screen together - mixing the
individual styfing of the various Disney representatives
also looks odd. More importantly, however, is the
raalisation that the game seems intent on following a
di g i laic action advent pl

ed), Edge couldn’t

ongnal idea in tems of

Wi

Formal: Game Boy Advance
R
~ Developer: Bits Studios

- r:l'lqlri UK

Fclsase: Q2 2002

Bits Studios' magical realtime strategy game demonstrates the flexibility of the GBA
and provides an early challenger to Advance Wars in the handheld stakes

urther testarment to the flexibility of the GBA hardware, and
thus the diversity of its portfolio, appears in the shape of
Wizards — an update of Bits Studios' GBC title, Warlocked,
i, This colourful real-time strategy game combines Gauntlet graphics with
L Cannon Fodder combat sensibilities and Pikmin-style puzzle elements
The player has to build and control an army of magical warriors with
which to wage war across Tallsmania and rid it of an evil sorceress. In
singleplayer story mode, opposing armies are artificially intelligent
attacking and defending with due cunning, while four multiplayer
Flag, Gladiators, Dominion and Wizzball) cater for
up to four human cppanents, and can be played with a single cartridge

Thirty levels, sub-quests, plus multiple
routes and endings provide plenty of replay
value, and expenence gained in the story mode
can be used in the multiplayer games. Despite
the apparent complexity, Bits Studios maintains
that the control system offers easy management
of the on-screen hordes, while a training mode
introduces players to the game mechanics.

If Wizards does manage 1o squeeze all of
the above into a GBA cartridge, then Nintendo's
superb Advance Wars (9 out of 10, E104) might
500N have some serous competition in
the handheld strategy department

HHHEHEHFHEES

options {Captur

HH ]

i
-re
ais
Ea ]
@
-
e
i
=
2
=
]
ar

Wizards borrows elements from a range of
games, but melds them into an intriguing
whole. The game can be played at macro- or
micro-levels, from managing from armies of
hundreds, to controlling a single character
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Inside...

Sony Computer Entertainment
Inc

Forget joypads. The future of videogamingis
microphones, DV cameras and obedient alsatians.
Edge ventures into SCEI

B
gamer dossn ilike Sony Computer
Entertainment. A real videogame player doesn't
own a living room with a PlayStation in it. A
genuine electronic entertainment connoisseur
would rather step away from the comforting
security of virtual worlds altogether than face the
thought of having to play the tidal wave of
shallow, massmariet PS-branded software
enaulfing the world's populace.

A True Gamer needs to grow up.

SCEl is a business. So are Sega, Microsoft
and Nintendo (the latter, in particular, frequently
reminds journalists of this very fact). Sony didn't
enter the industry because of some
uncontrollable philanthropic urge to spread the
potential splendour of interactive digital pursuits
to the masses. It did it to make money.

Mo surprises there, then. The strategy
included the targeting of a demographic group
that until then had been quite content with just
music and films, and in the process making a
maockery of the niche market Sega and
Nintendo had previously concentrated on. Of
course, popularity has a price and the possibility
of beautifully crafted software being ignored in
favour of craftily marketed hideousness preying
on the uninformed becomes increasingly real —
the past two Christmas best sellers (Tormorrow
Never Dies and Who Warnts To Be A
Milionaire?) painfully ilustrate this.

What is remarkable, however, is the
continued opposition the company faces from
within devoted gaming circles. Irrational
accusations regularly fly, leading a casual
observer to conclude SCEI must be responsible
for bringing some terrible plague into the
videogaming community.

It's one — admittedly skewed - view. True,
too many PS fitles consist of shockingly
underdeveloped code clinging desperately toa
licence. Too many are depressingly exploitative
sequels. Too many are poor imitations of
depressingly exploitative sequels. But amidst
this sea of greed oysters can be found and
experienced gamers shouldn't have too much

Photography: SCEI
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SCEA stafl demo some of the latest ideas for
exploiting the PS2's connectivity. Add a digital
camera and the console can 'see’ moving objects
such as a red ball (top) and can then get the
onscreen character to track it accordingly. Or you
can ‘catch’ a ball and throw it around the screen
with the flick of a wrist (above)} while admiring ocne
of several impressive realtime visual effects

<€ 040

Yoakeno Mariko is remarkably silly and all the better
for it. The game includes a series of cliched movie
moments (western, '80s horror, kung-fu, samurai,
musical, sitcom) which you must sing along to as
instructed by using the microphone sat-up (left).
Then just sit back and anjoy the show via the replay

for help should anything unex
iorally
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your way through themed filmic

rainly entertaining , the
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¥ shing a
repiay of the various scenes spliced together to
form a coherent storyline
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1up by
your dulcet tones (or not be)
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hardwan

on tming, volume and tona

icg mput nas to ma
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/. you're not required to
exact words — useful for anyone wishing to
import the perfect Chnstrnas family title after its

Both of the above games are the ob

result of SCHI's continuing R&D programme

the amrival of Play. 12 has seen

some Interestr

ming possibilit
lar interest 1o the
has recently been focusing its talent on

Broadband Human Interface, thus conveniently

apartment. The latter

fgion of the

King up Ken Kutaragl's
machir

p42-43), The notion is

reaso

same up with a
ict with the action

pods with a variety of

s (mostly Web cam and DV

te through the
r offer

(see captions) but

st intriguing was being able to

o' a ball and bounce it around the screen.
tern still has trouble coping with
anything other than calm and considered

rtainly an area that
The moment the system

Although Deka-Voice is
played mostly in
thirdperson perspective,
you can switch over to
firstperson at any time
should you need to geta
better view of your
surroundings. The system
is a little slow at present,
but remains promising

A distinct visual style for a distinct game. Other
stages in Deka-Voice include a car chase where
you must communicate the appropriate directional
changes to your partner and an escape from a
building with the help of a helicopter. The release
date is currently expected to be set for the summer
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PlayStation
As you know, when Sony Compute

Entertainment started the PlayStation busine

s not part of the game industry. The
market leader then was by far Nintendo with
the SNES, Since the Super Nintendo
represented the standard from the us

understanding of videogaming hardware, Sony
had to break through w
this point m
ned their product targetting a younger

h a new image. Ug

W the |

radware providers had

age group — low leens, primarily - whereas our
concept was o appeal to a broad audiance
We dicin'l want adults to be tumed away

he hardware didn't ook

As | the original PlaySt:

: d Mes

have the look of a tymcal game cons

used fc

very simple yet cool design - you ge
but it does not grow old. When planning it, the

Teiyu Goto

. Now, one does

ay with it — children can

be rough with products — the hardware would

ary steady, the

f the disc

1 the shap

ns have been designed s0

lo press and use them.

The most important of the design concepts
Is actually the design of the controller pad. The
team spent more than a year just designing the

ontrolier. Up until the release ol the PlayStal

concentrated on the grip thal consumers

would get by holding the controller. Also,

PlayStation2
The onginal PlayStatio

s one of the people w

me to consider thal we were no longer looking




at just game consoles. As you can see from the
PS2 we have today, it has a DVD playback
function and it will, in the near future, have

vork connectivity. So Ken Kutaragi wanted

atform to show our wish (o expand.

and my solution 10 ths s

g that we are part of thi

colours blue and black. B
Earth, meaning water or life, and the black

segment represents the rest of the universe.

The PS2 hardware clearly evolved quile
significantly from the onginal PlayStation
2l —
e're expanding in terms of
8 do

wanted to make the hardware huge. We

platform. The contents are very ct

simply becas

technological performar not mean we

warited to keep it compact o, at least, make it

look compact. That was one of the necessities

in my mind. You can see the P52 design

consists of two boxes, if you like: the larger
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simple one box design bul that would look
bullkey
the Impre

we made it a two box de

Jn 1o give

ion that it is amaller than it really is
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button layout, everything is very similar,
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tradition when | design products. However, |
am aware, possibly beca

ol my genes
[Goto-san’s father was a designer of kimonos)]
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Requiem for a dream:
The life and death of Dreamcast

It was the first 128bit console. It offered out-of-the-box Internet
access and boasted some of the most innovative games of the
last five years. But did Dreamcast ever really stand a chance?
Edge looks back at Sega’s heroic failure
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Decamber 1983, SCE bought early PS-X dev
kits to Londion and left the invited throng of
industry pundits breathless. When the tech
specs started circulating, Sega simply
panicked, realising its Satum project was
underpowered - particularly in the area of
3D visuals, which Sany had rightly identified
as a key maans to attract an attention-
deficient mass auchence

At the last minute, Sega President
Hayao Nakayama Instructed Sega R&D to
besf up Saturn, adding an extra SH-2 chip

i g fi _ id Sega scupper Dreamcast’s and graphics processor. It was too little, 100
"'h L ' chances years before it was even late, The PlayStation boasted user-friendly
i i i launchedt? Quite possibly. In the dev kits complete with axceflent graphics
v -u. ] ‘_ [ S T AL earty "00s, the company announced that it libraries and SDKs. Satum was a complex
i frbil ff]" i | _ would be delaying the Westem release of the beast sporting dual processors and reams of
g il N A Satum s0 it could launch a series of Mega documentation, inaccessible to many
Wm A » Drve add-ons. Although a falure in Japan, fledgiing coders. Even Yu Suzuki admitted
i .‘ . the 16bit console had been a huge success that only a handful of Sega programmers
i T f " in the US and Europe, and Sega wanted to had the hardware hacking abity 1o get
_ 1 ' : i 7 extend that market for as long as possible. the best out of the machine. Most publishers
’ ol ! Y The plan was not a success. The Mega CD just didn't have the patience and quickly
” {(fi e . (1993) coupled a CD-ROM unit to the basic
1N ..'r.rl i ) Mega Drive sat-up, but all this led to was a E
S "-'.‘ o il e Most publishers
o— Jf interactive movies, Later carne the 82x, . .
fl-" J My H ks this time intended to provide Western MD jUSt dldn’t have the
] ownars with & stepping stone into the 32bit ] ’
age. But at £170 |t was & step few were patlence and QUICKIY
willing to take.
Not only did this add-on policy promt deserted the machine...
) cansumer confusion, it also alienated
W " /| II I Western developers who didn’t relish the Sonw.lﬂceEA,ahugeallyof
" m ”‘lomu' Uil R [ prospect of drawing out a dying maching’s
Wil market share, At the same time, Somy was . .
i actively courting the global development Sega during the 16bit era,
community with its exciting new console. In

deserted. Some, like EA, a huge ally of Sega
during the 16bit era, never came back.

Yet, despite the sstbacks, Sega's
armogance and complacency continued -
even in its retall operations. “Sony's sales
support is second-to-none,” states ex-
'DC-UK' writer and retaler Neil Randall. "It
treats the Indies and Muitiples fairly and wil
offer the accolade of ‘Approved Sony Centre’
to any store that tums over a high enough
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a Europe committed every marketing folly
book to push Dreameast, including
aring a football team and projecting
 images onto the Houses of Parliament

.;Th. early Jag ads for D t made
a star out of Sega manager Yukawa Hidekazu,
‘who later attended the launch of the console

volume of PlayStation units each year. This is
rewarded by discounts for bulk ordering, plus
an increased credit imit. Sega offers no such
incentive. It's slow to recredit for faulty items,
fails to provide price-protection when price
drops come and Is incredibly biased in favour
of the Multiples. Many retailers gave up on
Sega years ago.’

By the close of the "90s, Sega had a
measly 3% share of the console markel - its
brand image lsft in tatters by costly hardware
emors and poor relationships with putdishers
and retailers. Unsurprisingly, the Sega name
was conspicuous by its absenca when the
company revealed the Dreamcast design. It
wanted a clean break from the past, But
while consumers puzzied over a swir,
retallers and publishers didn't forget Sega's
past misdemeanours in a humy.

The two-headed monster
Dreamcast went though the mast complex
gestation in console devekopmant history,
Rumours of a 128bit machine began sesping
out of Japan in late 1996, and the first
dutwousily leaked technical specs followed
soon afterwards in early 1297, listing a
Microsoft OS5, modem, Hitachi SH-4
processor and a Videologic Power VR
graphics chipsat - all of which was denied by
Sega. In March, however, Edge received
word that the rmachine was now codenarmed
'Black Belt' and would actually be empioying
graphics technology designed by 3Dx.
Barely six months later, Bernie Stolar,
then CEO of Sega America, rang 3Dfx to tell

them the deal was off. Suddenly, Videologic
was back In the frama and Saturn 2 had a
new nickname: Dural. Then, all became
clear: Sega was actually developing fwo
versions of its 128bit Satum sequel: one
(‘Black Belt') based in the LIS with a 3Dfx
chipset, the other in Japan (Dural) with
Videologic graphics hardware. Dural proved
itself the mara worthy system.

To confuse people further, the project
name was later changed to 'Katana' (via
'Dragon’ and, Edge has it on good authority,
Guppy'), before branding cormpany
InterBrand was brought in to thinktank a
proper moniker that everyone could agree

ki AU TR il ¥

on. After going through 5,000 alternatives,
they came up with Dreamcast

Bad timing

Dreamcast premiered in Japan on November
27, 1988; PlayStation 2 followed on March 4,
2000. This gave Sega's machine just over a
year to stamp its authority on the videogame
industry, Which, with Sony making
exiravagan! claims for PS2 throughout the
period (its major press releases often
coincided with key Dreamcast events), just
wasn't enough. When Gary Penn, now of
Denki, said, "It's hard 1o see the Dreamcast
as anything other than a Milkky Way: a snack
to consume between PlayStations,” his
comments were 1o prove painfully prescient

Would an earlier launch have helped?
Probably not. Go back a year and PSone -
which continued to outsell DC throughout its
natural lifespan in Japan — was still In its
confident middle age, seling units for fun,
Alternatively, several insiders Edge spoke to
claimed the whole situation might have been
different It DC had gone head-to-head
against Sony's biack box.

