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The future of electronic entertainment

he debut of a new piece of hardware bearing Nintendo

branding should, naturally, be cause for no small
amount of celebration. But the GameCube announcement,
made at Spaceworld 2000, was unlike the company's last
major console unveiling in 1995 in that a company such
as Silicon Graphics was not wheeled out in order to lend
technological credibility to its new generation of hardware.

Despite Nintendo's seemingly constant crowing of its
partnership with IBM in creating GameCube's ‘Gekko'
CPU, in Tokyo such hardware-focused triflings were
consciously put to one side, Cynics would suggest that this
was merely down to the company having produced a 128bit
console relatively indistinguishable to PlayStation2 In terms
of performance. Optimists, meanwhile, would point to the
fact that, now that videogame technology has levelled out to
the point where creatives can focus upon content, and
not merely the strain of getting the poiygons up there to
represent it, Nintendo is no longer interested in a battie to
deliver the most potent image-generation kit on the market,
and has never been more focused in terms of delivering
content that fuifils — or, more importantly, changes - the
expectations of today’s ever-more-cynical videogamers

As Shigeru Miyamoto suggests in this month's interview
{p76), the latter more accurately represents his company's
thinking. GameCube does not offer DVD movie playback
simply because Nintendo did not set out to provide anything
more than a box which could play host to some of the most
inventive and ultimately memorable gaming experiences

This month Edge delivers a full report from Spaceworld
2000 (p&8), where Nintendo mapped out its strategies in the
form of a new home console and also a handheld device,
Game Boy Advance, which will be building on an installed
user base of over 100 million. This new unit, In particular,
demonstrates that Nintendo Is now not attempting to break
technological ground simply for the sake of it. Rather, it is
giving game developers an environment in which 3D camera
systems and mipmapping considerations do not even
present themselves. By engineering a form of technology
such as Game Boy Advance, Nintendo Is spelling out
its future with one often-neglected word: gameplay.
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Edge hooks up again with Toshihiro
Nagoshi to discover how his Sega
arm, Amusement Vision, is building a
sequel to the legendary Space Harrier

it's one the most important events in
any game fan’s calendar, this year
more than ever. Edge reports on
GameCube, GBA and more...

From phones to handheld computers
to set-top boxes: everything is getting
connected. Edge gauges industry

opinion on this particularly hot potato
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030  Dropship (PS2)
032  Sin And Punishment (NG4)
- 034 c12(PS)
| 036  Type-X: Spiral
A | Nightmare [DC)

038  Sega Strike Fighter (DC)
040  Final Fantasy IX (PS)
041 Cosmic Smash (coin-op) T
041 Unison (PS2) -
042  Confidential Mission {cor-op)
042  Z2(PC)
043 Tomb Raider Chronicles [PS)
043 Mafia: The City Of

Lost Heaven (PC)
044 Phantasy Star Online (DC)
044  Startopia (PC)
045  Red Faction (PC)
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Regulars
006 Froniend
News and views from e-entertainment’s cutting edge
Out there
Reportage and media
RedEye
Commentary from inside the videogame industry
024 Trigger Happ)
Steven Poole considers traversing time
Pro .;'.i:_.
J Allard, Microsoft's chief X-Box evangelist
054 Inside...
Funcom links up with Anarchy Online
103 Edge Moves
Your chance to be part of the videogame industry
Codeshop
Tracking developments in development
142 The making of...
Jez San reflects on the all-singing StarGlider
146 Reset
A look back at Edge five years ago, plus Pixel Perfect
Shiny Entertainment’s David Perry
150 inbox

Next month

088  X-Fire (PS2)

020  Armored Core 2 (PS2)

092  Speedball 2100 (PS)

094  Tony Hawk’s Pro Skater 2 (PS)

096  Dynasty Warriors 2 (PS2)

097  Gungriffon Blaze (PS2)

088  Ultimate Fighting
Championship (DC)

099  Star Trek: Voyager -
Elite Force (PC)

101 Surfroid (PS2)

101 Muppet Monster Adventure (PS)

102 Cool Cool Toon (DC)

102  TVDJ{PS2)
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S¥S 2000 delivers mixed bag.,\

igeogame show fails to excite, with big names
product on display, and few announcements
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The Sony stand showed off a selection of upcoming software running on the company'’s
revamped 32bit console, but the real action was in the section devoted to PlayStation2,
which was constantly full of attendees anxious to get their hands on playable demos

been finalis nd that th

paradiam

The floor space taken up by Sony and
Nintendo was substantial, showing that both o
companies continue to take ECTS seriously blemished by games ke Criase The

Although the event was as crowded as ever, the actual range of new products on show was disappointing - unless the vast numbers of PC
peripherals and second-rate RPGs were what you were after. Treading the floor could be an exhausting experience by the end of the show
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Nintendo’s Game Boy Advance stole the
show this year, but observant attendees
may also have been able to spot Shigeru
Miyamoto, who was promoting products
behind closed doors, There were also a

number of strong NE4 titles on display

teractive Studios

ormfront Studios, Digital llusions, and

the Climax Group

ncing tt

1. Although still i

generated a |

vy of the companie

The highlight for freeloaders was the Sony
Yt maied party, which must have put the minds to rest of
iy, Mot S anybody worried about the future of the industry

ni booth (to the bottom right of photo, above) drew steady crowds looking out J Allard (right) and Ed Fries from Microsoft attended
v extra minutes of MGS footage, but there was no rapturous applause a la E3 the show, announcing a long list of X-Box developers




R il
GAME IO AT

From next year ECTS will move to a purpose-
built exhibition centre in Docklands, hopefully
reflecting an upswing in the industry's fortune

Games of the show

There was a wide amay of awards on offer
at ECTS, particularty the Game Of The Show
awards, voted for by a pane! of 15 European
journalists, including Edge’s own sagacious
representative. Surprisingly, Mario Kart
Advance cleaned up, despite being only
partly complete. The winners were:

Overall Best Game of the Show

Mario Kart Advance (Nintando)

Best PC Game of the Show

Sacrifice (interpiay)

Bast PlayStation Game of the Show
GT2000 (Sony)

Best Nintendo Game of the Show

Legend of Zelda: Majora’s Mask (Nintendo)
Beat Dreamcast Game of the Show

Jot Grind Radio (Sega)

Bast Handheld Game of the Show

Mario Kart Advance (Nintendo)

Be
| Mario Kart Advance (Nintenda)

Multiplayer Game of §

The ECTS awards were voted for by visitors
to the ECTS Web site, the results as follows:
Beat Console of the Year:

PlayStation2

Best PC of the Year:

Voodoo 5 5500 from 3dfx

Best Conscle Game of the Year:

Parfect Dark from Nintendo

Best PC Game of the Year:

Dabio If from Havas Interactive

sher of the Year,

Pul

Havas Interactive.

There were two further awards:
CTW Award for Marketing

Pokeémon from Nintendo
MCV Best of British Award

Codemasters

<€ 010

lowed into the

developer lounge, there was little to report -
apart from nating that free beverages were
available to developers who frequanted the

as journalists weren't

lounge from 4-8pm on the Monday of
ECTS. Coincidentally, this was the same
time that Edge Live was taking place a
littie distance from Olympia. ELSPA and
Screen Digest tried their hardest to bring
cheer 1o all of the leng Tacas with their

third annual report Into the European |elsure
software market. While acknowledging the
al period faced by the console

rt forecasts record-breaking
! and 2003 and

transtion:

sector, t

Ware manet

The great ECTS sideshow
Indead, as with previous years, there was
plenty for attendees to be amused by,
Superior Technology's range of peripherals,
for example, which included the ‘Mumbo
Jumbo’ control for use with maraca-style
es (ile Samba de Amigo). Or Gianlucs
turning up to sign autographs at the

Via
Midas Interactive stand to promote Gianiuca
Vialli's Prermiership Manager. But the
highlight for freeloaders was undoubtedly
the Sony Party, which must also have put
the minds to rest of anybody in any doubt
about the future of the industry. The sheer
folly of decking o
style location with table football, fairground

=1l

I an immense warahouse-

rides and, of course, PlayStation2 units
and fea‘lunrlg a performancea oy Jamirogual
and Ronnie Wood, |s a sure sign thal if any
company has the wherewithal to silence Its
critics and invigorate the markst, it is Sany.
So, while the overwhelming sentiment
enoees was C
face of a meagre amount
information, there are encouraging Signs
that next year's ECTS will be an altogether
more upbeat affalr. Current developments
in the sphere of wireless gaming, coupled

of new product

with the eventual release of X-Box and the
Station2 product, promise
on the faces of

ical players.

maturation of Play
to put a sm

even the most cy

Several major publishers decided to forego the expense of having a lavish booth at
holding their own events for press and retail. Nevertheless, there were still some fil
examples of temporary architecture in an attempt to capture the attention of - 1=~



“Ever since all the major UK retallers

and specialist press editors decided to
| fully support E3, the role of ECTS in the

buying calendar has been significantly
| diluted. Buyers and journalists now see
the product at E3 in May, with follow-up
presentations to retail, and studio trips,
etc, for journalists in June/July. The
indies are being reached by Aspen
and Pinnacle, who also benefit from
exposure to our key accounts
presentations. By the time you get to
September we are well down the sell-in
and PR processes, and ECTS essentially
becomes a reminder exercise. Throw in
the cost of stand, design and
construction and you have a
fairly compelling case not to exhibit,
particularly in a transition year. It
Jremains important for smaller territories
on the continent, however, who may not
be able to participate in the buying
calendar as outlined above.”
Al King, UK marketing director, EA

“Lets face it, during ECTS, year in,

year out we see the same faces, in the
same bars saying the same things: “Isn’t
the show bollox this year,” and “Has
anybody got any spare tickets for the
Sony party?” Publishers don't want to
waste valuable profit margins, when the
people they want to attract are usually
propping up a bar outside the Olympia
complex. It's no coincidence that some

companies have taken to renting the
upstairs rooms of the surrounding
hostelries to attract business.

Unless we revert to having trade

and public days, | believe the event

will not survive at this scale. The problem
now for ‘up and coming' development
teams is that many publishers are not
represented at ECTS, making it difficult
to make that initial contact. E3 seems
to have the right balance of trade and
public obligations.”

Gary Carr, director, Mucky Foot

“The fact that ECTS is Bastion's

busiest time clearly proves that the
majority of the industry still views the
event as the most important in Europe.

| do, however, think it lacked the buzz

of previous years - though that's a result
of the industry's transition, not of the
show itself. Had Konami not unvelled
MGS2 at this year's E3, it would have
been a terrible bore - but those nine
minutes saved the three days, proving
enough to distract every attendee from
the copious amounts of rubbish on
display elsewhere. Sure there were
highlights, but generally the standard

of software at both trade shows this
year has been low - hence the

events themselves being knocked.
When a handheld sweeps the majority of
accolades - as GBA did at ECTS this
year - that's a pretty clear indication that

iIndustryopinion

Edge gauges how companies view ECTS

nothing much is doing on the home
consoles. However, the fact that
Nintendo chose the show to premier
their next major hardware launch outside
of Japan demonstrates it views the show
as massively important. Next year things
will be different. Microsoft will be
showing off its X-Box titles openly, and
the PS2 games should have improved
upon the first-generation dross. The
industry as a whole will be on the upturn,
and we'll all be dead excited again.

As for the lack of Sega, Electronic Arts,
Eidos, et al - well, that's fair enough and
if they feel they can do business in other
ways, then we should happlly leave them
to it. But doesn't the fact that the so-
called big-name companies which didn't
exhibit feit the need to hijack the show in
the form of after-hours parties or events
indicate that while they're happy to sit
out ECTS, they sure as hell can’t afford to
ignore it? One of the notable absentees
traipsed 110 of its staff to the show - so
it clearly thought it a worthwhile show,
despite not feeling confident enough to
show its own games there,

Finally, ECTS is a fantastic face for
the industry. | was speaking to a guy from
a national newspaper who was attending
for the first time and he said he was
surprised at how ‘human' the attendees
looked - he was expecting a hall full of
long-haired, pasty Goths. That's how the
real world still views us, so it's Important

to remind them that we're not

a bunch of geeky kids. Again, this

is demonstrated by the diversity of '
exhibitors - in years to come people

will look back and laugh at how surprised
we were when Motorola tipped-up and
started unpacking their stand. Especially
when it is a fully fledged publisher itself.”
Simon Byron, director, Bastion

"ECTS is essential to the formation and
development of industry relationships.
With the continual emergence of varicus
media, it is important to have an event in
Europe such as this in order to introduce
all sides of the gaming world."

Colin Grant, marketing manager,
Capcom Eurosoft

“From our point of view, ECTS was a
wonderful opportunity for Nintendo to
show Game Boy Advance, in terms of
timing to the market. It also provided

a great opportunity before Christmas

to show several titles for Nintendo 64
and Game Boy Colour, including
Pokémon Gold and Silver, all of which
were playable by retail, trade, and press.
I think it might be better when it relocates
next year, but the principal of having

a show in September after E3 in May

is a good one, especially for companies
with products to show".