“Until PS2 finally launched, we all
expected photo-realistic graphics,” said one
source who wishes to remain anonymous,
“When Sony finally shipped PS2 with Tekken
and Ridge Racer, pecple finally started to
realise just how good Dreamcast was. The
inferior Dead or Allve 2 conversion rammed
this message home. [t's easy to say this now,
but a head-to-head launch against PS2
might have been a lot different. Judged

against each other a year ago, it's amazing
how badly PS2 comes off on price, quantity
and quality of software, Perhaps Dreamcast
just couldn't compete against the ‘imagined’
power of PlayStation 2.7

Marketing madness

The Dreamecast publicity machine started
well. Before the Japanese launch, a series

of brilliant teaser ads were aired which
featured company manager Yukawa
Hidekazu being mocked by kids for the
faiiure of Satum. It was rare piece of seff-
effacing wit from Sega, but also an important
strategic move, enabling the company to

important than actually showing what it was
capabie of, both Sega Amenica and Sega
Europe commessioned cool adverising
agencies 1o create offbeat concept
campaigns for the pre-launch marketing
onslaught. In the US, ad firm Foote, Cone
and Belding (who counted MTV and Levis
among its previous clients) devised the ‘It's
thinking’ TV ads, in which disembodied
voices whispered aboul 50me unseen
technology as jump-cut footage of eyes and
mouths strobed on screen. At the same time,
magazine ads showed a bald male figure, his
face contorted in pain, with 9.9.98 (the US
launch date) tattooed on his forehead.
Admittedly, the ads provoked discussion,
ut there was a problem —as Simon Cox,
Launch Editor of Amenca's official Dreemcast
magazine was later told. “A high-leve! exec
confessed to me that the '9.9.99" and ‘It's

thinking' campalgns did produce amazing
awaraness from the public in their New York
test-market. As many as 45% of the people
they spoke 1o in the demographic they aimed
at had seen the '9,8,99" ad and knew that
‘Dreamcast’ was coming. But guess what?
Hardly any of them knew what the fuck
Dreamcast actually was!"

This was by no means Sega of America's
only marketing faux pas. Later, some bright
spark working on & new print campaign,
decided to represent the launch ol
Dreamcast as a storm approaching America,
by PhotoShopping the cursive DC logo onto
a standard weather map. Again, Cox points



out a fatal flaw: “Most storm fronts aireal
look like — yep — DC swirls, 50 Sega basi
spent a couple of hundred thousand ;
10 place a satelite picture of 'some cloudSSin
print mags across the country,” T‘j

Meanwhile in Europe, the Initial UK -

campaign proved to be not only obscure
(barbers racing to shave heads, kds k.
throwing stones at buoys) but also legally
contantious. The ASA ruled that Sega's

“up to six billions players” catchphrase had
1o be removed as the console did not yel

support onfine gaming. As with America,
there were also no In-game Images — in fact,
thase didn't appear in TV advertising until
Sega’s onginal agency was abandoned and &
new outfit came up with the ads for Sega
Hass fishing - several months after the
machines launch

There were plenty of other promotional
follies. Sega Europe famously sponsored
Arsenal for many milions of pounds. The
intention was to show European publishers
that the company had money 1o spend and
was serious about ts latest videogaming
venture. Unfortunately, no-one noticed:
Arsene Wenger's side went on to havea
thoroughly mediocre domestic and European

Sl \iild

season. (Two other Sega-sponsored
European teams, Sampdoria and St Etienne,
gave similarly poor performances).

“It was a strange move for a hardware
marnufacturer to be associatad with one
particutar club,” commented a source at a
major European publisher. “Sega's aim
should have been to appeal to the general
public as opposed to siding with one
particular football club. The one thing | found
especially confusing was the fact that they
had Dreamcast on ane shirt and Sega on the
other, This sent out a confused message and
certainly diluted the impact. With hindsight
I'm sure the large amount of money that was

The first European ads for Dreamcast attempted to emphasis the 'lifestyle’ appeal of the machine. Hence no screenshots and a Robbie Willlams soundtrack
]

ted up n football sponsorship could have
been put to better use.”

The one success Sega did enjoy was
whan it projected European starsotypes
onto the Houses of Parkarment during Euro
2000, to publicise the launch of online
game Chu Chu Rocket. It was bold, it was
confrontational, it was — at last - desperats
It's just a pity the TV ads were taken off
air because the ITC thought therm capable of
inciting racial hatred

Launch hell

It's difficult to concelve of a mare disaster-
strewn global launch, In Japan, the pramidgre
was delayed by just a week, but a shortage
of NEC graphics chips meant that fewer than
expected units reached the shelves, 100,000
machines were shifted on the first day,
compared to 600,000 PS2s. The US launch
was far more successhul. It was on time
18.9.89) ahd the attendant hype - including
mosl major game retallers opening at
midnight —meant that 100,000 units

were soid in the first few hours, natting an
Immediate $37m for Segs and surpassing
the opening weekend gross of The Phantom
Menace'. But this fortunate turn of events

was 1o prove shortived. In Britain, the big
day was delayed by a month because of
problems Instigating the Intemet service.

Even worse, the evenlual launch of the

machine in Australia was marred by the
complete absence of Sega games, browser
discs, damo discs or peripherals. Eventually,
distributor Cizisoft published a press releass
claiming that its entire stock of Dreamcast
games, shipped in a week earlier from
Europe, was being held in customs as the
25 were “insufficiently labefied.”

Thirdparty blues
It doesn’t take a genius 10 guess why so few
publishers were wiling to support Dreamcast
with significant (ie expensive) projects. The
failure of the Saturn and the omnipotence of
the PlayStation brand didn't bode well for the
new machine. Thera wers also concams
about Sega's health — as Greg Zeschuk.
Joint CED al Bioware, points out: "l belleve
that publishers were wary of Sega's ability to
support the system with marketing and
promotion — that's where the Dreamcast lost
the battie, not on the quality of the system.”
Certainly, Sega was in visible financial

difficulty. In 2000, the company posted mult-

The near-subliminal advertising employed by Sega in the US was sometimes a little too subtle. The
company's weather map ads (left) used a storm shaped like a DC logo... They look like that anyway!
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Sega Europe famously
sponsored Arsenal.
The intention was to show
European publishers that the
company was serious about its
latest videogaming venture.,

Unfortunately, no-one noticed %

Japanese ads managed to be cool and quirky yet
still i hots. Sega Europe finally got
the message with Sega Bass Fishing. Too late




U TV

L R T
‘Wmmu. o

billion yan losses for the third consecutive
year, thanks to the death of Saturn, a
il \ downturn in the coin-op market and the
expense of researching and developing
Draamcas!. The signs weren't good, and
many publishers reacted by adopling a "wait
and see’ policy. For some, this meant
oring the machine altogether; for others,
it meant dipping their toes hesitantiy into the
ater, either by buying Japanese games 10
distribute in Europe (Activision with Blue
Stinger, Ubi Soft with Evolution) or by porting
| over PC games almost untouched (Eidos
\ with Tormb Raider and Nomad Soul; Virgin
,!’ with Resident Evif 2; Take 2 with GTAZ, etc)
Unfortunately, by the time publishers
realised Dreamcast was an excellent
machine that could perform against PS2
(DC games dominated the Tokyo Game
Show and E3 in 2000), it was too late.
Armbitious conversion projects like Black &
White, Half-Life and Colin McRae Rally faded
away Into nothing becausa consumers had
alreacly stopped buying the hardware —
bored of waiting for new releases, It was the
classic case of a sefif-fulfiling prophecy.
Once again, the sickly hand of Sega may
have had & rale In the hardware's demise. “In
those early days, everyone warted
Dreamcast to work — aspecially the
thirdparties,” ciaims UK 'Official Dreamcast’
Editor Mark Higham. “They were pissed off
with Sony — many publishers feft ke Sony
had them over a barrel - and Sega were
the big white hope. Instead, Sega were
squeezing thirdparties aver margins
while at the same time doing everything

W

Even before the death of Dreamcast, Sega
Japan was broadening its business into new
areas. Hence its range of Internet cafés

they could to push their own games.”
However, Philip Oliver, MD of Biitz

Games, believes there was never any

intention among publishers to suppon the

In 2000, both E3 (above) and the Tokyo Game
Show were dominated by Dreamcast games,
But too late to get the mass market on board

system: “The big publishers were happy
making loads of money from PlayStation and
dicin't want to dilute the markal with another
conscle when they were creaming in money
from the most stable platform the Industry
has ever seen.”

Which was unfortunate, because when
developers were given the chance 10 work
with Dreamcast they generally found it a

dacent expenence.
lo work for,” confirms Pete Hawley at
Lionhead, whose Biack & White conversion
was canned when Sega pulied the plug on
Dreamcast. “Some would argue that the

“it was a greal machine

libraries and dev tools were a little confusing,
but generally it was a good machine to work
on once you'd made that choice. Sega's
thirdparty dev support was axcellsnt, too.
Zeschuk concurs: “We found it powerful
and reasonably well gocumented. It had
better graphics, sound and architecture than
anything that came before it, and some of its
features are still befter than many of the
current and upcoming consoles. If the winner
of the console wars was based on mert, |
believe the Dreamcast would still be around
It truly was a wonderful system to work on.”

Online ambition

From the start, Dreamcast’s online
capabilities were a key system component
Sega watched the astonishing growth of the

“If the winner of the
console wars was
based on merit, | believe
the DC woulld still be amur.'td
We found it powerful and...
well-documented... It truly was
a wonderful machine to work on

Internet throughout the "90s and became
convinced that it represented the future of
videogame entertainment. In fact, the idea
for allying such hardware with the burgeoning
virtual highway wen! back further, even 1o
before Dreamcast

But did Sega lay its bets on the wrong
technology? Edge’s Tokyo Correspandent,
Christophe Kagotani, certainly thinks so:
“The enline stuff was coming too early. The
market wasn't ready. People wanted
something new and simple. DVD was one
answer, and SCE! used it perfectly. At the

same time, Sega wasn'l able to explain to
people that Dreamcast could offer great
quaiity 3D. Peopie still thought SCEI had
the edge.” A similar problem affected the
Westermn launches. where most of Sega's
marketing went into pushing the online
gaming aspect ~ which in the UK didn't
emerge until over slx maonths after launch.
This caused considerable headaches
for the official magazine, as Higham points
out: “In those early days it was all very
strangg, because Sega wanted lo proof

The Dreamcast has been home to some of the most outlandish ang
enjoyable titles in recant mamory. Here's Edge’s top ten for the format
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every page. They knew they weren't going to
get the online thing workang in time for the
launch, but they couldn't tell us. So we wrote
long features aboul everything that
Dreamcast could do, and then they came
along on press day and pulled out all
references to the online capabilities. They
wouldn't tell us why, just that there were
somea concens the oniine facllities wouldn't
be up and running from day one, so they
didn't want to risk bullding consumers'
expectations, No-one liked to mention

the fact that the TV ads were talking about
being able to play against six bilion players
worldwide.” in the meantime, users were left
with slow, cumbersome Intemet access,
supported by loo few servers and no 'BT
Surftime’-style budget options.

Yet the games, when they finally amrived,
were stunning. The online mode in NFL 2K7
attracted a dedicated following in the States,
while in Europe Chu Chu Rocket provided a
purs slice of pure 2D gamegiay heaven -
wacky, frenzied and, most importantly, free to
Dream Arena subscribers. Then came Quake

D 1 b d some g
peripherals, including the VM unit,
Seaman microphone and Webcam
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il and the must-have Phantasy Star Oniing -
the imesistible multiplayer RPG from Sonic
Team, "Over 250,000 peopie were playing
Phantasy Star Ondine in Japan,” claims
Famitsu DC Editor Koji Aizawa. “That's one
of the most successful online games in the
country. But it was too late for Dreamcast
and Sega. Also, the calling cost in Japan s
still expensive. That's a really big problem,”
It is Incleed, While Sega Europe claims
that a third of Euro Dreamcast owners
subscribed o Dream Arena at its helght,
Simon Cox reckons the online service only
ever attracted around 15% of DC owners
in the States. Ultimately, the Dreamcast
maodem was a brave but underused
experiment — one Sony didn't dare attermpt
with its ultra-conservative FS2

Innovation machine

With Dreamcast, Sega introduced a wealth
of new Ideas both In terms of hardware and
software. The VMU - part-memory card,
part-portable game system which, when
slotted into the joypad, became a part-

private stats screen (299

other players) — was a greal ©
only exploited fully by a handf
The pad liself, although criticl

bulky angular styling, offered mnaw

analogue depth via its two triggers, and

was just ig enough for chuniky Wester |

hands. Uniike PlayStation2, delivered 1&

later, Dreamcast came with a mcxmr’,
r

money stance that cbviously doesn JiL"
&

four joypad ports as standard - a val

Interest Sony and its peripheral
manUfactiring partnses: ==

The internal architecture still stands
up to seruting today. According to John
Metcalfe, VP of PowerVR Busingess
Development at Imagination Technologies
(formerty Videologic), “DC is very similar in
performance to PS2, but | beeve it offers
two key benefits: it's much cheaper to
make than a PS2, and it's relatively easy 1o
program, largefy thanks to tiling architecture
which enables the main mamory to efficiently
be used for texture storage, and hardware
support for compressed texturas, rather than
PS2's small on-chip RAM. This meant that
developers could achieve stunning visuals
with much less effort than on a PS2. Other
banafits include translucency sorting, which
takes a big problem away from developers,
and DC's ability to render at 640 x 480
B0Hz and send the output 10 a TV after
ficker-fittering, which results in fewer jagoies
than a P52 640 x 240 60Hz field render
Finally, DC also had superior support for the
PAL 50Hz format.”

As for games, it was the innovative,
original releases which became the Triple A
titles, not the insipid licences and sequels
Sega studios, heavily influenced by Tokyo
fashion and strest culture, loaded the

The online version of NFL2K introduced
American Dreamcast owners to multiplayer
Internet gaming. Naturally, it rocked

6. Virtua Tennis (AM3)

7. Skies of Arcadi

(Overworks)

8. Soul Calibur (Namco)

9. Sh Team)

(AM2}

10. Sonic Adventure

Expertly combines suthenticity with
immediate playability. Lush visuals and
Ioads of great one-player sut-challenges

Another fantastic RPG from Saga. 50
hours plus of non-inear gameplay set
n an astonishing cloud kngdom

The beat “em up that could have made
Dreamcast a housahold name - if oniy
someone hacd put |t in the TV ads...

Possibly the most amibit Excafient el o
ever creatad. Subtie in detall yat epic n out Qver the GO v Keey
Scope; an axpanance maore than a game a VM hanay for Cnao breading
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scene is still
g and has yet to be eclipsed by PS2 activity
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saftware catalogua with offbeat aural/visual
expeariences ke Space Channgl 5 and Jet
Set Radio. Other Japanese developers got
taken along for the ride — whoever saw
SNK's manic rhythm action romp Cool Cool
Toon coming? Even stock genres were
twisted up and re-invented. The key driving
games were the free-roamin’ cabby sim
Crazy Tax and the scarly realistic F355
Challenge with its in-depth tutorials and
coin-op/console interchange (via VM), One
of the best beat 'em ups turmed out to be
Capcom's Powerstane, a frantic, weapon-
filed fiesta that completely redefined the term
3D fighting game. Of course, In a perverse
way, this was all part of the probilem. Try
telling Sony's twentysomething, Carhaart-
weanng, games-session-after-the-pub
mass audience that they should be shaking
maracas rather than forking out for the
latest FIFA title

The Resistance

Still, there's little doubt Sega enjoys the most
dedicated and outspoken "hardcore’
Tollowing of any conscle manufacturer 1o
date. Even before Dreamcast was released,
there ware dozens of Web sites dedicated to
the machine, feeding off scraps of
information drifting in from the East. But it
was In the many forums and newsgroups

—— W -
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of DOA2, arguably

to the later PS2 port, showed many publishers just

hawslrung&.ns'toomlewas.umudumtd;‘ many had already decided not to back the machine

that Sega-supporters thrived, Some just
bitterly and humourlessly attacked Sony,

EA, Edge and anyone eise they percefved
as ‘anti-Sega’ - employing the language and
reason of betuddied conspiracy theorists.,
But eisewhere the scene was saif-
depreciating, caustic and informed
Undermeath the attacks on Sorty, there

was the knowledge that Sega's worst
enamy was Sega itseif.

Capturing the heart of this critical
Zeitgeist, at least in Europe, was UK
Resistance - a scurmious Sega ‘news’ page
with a sense of humour that hovered uneasily
between 'Camy On' and ‘Private Eye', It was
here that Europe’s Sega cognoscentl
{gamers, magazine edilors, Sega staff)
gathered to discuss the buming issues of the
day. And, according to the site’s author, the
key issues ware. .. “The encliess delays and
comprehensively flawed Kudos system of
Metropols Street Racer which made a
mockery of what should've been Sepa's killer
app. Dead or Alive 2 locking markedly better
on Dreamcast and being ignored in the face
of the PS2 version, Everything on Dreamcast
being ignored in the face of PS2. Edge
magazine seemingly giving Sega games
purpossfully low marks. Oh, and the releass
of Phantasy Star Online, which filled all Wety
forums with endlessly dull PSO threads for a
good six months,”

Beyond the forums, there was another
more creative community hard at work.
Through the pioneering fiddlery of console
hackers ke the Hitmen, a Dreamcast home
davedopment scana fiounshed with dedicated
coders creating their own DC games, apps
and APls using homemade serial cables and
senial boot discs. These are still active -
check out: http://me.pp.se/de/ and
hitpy//dodev.allusion.net/,

So what is it that rmakes pro-Sega activity
50 prevalent on the intermet? UK Resistance
has the answer: "Because Sega fans are
losers. The Intemet is where losers go. Can

you put a winking smiley face after this
sentence so they know I'm joking?"

It's not too late
Sega finally concaded defeat in January -
and promptly stopped manufactunng
Dreamcast, However, many specialist
retailers are still stocking units, and there's
currently an excellent £99 bundle which
includes a VM unit, contraller, Jet Set Radlio,
Virtua Fighter 3tb and Metropoiis Street
Racer. Watch out also for high street stores
safling off ther stock at bargain prices, and
the usual online auction sites —where a DC
should cost between £50-E£150 depending
on its garnes complement (although make
sure they're original rather than pirated).
The Dreamcast is sure to be
rememberad as a noble, yet doomed
character. In terms ol its commercial
viabifity, it was dumped out of the ring
some time ago. But for ideogame fans |
across the world, its soul still burms. 8

The legacy of Dreamcast, which freed Sega's
ink teams to p fical and stylish
Idm.&vasonm!!\ommmﬂ-formataml




Taddy Boar Modeiling

Crotolate Raimn Engine

o, Tienow e 3)




Middleware:

sinner |
or

saviour?

Technology has always driven computer game development forward, but
the industry’s increasing use of middleware may be setting a worrying
precedent. Won't games all end up the same? Edge investigates

f you go back ten years, the
DA f technologes requined
o gevelop a game was fairly

limitact: an animation engine and a sprite
engine. Today the palette of technologles
required to compete Is large. That's why
we've had some success with
Render\Ware," says Adam Billyard,
Criterion Technologies' spiky-haired
director of technology. Some success! It
was only a year ago that a similar interview
for Edge ook place at Criteron's
Guidford HQ, Back then, the company

was fucked away in a nonoescnpt off
which, from first impressions at least

looked ol pecple'’s home

ard and Criterion Software's

company has doubled in sze and
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expanded into the naxt-door space - a

Squaring the
technology circle

Conceptually, middieware is any

technoiogy a developer buys t

NOOFANCE i the Industry has

nQry debate, particulany

d for an individual
game,” they argue. “Il's also over-priced
and restrictive 1o use.” “Nonsense,” reton

Mick

heralos

a renassance in

Calculatlng the cost

A basig rendering engine. such as NDL's Netimmerse, I8 priced at around $250,000 depending on the level of
e gined for around nalf this, but 2= yet these anen’t truly crossplatform, because they do not support
FayStationZ s GamsCube. Real chaapskales couki seiect Criterion's RendanVare 3 engine, which 1s reputed 1o
cost 3 mere §1.000 per sSat, per yea, par platiomn. Thia ondy gets you ane GO per person, though, without any
supoon o Lodates. Deveiopers working on high-and parmes o massrvely mutiplayer Hlies might a0 be kesn on
shellng out for Hybrd's dynamic Potantialy Visibie Set (dPVS) technology. The cost s around $25,000.

MWMWNMBhMHWMMMMMEI
ahould be possible in negatiate 3 fee of under $50,000. The ralatively unt micdiewars from MindLathe and
BinGraphics shouid be even cheaper, Crosspiatform networking i8 another new area, but with a business model
currantly focused on eslling servers to ISPs, developers get the SOK free. Vendors include Proksim and Termaplay,

Sound toals are generaily free, too. Dolby, Sensaurs, OSound and Creative ae keen 1o sel o
brands 1o udio chip manufacturers and Gonsumens and so should be opsn to developers wha make ful use of
e ay. In Radgams Tools charges $4.000 per titie, per piatform for use of its PC-based Miles
audio APY,

Tra wedl-hesfed might orefer te Just buy the best and niot have to worry sboul :
gama engines. such a3 Guake, Unreal Warlar and LahTach, are cbvicus'y far more expensive but as well as
technology your titis gets markating prestige. Prices wiart somewhere between $250,000 and $500,000 and rise,

g on plath WHMRWM'MWMh
another which jes developes 10 pick and choosa from an integrated technoiogy basket mckiding
mmmmmmmmmwmnwumw

and an as-yat o physica solution. Total cost depends on the aplions
mmmmmmm

Timer: 0:24.818

13718
Lap: 1/3
Pos: 3/4

Score:

No, Criterion’s SurnOut may not be up to the standards of Gran Turismo 3 in the visual

department, but the g

Y is just as captivating and the

of speed even greater

- which

has up to now been the drmng force for

games - is declin

rising to take its place.” For such

acolyies, middieware has becoms a new

s Clevelopiment

Imputes

OXES WC! d things ke, “Full
dynamic texture-mag aLd
shadad poly

“Mo one intheir nght mind would try and

gons'," Adam Billyard laughs.

sell you a game based on tachnalogy

Some of the old school

s will always code ther own

s, of course

Technology has always bean an

armational Issus for developers,
particularty those based in the UK. The
i

fions inharan

would fit on a casse

industry. Internally-developed game
engines were given fancy names, while

lead programmers found themsehves in

charge of the deveslopment process, To

senously, a developer was even

h has

so with garne technology; those that can,
do. Those that can't, use middieware,

“In the typa of games that we
produce, the quakty of the gameplay

expanance is directly proportional to the

ity game. In on
performance, it's critical that
25 are designed giving
thought to how the data wil be used by
your game, Since there 18 no ganeric
solution to this, middiewara engines will

never ba able to offer the same lavel of

performa om-built engine.”

Julian Davis, technical director at

“You can only gat the best

engine for the

trying to write,” he says. “As

Bmple, we have a o
n PlaySt

aver 30 million triangles a second. thas a

ustom terain

2 which can draw

texture manager designed specifically for
it. which strearns data from the DVD



Titles as diverse as Rayman 2 and Pro Evolution
“Soccer used RenderWare to great effoct

| dive. A large part of the engine 's buit
around these capabiities. This system
weouid probably never have been buit if
we were running on top of mddieware.
ot because it couldn’t work with it, but
wee would've been less likaly to have the
Expertisa required and we might have
found it easier to go another route.”

A differant viewpaoint s propcsed by
Jeff Wofford, project lead on an as-yet
announced game at Deep Red. “Way too
many programmers | encounter are stil
frying to prove they can be as great as
John Carmack,” he warns. “Frarikly,
rendering technoiogy is - relatively
speaking - & known problem.” Having
evaluated rendering and physics engines
for use in Desp Red's Thunderbirds
game, Wofford fesls that middieware
meieases programmers from the drudasry
of reinventing the wheel, anabling them to
focus on other areas:

"Most of the tities | see that ane using
FenderWare or Netimmerse are pushing
fhe technoiogical envelope, but they'ne
pushing it only where necessary,” he
says. “They're focusing on a few, crucal

Munch’s Oddysee is looking stunning after
receiving the Netimmerse treatment

technologies that make ther particular
game sng. Let's face it, writing a low-level
rendering engine is just not that
nteresting anymore — except, perhaps,
o programmexs who haven't done it six
or sight times. But creabing a state-of-the-
art animation engine with exhaustive
blending capabiities and inverse
kinematics, now that's interesting.”
“(Zames are driven by the use of
technology,” says Criterion's David
Lau-Kee. “What matters is how you use
technology, not who Invented it, and |
{hink developers are becoming much
more aware of that. What the games
market is looking for s concepts that
can appeal to the massmarket. This is
about the use of technalogy, not
technology itself, Middieware provides a
sprngboard. it's not the end of
development; it's the beginning.”

Engines ready

One of the befiwesather tities in this regard
is Odaworid Inhabitants’ Munch's
Oddysea. The studic was set up by
specal effects and computer animation

NDL's Netimmerse is more popular in the
States but it is now gathering pace in the UK

veterans, Lome Lanning and Sherry
Mcianna, who by definition id not have
axperiance of game development. What
they did hawe, however, was a vision for
the games they wantad 1o make. So
when they decided to maka the move
nto three dimensions for Munch's
Oddysss, thare was never any question
that Oddworid would buy in a middiewans
engine. Starting off with Epics Unneal
engine, Oddworld then switched to
NDL's Netimmiarsa

“Cddworid is primarily an art-driven
company,” says NDL's president John
Austin, “Il's a great example of &
company that created 2D games but
which needed to lever itself into the 3D
world. Obviously, the game started out on
PlayStation2, and then it was decided to
maike the switch 1o Xbax. One of the
reasons Oddworld mads that switch so
quickly and successiully was because It
buiit on top of an engine that supponted
bath platiorms, Oddworld didn't have to
rip out platform-specific code In order 10
port the game.”

“Artists ke Lome Lanning and Gabe
Newall are entering the pantheon of
‘gaming gods’ by pushing our ideas of
qamepiay, interactivity and character in
games,” agrees Jeff Woffard. *If the game
is great, nobody cares how it got great. If
Munch’s Oddysee ships and is a great
release, everyone will wart to work for
Oddworld inhabitants, it won't matter
where the technology came from, it
frankly doesn't matter whether we think
deveioping technology Is macho or not,

EDGE »
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Macho doesn't put bread on the table.”

Middleware can also help in times of
crisiz, as DMA Design, which used
RenderWare for Grand Theft Aufo 3. can
testify. Although the first two GTA games
were 20, DMA had plenty of in-house 30
expertise to draw on, having released
games such as Wild Metal Country and
Body Harvest. But when most of the staff
left, following Take Two's relocation of the
studic from Dundee to Edinburgh,
micdidieware was required to bring the
team up to speed.

Waiting 12 months for the
development of a game engine and tools
wasn't an option. As Adam Billyard
sloguently puts it, "Shit happens when
you're developing computer games and
anything you can do to reduce nisk and
save ime has got to be a good thing, We
have a fluid industry and people move
around. In a sense, if a studio’s engine
team goes walkies, that's great for us.”

From the middle onwards

Rather surprisingly, middlieware’s
acceptance within the industry has little 1o
do with technology per se: It nesds to be
of a certain standard fo be useful, of
course, but its rapid takeup is more
symptomatic of the new niles of game
development. At this point in the games

industry cycle, publishers view exclusive
cortent as a broken flush. If Sony,
Nintendo or Microsoft want to pay fora
titie to be an exclusive, that's great, but
publishers certainly don't rely on this. And
with development budgets and timascale
for triple-A games pushing the 52 million

BioGraphic's character engine plugs into
Maya, while Airblade uses RenderWare

EDGE # 105

Zoink's Core uses the versatile Virtools engine and is just one of many games being developed

using off-the-peg technology. But will the wids

and 18 months bamers respectively,
anything which reduces the uncertainty of
development while increasing the number
of platforms it's possible to refease
product on becomes a 'no-brainer’, fa
publisher doasn't want to release a title
an more than two platforms, at the very
least middieware provides a choice asto
which of the two platforms is delayed.
“Some of the big publishers ara
saying, ‘Our team are a bright bunch and

use of mi 17

data management and protection,
programming, 30 web engines, facial
scanning and representation, font
rendering, wirslass connectivty, virual
Java and optimising visualisation tools for
the disceming developer. Franidy, the
range is becoming bewildering.

No matter what the arguments for
and against, middieware is here to stay.
What's now crucial i3 whether developers
and publishers will use it to focus on new

“Shit happens when you're developing
computer games and anything you can do to
reduce risk and save time has got to be a

good thing...”

it took them 18 months to develop this
engine, WWe're not doing that again.’ They
can create their own engines but it's not
waorth them daing it,” says Adam Billyard,
It's a fact underiined by the presence of
heavyweights such as Konami, Midway
and THQ on Render\Ware's clients fist.
Even the likes of EA has guietly signed
middieware deals. It's using Fnnish
technoiogy vendaor Hybrid's SurRendar
engine for C&C: Renegade, while there
are plenty of other developers and
publishers who never publicly announce
that their titles use middisware.