Dick Francis, managing director,
THE Games

Edge’s picks of ECTS

‘te a generally poor sofiware showing at this year's ECTS, there were still titles that caught the eye. Apart from several titles on the GBA, Edge's favourites were as follows (clockwise
‘o left): Summoner, SSX, No One Lives Forever, Oni, Conker's Bad Fur Day, The Legend Of Zelda: Majora's Mask, Black & White, Shenmue, Giants, and Metropolis Street Racer
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Edge Live: it's good to talk

Developer conference is well attended, and touches on issues
of the massmarket, online gaming and the state of the industry

Y plac
Phil Harrison

D

After the main panel discussion there were some lively questions from the audience,
which included luminaries such as Jez San from Argonaut and Jon Hare of Codemasters




The afternoon opened with an
introduction from Milia, which will
be holding its own event for
developers in Cannes next year.
There followed a presentation
from Forrester Research regarding
online usage, before attendees
were treated to the ruminations
and cogitations of a select panel
of industry veterans. Perhaps the
highlight of the event was the
opportunity to witness both Sony
and Microsoft at the same table

y 4

und the

eing about

» panellists by jumping up and down on a chair

AN -0 CRSCUSSION WE

Attracting the massmarket
The first t “Onter ac t

juestion

dent developers

Liddon from

Among the topics raised from the floor were
wireless gaming, sexism in videogames, and
the question of rising development costs




Although J Allard isn't showing the strain,
Peter Molyneux looked slightly out of
sorts after a late night drinking rather a
lot of absinthe with the Microsoft crew

wider range of gaming experiences: *| don't
have a crystal ball. It's hard to predict where
creativity and genius will strike, but our
strategy is to lay the foundation. We can
maka it smpie. we can maka the

ture work, but at the end of the
day there has 10 be a compeling vaiue
proposition, The potential is enormous,; but
the startup costs are very high.”

It was then that Harrison added: *| was
just going to agree with Microsoft on that
point, | think J's absolutely nght. One thing
that has been proven is that there is
unbelievable consumer loyalty to these
products, so the first movers - and this is
almost an encouragement o developers
here today - need to be brave. it's gong to
be expensive, but 1S gong 1o be a land
grab.” He went on 1o describe the "Harry

Potter’ senes, rather controversially, as the
perfect online product. In response to
Allard’s assertion that everybody would
want to play as Potter himseif, Cook

conducted &
that of the assa ope

press, only Jez San from "—\rj\ naut would
like to be Harry Potter,

Time shortage

On that note the discussion moved on to
the next subject, which was whether
gamers will find sufficient time in future to

pay wieogames, and
general nesd © ¥& less complex. *

think we should have large games, but we
should allow players to get into them quite
quickly, and allow them to dig as deseply as
they want to go,” argued Perry, before a

question from Jon Hare of Codemasters, in

vhether games in

the audience, raised the issue of rising
development costs. Allard provided an
optimistic response, though: “| think that the

onling component of gaming will change the

medium in such a fundamental way that it
will alow pecple to enter the market.”

The pang! then considerad the matter of
realism in videcgames, and the difficulties of
Impressing upon the massmarket the
differences between the next cycle of
consoies and their predecessors, AS San

trom 20 to 3D. That was a huge
paradigm shift. We need to figure out what
the next paradigm shift is, and they wil

SWINC

notice that.” The panel was divided as to
whether ‘raality Is a fad’, or whether it offers

the best gaming hook far the massmarket

Open discussion

of the event, the de!

Towards the ¢

was thrown open to the fioor. A-whq the
topics raised were wirgless gaming, sexism
in videogames, and again the question of
elopment costs. In response

n tha ndustry: "1 think one of the big
probiems is that videogame de
can't handle big games. They're not
organised enough.”
Finally, after wrapping up, free drinks for
al allowed attendees and paneliists 10
further exchange ideas, with many taking up
ne oppon despite the rush for tickets
to the Sony party later that evening. Overall
reaction to Edge Live was positive, and the
el attended, which bodes well

welopers

event wa
Indesd, i

heard of Alluru: mgde.ahon for a new
game here; Drink Drink Revalution,

“I think there should be more
events like [Edge Live] as it's
something we don't seem to do
as much as the US guys do. We
need to stand up and promote

the UK industry a lot more. Plus

| think we all need to do a lot
more to attract new talent into the
industry. it's always interesting to
hear the thoughts of others who
make games for a living, | see
Peter Molyneux in a different

light since | heard him speak
about how much he loved the
work of Yu Suzuki at GDC. And

I'll turn up to anything that Phil
Harrison is speaking at. Sony has
a lot to talk about right now, and
you just can't ignore them. It was
great to see Gary Liddon up there,
as Climax is one of the |largest
developers in the country, but
who else can we add? Oris it
always going to be Phil Harrison,
Molyneux, and Dave Perry?
Perhaps a more carefully selected

industryopinion

What did attendees make of Edge Live?

audience would improve the
event. Most of it seemed to be
rival press this year. There were
only three questions asked by
developers (me from Criterion,

a guy from Sony Camden, and
the great Jon Hare from Codies -
get him up there next year).
More time is needed, fewer
long-winded questions, more
developers, more questions from
the floor, less overseas press from
Web sites no one's heard of and
no jumping up and down on
seats to ask a question!"

Alex Ward, creative

manager, Criterion

“l| really enjoyed it. One thing

you have to realise is that when

a panel of industry veterans
comes together, two things
happen: 1. You get to benefit from
their hindsight as they often have
15 to 20 years of experience
each, and so the current ‘turmoil’

of the industry is a lot less
daunting to them. This results in
clear advice based on sound past
knowledge. 2. You get to benefit
from their foresight as some of
the panel members work for
hardware companies, they know
things that the public and even
developers are not yet aware of.
They will always keep their cards
to their chests for legal reasons,
but in their answers, if you read
between the lines, you can gain
good insight into the future we
can expect. (That's why
representatives from Sony,
Nintendo, Microsoft, Sega are
welcome.) To be honest, when

| am on a panel, | also feel like

a member of the audience; | love
to hear what is in the minds of
these important people. | love to
hear what they are mentally
juggling with, and until we have
mind probes, going to panels is
the most efficient way to get a

diverse discussion going from
key people around the world.”
Dave Perry, CEOQ,

Shiny Entertainment

"After spending seven years
programming the Develop!
conference, I'm obviously in
{avour of developer-driven
events in Europe, and in the

UK in particular, Exactly what
form those events take, however,
is not an easy question, GDC is
an obvious success, but the
American climate is very different
and people get less holiday there,
s0 are more open (and more often
encouraged) to get out of the
office. Here everything's a bit
more insular and people tend

to play their cards closer to their
chests, which will always be a
challenge for anyone trying to
get developers together to talk.”
Steve Cooke, director

of online, HotGen Studios

<€ 014




andal has announced detalls of its
B oft-postponed colour handheld device,
WonderSwan Color, [ust a few days after
Nintendo's Spaceworld 2000.

The general specifications of the
device are largely the same as Iis black-

and-white predecessor, though there are a

few changes. The size remains unchanged,

as does the power source, consisting of
two AA batteries. The biggest difierence
is its screen — the DSTN colour display
is 2.49x2 .8 inches, with a resolution of
224x144. Capable of displaying up to 241
colours simultaneously from a palette of
4,096, and with 512Kb of RAM, the
maximum cartridge capacity Is 512Kb.
Nevertheless, one of the biggest problems
with the original WonderSwan was that its
screen was falrly reflective, making it
difficult to play. It would appear that this
has not been fixed, and the DSTN screen
less advanced than TFT screen of GBA,

While the WondarSwan Color will be
priced at ¥6,800 (£45), games are sat 10
cost between ¥3,000 (£20) and
¥5,000.(£33) Backward compatibility will
ensure that games purchased for the
original WonderSwan will be playable

Having been developed In coopearation
with Square, the platform is set for a
strong software line-up from launch
The developer will bring a succession
of its most famous NES titles to
WonderSwan Color, starting with the
first Final Fantasy, which is set for release
in the winter and followed by the second
and third titles in the series. Other planned
titles include Romancing Sage and
Hataraku Chocobo. The roster of thirdparty
developers known to be warking for the
platfporm is equally strong, with SCEI,

“Toy, HAL and Namco all lined up

I hera are a host of peripherals planned
for the device. The WonderGate adapter
will enable it to be connected to mobile
phones, and there are also extensions that

WonderSwan Color hatches

Bandai announces technical specifications of its GBA competitor

A strong software selection for WonderSwan Color will commence with Square’s Final Fantasy series, and continue with titles from a sound
thirdparty line up. Nevertheless, it remains to be determined whether this will be enough to see off the challenge of Game Boy Advance

Bandai’s greatest problem will be competing
with Game Boy Advance. Even a strong
software line-up couldn’t help the original

add compatability 1o MemoryStick and
SD cards. There is also a USB port, and a
demo has showed the WonderSwan Color
linked to a PC laptop and a PS2.

Bandai's greatest problem will be
competing with Game Boy Advance. A
strong software line up did not enable the
original WonderSwan to seriously compete
with Game Boy Color, and Nintendo's
strategy for the handheld market seems to
be much more robust than that of Bandai.
Although the device will undoubtedly find
a market in Japan, it remains to be seen
whether this will be sufficiently large, and
whether the Final Fantasy franchise will
give the machine any chance of
asserting itself in the west.

EFDGE Y

WonderSwan Color was demonstrated running connected to a laptop and PS2, but it is
not clear how this feature will work in practice. It remains an exciting development, though
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Ferrari dream crashes

Job losses of 160 as Acclaim leaves the development road,
cancelling all games based on the ltalian motor manufacturer

T he closure of Acclaim's Croydon-
based studio was compounded

on of titles based

zrrar licence. At the time, Acclaim
cenied that the fortunes of the studio,
formerly known as Prabe, were caused

g circumstances ol arent

| was

cOmpany, argi

g instead tha
consolication that would

simply an act ¢
position it for the transitional market that
the Industry now faces

Howaver, the int Ferrar

canceliations [ a differant

picture, whic company spelied

out in this statement: “Due to a decline

gvaluated the investment requirement
for Ferrari and made the decision to
suspend development of all titles

under the Ferrarl icence

Edge spoke to a disgruntied former

empioyea w

is greate aim is willing to admit:
“At this point in time Acclaim has a serious

5 that the problem

than Ac

zashfiow pro

due to lack of product

e argues

anticipate trends In the markst, In all,
around 160 people have been made

redundant, and apart from the Ferrari titles

ht other games
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Edge's source, who asked not

y Questioned the exact
natura of Acclaim’s agreement with Ferrari:
“I understand that Acclaim never officially

had tha

why we ne

during the development proces

Staff resentment

be see

lo the thirdparty Ferrari developme

namely Brain In a Jar's Ferrar! 3
Challenge, but the manner in which
Acclaim treated Its internal development

staff has caused some resentment

In the weeks leading up to the studio
being shut down — even up to the hours
before we had to leave the building — we

were being

that our new studio at

Mortiake was almost finished and that

we would all be mo up there shortly,
laims Edge’s source. “There is no way
that Acclaim didn't know the studio was
months before this happene

ing that's decided one

(1] [ llml | .' I.|I.'I i
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morning and then

day. We were led to
were safe and that we all had Ic
WOrk o do o ou
n de
requests, Acclaim was unay
for comment regarding the situation
While any naws that a development
house has had to shut down Is bad
news, this episode demonstre

1 six tities that

slopment.” De

llable

than just the serious effects of difficult
markst conditions, It also lends strength
to Dave Perry's exhortations at Edge Live
that the industry as a whole needs to grow
up and adopt a8 more professional attitude
Issues like the shoddy treatment of
employees lines up alongside guestions

of saxism in the Industry as a good
inclication of an immaturity that

show

few signs of abating

i

It is unclear whether Brain in a Jar's Ferrari 360 Challenge (above) will be picked up by an
alternative publisher, but it is definitely the end for Acclaim’s Ferrari-themed F1 game (left)

Tekken Tag Tournament tweaked

Namco implements full-scene antialiasing for western market

o g
i ".* i

Orniginal

In addition to the one-on-one mode that has been added to the western release of
Tekken Tag Tournament, it has emerged that Namco has also optimised the code in
order to Implement full-scene antialiasing, résulting in significantly more impressive
visuals. It is not yet known whether or not further PS2 titles will receive similar treatment.

Antiaiiasod .