The technology market continues to
expand in this respect, with an enormous
range of middlewara on the production
ine:. Disparate ‘middle’~companies are
already offering artificial Inteligence,
audio, 3D audio, physics, networking,

creative approaches or fo turn out
licences and sequels with terminal
regularity. Even as a supporter of
middieware, Jeff Wofford cautions
devslopers that it will have an enormous
effect on them. “Middlewares usage is
becoming the rule, not the exception —
but I'm sLiggesting developers ease
themsehes into middlewares. The more
middiewars you use, the more of an atorr
bomb it is in your company,” he says.
“Deveiopers need to be praparing
themselves for a fundamental adjustrent
in the way thay think about development.
Middieware changes your budgeting,
your schedule, your featureset and your
platiorm portability. That's what | mean
when | say it's an atom bomb. We cannof
underestimate its impact to
projects or developers.”
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Edge

This month's unanimous cholces.,,

Burnout
The adrenaling meter s a tremandolsly wall thought
Out desion slemaril Bncturaging garmes o play

ahechEn with on-coming raffic, Do try this ot homa

Shenmue

i sager anticioation of the advanced Grate-sacking
andl biossom-bik # the sequel
Edge once agaln ¢ nilors and ldtens

o

A perfect ten

t's called Testscreen Intro for a reasen, but this month
I perhaps it'd be better as a postscript. Presuming you haven't
already, you have Edge’s parmission to skip ahead, and come
back when you're done. Please. Edge insists.

Edge's scoring system — designed around the
revolutionary principle that a game worth a six is above
average, and shouldn’t be jnstantly discarded - has always
been & subject of contention and pride. It’s also a substantial
part of the reason Edge is labelled a misanthrope, or &
miserablist, or just misguided. Edge is none of those things
One-hundred-and-four issues from the start, only Mario 64,
Grarn Turisma, and Ocarina of Time had scored that maximum
ten, One-hundred-and-five issues In, and thera's another.

Edge always suspectad Halo was going to be good, but
good Is a seven, and Halo is not a saven. It Is the most
consuming, overwhelming, coherent videogame Edge has
played for years. The decision to give It ten wasn't taken
lightly, but swiftly proved inevitable. When a game comes
along that warrants that mark, you Know. It's slectric; fesls like
S0 much more than the sum of its parts; takes your words
away. You can just feel it.

But, even without Halo, this is an exceptional manth. So
much so, in fact, that it seems slightly unfortunate, unfair. in
a normal issue, any of Bez, Civ Ill, Pikmin, Jak and Daxter,
Odaworld, or Project Gotharn could have led the reviews
section and competed for Edge’s small amount of lelsure
time. But they've had their thunder stolen by Halo, and this
isn't a normal issue. It's the best issue of reviews in Edge’s
history, No question,

Rest assured, though, that the run of top marks in E105
doesn't indicate a relaxing of Edge’s review policy, or
(necessarily) herald a constant stream of eights, nines, and
tens in subsequent issues. Consistently marking lower than
other magazines gives Edge somewhere to go when really
astonishing games arrive for review. Next month, Metal Gear
Solid 2, Rogus Leader, Return to Castie Wolferstein and
Dead Or Alive 3 are all scheduled to make an appearance,
four titles whose importance to their host format is matched
only by their hype and Edge’s anticipation. It's 8n exciting
time. For now, though, the Edge office rings out to
singleplayer shrieks and muitiplayer sulking, to Halo’s human
soundtrack. The pastscript ends here. Edge hopes it's :':-j' ;

only the beginning. T
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Halo

Formal Xbox  Pubiisher Microsoft Developed: Bungle Price $50 (£40) Peleasa Out now (US) March 14 (UK)
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The assault rifle fires rapidly, but lacks power and doesn't have a zoom function. The alien equivalant, the plasma rifle, Is prone to overheating but seems
substantlally more powerful, Every weapon has advantages and disadvantages, and the player will find themselves using a varied selection throughout the game
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Lighting, shadowing, and reflections are all
handled beautifully, while tone and colour are
substantially different to standard FPS greys
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Saving grace
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Direct hits on enemy vehicles are often enough to send the drivers flying. If the vehicle isn't damaged too
badly, it might be possible to steal it. In this case, following a double hit with a rocket launcher, it isn’t
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Zoom functions on both the pistol and the
sniper rifle provide centre-screen clarity
combined with blurred peripheral vision
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Parking the jeep by Al-controlled soldiers is enough to let them know you want them to get In, Each has 2
visible health meter, and should the gunner fall to enemy fire, you'll be reduced to playing hit and run
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Dropships provide additional infantry and heavy
gunfire for both you and the enemy. Well thrown
grenades can cause havoc when they land
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Enemy forces are often best fought by turning their own weapons against them. Gun turrets provide heavy
fire, but render the player completely static and an easy target, particularly for deadly plasma grenades




While co-ordination is important for the
more arcade-style sections, combat has a
more thoughtful approach, with the Al
doing much of the fighting for you

Oddworld: Munch’s Oddysee

Format: Xbox  Publisher: Microsoft  Developsr: Oddworld Inhabitants  Frice: $50 (£40)

he transition to next-gen systems for
T stitch-lipped Abe was always going to be
mare visible than most franchise heads,
thanks to Oddworld's 20 PlayStation
assthetic. Less obvious was the torturous
route taken by Lome Lanning and his crew to
bring the three-dimensional Mudoken to life.
The decision to switch development at the
last minute away from PlayStation2 and on to
Xbox may have been eased by a cash
iniection from Microsoft, but it can't have
been pleasant

Regardless, Abe’s here, and this time
he's accompanied by new cohort Munch, a
one-legged piscine coward, and sole sunvivor
of an unfortunately tasty race. Fate forces
them to team up and rescue their unbom
relatives from the evil Sligs by utilising their
specific (and different) skills. Abe can lead
and order his fellow Mudokens, and, with the
aid of the generously distributed Spocce
{collectible fruit), psychically possess
gnamies. Munch can swim, use remote
controls to direct vehicles, and release and
command imprisoned aggressive furballs,
also captured by the Sligs. More abilities are
revealed as the game progresses, and
thersin lies the structure: it's a puzzle game
where the rules, and thus the solutions,
increase in complexity level by level,

Initially, control of the characters feels
lightweight, and lacks subtlety. The camera,
almost predictably, is often imitating. It's on
rails much of the time, switching to a straight
side on view for some of the more straight
platforming elements, but, while it can always
be moved, control of it is via the D-pad, and
since each character is controlled with the
left analogue stick, switching the viewpoint
means letting go of the controls for a minute
to reposition. There's a snap-to control, too,
but it's the white face butten, also awkwardly
positioned for quick alterations.

The draw distance isn't as good as

Stone circles may provide help with new abilities,
but the guide rarely gives away puzzle solutions

Helease: Out now (US) March 14 (UK)

players of Amped and Halo will have come to
expect, but it never impinges on the sense of
reality, and anly fractionally on the splendour.
The places Munch and Abe explore aren't
stunning, but suffice; still, if the environments
are pleasant but unspectacular, then the
character design borders on genius. Abe and
Munch are superbly realised, as are the
supporting cast, Surprisingly, the inter-level
CGl cut-scenes are delivered and produced
50 well that they genuinely serve as a reward.
In fact, sometimes they're more entertaining
than the game.

The problem is with the pacing. While
different abilities and conceivable solutions
are brought in, they're introduced slowly, and
the game can feel laborious. Puzzle
solutions, while rarely obscure, sometimes fall
victim to control issues or the stupidity of
Abe's Mudoken colleagues. Despite your
in-garne guide teling you not to worry, and
assuring you they'll act with some degree of

intelligence - simple things like returning fire
when under attack and so on — they turn out
to be much, much stupider than lco’s
oft-vilified accomplice, Yorda.

But perhaps, if you were being kind,
you could say that that adds to the
atmosphere. Lanning’s team have produced
a world that's utterty convincing, but not
completely compelling. This is Sunday
afternoon gaming - play it for a couple of
hours every weekend, and it'll entertain for
what seems like forever; mainline it and
becames samey, sickening. Perhaps it'd be
better as episodic gaming, and as it stands
it demands some discipline on the player's
part, some determination grind through the
game's duller passages. Still, it's a canny
acquisition on the part of Microsoft, and
while it never really surprises, it's solid
enjoyable, and entertaining

Edge rating: Seven out of te



Occasionally Abe must possess mies in order to further the plot. Here, the Mudoken sends his
thoughts to the inside of a brewery ere an evil landiord awaits to unwittingly donate all his cash

The problem with puzzles

This level sees two Mudokens stranded in the middle of a field of bombs. By employing some pure
platforming action, Abe can make hi y to the other side of the field, where he can detonate the
bombs and race across to rescue his pals.The sequence is a fair glimpse of much of the game

<s the first two
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Successfully jib off a tree - or fail, and just collide with it - and snow will gently rain down. Amped might
look plain in screenshots, but the beauty is in the small details, and the way it portrays snowboard realism
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Pro Challenge (top) sees you beating another
boarder trick for trick on your way down the
slopes. A sparkling green line indicates his path

Soundscape

Amped's extensive soundtrack contains
over 150 songs, subdivided into musical
genres. Each genre can be switched on or
off at the options screen, affording boarders
with a predilection for Emo or a hatred of
Ska to tailor the audio to their liking. If that
still isn't enough choice, the Xbox's built in
MP3 ripper allows users to rip their own
CDs to the machine's hard disk, and, ance
stored, the songs can be employed at will,

gl i Cutting down mountainsides ta the Get Up
3 g ,fp’}'_'f L‘Iir Kids is one thing; sweeping across
powdered snowscapes to ‘Fly Me To The
Moon' is quite another.

L
: I.”ﬂ]t f i |
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Railsliding is as simple as pressing the B button, but boarders with low skill points will find it
difficult to stay locked to the surface. Combining slides with jumps and grabs gets high scores



Rez

Format: Play ion tested), D

T o describe Aez as an old school 3D
shoot 'em up s a bit like describing

Romeo and Juliet' as boy mests girl. It's
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Work of genius

The real joy of Rez, though, is in its inimitable
amalgarnation of sound, vision, action and
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Frice: ¥6,800 (E38), ¥8,B00 with Trance Vibrator unit (E49)

Givan the wiltully abstract gaming environment, the amount of peripheral ephemera might appear to be
confusing, but to a generation well versed in negotiating a variety of videogame spaces, it's not a problem

featurin clusive tunes from the likes
of Japanese combo Joujouka and
trancemaster Ken Ishii, seamiassly integrated
with the action, it's a collaborative effort, too.
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Out now (Japan), January 25 2002 {UK)
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Rez contains a host of extra modes to unlock, including a varisty of satisfyingly lurid colour
schemes (above) and even a little something for dedicated fans of UGA's earlier works (left)

Metamorphosing end-of-level bosses, evalving
soundscapes, increasingly solid environments,
and an onscreen protagonist that gradually
transforms into pure energy. Evolution and
transcendence are at the heart of Rez

Good vibrations
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Pikmin

Formiat: GameCube Pubiisher: Nintendo  Developer In-house  Prics; ¥6,800 (£38) Hslease: Out now (Japan) December 3 (US)

This monolithic cardboard box (above) is too
much for the marconed astronaut, but ten
Pikmin are enough to slide it out of the way. The
final area (left) is full of hazards, including
flaming geysers and some very nasty creatures

Pikmin can feast on sap produced from
grass stalks, enabling them to mature and
sprout petals. These Pikmin are stronger
and faster than the normal ‘leafy’ Pikmin

escribed by one casual observer as
D simply "barking”, Shigeru Miyvamato
latest tour de force is, indeed, a little on the
esoteric side, Having crash:landed on a
farniliar yet decidedly alien world, the games
tiny hero is tasked with locating the 30
scattered pieces of his crippled ship before
continuing on his journey. However, the
diminutive astronaut Isn't big enough to
remove obstacles or carry the ship parts, and
50 has to rely on the assistance of Pikmin
bizare bipedal vegetabie characters only too
happy to to do the spaceman’s bidding.

Having located the first red Pikmin ship, a
single Pikmin creature is gjected which
rapidly grows to maturity. Once plucked from
the ground, it can be used to cut down
flowers and then carry the resultant ‘puck’
back to the Pikmin vessel-cum-dispenser.
The puck is beamed on board, and two new

Pikmin is undoubtedly suffused with that old
Miyamoto magic but, although addictive, it
leaves one feeling oddly underwhelmed

Pikmin are produced which can then be used
to cut more flowers to generate more Pikmin,
and soon.

Once the two other craft have been
located, your army of followers expands to
include yeliow and blue Pikmin. The yellow
ones are able to throw bormbis which are
'laid® by ghostly fiying insectoids, while the
blue are immune to the perils of water.

And g0 the astronaut’s quest is split
between the three Pikmin types, using
yellows to destroy solid walls, blues to
traverse ponds and reds as your workaday
grunts. But Pikmin are even more adept
thart that; whan put to task they're able to
mave boxes, extend branches, and — whan

employed en masse — dispatch the larger
Inhabitants of this cunously rustic landscape,
the carcasses of which yield greater numbers
of Pikmin.

Like Populous and its ik, managing your
massed Pikmin (you can have up to 100 in
action at any one time} Is where much of the
empowered enjoyment lies. As Steven
Poole puts it this issue, "God games create
their own overarching pseudo-narrative
entirely out of the:gradual acquisition and

proper dispensation of power.” Indeed.

Having minions to do your bidding has its
own potent appeal; but conversely,
controliing so many of them at once can also
prove to be a chore. When crassing a narmow
walkway, or trying to move up a ramp, you'll
often lose Pikmin over the edge, or get them
stuck in nooks and crannies. Later on, fiying
creatures come to carry them away or blow
thern into the ground, whersupon you have
to break off your mission in order to exhume
the little feliows.

Pikmin Is ostensibly 2 puzzle game, in
that rebuilding your spaceship Isn't just a
case of locating sections and carrying them
home. Often you'll need to destroy obstacles,
construct bridges and defeat large creatures
which have inadvertently swallowed the
parte. Ultimately, successful retrieval of the
hardware relies on the correct deployment of
all three Pikmin species. In actuality, none of
the puzzles are that tricky, and most of them
can be overcome by, literally, throwing Pikmin
at the problem. Success is predicated on the
adage of safety — and strength - in numbers.

Graphically, Pikmnin is guite splendid, with
exquisitely textured and Iit landscapes and



ter, Even when you have

ing around,

A Ouid pace, and
lacks a sense @ 1. Having said that, a
larger, more vaned FPikmin 2 would

certainly be most walcome.

The brief = and unusually poor - intro sequence, shows our spaceman hero colliding with an asteroid and
plummeting planetwards. The ship is broken into 30 pieces which must be retrieved and beamed aboard

Camera obscura

Pikmin provides three levels of camera
zoom (in normal and overnead views), and
you can lock the camera 1o an over-the-

ulder viewpoint. But to pan around the
scena, you need to then move the
astronaut, which proves irksome, Arguably
the opfion to have a freely rotating camera
operated independently would have been
preferable, given the complexity of the
iandscape and your often restricted view
of the action
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Civilization |l

Formai: PC Pubiisher: Infogrames  Deviloper; Firaxis Price: €30 Fsiease: Out now

ew titles bring along as much anticipatory

baggage as Civilization M. Travelling light
or inconspicucusly with the name Sid Meier
emblazoned on your passpaort is hard
enciugh at the best of times but when the
trip undertaken is a third visit to the Haly
Land of turn-based strategy gaming then the
air of anxety and expectation is so potent it
can agitate sniffer dogs and trigger airport
metal detectors.

Thankfully it's high hopes rather than
corrosive fears that have been realised in this
eagerly-awaited addition to a ten-year-old
dyrasty. Rewvisions wrought with delicacy and
dynamism leave no elerment untouched
compounding existing complexity without
ever compromising balance or bonhomie.
The tensions between exploration, scientific
endeavour, econamic management, military
conguest, and diplomacy were always
engrossing but with the inclusion of a new
cuftural dimension in decision-making they
assume levels of transcendent subtisty.

that they generate tax revenue, food stocks,
and production shields. The factories and
field systems of this output are urban
improvements like temples, cathedrals, and
coliseuns along with the prestigious
Wenders of the World such as the Sistine
Chapel and the Globe Theatre, A cultural
Constantinople on the border of a Philistine
power may actually seduce arts-starved
settlemeants into switching allegiance

City placements are rarely simple. Few
settlements are naturally equipped to
serve as military outposts, industrial
powerhouses, and cultural centres

In a commercial climate where complexity is
aimost a dirty word Civilization lll is a lesson in
integrity and studied self-improvement

Cities now exude culture in the same way

allowing, for the first time, those players of a
more passive persuasion an altermative to the
spear and the stealth bomber.

In practice, however peace-loving a
potentate there will be times when turning
the other cheek only achieves comesponding
fractures. In these instances a rigorously
rationalised combat system incorporating
new civilisation-specific military specialists
takes centre-stage. Although zones of
control around units have sensibly been
eliminated, combat stats simplified, and
opportunity fire and automatic retreat
enabled, it's the inclusion of bombardment
and the overhaul of the mechanics of aerial
warfare that represent the most significant
battlefieid breakthroughs.

Pollution is a constant headache during the industrial and modern eras. If left unchecked it can lead
to global warming and consequent desertification

Sharpened geography generation
routines create more credible continents
across which are scattered the new
tradeable strategic and luxury resources.
These lend added focus to temitorial
acquisition and inject interest into trade and
international relations. Access to resources
like ol and aluminiurm is now, along with
sclentiiic advance, a prerequisite for the
construction of the majority of the 60+ unit
types, By strengthening Civiization ll's
histonical kogic and extending the
interdependencies between existing
glements Firaxis has thickened the soup
without recourse to bland carbohydrates.

A present lack of multiplayer capability
places an onerous responsibility on the

shoulders of Al opponents. The burden is
borne largely without complaint as leaders of
up to eight different civs pursue their own
thoroughly plausible strategic agendas
according to personality traits or ethnic
characteristics. Diplomatic interaction
betwesn sentient and silicon has its own
entertaining yet impeccable rationality. Peace
treaties, military alliances, trade embargoes,
nghts of passage, maps, scientific advances,
cities... almost all possessions can be slid
across the negotiating table. The suspicious,
snide, or sycophantic banter that
accompanies such political proceedings
consummates the illusion.

Throughout the electronic arts cerebral
charisma all too rarely shares a package with



Pravicusly n E104

skin-deep spit-and-polish. Civilization W,
despite some iImaginative unit animation is no
exception, For a title that celebrates
prograss, the primitive view options, fuzzy
terrain textures and under-exploited aerial
views, seem somewhat refrograde. However,
the cerebral aspects are paramount and even
those exposed to Civization for the first time
are blessed with a belt-and-braces interface,
and an enline 'Civilopedia’ thal answers all
but the mast obvious enguiries.

In a prevailing commercial cimate whera
complexity is aimost a dirty word Chvilization
W s a lesson in inteliectual integrity Far

and studied self-improvement. L

Edge rating: Nine out of ten

Keeping abreast of intricate international relations is surprisingly easy. A foreign advisor helpfully
reminds players if a petitioner has double-crossed them in the past

EDaGE

The threat of nuclear conflict hangs over the
later phases of many games. Developing SDI
provides limited protection from ICBMs

Qutrageous fortune

Asynchronous technological progress
means it's not uncomman to see
swordsmen squanng up to machine-gun-
toting paratroopers and tanks tangling with
chariots on the Civilization I battisfield.
Although mélée mechanics naturally favour
the smart bomb over the scimitar there is &
sufficiently large slice of serendipity in the
equation to produce the occasional feat of
giant-killing. Trusting in superior weaponry
especially in urban assaults is particularly
imprudent. However primitive the
defending garrison, a softening artillery or
aerial bombardment is now a sensible
prelude to a city attack.

078 2



Jak And Daxter

Format PlayStation2 Fubiisher SCEA  Developer Naughty Dog  FPrice: £E40 Heisase: December 11

espite its less-than-stellar heritage, the

despicable name and the suffocating
hype, Naughty Dog has managed lo deliver
a quite stunning PS2 platform adventure. Jak
And Daxter unashamedly pilages inspiration
from the platforming canon, but does so with
such élan, and wraps it all up with such visual
splendour, you've no option but to forgive the
developer's brazen intellectual thievery.

Jak and his sidekick partner Daxter
embark on a quest that redsfines the term
‘sprawfing’. With echoes of Zelda 64's Hyrule
field, the honzon contains clues as to your
eventual destination, be it a distant, mist-
cioaked isiand or the tip of an ancient
undersea temple... Movement between
areas isn't entirely seamiless, granted, bul at
least disc access is kept to a minimum.

The game structure |s now fairly de
nigueur for platform adventures: a quaint
coastal village acts as your base, and once
distant areas have been unlocked, you can
move freely to and fro using transporters. In
each zone, the duo have to acquire power
cells (the Banjo-Kazooie equivalent of Jiggys)
to help solve puzzles, while bronze
'Precursor Orbs’ (the D-K 64 equivalent of
bananas) can be collected and traded for
various favours. Chests and cases reveal
energy and other useful collectables, which
are tallied, per area, on the inventory screen.

Shameless enthusiasm

Each new region is punctuated by a fresh set
of tasks and mini-games, comprising
reaction tests, Zelda-style mini-quests or the

Although Daxter takes full billing on the title screen, in play he's little more than a graphical novelty, with
only Jak directly controllable. Perhaps there’s an opportunity for independent play in Jak And Daxter 2?

adroit use of Jak's hover-bike. Naturally,
you're free to allocate your own time to the
challenge in hand: should you tire of one
area, simply backtrack to complete another
task elsewhere.

The real focus of the game is the
collection of power cells (top), which
serve to activate devices and unlock
further areas of the gameworld

However, a key element in the enjoyment
of Jak And Daxter is its visual grandeur. The

draw distance is vast; noon turns to midnight
through the daily spectrum of colours; and,

[t would be easy for a cynical discounting

Sony couldn’t have wished for a better
standard bearer, especially with the
mass-market shopping spree looming large

(o1:1

A

of Jak And Daxter, but as with the sour-faced
adult in Disneyworld, who by the end of the
day Is singing along to ‘It's A Small World'
and wearing a daft Mickey Mouse hat,

Jak And Daxter wins you over with its sheer
enthusiasm and an expansive gamewoarld 1o
explore. Yes, it's derivative, but it's also
classically playable in much the same way as
the various games it pays homage to.

game iz stunningly beautiiul, evoking surprise
and wonder at svery turn, whether you're
standing atop a towenng brass powerstation
or simply tuming a comer, only to be
suddenly faced with an unexpected
sweeping vista. And while it's true that
graphics do not a game make, here they
play a vital role in generating a convincing,
consistent environment, and as a constant
drive to progress and see more of this

lavish gamewarid.

While: there are some who would
bemoan the abilities of P52 in the face of
hardware from Nintendo and Microsoft,
Naughty Dog have managed to draw some
amazing technical feats from Sony's silicon.
Heat haze hovers above flaming torches;

barring a few scenes where the 3D engine
atternpts to render an insane amount of
detall, the games runs fluidly. On top of this
there's the usual array of particle effects,
smoke, fog, reflection mapping. .. Sony
couldn't have wished for a better standard
bearer, especially with the mass-market
shopping spree looming large

There is some regret that Jak And Daxter
doesn't contain maore innovation, but like a
bulging Pick 'n’ Mix bag, there's something
here to please everyone. It may be the
bastard child of Mario, Zelda, Banjo-Kazooie
and Crash Bandicoot, but it's surely
the most accomplished of mongrels.

Edge rating: Eight out of ten
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Think of an aspect of platform or adventure games, and there's a chance it'll crop up in Jak And Daxter, From Donkey
Kong-style log-jumping to minecart rides to lava worlids, the full gamut of platforming clichés is in glorious abundance

Prevdaualy in ESS
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Jak And Daxter is not short on variety, The game takes many twists and turns along the way,
ushering in all manner of locations, mini-games, play styles and characters

The animation is full of attitude and
vers parfectly complement the
nly that, but the scenes are well-edited,
, funny - and mercifully sucainct




Project Gotham Racing

Format: Xbox Py

net: Microsoft Developer. Bizarre Creations:  Price: $50 (£40) R

Qut now (US) March 14 {UK)

All the usual splitscreen multiplayer modes are
included (abova). Expect night vision to be
severely impaired if headlights pop-out (right)

Damage limitation

The prospect of damaging some of the
most expensive carsin the world is a
welcome addition to Project Gotham
Racing. Headlights pop out, side panels
dent and bumpers crumple. But apart from
the occasional loss of headlight beams in
night races, damage has little impact on
the game experience other than replacing a
palished exterior with a mangled texture.

TIME E 5 TEMDED

The visuals are stunning for a first generation racing game on a new console. Reflections play convincingly
across windscreens and the replay mode captures every dramatic moment from street race encounters

Previously in E99

n the world of palitics the term focus group

has become a dirty word, but the tany
criticisms of Metropolis Street Racer —
gathered by Microsoft and Bizarre Creations
from consumers — have done Projsct
Gotharn Racing a great deal of good, Gone is
the stultifying structure and copious menus,

replaced now by a healthy emphasis on
immediate and rewarding progression.

Early races acclimatise drivers o the
handling and vigorous handbraking
rmanceuvres with apiomb, while later
challenges draw on every ounce of
knowledge to complete the very demanding
circuits. Riding the learning curve is as
g as the pleasure derived from

uniocking vehicles as delicious as the
Corvette HT-10 and the Femari F50

The kudos system also returns but has
now been overhauled to provide instant
feedback to the player. Thrill as your vehicle
takes to the air, moves onto two wheels or
powerslides around one of the more viokent
corners of Shimbua or Pacific Heights. Kudos
racks up on s as these manosuvres are
performed (and are as quickly snatched away
if contact with scenery is made) adding to the
tension and providing vital information on the
best techniques to employ for the given
course. Enter the main Kudos Challenge
made, and individual races must be won by
collecting encugh points to win a bronze,

silver or gold medal. A collection of bronze
medals are required to move on to the next
stage. This the frustration
experienced in MSR of constantly re-racing
sections to build up total Chapter kudos.
The most exquisite aspect of Project
Gotham Racing, though, is the feel and
feadback given from the different road
surfaces. Bumps and undulations affect
handling in the subtlest of ways, suspension
rocks, tyres leave the road and momentary
periods on two whe ause the steering to
twitch. It's a refined arcade sensation which
never veers into cold and over-technical

driving. The Al, too, is excellent with rival
racers making unforced errors and
aggressively beating you into corners should
you choose the wrong breaking point.

t may not have the depth and
customisation of Gran Turismo 3, but Bizarre
Creations have delivered a more immediate
and thrilling driving expenence for those who
prefer the sound of screeching tyres
DVEr pUrting enginas.

Eighto



Fuzion Frenzy

Format Xbox  Pubisnher Microsoft Ueweloper Blitz  Prico: $50 (£40) Relesce: Out now (US) March 14 (UK)

of smug self-exaltation. y I8 it that the
only thing you remember after playing it is
what it dossn’t have?

No imagination: There's a vibrancy
traditional to the genre, and, for a game
developed with over-the-top intentions
mind, Fuz

dark primary colours

lism; tone and

a Japanase (

mitation Americana

on a system
No imp

ct: The graphical thrills may &
g

wothing to the game, but the slowdown
imposed by them cartainly
than that, the interaction between the player
characters, particularly on levels that see the
wiry figures
is ineffectively executed and mostly
redundant. Much of the time |t fe

1d without vehicles

cuttling aro

you're running around doing your own thing,

and that's usually t v, And, at

next generation power can blend effact

That's the thing,

with multiplayer simp

you see: the sucoess of the ganre on other
formats shows there's clearly a market for a
good party game on the XBox. But

Fuzion Frenzy isn't i,

Edge rating: Three out of ten

The propeller-based game above, where you
must collect tokens while jumping and ducking
the blades, is flawed. The best strategy is just
to run with the direction of the blades

Battling bots

Fuzion Frenzy requires four piayers for
every game, S0 empty spaces must be
filled with bots. Al can be set on three
differant levels, though playing with even
just one of them lessens the gama's
meagre charms significantly. Perhaps it's
important to state that, while the game is
almost pointless when computer
opponents are involved, thera's some fun to
be had here if you're playing with thres
other piayers. But that's true of most things,
and it's difficult to believe that. given the
choice betwean a 30-round Snake
challenge or a quick five-minute splitscreen
deathmatch on Halo, anyone would take This game sees the players throwing fused sticks of dynamite at each other, as their platforms scream
Fuzion Frenzy's reductive path. down a vertical shaft. The dramatics add nothing to the game, even failing to distract from the tedium
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Shenmue Il

amal; Dreamcast  Punlshen Sega  Developer; Sega-AM2

Praviously in E102

The streets of Hong Kong are impressive, with a
large community of people and shops. Maps
halp exploration but come at a cost of $5 each

Playing hooky

The number of i amas in Shenmue I

has been vastly expanded upon from the

first title. Arm-wrestling, leaf-catching
cleaning, book-camying, dars — even

@

a passable version of Out

un - sericusly
threatan to sidetrack Ryo from his mission.
Sega estimataes that the sequel should take
20 hours to complete, Edge spent rather
longer. The opportunity to operate a

pachi

ko stall proved just too alluring...