Titles like Soldier Of Fortune (above) and
Doom (right) continue to be a cause of
cancern, prompting the recent FTC report

Sega CEO testifies

United States Senate Commerce Committee
holds hearing looking into violence in videogames
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Gaming’s Napster threat

Teenaged American gamer Jeffrey Freeman launches Swapoo,
a program that facilitates the exchange of electronic entertainment
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Whether it represents a genuine invitation to pirate videogames or is an absurdly canny
publicity stunt, Swapoo poses questions the music industry is already struggling with
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ctures don't look so much like
ﬁ!besfﬁ,%ey did before. The Fantavisions
18 odd 1t'is very slow and welrd It is like
the old Atari games.”
A Daily Mirror reader offers his opinion on PS2

“Superhero women - who decides just
how bug the boobies are?”
FHM o ns Neversoft producer Kevin Mudhal

“Console games have been more like comic

books, and PC games have been more like

‘The llliad’. If you don’t read the whole thing
you're not going to get it”

J Allard 1o

“What about Super Metroid, eh? I'll be

|n

whacking off over that one tonlght
US Web joumo after seeing the Gamel

CUDE O 3t Spa

“| see myself as a caring friend of her. I've
been writing many times that if she would
need any help whatsoever, it doesn’t matter
what, then she could ask me. You could say

a companlon in times of need
an Niels Barnsden o

al' relationship with Lara Cro

“Yes, wireframe graphics — @sin
Asteroids, as in Defend

The Guam’ran s Onhne
knows whene a non-so
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The simulator can reproduce conflicts from any
time period, from Waterloo to The Gulf War

37 The Phantom of the arcade
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US: For £15 you get a chean plastic box
containng a stone on & string, Not a particulary
wase investment, it would seem. The arcane
symibois stched inlo Its surface only senve 10
resiffern the susiicion that you'ne sbout 10 sip
it & sub-culture populated by ve rolepiaying
your first vial of patchull ol chick out The Stones
Web site for an experence even Jonathan Ross
recommends. The appeal I8s In ks mystery - sohve
interactive puzzes, leam postry, engage in
philosophical questions. The conundrums anm
ongoing. though eventually lead 10 an ultimate
prize. Could 100,000 stona wearnsrs be wrong?

g

Japan: Even somathing as small as the launch

of a new Gama Boy titks cari ba buit to sxplosive
proportions in Japan, where facal expressions ane
overdone, and graphics ars overaid on the screen
& mad frenzy. And 5o it was for the TV campaign
which recently accomparied Zok Lok Herves..

| . Ad opens on fairly typical Japanese Iving

room. Kid, playing on his Game Boy: “Damn!
Nooo™ (2l it can't bel” 03 "Oh, noool™ )2 "tis
Impossiblel™ 1= =" 00 “Okay, there is only one
wayl" 07 "Chassnge Uupl™ (15 Kid's grandmather,
picking up Game Boy: “On" (11 Granamather:
“Ken-chan._.* 10 "... you forgot your..."

1. *._. huh?" Kid mseris peripheral 1 2 “Oh. nooal”
1 4 Onscreen graphics: ‘Super RPG Zok Zok
Hemes!' 14 Kad: “Grandma, nooo! Stay cool! Nooa!”
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t is day one of ECTS 2000. Sony's booth fit does

not have a stand; rather, it prefers to present an

enclosure whose carefully it existence serves to
further heighten the mystique of the defights
contained within), negotiated via a diminutive portal
at the far end of the main hall, is currently playing
host to the sweat of hundreds of visitors straining to
catch a glimpse - o, if they'ns lucky, or patient
enough, a hands-on taste —of forthcoming PS2
wares in the run up 1o the November launch date,
Several attendees look close 1o fainting point. To
others, even the prospect of momentarity losing
Consciousness is not enough to hold them back in
their quest. Their mission? The acquisition of
anything that wil not cost them a single penny, be
it the view of a pair of fluttering lashes from some
slab of hired female flesh squeszed into several
inches of logo-emblazoned lyora, o, of far mare
consaquence, something actually tangible. Which s

why the route towards the exit of the Sony enciosure
has becoma congested to the point of being almost
ner-negotiable. You see, a Sony representative —

an innacent-looking young man charged with
dispensing corporate ephemera to show visitors —
has becorme overwhelmed by hordes threatening

10 push over tha table that stands befare him.

"Right! Get back, or no one will be getting
anything!" cames the warning. deliverad with an
oddly humaorous mix of authority and thinly velled
panic. The crowd, made up of all manner of male
indniduals, though most of them apparently under
20, shift their feet guiltly from side to side, making
as small amount of concession as they feel they
can get away with before the Sony-branded
wares are laid out for consumption.

Those quick enough to eventually make a grab
for the free merchandise come away with a postcard
and a ‘Sony Computer Entertainment Europe ECTS
2000 Informattion Card', a rectanguiar PC CD-ROM
which, once booted, simply dinects the user
towards the corporate Web site — an activity even
the most inane of computer usar would find
difficult to mess up without supenvision.

Commentary from inside the vide

(Last year an over-enthusiastic punter attemnpted
1o make off with an entire container of PlayStation-
branded ballpont pens. Yes, it's that insane.)

This is the "shop floor’ ECTS expenence, Away
from the corporate hospitality suites, their mini-
fridges loaded with refreshments and overstufied,
bite-sized sandwiches, the downtrodden masses
make a grab for anything that isn't nalled down.

It is the epitome of the consumer mentality at
work, Starved of videogame events aimed solely at
the people who fil Blectronics Boutiques up and
down the country every Saturday afterncon, these
chancers log on to the ECTS pre-registration Web
wend their way throughout Olympla's cavemous
halis on the hunt for everything, nght down 1o the last
leafiat detaiing an obscurs new Norwegian outfit's
proposed maove into educational software, (Keep an
eye on Web forums in the run up to next year's event

REDEYE

if you want to witness the Joe Punter collective
machinating & method of sampling ECTS firsthand.)
At the othar end of the scale is the infarmous
Sony party, held every year at astronomical expense
by the industry's foremost player ight now, This year
it was the turn of Jay Kay of Jamirogual to throw a

consumiption of other, slightly more expensive
staple party componants being undertaken.

If this entire shebang sounds ke a bit of a mess,
that's because it is. In the grand scheme of things,
this industry is an upstart, one which doesn't
necessarily appreciate that throwing a party in the
distant reaches of London's East End when those
wishing to attend are staying marty miles away
might not make for a productive third day of the
show (one particularty hapless-looking fellow
RedEye witnessed upon leaving, at around 3am,
was brandishing £100 just to capture a nde that
would nomally command a £30 fare),

In the harsh suniight of the following day,
when mast of the important mestings have been
bumbled through and scant few freebles remain
available for scavengers to feast upon, everyone
breathes a sigh of relief that rivals only their
hangovers in terns of duration.

ygame industry

It is impossible to even estimate how much
business of any real worth was actually undertaken
over ECTS's three days. But it's not difficult to
imagme how miuch more productive an event it
would be wers it not congested with blagmeisters
{the frustration amang certain Euro journos when

This year it was the turn of Jay Kay of Jamiroquai to throw a
few shapes before doing the ‘You're young and everything!’ bit

few shapes on stage and perform a couple of hits
befora doing the "My God, you're all young and
everything! Christ! | was expecting a load of old
salesmen in suits!’ bit, which is of course not what
every other corporate party performer is told to say.
If iggers at the show itself accounted for around
30 per cent, then maybe one per cent somehow
managed to blag a Sony party ticket, Whatever the
actual amount, on a night such as the two opposing
ends of the scale find common ground: free booze
is sunk as though Prohibition is just around the
comer, while those lording it in the VIP guest area
sit in ther grandstand-style seating area sipping on
champagne whils attempting to politely ignore the

EDGE K

faced with hour-long gueues — apparently compnsed
of 16-year-old company directors - in order to
sample Game Boy Advance was unpleasantly
evident) and sodden with the levels of alcohol that
keep stomach-pump manufaclurers in business

Next year ECTS is sat to move from its
traditional Kensington venue fo a location in
Docklands. Having aiready attended an event at the
proposed convention centre, a RedEye confidante
cringed at the prospect of tackding an ECTS there
But is it possible that it could be any worse?

RedEye is a veteran videogame journalist. His
views do not necessarily coincide with Edge’s
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ime is an inexorable, merciiess factin

real life, unless you're traveling at velocities

high enough for relativistic sflects to become
noticeable (in which case this copy of Edge would
be too heavy 10 pick up). The ever-increasing
termporal prassure imposed upon the working
population is in itself a major modem sociopalitical
concern. 5o It s one of the great escapist joys of
videogames that in them, time becomes plastic
and malieable. Set up your vanablas in SimGity
and fast-forward through months of an ecanomic
cycle to test your theories; munch a Combat Boost
in Perfiact Dark and execute an enfilade of perfect
headshots in siow-mation

Curlous, then, that the two new Pokédman

games, Siver and Gold, feature a game-time that
Is 50 closaly locked to that of the real world. We
have seen a few clever mimorings of calendar time

before, amusing Easter Eggs in games such as

SN

Ready 2 Rumble, where the boxing audience
becormes infested with cheering skeletons if you
play it on Hallowe'en, But the new Pokémon games
wire this idea into the very structure of play. Some
species of monster are nocturnal, so that you will
only see them If you are playing after dark according
to the Game Boy's internal clock, There is even a
femy that lsaves only on Wednesdays ~ and you
actually do have to catch it on a 'real’ Wednesday,
or walt a week untll your next chance.

What are we to make of such chronological
totaiitarianism? The cynical view would be that it is a
fiendiishly clever way to tum the world's children into
sleep-deprived, schoolwork-shunning zombies. But
f that succeeds, there won't be any affluent, high-
eaming aduits able to buy GameCubes, The entire
next generation of videogamers, having wasted their
youths on bizarmely compeling 20 nurturing games,
wil be spendiing their days ranting on park benches
and peenng into discarded Sainsbury's bags
instsad. The industry would go bust.

So, if evil brainwashing isn't the main aim,
why else introduce such restrictions? In one way,
it seems like a logical way to extend the concept

of gameword persistence. Games have already
enginsered tha llusion of a storyline that continues
1o evolve in places far from where your character
curently is: Haff-Life, for example, very cunningly
lats you happen 1o 'notice’ pre-scripted events,
The advantage of such a technigue s to make the
player fedl as though he or she s not just controling
agame, but participating in a larger, quasl-cinematic
process — being an actor in & dramatically interesting
virtual world. And then thers is the paradigm of
'realtime’, Old-fashioned twitch videogames, of
course, always were realtime productions: Asteroids
and Defender packed the seconds with purely
kinetic play, as do today's racing and beat ‘'em
up productions. But Metal Gear Solid was also
approximately realtime in both its ston/ine - one:
12-hour stealth missian - and Its action sequences.
What about a style of namative adventure game
in which tha fictional action unfolds exactly according

1o the clock minute? This is a seductive gimmick
already toved with by other artforms. It can be
approximiated in novels, such as Henry Sutton's
recent 'Flying', which Is supposed to take the same
arnount of time 1o read as it does to fly from London
1o New York and back - and that is just what the
book’s characters are doing. In films, the most

along according to its own intemal laws would then
be greaty increased. Massively multiplayer garrs
such as Uitima Oniine evolve exactly in this way
regardiess of the absence of any one individual
contributor, To simulate such workd autonomy

in a solo game s likely. therefore, also to iIncrease
the sense of a gameworid populated by other
wills, other consciousnessas than your owr.

But this also necessarily imits our freedom. Why
should a game be locked so arbitrarfly to one axis of
real-worid physics when everything else about t Is
50 seductively fantastic? For a start, It would rule out
the kind of widescresn, globe-tratting storyline that
games such as GoldenEye or Final Fantasy boast
Just as the classical Anstotelian unities of drama that
became fashionabie in 17th cantury England were
eventually dropped because of thelr choking
restrictions {the action of the piay had to hapoen
n one location over a fimespan of no more than

TRIGGER HAPPY

24 hours), the temporal concertinas that we observe
in epic games and, of coursa, films - wheare we cut
from one day or wesk to the next in a fraction of a
second - are a function of dramatic efficiency: they
enable the director to pack more interesting
elements in without dweling on the boring bits.

The proper beauty of a videogame s precisely

Pressure of time is a major concern. It is one of the great escapist

famous example is Hitchcock's 'Rope’; realtime
action also features in Mike Figgis's recent
Timecode', and three times over in the

Lok mystenously seems to leam from her
previous mistakes when the clock winds back

for her to try again: a "Groundhog Day'-style idea
that has now cropped up in The Legend of Zalda:
Meajora’s Mask, which takes place in what we might
indesd seem to be a game where It appears that
stuif camies on happening even when you're not
playing. The liusion of a persistent wiorid that chugs

EDGE '

joys of videogames that in them, time becomes plastic and malleable

that it is so independent from the guatidian
imiations of real fife. A garme that slavishly paraliels
real calendar time becomes a task to be
timetabled along with those of school or work,
The glory of videogaming ought stil to be that it
allows you to escape from time, t0 pack a week's
worth of imaginary adventuring into a couple
of hours. There'll be time enough to wory
about what day it is later.

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




aving already brought his influence to bear on Microsoft's Internet
H strategy, J Allard now finds himself in a unigue position to shape
the future another dimension of the company, as one of the key
individuals Involved in determining the Seattle giant’s entry into the
e for oversesing the
ystem and generating the
orting the developmeant
! ox title portfolio:
«ing forward 10

videogame space. Currently respo
development of the console’s ope

> Killer Apo' cation for the I"'er"=". he went on from
ng an FTP and \"en server for Windows NT to develop several
1\ wdards, and was elected to serve on the Intames
rchitecture Board in 1993. So what prompted him to'move? |
mined that success with the Internet would be When my mom

could aand me email, bacause my mom Is very technophobit and
afraid of the thing. For nine years | focusaed on that. and now she sends
me mate email than |'cére for, | decided to come back to my roots.”
Indeed, the Intarnet was not the only future technology Allard
identified the potential of. He still remembers trying to convinge 3D0's
Trip Hawkins that 3D graphics would revolutionise the way games are
played: "Three weaks after EA started. when [ taiked to Trip about my
3D graphics engine at the time and | thought that 3D graphics was
gaing to be big, Trip had other comments about it
Having started playing games with a Magnavox Odyssey. it
wasn't 10o great a leap to start to writs them in the early "80s. Thus
A+ Software was born in 1983, which speciafisad in selling twitch
tilles on audio cassettes. Although now lost in the mists of time, it
is tempiing to think what the future would have held for the company
had a mooted takeover of the equally fledgling EA taken place in
1986, You can but speculata, for it was shortly after this point that
Allard departed the scene to devote his energies to netwoarking.
Having retumad to the fold; it is interesting to think what effect
his background will have on the direction takes X-Box deveiops
in the futura. “| think there is more room for twitch gaming in the
consolg space. There might be a chance for resurgence hera."
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Fears for tears

he Ingenious naming of PlayStation2's central processing

unit has generated much speculation about whether and
when emotional responses to games car be generated. Clearly,
two of this manth's PS2 prescreens — Tha Botncer (below)
and Dropship - are titles which are unlikely to deliver the
emotional experiences Sory executives have been hinting at.

However, the obvious answer to the 'emation’ question
is that good videogames have always generated passion
and fesling. From Moon Cresta’s tense docking sequence
1o the cruelly orchestrated points distnbution in Mano Kart,
uidéogarnasnawalww;sgena!atedangen strass and -
upon completing the gantry level in GoldenEye - euphoria.

Yet these sudden bursts of feeling aren't really what the
gaming commiunity was interested in when discussions
coneerning emotional content began, Imagine a game, the
-argument ran, where you feel such a close kinship with the
main characters that your very psychology Is in tune with
thelrs. They experience fear, you expenence fear; they fesl
pain, you flinch, The subtle mixture of music, photorealistic
graphics, quality scripting and assured diraction would
ensure that your involvement became more intense and,
dare il be suggested, like experiencing a film.

There is a fundamental problem with afl this, The film
inclustry may seem like a sound mode! to mimic, but a
mament’s reflection reveals that this could be a dangerous
‘route to follow: ‘Yes, movie techniques such as eerie
camera angles (Alone in the Dark) and intersutting (Metal
Gear Solid) have been used successfully, but f gamers want
to Identify with game characters with the intensity experenced
I a film, then emotions are going to have to be manipulated
along preset paths. Movie directors afe justifiably pracious
about their art: take out one scena, or alter the tone of 8

‘sagment of dialogue, and the magic can be lost.

Movies have evoived over the last century into the most
popular form of emotional manipulation. Videogames have
tracitionally tapped into a very different part of the psyche
10 provide a mixture of quick thrills and cerebral challengss.
Should fmovies and videogarnes ever be brought togsther?

Is giving a generation of stressed businessmen the
opportunity to wail over a digital heroine a good thing?

Mo matter how strong the visuals or stirring the audio, fuse
the two and you're left with the mutant hybrid beloved
of & best-forgotten generation: Interactive movies. :
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Dropsnip

Sony’s Team Camden invites you to engage your tactical brain as well as your trigger
finger in an RTS title that promises to iron out some of the problems with the genre
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Each crait will have its own handling characteristics and weapan capabiiities. Having the opportunity
to control vehicles from a firstperson perspective will distinguish Dropship from most other RTS titles

Dropsh
since E

I's heartening to see that several
tittes combining both action and

tactics are already being developed

on PS2. Apart from Westwood's Command &
Conquer series, strategical reasoning Is
something few PlayStation

owners ever had

to face. BEvidence, perhaps, that Sony sees its
next-gen platform reaching out fo gamers
who have matured since the heady days of

Ridge Racer in 19895
It's unlikely that Dropship will require
Kasparovian levels of forethought and mental
intensity, but the ability to take complete
command over your entire force will demand

has come a long way
and the impressive

attention to detail and smooth
frame rates augur well for the title
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both quick reflexes and an abiity to plan well
ahead. Little about plot or setting have been
revealed apart from the game taking place

inau
surveillance, escort, stealth, and patrol
Playable code at ECTS revealed
stunning draw distance and detailed textures,
Mountains which in ancther era were but
picturesque prerenders are now elements of
consequence: travel towards a peak in the
cloudy distance and later you would find
yourself beginning to ascend to its summit; all
of which is relevant to the game mechanics,
which will enable mare sagacious gamers to
use the vagaries of terrain to their advantage.
Evarything currently moves at a silky
B0fps, and the vehicles Edge saw operated
with differing handling characteristics. Troe
carriers were squat and heavy, lumbering
across the planet's surface; the more 8

context with missions inciuding
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it is unlikely that Dropship will require the digestion
of a thick manual to understand its finer points. Team
Camden will want the action to be accessible and fun

capricious buggy flirts with the terrain,
cresting hills and falling to the around with
greater energy. These are required qualities
i any driving game, but are flourishes which
should set Dropship apart from its wargame
competitors, Hopefully the gameplay nuances
such handiing brings will be extensive.
Deciding how to get troops across a
particular rocky and treacherous escarpment
may depend on the vehicles at your disposal
Flying the many craft in tha game is
reminiscent of 16bit helicopter sims,
though with obvious graphical improvements
The HUD is straightforward, with a targeting
systern and digital readouts. You can lock
on to targets with weapons, and explosions
use the impressive lighting effects which are
already becoming commonplace on PS2,
Tactical decisions have to be made in
a strictly realtime structure. Though the
escalation of a war taking place has still not
been implemented, Team Camden promises
that there will be a blend of arcade blasting
and thoughtful deliberation. The team asserts
“eat the player will never be left wondering
“.to do. In order to complete any given
1 degree of tactical nous will have to be
= team has also ensured that caring

The craft modelling is excellent and the draw distance impressive. Simple gauges will indicate factors such
as altitude and the damage to specific parts of the vehicle. Deciding when to refuel and repair will be crucial

for your troops is paramount — complete a
mission well and survivors gain experience.

Potentially the most thriling aspect of
Dropship will reside not in the deployment
of units but in the movement betwesn them,
whereby the player will be able to make the
transition from omnipresent commander to
unit controller. This hasn't always succeeded
in the past; Dogs of War employed a similar
mechanism, but its interface proved too
clurnsy and elaborate. Attempting to give
orders, set group tactics and then fly a
craft into a danger zone is perhaps asking
too much, and only competent Al will enable
the player to go on a sortie of thair own
devising. Leaving suicidal troops, or, worse,
completely blind, deaf and dumb ones back
at a key instalment to soak up sniper bullets
has spoiled RTS games in the past.

One of the more Impressive aspects

Seeing the wood for the trees
it B3
of time in working
me. The surface of
etailed, and the

trees ¢
of Dropship is the abiiity to fly both troops :‘r'_":r:‘c'_‘lj‘f'm_
and vehicles to advantageous locations. ac: 3 _;ﬁhe abi
Tearn Camden uses the image of Russian
dolls to convey how important this element
will be. Troops can be packed into a troop
carrier which is then loaded on the dropship.
The dropship then descends to a planet’s
surface from the stratosphere — a sequence
which will constitute a gameplay element
once Implemented - and then the
combination of vehicles can be officaded
and assigned commands.

Dropship has come a long way since its
E3 debut (EB4) and the impressive attention
to detall and smooth frame rates, which have
been realised after just a few short months,
augur well for the title. With the addition of
a slick interface and convincing Al, this could
be a title to bring & much-needed dose
of mental agility to the console markat.

or hit-and-run tacti



~ Sin And Punishment

Spaceworld's game of the show emerged effortlessly from Japan’s premier shoot
‘em up developer, displaying the assets long associated with the company’s output

CRAB SEEHERB/ULS

imely onginal and playable two-dimensional examples of the

schnical and gam

in the worlds masteriully

scord, you would &
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Treasure's shoot "em up pedigree is evidaen! throughout
the proceadin rarm of

fiying Lufian

on the

5-year-cld Airan Jo, an
of Lufian elimination
n the limited time allowed o play Treasure's adrenaline injection that is Sin All this matters little whan y
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es the scenery stops moving until you've cleared the obe*

relentiess drive




Format: Nintendo 64
Publisher: Nintendo
o Treasure

-".\r.._4 n. Japan
Release. October t.Japari]

. T
SCORE {TIHE! : ¥

133nr

As you're continuously being pushed forward, the
joypad’s analogue stick controls the crosshair, while
the C buttons are used for all the sideways motion

A twoplayer mode Is included, though Nintando wasn't
Spaceworld, Due to the on-rails nature of the a spii

g to show it at
een mode s uniikely

Of all the games at Spaceworld

Sin and Punishment stood out for
its mix of a frenetic, remorseless
gameplay tempo and quality visuals

- B e
use of the shoulder and C buttans, w enable you to jump L 3 i 1 a

and roll out of the way of snemy fire. this wouldn't be a }
Treasure game without eresting ve r-ups, and

along with a variety of weapons, life energy and temparary power
boosts appear throughout play.

Even playing the game for short periods under strict Japanese
show rules was enough fo establish the game’s distinctive pace — within
seconds of starting the action on top of a skyscraper the Z button is
almost constantly pushed into its socket. Opponents appear on foot,
in the air, or on top of structures (which can be destroyed), and
continue to do so until the first sub-boss shows up. The only time
you're afforded a breather is during one of the cut-scenes. You then run
through a field with a fire-red skyline, shooting down as many of the fire-
demon snakes that dominate the screen as your eye-hand cooerdination
skilis allow befare Jumping on an elevator and avoiding the shower of
bullets emanating from the enemy’s machine gun barrels that Later levels display & pleasing amount of graphical variety, which won't come as

resumably populate every level on the 256Mb cartridge. a surprise to Treasure fans — in fact, everything here looks a little too restrained

Of all the games at Spaceworld, Sin And Punishment stood out for

x of a frenstic, remorseless gameplay tempo and exquisite visuals. ish, ould maka
tie is likely to shift significant units of N64s ever again, this g
'ould &t least excite existing oviners of the console.

Forget me not

While, at the time of writing, Nintendo has

wnent, you'd
company to show sense for once and
itute one of




12

Aliens have invaded the Earth once again, and this time a man named Vaughan is
tasked with routing the scourge, but beneath this title’s cliched exterior lurks promise

s N
e

sipreeir r nmw&thm

Three-dimensional world, heavy-duty weaponry and big
ugly flying aliens: c-12 has them all. But it also currantly
has disappaintingly empty bulldings. Hopelully the

clichéd narrative won't extend to the finished gameplay

Of all the games Edge has come across in recent times, ¢-12 exudes a genuine
ywood-style actioner feel (but hopefully with far more substance along with it)

videogames

& have come

all

tyle march

ue adifice

least invest in sorme dec
defences.) However, the
videogame hero routing the allens

as c-12 adheres to all known clic

In this case, the big man's name Is

ssful, does managg

m a future as alien food

g 10 return
ful. Assuming the

continuas her re: ch on

n that adoption of this technology

n order to battle the vastly st

with only one fully

THT
be found

ich would
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This title’s thirdperson oneplayer
adventure action looks far more
promising than its narrative _
would initially lead you to believe

The grass is always greener...