Visiting temples and discussing the finer points of martial arts provides just one of the plot's threads in
Shenmue I, As in the first game, new manoceuvres can be mastered to help Ryo defeat unpleasant thugs

but brilliarntly, quite brifliantly
being toyed with, This s digital money with

no influence outside the plxellated arena but

the er. You've just won $5

ngible. The pio!

w plas
ollectaed In the first
cond) and a

3sking questions of every

y. Although earty expioration ©

W Quite a re

Déja vu

na formila

h underpin

Ryo must still find his \ rough the

enture by colk ig guidance from the

5 odd Quick Time

e intngue of day-to-day

3. Th

SNt without

he control mechanism is

ind the supoorting

ouDied with the

f generat

ating Eight out of ten




Virtua Tennis 2

Fornat: Dreameast  Pubiisher: Sega/BigBen  Daveloper Hitmaker  Price: €30 Haleass: November 23

Praviously In E103

irtua Tennis was undeniably a sports

benchmark, delivering great animation,
beautiful controls and a fine fourplayer mode.
if only Sega had released the Dreamcast
version before - rather than a month after —
Wimbledlon, the machine might've lasted a
little longer. But then that's Sega all over.

Too late now to do any more than soothe
Dreamcast's looming demise, Virtua Tennis 2
doesn’t mess too much with the basic satup.
Player animation has been enhanced, and
the modified two-button control system (A
and B add top or back spin; pressing both
together lobs) provides even greater control
aver the ball. Now no other tennis sim gets
gioser o replicating the intricacies of the
sport, the myriad of options behind every lob
and finely-tuned volley, than Virfua Tennis 2.

While the World Circuit mode retains its
globe theme, the game mechanics have also
been redesigned. The cbject now is to buid a
player from scratch before launching into the
various tournaments and skill tests. To add
some realism, the competitive matches are
placed on a calendar, and players must build
their skills and walt for the right competitions
1o come along before signing up. This shift
brings vital structure 1o & once random
experience and provides solo players
with a much clearer challenge. The game's
undergone a lush visual overhaud, too — the
sports TV presentation | spot-on and the
courts look magnificent,

S

Not so revolutionary...
Owners of the original release who bought
VT simply for casual multiplayer action,
hawever, will find little to justify forking out for
the sequel. The gamepiay tweaks are just
that — innovative tweaks which enhance
rather than revolutionise, Even the addition of
pro-level female players is more an aesthetic
fiourish: the male game has been slowed
down so much from its aggressive reality, the
two sexes pretty much meet in the middie.
For newcomers, though, Virtua Tennis 2
is an essential Dreamcast purchase. If the
machine is to die, at least it's going with
some dignity. Shenmue 2, Rez and Virtua
Tennis 2 are far above the usual dross
evacuated onto the shelves when a machine
goes down. And until Hitmaker's series
migrate o other platforms, the DC remains
the top choice for the ultimate lennis sim. if
only it'd been football or F1, the DC's
fate might've been so very different.

The enh

d two-button | syst

Edge rating: Bight out of ten

- SPEED
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Although more an aesthetic consideration than a noble
concession to sexual equality, the addition of professional
female players is a step forward for Sega’s classic tennis sim

, which enables you to add top or backspin, or lob
the ball, Is just one technical tweak which ensures Virtua Tennis will live on for some time

Alternative tennis...

Veterans of Virtua Tennis will be pleased to note that the new
skill tests in Virfua Tennis 2 are as challenging and addictive as
ever, Alien Force is Space Invaders, but with serve machines
replacing the twitchy aliens, while Tank Attack has the player
contending with two — yes, fwo — tanks with baseline strokes.
Most amusing of all is Prize Sniper, which works like the
conveyor belt bit at the end of ‘“The Generation Game', except
you knock the prizes off rather than trying to remember them
The range of tests is wider this time, too, with a couple aimed
just at your running and court coverage skills, A good idea

EDOE i 08s



World Rally Championship

Format: PlayStation2  Putlsher: SCEE  Developor: Evolution Studios  Frice: £40  Raleasa: Out now Prevously in B91

compartson with Codemasters’ award-
winning Colin McRae Rally 2.0, released over
a year ago. Tums out thera's little to separate
the two... While World Rally Championship s
visually superior in all departments and offers
wonderful views — complete with vertiginous
drops from steep mountain climbs - the
nuance of handling and Implementation of
damage haven't been effected quite so well.
Indeed, Initial races through the early
rallies, including the cliffs of Monaco and
Sweden's icy roads, provi
slightly bland entertainment. Events never
real

puilse racing ¢

@ diverting If

become tense enough to either set the

Shock rumble fat

A wheel transformation
But the game transforms once you select the

Professional mode and hook up the Official
Logitec GT Force Steering Whesl, Opt for the
cockpit view and the experience occasionally
borders on the sublime, With the tremendous
feedback delivered through the device and
the level of competition increased, every
corner beccmes a real challenge. Clinging to
the undulating roads of Finland or steering
close to the cliff edges in Argentina dalivers
outstanding thrills, while negotiating the 14
rallies which make up the championship
season becomes a tense battle to shave
seconds off times at every stage

To complement the full Champlonship
mode, Time Trial, Single Rally, WRC
Challenge and player option an

provided. While Time Tr

a

Single

are seff-explan: y, t > mode

enter thesr

organised

fith frames

0 laughable levels

S a great first attempt to bring
the P52, But

s

the official rally experien
glitches — painfully long ] tirr
a dismal two-player mode avent a
distinguished game frorm being
110 an exceptional one.

2 rating: Seven out of ten

00 -00.00

Suniight glinting over the honzon and
threatening to seriously impair your view of
the road ahead is just one of the graphical
flourishes which make WRC a joy to play.
The handling is a touch 'loose’, however

Name that tune

Although there are options for tweaking
vehicie set-ups, they aren’t particularly
comprahensive. You can adjust the tyre
type, steering sensitivity, suspension and
gear ratios 10 a minimal degree, but usually
the default settings aren't worth changing
While the amphasis is on accessibility, the
lack of options compared to Colin McRae
Rally 2.0 or Gran Turismo 3 are telling

All the WRC manufacturers are included, adding to the general feeling of authenticity. Dials and handling
characteristics change accordingly, although you won't necessarily notice GT3-guality nuances
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Baldur’'s Gate: Dark Alliance

Format: PlayStation2 Publis|

Creature discomforts

r Interplay  Developer: Black Isle Studios  Prics: £40  Relsase: Out now

Previously in ESE6/E104

CQuite apart from constitufing some of the
game's more memorable set pieces, Dark
Alliance's bosses and mini-bosses provide
an injection of arcade pacing. In particular
the early appearance of a many-tentacled
behemoth behaves in a manner more akin
to a 2D shoot 'em up boss, spewing forth a
barrage of projectiles, but later
appearances of creatures ranging from
dragons to an especially hard Lizardman
also conform to the rule. The only
drawback is that some bosses really do
require too much old-school repeated
exploitation of a single weakness. Which is
in fact one of the game's few drawbacks

nag

During certain moments, Dark Alliance may seem to bear an uncanny similarity to the mouse-click combat
dynamic of Diablo, or the ravenous hordes of Gauntlet. Any such comparison proves slightly inadequate
though, in the light of the highly accessible yet gratifyingly sophisticated level of depth the game achieves

nybody expecting the sort of expansive
A experience that has cnara(:-‘_e.rlse'd the
Baldur's Gate series so far might be
surprised by the first PlayStation2 outing for
the franchise. From start to finish players are
funnalled through a series of dungeons,
populated with 2 vared bestiary, and
, In & manner that
eform navigation
of Dark

ons with titles

the
he simplici

ce may prompt
s Diablo, Black Isle Studios has
maintained intact the features that really
characterise the first two chaplers of Baldur's
Gate - namely epiphany-inducing
wanderings and engrossing combat

In streamiining the environments, 1o a

sequence of sprawling, multi-layered

dungeens, linking passages, and safe ¢
the developer has distiled the
PC precursors while increasing the pace.,
Thanks to handy recall potions return

ers to the nearest rea there s

Coast, t

te the essential

the now familiar Swor
incentive 1o progress des|
linearity. The unfolding of new environments
and the consequent exposure of new
adversaries and puzzles, prove essantial in
presenving the compulsive exploration of
pravious chaptars,

tion isn't the enly facet that has
been streamlined to appeal to console

Though

gamers; combat is equally hy
not as intricate as the party-based realtime
strategy with which Baldur's Gate devotess
are familiar, tactics are still varied, owing
gely 1o the continued character
customisation over the course of the game.
By acquiring magic items, increasing in level,
d tailoring attributes, feats and 5 , It's
to further refine the distinct strengths

P

of one of three characters. And with each

enemy possessing unique weaknessas, it's

also necessary to vary your approach
Throw in some scintillating water and
canny positioning of

n-like save ts, and a twoplayer

al haze effects,

title into a highly polis
It’s this approach that has produced such an
enjoyeble game, making comparisons

to the likes of Dis




Bravo Music

Farmat: PlayStation2 Fubiisner: SCEI  Developsr: In-house  Price: ¥4,800 (£27) Reess=: Out now (Japan) TBA (UK) Fraviously in E102

rue story, Guy walks into a shop in

Japan, finds the shelf with GT3 and
Everybody’s Golf. He traces his hand across
am, looking for something. He can't find it

[}

IP”I , ,#‘“I— .. l'lu' I-rJI. ]
|

Confused, he wanders over to the counter,
and asks : the Sony in-house games
ara. The shopkeeper shakes his head and
directs him back to the shelf. He points at Ka
He points at Ape Escape 2001, He paints at
Bravo Music. "Kutaragi... he's gone crazy
The shopkeaper walks back to the counter.
The guy shrugs and walks out

Watch Sony throw its in-house weight
behind rhythm a 1 at a stage when the
genre's popularity appears to be waning
and you'd be forgiven for agreeing. This is
the first Bravo Music game, and the second,
a Christmas-thermed edition, ought to have
hit Akihabara by the time you read this. More
are planned

Getting ‘Cool’ means the bar will only increase a
small amount. The real key to success is hitting
all four beats spot on, with exactly the right
amount of pressure, and managing a ‘Brava'

Taking the pressure

An evenly spaced group of circles - three,

four or five, depending on the time signature
> jed — sit in the centre of

t shifts between them

e the circla, the player
must press a button. The colour of the circle
indicates at which of three volumes the music
must be played, and, correspondingly, how
hard you must press the button. Since the
player is marking the rhythm of the music,
rather than playing the staccato sounds of

C instruments, the beat is unforgivingly
e that

vanes. And sometimes that can be painful

because the pieces are two or three times
as long as what Bemani fans will be used to,
and RSl seems a movement away.

But the results are glorious and
well worth fighting thumb fatigue for, the

Top performance

Success in Brave Music is gauged by the
meter on the left of the screen. Get every
beat in a bar spot-on and you're awarded
with a ‘Bravo’, which boosts the success
meter. When the success meter is full, it
requires three failures in a row for it to
start to drop, but when it staris falling it
won't stop untll you've conducted a bar
of music perfectly. if the bar is full ata
certain point in each piece, you get the
chance to make the music segue into

a different pisce entirely, Complets that
and bonus games are uniocked

orchestra sweling and dying a

music always fesls ab:

3 the game. [t's a clever use of the

under-exploited pressure sensitivity of the
DualShock 2, and another advance within
the confines of the genre. And, al this stage,

Isanc

This level sees one of your band trying to woo a cellist. Conduct particularly badly, as shown in the shot
it O ten above, and she'll get angry. Her mood isn't helped by the appearance of an rate love-struck schoolgirl

(=]
o
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GTA 3

Format: PlayStation2 Fublisher: Take 2 Developer: Rockstar/DMA  Price: 840  Raleass: Qut now

Previousty in E102
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Fans of the original who can't get used to GTA's
new 3D stylings will be pleased to note that a
top-down perspective is available. Driving's
much easier in the behind-wheel view, though

A zoom with a view

Although an obligatory feature of any
first/third person arsenal, the sniper

rifle initially seems at odds with the
textbook méige weaponry available in
GTA3. Surprisingly, it soon becomes

one of the most glesfully mischievous
offensives available (even more so than
the riotous cars-for-kindling flamethrower),
enabling a neat and remote approach to
certain tasks. One memorable mission
involves providing cover fire from the
distance of a nearby rooftop, as a Mafioso
explosions expert skulks his way across
the deck of a well-patrolled rival ship.

080

soridRTe

The car damage is visually satisfying, although all it does is slow your car down. Smoke indicates the level
of destruction, but it's best to bail before it gets too thick. Thankiully, replacements are easily available

FDGE

N othing burns as pleasingly as th? hoi
pollod of a city and so, with no review
code forthcoming, it's with both regret and
anticipation that Edge is forced to purloin a
copy of GTAZ from the shelves of its local
gaming emporium. The air of studied
gangster cool that surrounds Take 2's latest
- caricatures more than characters; theatrics
more than cinematics - is almost as cliched
as the flea-bitten leather jacket sported by
the game’s moody, tacitum lead. However,
early play quickly dispels such concems —
the shift to 3D is a shrewd and rewarding
step for the GTA unverse,

For those unaware of GTA's criminal
record, both previous titles saw the player
take the role of a wannabe crook, rapidly
rising in villainous stature by completing
short ‘get A, destroy B, kill C’ missions for
cartoon bosses. GTA 3 is egually amoral,
and essentially a 30 facsimile, although
the extra dimension creates mare than a
corresponding increase in flair, scale and
aesthetic. Most heists rely an the holy trinity
of planning, execution and a little bit of luck;
but executing a tricky gangtand hit through
an adroit scheme of your own provides its
own definitively visceral satisfaction.

The considered and burgecning
topography of Liberty City feels both
intricate and robust. It's a place that
sprawls but doesn't bustle, and the sparse
ambiant effects which accompany your
on-foot travails are testament 1o this. In-
vehicle, however, it's a different story. In
true GTA fashion, there's an entire spectrum
of radio stations to flick through, veering from
the sardonic to the satirical.