One of the neater touches built into c-12 is the ability to enter seemingly
any of the game buildings that surround you, which is still something of a
rarity in videogaming, despite it baing one of the features most often
requested by gamers. The frustration sometimes inherent on being apparently
surmounded by options, only 1o be pushed down an evidently rigidly
predetermined path, is one thal isn't easily set to one side. In c-12 this isn't
the case, but, somewhat ironically - and, indeed, reminiscent of so may
situations in real life - the chances are you won't find a lot of action awaiting
you inside those walls. The PlayStation’s technical limitations clearly make it
impossible 1o generate densely populated environments — a significant loss,




~ TypeX: Spral Nightmare

Experience survival horror aboard a Mars spacestation in a game where making friends
and influencing people is just as important as hastening their shuffle off this mortal coil

urvival horror, when executed

can be one of the most creat
and Immers

3 gEnre
htrmare — thaugh

awesomely well-desi
(EB9). Type X: Spiral Ni
set in a better-it world a
entirely thirdperson perspective — clearly
draws its themes from t

viewed from an

2 SOUrces

dark science fiction, intense claustrophobia
and a deep, all-pervading terror.

spacestation around Mars. They're undet
orders 1o fix a broken turbine, but while
they're Inspecting the station they encounter
an aggressive alien presence. Fleeing, the
team’s only chance of escape Is to make
It out of their ship and to the planet surface.
The player takes control of Goodman,
and though much of the playing time

o

C

arns tsell with his battle against his

naw-found enemies, equally important is

The year is 2078, and three engineers - ne deals with the 20 or so characters
Johann Goodman, Jessica Streep, and Rod he mests en route to the climax of the game.
Stare — are on their way to an orbital Using an engine dubbed the 'Emotiar

Communication System’, the game responds

to the player's reactions to its nonplayer
cters and changes aspects and g
accordingly. Regardiess of whether the game
s played under the guise of a joyful Goodman
or a surly one, a single play through Type X
won't present everything it has to offer.
Type X's battle system takes its inspiration
from, unsurprisingly, the Resident Evil series.
Damage infiicted on an enemy will be
apportioned to the relevant body part which,

if attacks are concentrated in that area, can

Is

=]

1Y i rl_.l'l did| i

ikl
'r.'l.{jrlllllll;[m"“lmu... |

- ot i r s “mrﬂwr.‘:"ﬁk. - .
Enemies aren’t just randomly spread around the
Tipe X world, but react to the location of the
engineering team and alter their movement and attack
patterns accordingly, though whether their awareness
of Johann's is limited to fine of sight, crude radar or
a global, all-seeing, ‘cheat’ view isn't known

be destroyed. The methods of attack car
vary, according to both player preference

nd the situation they find themseives in,

from using acid or freezing the enemy to
the more standard shooting and explosive
weaponry. Satisfyingly, much of the
background scenery can also be
Once a battle is won, DNA can be
sampled from the body of victims, and
formed It into a kind of grenade to launch
at future opponents. Different types of DNA
carry differant effect: d it's possible to
combine separate strands to form new,

destroyed

=

original DNA that offers a new form of attack.
Weird, yes, but Type X strives to be
different from the clawing Resident Evil-

5. As demo

System

8|

e silence-and-scream dynamic is terrifying.
zoming sufficiently well structured to rival
the cinematic kings of the ganre

remains Type X's biggest challenge




SegaStkeFighter =

While it shares a cabinet with jumbo sim Airlines Pilot, Sega's new coin-op swaps
cruising at altitude with low-flying jet fighting — and it may yet land on Dreamcast

liising a three-screen cabinet
suspiciously simila

developed A

‘\Mnl'-nuw

[ |
AN AW

sights squarely on the arguably more exciting
gameplay premise of jet fighting, As a pilot of
the UIS Nawy's F-18 Hornel, three choices
face you before you're let loose in the detalle
3D environment to roll, bark and dogfight

with the best of them

you've never flown an F-18 before -

kely, presumably — then the Training

wr best bet, Here, seven

ie launch and gun operation

3's no time imit 1o stras

you out,

you complete the lessons, the

higher the points at the end of the course.
Like the Expert option, the Standard

play mode focuses solely on combat, namely

aarial encounters and air-to-ground attacks:

clearing a mission is a ample case of
destroying the designated number of targets

ring the briefing screens. Whils

undertaking for both requires you to land

on an aircraft camer (with day/night vanation)

Yet before that the game can end should you
wander off the map, exhaust your supply of
ot down

Anyone with fond memoaries of Afterburner
shouldn’t get too excited - this isn't exactly
a true updata In all but name. However, thers
s plenty of fun to be had throwing the plane
around the screen as a way of inducing sea
sickness in those watching. With the right
additions. a home porl would compiament
an aiready impressive Christmas DC line-up

weapons, run out of time or ge
On the other hand, bonus

you to recover health while

score sky high

Also predictable is the display, w

, radar, score, time and

ft information. Siig

more interesting is the comple

unit's cabinet itself, complate with rudder

pedals, thrust lever and a vari switches
Oﬂel’atiﬁg air brakes,; cannon fire and missile

launch. While the view can be altered, there

is an additional joystick simulating the pilot’s

head orientation, enabling you to look around
your cockpit - useful when chasing that next
bogey. Hardly the

a it, DUt whna

1o write home

tential for Dreamcas
Gunnery shouldn't be overlooked

038



- FHnal Fantasy X

Formal: PlayStation
«r SquareSoft

lopar In-house
. Japan

Square’s stunning series reaches the end of its PS1 run and returns
to its pre-Sony stylings, but remains true to the successful formula

he flirtation with the dark teenage

| I | anast that covered episode sight
L1 with metallic lustre and grime is
officially over, Final Fantas s returmed to
its rocts: out goes the g fcery
industrial chic, In come the shiny swords

and big-headed characters that so

The pastel-coloured fantasy-scapes of FFIX are
a stylistic departure from the darkness of FFVIlf

The superdeformed ‘big head” style marks a return to earfier episodes of the senes. Parties in FFIX can now be
composad of up to four people, one more than the last two games, making combat more compilex and frantic

Finding a new angl

040

of the series. Stylistically, this marks a big U
tum for Square, but elsewhere the ggme
sticks to the five-milion-selling formula offered
by instalments seven and eight

This is turn-based combat in the
prerendered settings of a graphic adventura
Sly

The player must explore a series of lusc
depicted scenes, talk to characters within
them, and collect objects which they'll nesd
to turn to their advantage in battles against
increasingly tough enemies. In keeping with
the: Final Fantasy feel, it's the deftly woven
piot more than the limitad play experience
that provides the driving force.

The kingdom of Alexandria Is under

yrannical rule by the evil and sultably
grotesque Queen Brahme. She's also
magecal weapons to terronse neighbounng
Kingdoms,

sing

and it's up to the adventurers {0

stop her. Thosa familiar with the 35 S0 far

won't be surprised to leam that Brahme's

tums to him and his motives

The combat is strategically and

aesthetically aimost identical to that of

the two previous versions of the game,
although the animations that accompary
each attack appear 1o have been speeded
up — some relief after hour-long battles in the
pravious titles, Another minor change occurs
In the character system, being more item
centric than before, Weapons, shisld
accessones, and armlets are all available in
both standard and magical forms, and
talloring your equipment's attributes to

those of your player looks set to form an
impartant part of Final Fantasy IX's challenge

armour,

Fans will notice maore tweaks: spells
which initizlly must be equipped before
ba
The junctioning s)

ie, can be learmed after repeated use

ystam of Final Fantasy Vill

s gone, replaced with the character's natural

abiities (3

s Zidane's ability to steal) and

Other, more cosmetic tweaks add a
1o the game: saved games are n
by Maogs, tiny creatures who also deal with
in-game

w handied

municahion betwean sepa

players via a postal system, Moghet
Essentially, though, Final Fantasy X -
the last instalment of the phanome

rr

successiul seres to appear on tha 3
PlayStation - looks 1o offer exactly the
same as Final Fantasy VIl and VIl a
complex, multi-layered plot on top

of simple, single-stream gameplay,



| special move, the eponymous Cosmic

| "—‘ rossing Arkanoid with Virtua Tennis and styling It like a

Format: Coin-op

| : ; . Pubisher Sega
- Eivls _Developar: In-house {Sega Rossol
) i Y Oirigin dapll\

Release: October

Sega brings future squash to the arcade scene, reintroducing the general public to old-
skool reaction gaming. The bonus is that European gamers get to try their hands first

(5 | wransiucent Tron', Cosmic Smash forms part of Sega Rosso's
L | mission to reintroduce simplicity to the arcade. Your character
stands at the back of an enclosed room, facing a senes of coloured
blocks. Each block is destructible and will vanish with & carefully aimed
squash-style stroke, but the ease with which they disappear depends
on their size and colour. Clearing one of the 50-plus levels maans
destroying all the biocks within a set time imit. As the player moves
through the storyline linked levels, the difficulty increases with the
presence of moving blocks.

Control adheres to a simpiistic moded, In addition to the direction
contral there are two buttons: jJump and
smash. Pressing both at once triggers a

Smash, but incurs a time penalty. The 28
different Cosmic Smash actions are divided
broadly into two types: the Trick Smash is,
unsurprisingly, a8 smash, and the Cosmic
Drive Is a cuning spin shot,

With a structure based pursly on oid-
skool reaction gaming, Cosmic Smash is
refreshingly onginal, not least in that it looks
set to be released in Europe before the [
rest of the world. -

Thanks to the translucent nature of your character's
body, the ball is always visible. In order to complete a
level all the blocks must be destroyed before the timer,
visible on the floor af the arena, ticks down 10 zero

Format: PlayStation2
' ~ " Punisher. Tecmo
Unison e
As the flow of Japanese Bemani titles continues unabated, now is your chance to
take control of a wide-eyed troupe of wannabe dancers and shepherd them to fame

rhythm-action title on the PlayStation2, Unisor follows a group
/2, | of young girls who want to be successful dancers. The player
L controls their movements through use of both analogue
sticks: pattemed commands are displayed and must bs reproduced
pertectly for a maximum score. Each move is ranked from Miss to
Perfect according to the level of timing exhibited, and then a
cumuistive final rating ranging rom Ato E
Levels consist of a lesson, where moves are taught and practiced,

followed by the performance proper. As well as the standard play mode,
Unison includes a View mode that enables the player to observe and
study the full choreography, using the L and R triggers to rewind and
N fast-forward the visuals. Also available is a
e ' . Hirt mode in which a teacher prompts the
- player at particularty difficult moments.

Graphically, Unison outstrips all its rivals,
though this is somewhat superfivous to the
head-twisting analogue action. The inclusion
of a basic RPG element allows the heroines to
travel from location to location and mset -
and prasumably dance with — new people,
but whether this twist is enough to see
Unisan thrive in a market that appears to be
struggling in both coin-op and console
forms is questonable.

The cute'n’colourful graphics are simitar 10 (and no
better than) the Dreameast's Cool Cool Toon (p102). The
gameplay, however, requires using the two analogue sticks
of the PlayStation 2, and a Dreamcast version is unlikely

EDGE 4 w041 &



Confidential Missi
Choose to operate within the law or opt to summarily execute wrongdoers in this
James Bond-esque lightgun coin-op which strictly adheres to the Time Crisis format

IEF‘; sysiam
markars on the

Turm

will be on familiar gn d here. As
circle move closer together, the
to red, and the enemy prepares to open fine on you

rom green

Sequel to hugely popular futuristic wargame Z shows up at ECTS displaying
all of the improvements you'd associate with a five-year development gap

- hose who rightfully regarded Z's Al to be one of the titie's

strengths over the comp Il e det 1to

ear the

saquel 1s sma

this firsthand, you're likety

g machinery

endous lighting in't fail to surprise

It hasn't taken five years to

change

d Infograr
withh EON

ncentrate or

naturally expec

| refinement
tell

of the play elements. Spring

whether Z2 delivers all it promises,

=)

- Coin-0
< In-house (Hitmaks
rigin: Japa

Resase O4 200

The graphical enhancements over Its predecessor are
d, but It's hard not to be shocked by the
advancemants made when you take another look at the
original's aesthetic make up (see E36). Wisely, the team
hasn't fooled too much with the design of Z2's prequel,
thus hopetully ensuring the playability remains intact

up through a James Bond-inspired game
en dashing gent Ham
ord, the player must

0N or the unsumpnsingly

k and drop innumarable bad

3 can take i
bonus

while the

murderous will prefer killing with thr

fire shots for , the bane of thi

= Combo bonus points. Hapless civil

dedicated lightgun jockey's life, make their presence heavily felt here as

they all demonstrate differant reactions in the

face of gunfire — some flee, some stand

paralysed by f

a different

Confidential A

FRstagsa; March 200




Tomb Raider; Chronicles

Lara makes (presumably) her last outing on PlayStation as she returns
from the dead to scamper around Rome, Ireland and a hi-tech tower block

Heaase Novernner 2000

gfore L

explore previously

odes in Lara's life, enabling the developer 1o set the game

xduce new gameplay elements

Core hopes that Chromicies will provide players with the
dafinitive Tomb Raider expenence by including all of the
features that contributed to the success of previous titles
alongside newer elements, such as improved Al routines
and a greater range of actions, Hardcore Lara devotees
will simply savour the opportunity to see thelr heroine In a
number of fetching outfits, like the ‘Matrix'-style catsult

imat: PC

Mafia: The City Of Lost Heaven e

o 2001

A mafioso turns state’s evidence on the family, leading gamers through a crime-riddied
'30s US city in lllusion Softworks’ free-roaming and realistic action adventure title

h the game engine has |'='"r1-’l'-_,' undergo

making it
st Heaven in its full

our attention in a

1 lifelike we

s will be ¢ 1 foot, by

or even by pubhc transport, and the g.—:‘.lT'f-‘ nclu sabillity to

explore some 30 mi ic bulldings
Although the title has a ley
structure, the overarching pramise |s that

the lead character Is r

aunting his

style confe

1 from his

addition 1o the oneplayer game, which pit
tive and a high degree of historical
ving action, and the freedom 1o explore
on foot, there are several muitiplayer modes
Uﬁa'hr'mir' Last Man Standing and Capture The Flag are
all present, along with races that take place over various
routes within the city or on a race track outside the town

s, the cops wil

mber in iater ieve N the contines

there prorm bea

y of ways to fulfil objectives,



Prertasy SerOnine

If Sega’s flagship Internet title is anything to go by, the company should enjoy a merry
Christmas, although whether it will be enough to ensure a happy new year is debatable

ould this be Sega's last Christmas as one of the major league
players? For many, Sega's end-of-year line-up prorises muct
and may see the company enjoy some seasonal merriment

ests on flagship Internet title Phantasy Star C

Clearty, much

The ability

up with three other people from ac e

to tackle monstars and plunder dungeons in a fantastical setting has
generated a good deal of anticipation. it has been confirmed that there
will be three methods of communication 1o overcome any language
barmers: chat, universally recognised icons and determined words

Improverments since Edge last looked at
the title (ES4] Include more detalled textures,
subtier shadow effects and polishad
transparency sffects. Magical powe
referred to as technics, have als
o give players extra offensive capabiiities
Monsters are more numensus, while the
addition of flying opponents
delivers further gameplay possibilities

it could all be toa little too late, however,
and Sega must be wondering if it

gamibit 15 mersty a match struck in the

marned
merged

Yuji Naka has gone with a surreal look for Phantasy Star
Oniine. Each area has its own distinctive style which
fuses futuristic elegance with traditional APG aesthetics

line

gloom 1o guide others da
Start |

Mucky Foot invites you to make a happy home among the stars for passing ETs
before putting them to work and training them up to risk their lives on your behalf

ucky Foat's heady mix of resource management and allen
WA | diplomacy continues to look compelling, Many elements
| I of the game will be familiar to fans of Theme titles and

' torus-shaped spacestations, each
of three decks and further broken down into 16 sections. The

player is set the task of

iloring these envronments 1o attract passing
extraterrestrials, and there are 40 facilities that can be constructed to
this end. Contented aliens give ofl a form of abstract energy that
performs much the same function as currency. Alternatively they can be

given employment, to undertake research for example, in which case

In

sumptuous and,
alongside mulliplayer games of up to four

rs, the oneplayer game offers both

d play. The most

Intriguing, and potential
aspect of the

| .?.

game, is the need 10 balance

Each of the nine races in the game Have their own nesds
and desires, but by adjusting the living space, players
can after the overall sentiment of the populace. Military
operations would benefit from a belligerent population,
for exampile, though this may have disadvantages for
other aspects of station management, the obvious one
being dealing with marauding thugs during peacetime

elements o

nacy, terraforming, me

ting the needs

of each alien race, and even the possil

044
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RodFecion

Volition releases more information on its hugely promising firstperson shooter, with new
weapons, vehicles and realtime effects introduced into the dynamic Geo-Mod engine
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The Bouncer

While the vast majority of the industry had consigned the scrolling beat 'em up to the genre
graveyard, Square has been putting together a title that could revitalise it, and early response
to its efforts has been very positive. Edge talks to the team close to pulling off a famous coup
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i Tokita

It was only a matter c:\".t.'ume
before the spotlight shined on
someone at Square other than
the distinguished creator of Final
u Sakaguchi -
surprising that
The Bouncer producer Takashi
Tokita-san worked under the

Fantasy, }

although it's not

guidance of Sakaguchi on the
original Final Fantasy. Tokita
started at Square in 1986 as a part-
time graphic designer and joined
full-time in 1990, after which he

held director positions on some of
Squs

t tities, including but

imitad 1 al Fantasy IV,
Chrono Trigger, Final Fantasy
Vil and Parasite Eve. And, as is
obvious to any Final Fantasy fan
The Bou

company s most recognised

cer features the

character designer, Tetsuya
| Nomura, who Is bast known for Ris
stunning character design in Final

Fantasy VIl and Final Fantasy VIlf

€ 048

ght) holds Dominigue
bouncers Sion

vil Mugetsu
captive, and it's

Voit and Kou (far rig

Ty
J,Jl'

don't look like théy% -
from comic books. |
We couldn't include
realtime damage,
though... they’d be

black and blue”

According to Square, different and at

labs and ware! B different cha which goes the
15 mode. The
r, Takashi Tokita
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ough the multiple pat

how well players 700 triangles form his
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1. But players




: { characters from to the way Disney
their z-axis bonds, the three main fims than traditional game

s 30 eny

numerous fighting moves

shing

on Mikado

Spac

forces

Disney has done

“The voiceo

a warm glow

realtime atmo

8 & gorgeous
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ons. How
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how that ac!
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guestion remans: how will auc

- it ramains 0 be $&

nteractive the environments will b, but Square
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Castle Wolfenstein

The time has come to rejoin the battle against the old enemy and take to the catacombs
beneath a celebrated European chateau. Edge reports on activity all along the Activision
front as the publisher readies the retum one of videogaming's most celebrated tities
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Return to Castle Wolfenstein
took E3 thanks to a simple
gunfight-on-cable-car routine
and the nostalgia of hundreds
of videogame joumnalists
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The cable-car sequence wowed audiences

at this year's E3. Blaskowltz has to make his
way up the mountain, under torrents of Naz
fire. For a better vantage point, our hero can
ciimb outside and on to the top of the car
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Inside...

Funcom

The Online Anarchists from Oslo talk to Edge about ,
their company’s comprehensive Intermnet strategy,
which accommodates everything from massively

multiplayer persistent worlds to games of cards
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Players can buy an evening dress or tuxedo
before going out in the evening. Amor:
“We’re focused on the social environment”

t to be released

community

3 and calling us
Lit on MTV.
with Anarchy, but we're still

asking to play live and broadca:

o

This Is possib
& marketing issues,”
if cutting

Amor has more
glothing that has
Players can buy a

n the shape of

y funct

won

O [UXBea0o,
for examiple, befo
Building a community “We're focused

ner 5:gr."car|r reason for 5L

ening.

n the social environment

pecple feel that it's a Ivng, breathing worlg.”

of expectation is the Import Similar lengths have been taken to ensure

n attached from the ou that design elements don't shatter this llusion.

ing al ¢ Each plaver will be given an apartment in the

famental. Whereas

e, whers they can invite fellow players, and
-an be upgraded to a larger size, or with
aguipment, for a spot of conspicuous

sumption, Likewise, a nifty solution has

zen found to the problem that players face

2251, in which bodies can

ng only the two moves — greet and thel and items. “Life

Surance is

Aually

s Strand. To assist such the y YOU save your character, So you save
spontangous creativity >y will include a the cell structure of your character by going
host of gestures srything from the to a medical facliity and going into a sto

As with every element of Anarchy Online, Funcom has
ttempted to make weather effects as seamless as

possible so that they add to, rather than detract from,

the sense of being in a virtual world and community

The world in which Anarchy Online is set, Rubi-Ka, isa
huge environment. During beta testing, some players
have found it difficult to navigate without a map, but
this hasn't stopped one or two individuals from trying
to exploit regional economic differences for profit, and
there is always public transport. The landscapes have
all been designed by Funcom’s art department, which
is proud of the textural diversity it has incorporated



As with any good RPG, players can choose !
from an abundance of races and careers, |
Anarchy Online offers a range of humanioid
breeds that are the result of Omni-Tek’s
mmmeﬁcmod’&ﬁmﬁﬂd |
.andmmmugyumsmmapa |
Mmmmadhnmwmdtdl- )
round set of skills, mhmlmmaﬂse i
Mngﬁufﬂmkmmmmm
average agility and irltelﬁm,ﬂlﬂ Homo
Opifex has cunning and guile in spades. |
| Homo Nano is a nanotechnology master, |
which has developed to such an advanced
state that itis similar to magic. Likewise,
themmmmaﬂwm. |
the developer's emphasis on choice. The
fixer operates on the margins of society. |
The soldier, agent and doctor are all self
explanatory, as s the martial artist, whose
emmwsnnapiﬂm%hatﬁ'ﬂm |
i ufmarﬁnwforvechmbgylnwm
--¢ are sp 1' 45 .Ji.“ 1y
I Mvammshunmwmfnrmﬂm
the wilderness of Rubi-Ka, Potentially the
most interesting vocation, however, is the
| bureaucrat, who has to deal with political
inﬁghnng#wuumﬂnmmw\llﬂﬁudﬂ I
| others, such as the enforcer - a thuggish
| streetfighter. Nanotechnicians and meta-
physicists both use of nanotechnology
| tumeiraﬂvm.wm:w
Omsubhnppumistdmmmdd
| mesmcessmatﬁrmnmmdlﬂ
| wmammmm%u
Amor recounts: *There’s a city at one end
| of Rubi-Ka where you can buy some pills, |
which you can't buy in Omni One, so he |
| wasbumngmofpms.andmmrm!ﬂ‘ ‘
| 'the way down to sell them to people. We
aumaghavawﬁmmm* i

For the rhythmically challenged, Anarchy Online presents the opportunity to
retreat behind a comprehensive roster of social gestures, including dancing
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chamber,” clarifies Strand. *When you die, this
is how you will be cloned. If you wart to take
littie: risk, you can save yourself between every
easy mission. Cr you can do really difficult
miissions and never save. It costs you money
to save, so you could save your character, or
you could get a really cool gun. Item insurance
is a way to cut downtime of looking for your
corpse. The more you pay, the shorter the time
from your death to getting your items back.”

Although player killing will not be allowed
in Omini-Tek-controlled cities — which are
connected by subway — outside the cities
failed genetic experiments from Omni-Tek will
be able 1o attack players, and, even further
away, Ormni-Tek players can clash with their
rebel counterparts. Outside these areas there
are mayhem zones, where anything goes.

Shaping your environment

With a storyling spanning four years already
pianned, players will have a very real chance
to shape the cutcome of an epic struggle, be
it as an Omni-Tek bureaucrat assigning quests
to fellow players, or as a trader assisting the

rebels by providing cheap supplies. But,
equally, there is the opportunity just to savour
the online environment, as Strand is at pains
to point out. "If you don't want to talk to people
you don't have to, but if you want to, we'll give
you all the tools and facilities that are needed
to make an online commurnity. What we're
actually doing is creating unigue content for

a single individual, whenever, however and
wherever you want it. By doing this we both
encourage peaple to explore on their own and
learn without people laughing at them because
they got killed by an easy monster. For the first
few levels, players don't have to talk to people,
they can just go in, do their own thing, and
when they fesl comfortable about the game
they can start meeting mors people, joining
groups, joining guilds, and eventually they'll
be part of the social structure.”

Although the figure has yet to be finalised,
Amaor thinks that the game will support up to
40,000 p'ayﬂrs thanks to its automatic
generation of content. This process has the
added advantage of liminating camping,
since items are created dynamically and
can be placed anywhere in the game world.

Although Funcom Dublin is now set to
work with X-Box, there are currently no
agreements in place to bring Anarchy Online
to next-generation consoles. Though this may
be disappoeinting for gamers that don't have
access to a PC with online capabilities, it is
avan more of a disappointment for Strand:
“Anarchy in everybody's living room
that's what | want.”

FAQ

Company name: Funcom

Founded: 1993

HQ: Oslo, Norway and Dubiin, Ireland

Number of employees: 130

Softography: The Longest Journey (PC), Championship
Motocross Featuring Ricky Carmichael (PS), Speed Freaks
(PS), Deadly Skies (PS), Dragonheart (PS)

Projects in development: Anarchy Online (PC), No Escape
(PC), CMX 2007 (PS), Speliblade (PC)









SELECLA CHARACTER

First of all, can you explain the link between
Space Harrier and Planet Harrier?

Well, it's not so big. | started with the same
concapt —a 30 environment whare a man is
fiying and shooting enemies — but that's about
it, | decided to include ‘Harriar' in the title to
appeal to thefans, The word is very much the
same in a sanse that it is based on scl-fl themes,
but, in the case of Planet Harner, the gameworid
i5 mors realistic. As Space Harmar was at the
time, Planst Hamier is quite an onginal title
compared to the Coin-ops yous commonty Ses.
Why did you opt to make a 3D shooter?

| guess the decision was based on the fact

that few people are making shooting games
nowadays. Plus, | have warted to make a
game of this type for years now.

What are your sources of inspiration?

As should be expected, the Hikari board generates some remarkable visuals, and has allowed Amusement Vision to create some

ially extravagant bosse

{main). Four characters exists for standard selection (top left), while an item shop reminiscent of Fantasy Zone's allows players to beef up many elements

| iovad Spaces Hamsr

L 25| sad, 've warited

to make andther il

OF & Wi BowWaver,

| dicin't have any carticuer repration. When we

ciad o make Siash Out | diided our staiff in

two tsams 1 on Sash Out, and was

maostly r 0 Worked on

Spike Out. For ff

2

mesting to decide what ta o

of courss, 1o

were no 30 shooting garmes on tha markst
so'we tound the challenge interesting.
What's your target audience?