The one jarring flaw is the spurious
nature of up-close combat - It's an awkward
system that stymies play during hectic hails
of gangland warfare, and is doubly infuriating
at the end of a protracted campaign. It feels
even more unfair when juxtaposed with
the wonderfully laissez-faire attitude of the
cruising patrol cars. There's a lamentable
lack of freedom for your own criminal genius,
too. You're still boxed in by the whims of your
current overlords ~ any schemes of your
own ruthless devising are restricted to trivial
pursuits for petty cash.

While the coherent and emergent
behaviour of the city is limited to a local
scale, GTAZ definitely gets one crucial thing
right: it's all about owning the streets, [ =
strutting your territory and walking tall.

Six out of ten

Edge rating:



Minna De Puyo Puyo

Format: Game Boy Advance  Publisher Sega  Developer: Sonic Team/Caret House Frics: ¥4,800 (€27) Fasizase: Out now (Japan) TBC (UK)

SIMULAnNeous L

The Puyo P

thereby

8 DO t oppo

play area, bly, that's it. But dig a little deeper

and soon you'll be mastering the chaln-reaction

“
L

ManNoEL ich lead to advanced Zen-like

Tt

fourplayer support with o available.

No, it's not Tetrs = whal 87 = but it's

ly the next best thing
= Lina ‘em up and watch them pop over to your opponent's field of play. For the GBA version, the
Edge rating Baght i ten developers have cunningly introduced a littie more ¥ to the colour-stacking dynami
Forrut. Game Boy Adh Putiisher: Activisi

Devescper: id Software/David A. Palmer Productions  Price £35  Release: Out now

PUYD

BONUS +28

TIME

171858 | 44.30

The ability to enjoy a fourplayer mode
(top) via the single cart will impress the
financially disadvantaged, while a
Challenge mode and spurious (yet
entertaining) storyline adds a certain
frisson to the puzzling action

Praviously n E102

Both a gamma setting and the option to
turn the dynamic lighting off allow users
to set their own brightness level. But
some areas can still appear gloomy

Imps and Cacodemons, shotguns and BFGs - this is the Doom we know and love. It's tried-and-tested
gameplay but without a few extra levels, weapons or new secrets thera is little to get too excited about

N ovelty iterns are usually found In Lucky Bags:
glass poodies, spider-rings, cigareties made out
cancly, Not really very lucky w

t. But if

/hen you come 1o think of

you plucked this excellent version of Doom
from & bag full of other Game Boy Advance titles you
wouldn't feel too hard done by. All 24 levels of the
original game ars hare, complete with a multiplayer
deathmatch mode (for those wealthy enough to have a

cartricdige each|. Frame rates are smooth, lighting is well

enginearad and the action is just as immediate as

293 original
But there &

the

raise must stop because for all
Doom's cute portability and nostalgia-inducing sighs it
is nothing more than a mere novelty. Once a few of the
oh-so-tamiliar levels have been plumbed for thesr

secrets and itams, the familiarity soon begins to breed

contempt. Sure, there be a few gamers who

nissed out an the onginal - and Doom delfivers many
hours of time-kiling moments perfect for bus rides and
walting rooms — but for most of us, this is simply tired
gaming from another era. The multiplayer aspects add
and fun package but et E35 itis stil a

very expensine tinnxet

Edge rating:



Soul Reaver 2

Format PlayStation2 Publishes Eidos Developer: Crystal Dynamics Price: 845 Rolease: Out now Previously in ES3

S oul Reaver 2's story begins just where its PSone
predecessor abruptly concluded, with e!n Raziel
pursuing nemesis Kain across time, But once you axit

the portal, endure an inexcusably verbose cut-
and pick up the controler — it sadly appears t

despite a platform leap, the gameplay remiaing pretty
much the same. Your exploration of host world
Nosgoth is as lonely as ever, with only undsranimated

foes keeping you company for much of the journs:
Regardiess of tweaks to the system and a bloody

Mortal Kombat makeover for Raziel's move list, no
number of options for modifying the titular sword can
disguise the fact that, fundamentally, Sowl Reaver 2
combat is dull. Run from the fights and hit the road,
though, and the terrain socn evoives from Soul
Reaver's overused gloomy interiors. The puzzles, too,

are more varied - and elegantly execuied.

a crowded genre of late that the game's act

Whether swimming underwater or tackling are superseded by its last-gen imitafions. L
a cadre of wraith-like adversaries, Raziel
must keep a watchful eye on his health

coil. It has to be full for him to transform

between his material and spectral states

Mansion and Devil May Cry have raised the bar f
stylish supernatural adventuring and Soul Reaver

2 falis short of their slick, hyperactive standards,

Raziel's enemies in Soul Reaver 2 now boast enhanced Al, designed to enable them to operate in

groups and, occasionally, pursue your vamp beyond thelr immediate patrol areas. Six out of ter

Half-Life

Farmat: PlayStation2. Publisher: Vivendi Universal Developer: Gearbox  Price: €40  Falease: Out now Praviously In EBG/EBE
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are a little more detailed, but otherwisa it's business as
usual down at the Black Mesa Research Facility.
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& moments in

Iving attacks from The creature in the Blast Pit provides one
re particutarly tense. Sure, it fesls of the most memorable moments in Half-
Life. Some investigation will eventually
uncover the means to destroy it...

military troo

slightly dated, but Half-Life still provides an

excelent acton adventura for PS2 owners

The damage animations and weapon recoil affects make the combat suitably ‘meaty’. Although it's not as
easy to play without a keyboard and mouse, the implementation of the dual analogue controls, enhanced
Seven out of ten by a handy lock-on function, ensures that console gamers will quickly come to terms with the controls

Jge rating.



Half-Lie

How did a technically flaccid first-person shoot 'em up, peopled by

dumb monsters and not much else, evolve into an industry-shattering

FPS adventure that continues to garner top awards across the globe? Edge
relives the genesis of Valve Software's epoch-making adventure to find out...

lBase date: November 1938
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A combination of factors helped propel Half-Life into videogame history:
a tightly integrated King-esque namrative, penned by Marc Laidlaw;
breathtaking aesthetics, realised via a refined Quake-source 3D engine
and Valve's proprietary animation techniques; plus adept use of
atmospheric sonic and musical effects. The result? A videogame
which set a new precedent for the immersive FPS experiance
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Examining gaming history from Edge’s perspective, five years ago this month

sode listings in Edge.” Nintando's 840D ("[it] will be

‘Bad Influence’ ¢

audience g 77) also received rer
in amblvalent w tion led with a report frc

videogame prog shinkal Exhibition, Pre:

for Edge to p gbut with first shots of Zelc

tainted with Mike v, while a reminder of more Inno:

declared, before Jut There. “The star of Tomb Ra

them creat an lcon in

5" ran Edge's “There's even

3 Bring Lare

1. Blast Corps, one of

the first two games 1o use
Nintsndo's 'Jolting Pack’

2. Tony Crowther's Realms
of the Haunting 3. The
landscape 'J-Culture' page
debuts, cleverly titled 'Big In
Japan' 4, Toaplan shooter,
Ultimate Tiger 5. Sulkoden
offers a compliment to
Edge's Art Editor 6, Big Boy
Barry and Gall Porter pause
and consider the future of
The Interactive Game Show

Dunn, | was a boiSterous iitie kid, always having to
literally fight my older brother to have a go on his
Spectrum, Computers weren't considered a girl thing
back in the sarly '80s and | was constantly beng
pushed towards Barble and Sindy dalls, which | took
great pleasure in decapitating. | wanted to play with
the big boys and it wasn't until my brother's best
friand bought a BBC that | got my chance to prove |
was as good as the rest.

God biess Chuckie Egg on the BBC! You
simply had to direct the farmer to pick up the eggs
scattered around the platforms, climbing up and

aw ‘Bits', ramembers her

Hens' teeth! Emily Newton Dunn cut her milky molars on the BBC Micro's classic Chuckie Egg
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down ladders to get them, while avoiding the ostrich
like birds. A worid of gaming cunning and deft digits
opened up before me when | realised that | kicked
ass on this title. Usually | was only allowed one go o
any game then toid to get lost, but with Chuckie Egg
| rocked right away and was aliowed to camy on.
We all marvelled at the later leveis, too, when the
ladders started moving - which demanded ever
Increasing skill. From that moment on, | was
hooked, Inspired by the classic Donkey Kong,
Chuckie Egg is still a great game today. | pIpT
even keep an emulator of it on my PC. il
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Philip Oliver

itz Games is an independent games
B development company, employing over

90 videogame professionals — and at
present developing over 50 tities across neerly all
platforms. Co-founders Philip and Andrew Oliver
(aka ‘The Oiiver Twins') began writing games on a
ZXB1 back in 1981, and are |cintly responsible for
such retro hits as the Dizzy and Simuwiator series,
as well as a rack of successful Codemasters
titles... Here, MD Philip Oliver reflects on glories
past, present and future,

What was the first videogame you ever
played and what did you think of it?

It was during a Summer holiday in Torquay in
about 1979... | was about 12 and Andrew and |
were in an arcade looking in awe at Pac-Man,
We always had a habit of watching but not
playing, because these machines were so
expensive. But this one time a stranger gave us a
pound to put into the machine... | can't
remember how long it lasted, but we were so
grateful, That's the first 'arcade’ game we ever
played, and after that we were hooked.

What was the first computer/games machine
you owned? What did you think of it?

Back in 1981, | remember going with our cider
brother Martin to buy a second-hand computer:
a Sinclair ZX81 which had only 1K RAM. Thera
was nothing wrong with it, but he still wanted a
better one, and | remember wondering why. He
explained that he wanted a computer with colour
- gpecifically the Acom Atom, which had just
been released. Before |'d got home |'d already
learned about 'upgrading’! Andrew and | weren’t
ones to go and spend lots of money on software,
50 we got cracking, trying to make games of our
own. The ZX81 had BASIC buiit in and some
type-in programs such as Pong. Well, now there
was no stopping us. We quickly modified and
added to all the listings and discovered quickly
that we needed more speed, memary and
colour! So we took on a newspaper round to
earn some cash — and bought a Dragon 32,

figure could take an hour for a single frama! The
first title we had published appeared in January
1984 in ‘Computer & Video Games' as a type-in
listing called Road Runner. It was designed to be
neat and elegant — and short, because we knew
that typing the listings in was never much fun, We
were pad £50 for this and it went towards buying
a BBC Model B, Thess were maore popular, but
:most importantly were designed to be easy to
:program - both in Basic and Assembler.

What was your first job in the industry?

The type-in game for 'CAVG' was our first job
MNeither Andrew nor | have ever drawn a salary
from anyone. We've always just written games for
clients as 'independent developers’, After CRVG,
we wrote for Argos Press, Acomsoft, Interceptor
Players and then for Codemasters, where we had
success with the Simulator and Dizzy senes

What's your favourite game ever and why?
J'd have to go back to the days when | had time
to play games - at school in the early '80s. We
both played a lot of classic BBC titles, which
were often copies of arcade games, things like
Defender, Scramble, Pac-Man and Eiite.

What are your top movie and book of all time
*Star Wars," obviously. Favourite book? “The
Advanced BBC User Guide.’

What was the last game you played and
what did you think of it?

It has to be Mario Kart on the GBA. But because
iof work and a young family, | don't get a chance
to play much more than our own games.

How many hours a week do you spend
playing games?
| try to get in at least half an hour a day.

What's the first game you look for when

you walk into an arcade?

[The one with the biggest toy attached! Don't you
just love those mini-cars, motorbikes and jetskis?

“There are no ceilings, no restrictions - our only limits are our
imaginations. Even the limits of technology are solved in time”

What was the first thing you created on it?
We wrote lots of games in BASIC, as well as a
coupie of tools to help us develop graphics. In
those days there were no graphic utilities; if
people wanted graphics, they drew mosaics on
graph paper, converted these to numbers and
bytes, and then typed them in as data
commands. To draw an 8 X B pixel Pac-Man

What game would you most liked to have
worked on?

! like games that do something different and then
become successful - like Giover, which we did a
couple of years ago. |'d always want to be
associated with games that are fun and sell
loads. I'm not into epics like Final Fantasy, and |
don't want to encourage aggressive behaviour,
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because | believe we have a moral responsibility. |
like any Miyamoto game, from his early creations
like: the original Donkey Kang and Marfo, through
o more recent games like Luigi's Mansion.

Which Website do you visit most regularly,
apart from your own company's?

| wouldn't go anywhere without referencing
www.muitimap.com first

Of all the games you've been involved with,
\which was your favourite and why?

IWell, there's a little character called Dizzy, which
|appears to have lived In the hearts and minds of
imany people for many years. Amazing really, but
it brings it home to you that when we creats
games we make a ot of impressions

What new developments in videogames
would you most like to see?

More fun! Too many people go for epic
challenges. Let’s fry to make games more
accessible and sociable

Whose work do you most admire?

Ed Logg, the man behind Asteroids, Gauntlet
and Xybots at Atari, created some incredible
and original games in the mid '80s.

What do you enjoy most about working

in the industry?

We're having fun and making fun. There are no
ceilings - our only limits are our imaginations
Even the limits of technology are solved in time
But where wil it all go from hera? It's incredible to
think about — and to be on the leading edge,
making it happen, is amazing.



I'm 34 years oid and I've been playing
videogames since the early days (Space lnvaders,
etc). Recently, howeaver, |'ve started to get motion
sickness when playing titles which feature polygons
running at high speed, It started with Rogus
Squadron on the NB4, When | was playing, | started
to get hat, and eventually dizzy and nauseous. | put
this down initially to the ‘fogging’ on the NB4,
because | wasn't experiancing the same problem on
other games. But now |'m having trouble completing
Tony Hawk's Pro Skater 2 on PSone ~ | can't
because the later stages have to run at a higher
speed and It makes me feel sick.

This is becoming more of a problem, because
work/life commitments mean | no longer have the
time to play longwinded games such as Jeida.
Resident Evil, etc. | have to grab half-an-hour here
and there, and with the bigger, longer kind of games
| end up forgetting the piot or not having enough
time 1o run around looking for items,

Here lies the dilemma: | only have time to play
games that give that three-minute arcade buzz,
which ultimately means that they have to run at high
speeds. Am | therefore only going to be able to play
old paraliax scrollers from now on? Or is there an
answer to the problem of motion sickness?

David, via email
What's wrong with old parallax scrollers? Or new
ones = courtesy of the GBA - come to that?