It seems there are cumently only a few peopls
who play 3D shooting garmes. Most of the
arcade productions are directed towards

driving, music and sports, With Flanet Hamer

| guess | wantad to show players that this kind
of game also exists. | think it's important to have
the choice amang varicus kinds of games,

As for the target audience, I'm not aiming
at Space Harmer fans very much, People who
know' about Space Hamer are now 30 years
old: There are a lot of gamers whao do nat
know about the game. Even in the Planat
Hamier development team, many people had
never seen the game. As a result, | would (ke
10 introduce this particular type of game to

thase new arcace usears,

Doesn't the Space Harrier licence belong to
AM27 Did this pose any problems?

Yes, to start with. This'isn't something |

can spesk too much about, Space Harmar

5, Indsed, an AM2 llicence, so Yu Suzuki and

| ‘talkad” about It. He agreed to give me the

icence, and Planst Hamier bacame possible.

So how does the gameplay work?

It is quite simple. The player controls a
character who is flying in the air, There
1S & crosshair 1o show what the playar is

targeting. The goal is to d / the enemies.

When you dest

Jy &n enemy you earm
rmanay. The player collects this in order to
purchase articles in a shopping area inside

the game. Ha can enhance and customise his

character in'many ways (iife, weaponry, elc), a
part of the game that is very similar 1o Fantasy

e, What | want to happen is for the player to

remain focused on the act) 1the gama

and explore the environment,

Planet Harrier's environments are suitably otherworldly, but devotees of its precursor will no doubt mourn the loss of giant, garishly coloured mushroom-esque growths, among other elements, littering the scenery.
Five stages exist in total, but they can be played through twice, changing in appearance on the second run - day turning to night, for example - which should ensure those coins keep dropping into the slot
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Another boss encounter demonstrates the
imagination that has gone Into the game [top)

“People who know about
Space Harrier are now around
30 years old. Even in the
Planet Harrier development
team, many people had never
seen the original game”
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Though at first sight Planet Harmer looks like a polygonised update of the original, there’s more to it than that - the lock-on system, for example, is a major
gameplay feature, behaving much like that of the Panzer Dragoon sanies. Hopefully this element will not dumb down the game to the point of spoiling it

/8 Came up with some guite

other. A son appeare, and i the playess opt 10

crosfeid Wi form Detween the heroes ar fenging ones. | v

he process, players have only 1o as | want to sutprise players, but they're specia
move N ‘IL,_‘_—_’-‘,‘-‘- - wivg-1

How many stages are in the game?

ve Stages. but fhers is a loop system
CANN0  tn0 much yet. But, basically, It

What are the Planet Harrier characters like?

There are four of them, and their differences e

n the batance of ther abities. Nk

D& possOe 10 Oeer a Saime arsa hawcse:

nd ime, the siage changes: the time

W ahd the enamy leval is s ana differant, they will

lonm the same actions. As

tage end s Quarded by a
NG Our iong exDenancs designing
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The oniginal coin-op In all its hydraulic-driven
glory {above), and its sprite-scaling beauty {right)

and we sven ramxed the
score o accommodate him
How does the lock-on system work?

In Space Hamer,

Harriar is Cl

think is fan;

Players are no longer felled by a single hit, as was the case in the original game, but have a form of life
meter. This is just one feature that can be upgraded by visiting the item shops that litter the levels
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Although not shown hare, one of game's most enticing components is its twoplayer link-up feature. Nagoshi-san and his team toyed with many types of effect
thes would have on gamepisy bafors eventually settling on using it to replenish energy. Linked up and not being able to fire, players will simply have to dodge

e friendly
y In the sama project in s way al thes B game s ba C rat Laytons of
In the last years, the markating strateqy So what's next for Amusement Vision? moment, and we will announce it at the JAMMA fodal 2 Impo the origingl soure
has changed - that sice of the business | can say that we wil conBinue 10 procuce Show, Planet Hamer will also be t 3, Bnd we from Modet 2 was a challange, but the other

EELE

xi,
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Running the red triangle over opponents activates the lock-on mechanism. A total of 16 enemlies can
be targeted simultaneously and, with a fully loaded lock-on guage, dispensed with in dramatic fashion




First usad in the Star Wars Racer
coin-op, the Hikaru board seems to
be in Its final throes. It has often been
described as the 'Model 3.5° by some
outside Sega, but tha campany isn't
keen lo lalk about Hikaru, which'isa
sophisticated double-CPU board. It's
a plece of complex architecture, bt
much more expensive than the Naomi
{above), and was codenamed '‘SK-V'.
Plus, as the first rumours circulate
about the development of Naomi 2,
codenamed ‘Samural’, It is looking
more likely Hikaru will lose its high-and
siot to Naomi 2. The first Naomi 2 fitle
is expected to be an AM2 production.

elarmants wers |

Do you think that the ‘standard’ Sega
game series are coming to an end?

Sega Rosso, a companion division of
Nagoshi-san's Amusemant Vision, is
behing NASCAR Arcade, which, #t first
glance, could be mistaken for an
update of Daytona USA, However, it
aulekly becames clsar that the title
has focused on absoluts reallsm.

The game includes all the elements
af the NASCAR formula, thanks to EA
allowing Sega Rosso to usa its licence
fora mh—op-mﬂyﬂﬂa The tracks are
predominataly oval - encouraging high
speeds - and the mhg is pstween

International Raceway (normal,
night, oval circultl, Watkins Glen
International (expert, daylight,
classicsl circult), A bonus circuit
is included In the latter stages.

Onaplayer modes Include Race
ang Time Attack, with 2 muftiplayer
Vs mods linking up o aight cabmats.
The deluxs version of the cabinst
mumm
of a NASCAR car.

The gama Is technically
acgomplished, with crs and
background well rendersd, but the
gear shifting requires mars attention
and. ths graphics currenily falf short
of the high standards of Sega Rafly 2,

ULIR S0

The pradominately oval tracks of the NASCAR
series ancourage high speeds and weaving
through traflic, the combiration of which can
result in spactacular crashes and tight races

NASCAR Arriade offers thiee tracks from the official sanes - Tallageda Superspesgway, Richmond Inemational Raceway ana Watkins Glan Intarnational - togsthar
with a bonus track dasigned by Sega Rosso. Each of this ciroyits represents a different level of compatition, ranging fram novice to expert. Night races appear, too
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The ‘show’ is due to begin in just
under half an hour.

=
o

Jay o ceworld lifts off
Within a few frantic minutes a pass s
obtained, the doors open and everyone
makes it inside safely. Today, a day befors
Spaceworld officially opens, Nintendo s
holding a conference to unveil its two new
hardware units, Game Boy Advance and
GameCube. With the exception of the
1,000-odd attendees negotiating the
escalators, the hall (previously used by
Saony for its PlayStation Festival 2000 last
February) is eerily ifeless. To the nght of
the main stage the Game Boy Advance
section (the largest of the event's five main
araas) holds 150 GBA units all currently
under wraps and guarded by Nintende
staff. Edge spots the Mario Kart Advance
{working title) area and secures a seat
strategically close to it

The excitement is evident. Members
of the world'’s media and assorted softoo
representatives are running around talking

to acquaintances, pointing to varolus areas
af the hall —at times the scene becomes
remarkably reminiscent of what you'd
imagine a school tnp to Disneyland to

feel like. But, ultimately, everyone takes
their places and then the urgency of the
previous moments is bluntly placed in
perspective. As so often with sa many
things Nintendo, the world is made o wait.

Eventually, executive vice president
Atsushi Asura appears on stage to do
his thing (you can read the lowdown of
the actual announcement in last month's
Frontend section). After a round of applause,
dry ice, two new consoles and eight
demos, it is a shock to see how surprised
everyone is by how much Nintendo - a
campany known for its reticent approach
to the videogame press - has shown
today. And yet, in reality, everyone
should realise that it has shown nothing.
Of course the demos were impressive
But did any of them give any details of
gameplay away? No. What is the exact
purpose of the handle on the back of the
GameCube — yes, of course it's for
portability, but why exactly is it there?
Why is Nintendo making its 128bit
console so mobile? What is its broadband
strategy? Whatever, the time has come lo
go and play with the GBA units.

Expectedly, most rush to check on
the handheld version of Mario Kart.
Though still a significant way off, the
fourplayer link-up mode is up and running,
and the gameplay owes more to the SNES
version than the acquired taste that Is the
E4bit update. Not that Edge ever doubted
Nintendo would gat it wrong twice, of
course. A quick look at the press releases
reveals a statement claiming that this is the
biggest Mario Kart game to date, There’s
the obligatory Battle mods and fain and

At times the scene becomes remarkably
reminiscent to what you'd imagine a
schooal trip to Disneyland to feel like

snow sfiects are also promised,

Frash from this delightful experience,
sizing up Konami's Mario Kart clone Wai
Wai Racing seems appropniate.
Frustratingly, there's surprisingly little
to tell them apart. Both appear to play
remarkably similarly (though Wai Wai
currently doesn't offer link play), and,
while it's sasy to stick to Nintendo's game
because of the familiarity of its cast of
characters, Wai Wai Racing’s 16 strikingly
outlandish locales and host of mini-games
will undeubtedly win it much support

Maving on - only one hour of play is
allowed — Edge finds plenty of GBAs with
Silent Hill carts curiously left alone. Within

seconds, the text-based adventure
using sections of FMV from the PS
game has your correspondent looking
for entertainment elsewhere. Ougon No
Taivo, a 30 per cent complete RPG
from Camelot, looks the part, but sadly
language difficulties again curtail the
expernence. Less approachable still is
Nintendo's Napoleon sim, One or two
players (via link up) take the rale of the
diminutive French war master in a stat-
sCreen-
which should find a dedicated audience

eavy yet cute-looking action BTS,

EDGE #90

Eventually a gem is found. Eighting’s
Kuru Kuru Kuri Bin 1s an invigoratingly

innovative puzzle game which features

a continucusly revelving bar that must be
negatiated through a variety of courses
against the clock. You lose energy every
lime any of the bar's extremities touches
the course boundarles, and as things
become increasingly difficult you're forced
to use the speed-up button as a way of
clearing some of the maore treacherous

sections, As with so many stupefyingly
simple ideas. it's dangerously addictive.
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1. Ganondorf in all his GameCuboid
splendour readies himself for another one of
Link's 128bit attacks 2. Less interesting was
Meowth's Party, which allowed the camera
to be moved around in realtime 3. In his
cartoon-like world, Luigi had his own
problems to deal with 4. Super-textured
Samus, meanwhile, delighted the crowd by
running away from space rats before turning
around and powering up her laser cannon

While the rest of the line-up fails
to be particularly awe-inspiring, the
official Spaceworld guide offers a
tantalising glimpse into the GBA future.
Of the 40 games shawn, the screenshots
of F-Zero, Akuma jo Dracula: Circle of the
Moon (Castlevania) and Kotobuki Systems
Top Gear; All Japan racing title promise
much, while the remaining mix of BPGs,
war sims, puzzlers, platformers, wrestling
and mandatory horse racing titles may
well offer a lot less. Time, as ever, will tell

The GBA experience survived, Edge
scans the hall for familiar faces. Acclaim's
Rod Cousens (wha, for the record, is very
excited about what he has just seen), is
spotted chatting to NOA president Minoru
Arakawa by the GameCube area, where
more demos are beiag shown. (GameCube
is not to feature at the real Spaceworld
event, meaning all of the glass-cased GC
units will be taken down overnight, before
the unsuspecting public armives tormarfow

of adversaries clearly intent on squashing
the duo’s fragile heads with the lange
polygonal clubs they brandish,

Remember Aev Limit? Once due out
on NE4 at a time that now seems far, far
away, Seta's doomed racer has never
enjoyed solid-state status, And while it's
not likely to fare any better when it comes
to 8cm, 1.5Gb optical discs, Edge can't
help shed a metaphaorical tear as it
watches the next demo that simply
featuras an increasing number of
decent - if static - models of a Ferrari F50,
a Dodge Viper and an F1 car revolving
around the centre of the screen.

With that, the play hour is over and
we're being asked to return to the neon
streets of Tokyo, half an hour’s train ride
away. Or two hours should you decide to
drive the same distance. Sat stuck in a
traffic jam substantially longer than the
average 128bit console’s distance drawing
ability, frains have never been so desirable.