In E103 you said that you would've liked to
“challenge [Phil Harrison's] assarticn that
videogames offer the best value entertainment

per hour,” This got me thinking. Exactly just how
much 'bang per buck’ do | personally get from
even the best titles? | consider my knowledga of
interactive entertainment to be like that of any other

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

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

Edge reader, and have played a wide variety of
games ovar the years across many platforms.

Bearing this in mind, thera are only a handful of
games where | can honestly say 've had my
money’s worth, Each one of these has somathing in
common: a multiplayer dimension. Quake2 online,
Mario Kart, Street Fighter, 1SS, Bomberman and the
fike have all delivered huge amounts of supremely
enjoyabla entertainment.

Dare | say it, even a game such as Legend of
Zalda: Ocarina of Time, wonderful though it is. has
simply not provided value for money, especially
when you're shelling out for import games, as I'm
sure a large proportion of your readership do. For
damage limitation, | spend a lot of time reading
game reviews before parting with my hard-eamed
cash. It's my chosen hobby and | enjoy collecting
knowiedge on games aimost as much as | do
playing the things

Other people, such as the 5o called "casual
gamer' demographic, choosa to spend more of ther
time on other social activities, They may only buy
two or three games a year (how many people do
you know whose games collection consists of FIFA
898, Tomb Raider 2 and Final Fantasy 77).

Perhaps that ussful old adage "Once bitten,
twice shy" is particularly apt hare. To spend £45 on
anew game, get it home and for it to be of average
quality at best is going to put anyone off doing the
same thing the following month, especially somecne
who can quite easlly spend their monay on
other pursuits,

The industry must find new ways of selling
games. Doom seems so lang ago now, with the
introduction of a free trial version and an option to
buy at the end of it. Of course, thanks in no small
part to this, nearly every new PC game now comes
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as some form of demo or movie downlcad prior to
release. Great if you're a PC fanatic, but what about
the PlayStation generation 7

Perhaps we're almost there with the introduction
of broadband-enabled consales. If they can offer a
menu full of the latest demos for us to 'try before wi
buy," then there'll be less chance of us getting our
fingers burnt, Free demos, cheap purchase of
episodic content, no risk.

It could finally give below par publishers and
development outfits a well nesded kick up the
backside if they can no longer rely on uninformed
and impressionable consumers.

Jamie Cunningham, via email

In Edge’s opinion you're wrong about Ocanna

of Time. But you're right to lament publishers'
short-termism. The cument software pricing
structure, combined with too many mediocre
releases, is hardly going to tum a casual customer
into a long-term one.

| read with great interest your article on the
early days of the videogame magazine industry
(E102). One aspect that really struck a chord was
how uncompromising and honest many of these
early tities were, particularly ‘Zzap84!' and 'Amiga
Power'. When these magazines recommended a
game, the odds wera heavily in the buyer's favour
that it would be money well spent. They truly
seemed to care about thelr readlership - a far cry
from many of today's pitiful offerings.

It's well recognized that part of the reason for the
massive decline in the printed magazine market Is
that fewer people are prepared to pay good monay
for what ts often little more than a glorified ‘flyer’.
Perhaps those few Edge readers who still insist on
bernoaning your stringent review policy should

If, like David, you suffer from motion sickness
when faced with next-generation poly counts,
perhaps you should try the Game Boy Advance



appreciate that your magazine stands as perhaps
the last of its kind.

| would aiso like to take this opportunity to tell
you of a little project that some of your readers
may be interested in. | am one of several people
currently involved in the production of a new issue
of 'ZzapB4!' This non-profit making project will be
available for download from the Net in the New Year
and is very much a labour of love. Several ex-
‘ZrapB4!’ stafl members are involved. Edited by
none other than Gordon Houghton, the magazine
will inciude reviews for six ‘brand new’ and
previously unreviewed C64 games, as well as
arficies, features and the returmn of Lioyd Mangram,
At the moment, it is intended as a one-off project,
but should it prove popular encugh, future issues
could follow. Anyona wishing to learm more should
visit the message board at www.zzapf4.co.uk,
Andy Haywood, York

| noticed recently that many games
such as Drver, Ace Combat 4, Soldier of Fortune
and even Melal Gear Sokd 2 have come under
increasing scrutiny with regard to their subject
matter that may at times touch on the ameas

of terronsm, being nasty in any way, or any
combination of the two in relation to the US.

As technology advances It does, of course,
facilitate the opportunity for extreme and suspect
agendas to find their way into the medium of
games, but this is nothing new and has been an
Issue in many different media, be it newspapers, TV,
cinema or games.

it's all a matter of context. It's time for the games
industry to cease to pander to those in society
whose social, political and refigious views are on the
fringes and who try to imposa their own personal

Jay Smith calls for resistance to censorship.
But isn't developers' eagerness to embrace
hackneyed depictions of violence getting stale?

subjective opinions on the medium, Games are
creative and imaginative entertainment, with the likes
of Mario 64 being a work of art open to
interpretation and wonder, and not a political
statement on the subjugation of ethnic minorities in
the plumbing trade.

What I'm suggesting is that tha industry should
be less concemed with seif-regulation and
censorship and more concemed with the attempls
to impaose censarship upon it from the politically
motvated and highly influential minority interest
groups outside of the industry.

Of course, litles like Kingpin will always Invite
healthy criticism, but such tities do not turn
individuals into gun-toting psychopaths, just as by
playing the games backwards you do not discover a
secret coded message from the devil. That said,
someone will have, but they should take that lssue
up with a professionally trained counsalior or
psychiatrist —and not their local MP.

Interpretation should be done by the player, not
the agenda of the programmer or an outside political
agency. | guess the ikes of Molyneux have it sussed
with games like Black & White, where the player
constructs their own moral framework in which
to operate. That must really give the conservative
press a headache.

Jay Smith, via email

While Edge sympathises with your libartarian
stance, It can't help wondering i too many
developers are prepared 1o peddie the same sort
of dervative, viokent, morally reductive nonsense -
justifying creative indolence with similar arguments

The phenomenal sales of the P52 have
ensured that Sony will have a significant say in the
development of the console industry. While there is
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much anticipation of broadband network gaming, |
think there is much work to be done on the basics.

For example, where is the 60Hz full-scresn
option on PAL titles? (How was Sega so successful
in getting developers to implement this option? And
why do we want anything more than 24/30 frames a
second? If it's good enough for TV...)

Where is the widescreen aspect ratio option?
Surely these tweaks would give some highly visible
added value to gamers without adding significant
development cost?

Lee Wilson, via email

| was in complete agreement with Steven
Poole's article on Mass Appeal up until he said he
would rather play FIFA instead of /SS. | understand
his point about great script, but | think the actors,
cinematography, direction, etc, are all good enough
in ISS to keep me playing that title rather then FIFA
any day of the year. I've personally converted all
my PSone and PS2-owning buddies from AFA to
IS5 disciples.

Next stop, AV Out. I'm cumently daing a CiM
course in Marketing and I'm baing taught that true
Market Orientation is finding out the wants and
needs of the customer and then making a product
that matches those needs and wants. Mr Toshihiro
Nagoshl says he refuses to believe Marketing comes
before content. \Where does Edge stand on this
matter. Market Orientated or Product Orientated?

Last but not least: the Videogame Diary. Matthew
Gabriel mentions that it's interesting to note at
gameshows the difference between the type of
game a geveloper would want to play and the type
of game that actually sells. Hardcore market versus
mass market, He thinks t is a good idea 1o et the
consumers visit gameshows so the developer can

‘There are only a handful of games
where | can say I've had my money’s
worth. Each one has something in
common: a multiplayer dimension’
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get to meet the customer (and not just the retadl
buyer), | agrae with him, At the end of the day, it's
Jos Public that will be paying the hard-earned cash
that keeps us all in the industry,

| think this is a great reason 1o open up ECTS to
the consumers for 2 least a day. There are always
gaoing to be games that creative and talented people
will want to — and should — make. But in today's
economic climate, these must aiso be backed up
with games that will appeal and sell,
Nana Penemo, via email
It's all very well creating games that will appeal
and sell, but one of the biggest problems with the
videogame Industry today is that it tries to do just
that by slavishly imitating existing titles. Edge would
like to see a few more developers attempting to give
the public what it doesn’t know it wants.

| can’t be a casual gamer, can 17 | love plaving
on my Dreamcast — Get Bass, Samba De Amigo,
House of the Dead 2, Virtua ON - mostly because
they use thelr own litle device for playing with,
which makes them much more of an arcade
experience, while giving me a 25-minute biast of
pure fun, Classification: Casual Gamer

But I've played Xenogears, Parasite Eve, Chrono
Cross, and loved them all, right down to the last
nigh-on-impossibie final bosses. I'm eagerly awaiting
Xenosaga and Harvest Moon: Save the Homelands
on PS2, | can't wait to spend hours of my time
playing a game that | doubt Il piay again after I've
finishad it. Classification: Serious Gamer

Now it | were to disclose to you that, between
my and husband and |, we have nearly every
console made, from Game Boy and Virtual Boy to
PS2s (one American, one English, because who
knows where European gamers will get left out

Super Mario 64 - an undisputed killer app in
gaming terms. But did Nintendo set the bar
too high for other GameCube developers?

again) and an Atari 2600, A veritable collection, with
the finest (and most obscure) games on each
platform. Classification: Game Freak

But | don't spend every hour of every day playing
games. | only really spend an hour or two in the
evening shaking my maracas, getting the biggest
bass or taking with my Seaman.

| don't think people should be shunned for being
casual gamers or laughed at for baing a FPS nerd.
What's important is the fact that, like it or not, af
gamers have one thing in common: playing the
games. So why not enjoy it?
Liz Korbey, via email

After reading many issues of Edge, I'm in
great confusion as to what platform to go for. |
currently own a PS2 and I'm quite happy with its
performance. However, after reading all the hype
regarding the GameCube and the Xbox, | really
don't know which one to buy next year. Should | opt
for the absolute power of the Xbox? Or the ability to
play great Nintendo games?

Pete Martin, via email

All three machines have their strengths and
weaknesses: PS2 has the market penetration,
Xbox the sheer clout and Nintendo the intelliectuat
properties (although given Nintendo's attituds
towards the European launch, it may well have
taken itself out of the equation). Given the quality of
the latest software releases — and the cumrent price
of the platiorm — it certainly looks fike a PS2 is your
best option. For a full-lowdown on all three systems,
sea the naxt issue of Edge, on sale December 29,

Could Nintendo's decision t faunch
its new console without what might seem a killer
app be a chosen strategy? Consider the launch of

‘Everyone should stop fighting about
which console is better... Surely they
should be spending time enjoying their
games, instead of being twats?’
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the NB&4... The console appeared with Super
Mario 64, arguably one of the finest wdeogames
ever created. To a thirdparty publisher, that must
be like & boxer knocking you out in the first round.
By launching the GameCube with less than stallar
firstparty software, Nintendo ensures that the
spaothght is on the thirdparty producers. At least
until games such as the new Mano are reisased.
So how did the fact that the N64's best game
was also its first affect sales? Maybe it sat the bar
too high for other producers to consider even trying.
If you look at PSone, for example, its games have
evolved over the years, keeping players and
developers interested in what might be around the
corner. in the N64's case, there were no carmers,
Manio 64 made it a very straight road.
Jesper Koefoed, Sweden
An interesting take on the situation. Would anyone
eise like to comment?

| was happily reading my way through E103
when | stumbled across Cliver Tilley's email about
turn-based batties, | just want to tell him that even
though | love this type of battle, it's not the be-all-
and-end-all of RPG battle systems. For starters,
although it's much easier 1o grasp. it can get a
Iittle tedious; real-time batties, on the other hand,
require reactions and skill. If all he looks for in an
RPG or strategy game is turn-based batties, then
he's truly missing on some fantastic adventures!
Finally, everyone should stop fighting about which
console is better... Surely they should be spending
that time enjoying their games instead of being
twals? | own several consoles and | love them all
equally. Why can't everyone just be grateful for the
consoles and games they've got? | B
Sherona, Durham



Choosing your ideal system Involves
more than just selecting the machine
with the supposedly ‘better’ specs...

From the forum

i Cognitive Friction
From: Furoshiki

A selection of choice cuts from Edge-Online’s discussion outlet

Topic: Gaming Experiment
ler DreamcastMaster

ter: DreamcastMaster

18
Topec: Tetris Chocolate Orange
e Welsh
Poster ukdazs
From: flicky

Jomps

Tito Juentez

‘This week, three of my friends
and | are going to the pub to play
fourplayer Mario Kart. Post-pub
gaming? Pah, that’s so passé’




Issue 106 on sale December 29

Next month

Let battle commence.

122 EDGE 106







Pikmin

.,..F_,wgﬁm:,;,;,_; Wy

Shenmue 2

CHRISTMAS 2001 £3.80

I RHIUHORAANN i
IR i

58021

—— 9




	Scan 00
	Scan 01
	Scan 02
	Scan 03
	Scan 04
	Scan 05
	Scan 06
	Scan 07
	Scan 08
	Scan 09
	Scan 10
	Scan 11
	Scan 12
	Scan 13
	Scan 14
	Scan 15
	Scan 16
	Scan 17
	Scan 18
	Scan 19
	Scan 20
	Scan 21
	Scan 22
	Scan 23
	Scan 24
	Scan 25
	Scan 26
	Scan 27
	Scan 28
	Scan 29
	Scan 30
	Scan 31
	Scan 32
	Scan 33
	Scan 34
	Scan 35
	Scan 36
	Scan 37
	Scan 38
	Scan 39
	Scan 40
	Scan 41
	Scan 42
	Scan 43
	Scan 44
	Scan 45
	Scan 46
	Scan 47
	Scan 48
	Scan 49
	Scan 50
	Scan 51
	Scan 52
	Scan 53
	Scan 54
	Scan 55
	Scan 56
	Scan 57
	Scan 58
	Scan 59
	Scan 60
	Scan 61
	Scan 62
	Scan 63
	Scan 64
	Scan 65
	Scan 66
	Scan 67
	Scan 68
	Scan 69
	Scan 70
	Scan 71
	Scan 72
	Scan 73
	Scan 74
	Scan 75
	Scan 76
	Scan 77
	Scan 78
	Scan 79
	Scan 80
	Scan 81
	Scan 82
	Scan 83
	Scan 84
	Scan 85
	Scan 86
	Scan 87
	Scan 88
	Scan 89
	Scan 90
	Scan 91
	Scan 92