Suddenly, Arakawa-san is introducing Yui
Nakato-Geusens, sparking rumours that
Sonic Team is moving over to Nintendo

morning.) Suddenly, Arakawa-san is
infroducing Yuji Naka (known to atfend
regUlarly competitors’ shows)-to Cousens,
sparking rumours that the Sanic Team
members are moving across to Nintendo
The reality is (currently, at least) somewhat
different — see this month's Frontend.
Looping video on two screens shows
more GC-related demos. On one side,
Silicon Knights shows FMV footage from
Rebirth and Too Human as an indication
of the potential for any developer wishing
to use prerendered sequences in games.
The other monitor soon proves far more
interesting. On it is another demo of
LucasArts’ ‘Star Wars' game, this time
featuring TIE Fighters and X-Wings sorting
out their differences mere metres above
the surface of a Death Star-type
construction. While still clearly some way
from being fully operational, the game
suddenly looks significantly more attractive
than some 30 minutes ago, when it was
showcased on the main stage alongside
the other GC demos. Rare’s Banjo and
Kazooie are on next, and locking pretty in
their 128bit makeover as they flee a posse

However, conversation is dominated by
GameCube and Game Boy Advance.
Which is no bad thing.

i 3 FRAT £~ I'I--- al I (= '.. i
The next morning, after at least three
hours' sieep (how else did you think the
Spaceworld hardware announcement
made it into last month's issue?), your
correspondent is surprisingly alert for
someone whose breakfast consisted of
threa pieces of sushi and a can of chilled
coffee. Escaping the 32°C heat and (more
importantly) the 60-odd per cent humidity
by rushing in to the Makuhari Messe
Spaceworld-designated hall, the contrast
with yesterday's scene couldn't be more
pronounced. Thousands of excited
children are dragging their parents in every
conceivable direction. This is Pokémon
country — bags, T-shirts, socks, keyrings,
stickers, badges, watches, and Pikachu
ears, You name it, someone is wearing it
For the next 72 hours a sizeable chunk of
each day’s main stage activities is devoted
to finding the Pokemon Stadium
champion, Sadly, there's work to do.
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Todlay, Friday, is the first of
Spaceworld's three public day
the Tokyo Game Show, which schedules
a press day before opening its doors to
the masses, here a press badge carries
no weight. Want to play a game? Then
you can queus along with everyone else
And whin you consider that, on some of
popular titlas (in this case, the
nes), you can walch other people
up to an hour before you're
~minute bash, you get an
ol how tima-consuming it can all
become. A strategic approach to
covering the event |s essential,
As such, Edge ignores the entire
Game Boy Color section, With the
GBA games already taken care of, that
just leaves the NG4 portion. Immediately,
WWF Wrestlernania 2000 Is off the ‘must
play again’ list, closaly followed by Disneys
Worid Dancing Museum (Dance Dance
Revolution featuring mice, ducks and
dogs). Interestingly, Perfect Dark has
undergone some slight cosmetic changes.
In order 1o tie Joanna Dark closer to her
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real-fife version from the television advert,
and hence appeal to the Japanese markst,
her tacial features have been tweaked
Although Edge can't get anyone at Rare
to confirm this, her thoraxic topography
appears to have bean accentuated, too.
Still, at least gamepiay changes seem
non-existent. And while we're in Twycross-
deveioped territory, Mickey's Speedway
USA is also here. It's no more fun than it
was at E3 last May (which is to say it's not
bad at all), but by this point Edge finds it
hard o get genuinely excited about
cartoony karting games, Call it overkill, if
you will. Which Is exactly what Capcom's
Rock Man Dash feels like.

Day three: In Miyamotao's orbit
Saturday is Shigernu Miyamoto intendew
day. Having taken it easy while everyone
else overindulged the previous night, Edge
arrives conscientiously clear-headed this
maorning. By 11am, the interview over (see
p78), the first of the big tities lies but three
people (ie 16 minutes) away. Edge has
had its eye on Treasure’s Sin And
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Punishment since news emerged in early
August and, reassuringly, every five-minute
Speceworld play is worth the wait (see
p32). But a quick glance at the clock
reveals that the time has come to go

and queue elsewhere,

Enter CleverTrick's Eche-Delfa (working
title), a submarine search-and-rescue game
which, allows you, the pilot of the sub, 18
minutes to locate and salvage a sunken
ship lying on the ocean floor. Naturally,
there's a little more to it than simple
search-and-rescue duties - enemies
keen to angage you in battle show up and
you have little choice but to humour them.
Fortunately, the ocean bed s awash with
resources which you locate and coliect
using your scout sub. These are then used
to activate the production facility, which in
turn powers up the gun turrets surrounding
it in preparation for the enemy's attack,
Don't forget lo rescue the sunken ship
before the time limit runs out. A twoplayer
option is available and, as far as Edge can
tell, the maps are randomly generated,
offering endless level variety. It's both
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1. Mario Kart Advance could racreate the
SNES version’s magic 2. Napoleon could
prove engaging 3. Camelot's Qugon no
Talyo was technically impressive 4, Wal Wal
Racing 5. The excellant Kuru Kuru Kuru Rin
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appealing and entertaining, even ifa
five-minute play in the brutally noisy
Spaceworld atmosphere aren't the
best conditions in which to sample
such an involved title.

Far more appropriate for exhibition
in this environment Is HudsonSoft's Mario
Party 3. It may feature 70 new mini-games
spread across ten map boards, but
gameplay-wise, the title won't send
shockwaves across the Pacific Ocean.
One or two Improvements aside, this is
more of the same multiplayer madness
ihat has already graced the N64 on two
previous occasions. Anyone who has
experienced either of those with three
Joypad-brandishing friends wan't be
complaining. Unless you lose the wooden-
horse race playing against a sniggering trio
of Japanese children, of course. Dwindling
aye-hand coordination - an indisputable
sign of too much Spacewaorlding.

Day four: Nintendo has landed
¥ possible, Sunday has attracted even
more fittle ones than Saturday managad
0. Sesing a relatively short gueue for
Wander Dungeon: Furai No Shiren 2, Edge
wastes fittle ime. This colourful oneplayer
action-BPG requires you to wander the
land searching for materials with which to
build a castle that will protect your village
against the evil Ogre family. Interestingly,
dungeons are randomly generated, and
many of the ifems found can be:-combined
to form more powerful weapons. The
experience certainly rates as more than

a littie lightweight by Legend Of Zelda
standards, but most of the young
Spaceworid attendees lcoked happy.

Featuring nicely animated robots
fighting each other within obstacle-ridden
arenas, Cusitom Robo V2 was also popular
with the youthful crowd. A new fourplayer
macle for this seguel has been addad,
allowing tag team encounters and the
usual combo attack options by jeining
forces with your combative partner. And
a robot fighting game wouldn't be
complete without the ability to customise
your loveable Robo. While not guite Virtual
On, you could do worse than lose a couple
of hours exploring the game’s fascinating
Scenario mode.

Unfortunately, the show attendees
disagree and move your correspondeant on
after 300 seconds have elapsed. Across
the aisle |s Doubutsu Bancho, possibly

Spaceworld's most intriguing title. Due for
release in January, this is an evolutionary
action game featuring low-polygon-cournt
animals roaming around an equally angular
landscape. Your goal is to hunt and feed
off other animals as a way of eventually
evolving your way to the top of the ladder.
MNaturally, all of the animals carry HP bars,
and although Edge was unable 1o
determine whether events occur in
realtime (some of the Japanese made
certain game aspects impenetrable),

your creature does require sleep.

One title that features animals and is
entirely in realtime I:E—“I‘IIEHGD‘S Doubutsu
No Mori (working title). Walking around the
forest you can talk to animals, take on
jobs in your village, redegorate your

NG4

LucasArts’ ‘Star Wars’ game features TIE
Fighters-and X-Wings battling mere metres
above a Death Star-type construction

room (after you've bought your raol‘:;ae),
and, as the game undergoes seasﬂﬁal
chaﬁgé}; in realtime, expect to-bey, _ 2
planting flowers In spring, watching
fireworks displays in summer (a Japanese
tradition), collecting fruit in the autumn,
and celebrating Christmas come wintar
time. It's a thoroughly engaging concept
that sadly proves mostly unplayable
due to language differences. Still, it
serves as an exciting indication of
possible things to come.

Having run out of things to queue
up for, Edge retires from Spaceworld duty
and heads off to the train station where
hundreds of children await the train back
to Tokyo. They're still running around.
They're still talking — or rather shouting -
about the wonder of everything Pokémon.
Seven hours of quauing, playing, queuing,
playing, queuing and queuing has
seemingly done little fo wear down their
hyperactive tendencies. Their parents,
on the other hand, lock as though
they've barely survived the experience,
And most of them only have a year
to recover before having to do it all
again, of course.

Next year's event should coincide
with GameCube’s release. Chances
are Edge will ther be doing some =
running and shouting of fts own,

EDGE #90

1. Mario Party 3, due for release in
December (Japan), refines the elements of
the previous incarnations 2. One of the
mara interesting titles at the show, reaitime
adventure game Doubutsu No Mon (due in
Japan next February) could instigate a
whole new sub-genre 3. Looking a little
young for Edge’s taste, Wonder Dungeon:
Furai No Shiren 2 should be out by the time
you read this 4. Custom Robo V2 proved
popular with the crowds, even if the pramise
may be a little limited §. Echo-Delta, out in
December in Japan, is an ingenious and
engaging concept 6. Doubutsu Bancho (due
January), meanwhile, is wonderfully odd

7. Sin And Punishment, previewed on p32
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Eir= Oz)irining, zind thzn mw-d ot CiarnzCl

WP maost influentiat person working In the
Fvideogames incustry, Vs also fair to say that
without him Nintendo wouldn't have got this fan
Ajay from the madness of Fokemon %S -sized
T-shirts that is Spaceworid, Edge slts the worlds
greates! vdeogame designer down 1o find out
whal happens next for Rim and Nintendp,

What was the first game you played?
Western Gun. [t was an arcade game -
eowboy shooting game between two characters
Iwho moved] between cactl.

What was the first machine you owned?
I think it was a TV Game 135, Introduced by
Nettendo, It was a Fonhg-type game,

Do you remember the first thing you

~ created on a computer?
Actually | touldn't touch a PC at all, and even
rew | disiiler PC4 (|'don't even have my own PC
yell, My job doesn't necessarily e me 1o
manipulate a computer bacause I'm always
warking with the grogeammers. I'm [veryl miuch
tha analogue type myself, | guess. But when |
think about it, the first time | probabily crastad
samething using a PC was when | craated the
Mario character for Donkey Kong, | programimed
the Mario character, burrisd if on to 8 ROM and
Randed out to our programmees

When you started devsloping videogames,
you started with very small teams, perhaps
five or six people. Now you're supervising
30 games at a time, with huge teams. How
do you feel abaul that? Do you feel more
free to create?

Haonestly speaking, | prefermed 1o have a small
team. But # | have to make anly one game at
ona lime, It's Kind of sressiul for me, 5o l'd
rather work o mone progcts at onoe: At the
mament I'm sesing too many Videogames, 56 |
sannat fully snjoy mysel: Bufi as | said, we want
games to be played by the whole family, so
we'rs connecting GameCube and Game Boy
Advance, implemernting communication
patworks, and 5o on and 50 forth, sa this s
anew approach, and makng Ihis work is
actually raalty tun for me nght naw.

Where do you get your inspiration and

ideas from nowadays?

I have & kind of ratlonsl approach here - | always
fharik what I'td ke 1o do miysalt, and the kind of
gama I'd lke 10 plzy myseif. S0 | start with a
technical experiment and have planty of
Gonversations and dissussiona; and then, In
most cases, | ¢an get some kind of ongiusion
abgut tha ‘play’ | want to have, O, | think: Is this

caworld regort weould no‘z

s 'gorriolzts Witriot
I“g—and Zelojz stariscl

s
]

L?'

going to plesse gamepiayers, orsurprse them?
What's your favourite game ever?

I really don't know, butif you ask me what's the
gamé that | mést aften played, | think i's Pac,
Man, You know, in those days | was looking at

games from the perspective-of & designer’s gyes, || .

and which | vould enjey claying myseit,

What was the last game you played?

Well, last week | touched | apend of Zaids on-
Game Boy beoause weare cumantly working on
that [laughs). But senouly, I you ask me [ihe
ist game [| played, than it was Samba ds Amigo
with my chiddren,

What Is It about Samba de Amigo

that you particularly like?

Weil, | play it witty my childran - as a matier of
fact, with my whoile family - and | often ask my
wife whal my budget fimit is for buying this kind
of game; and she’ll say: “Oh, ¥10,000 ar sa,.
becausa |l Is very good,” mum
becausa (t the chidren say they'd like to buy a
10y or gadget, thert the budget imit my wite vl
givawill ba around ¥2+3,000. So.hdmﬂpm

Mngdmiﬂwmwummmm T

whole family, and | think Vlike Sambe de Amige.
because | ke this kind of family entertainment.
Withini 0 fow years, mast of tha men who have.
expanianced playing Super Mano when it was
work they'll return home and play some ganmes
ith thalr ahildten, | think fhat's the kind ef play.
style | like, Maybe this is net something an Edge:
repdrter wil ke, but | actually don't ke the idsa.
of & lather working late at night, retuming home |
mpbvunetmkgmwahaehammdm
even| bother to look at the children's faces. | just
don't really like that kind of scenano, ]

How many hours a week do you spend
playing games? '

It's hard o tell. You know, I'm 47 m.wm.' il

But whan | was a ot younger | would stil pley
thres |p four hows a wesk. Bt now wher| |
touch & games machine it work, not
entariainment, At home, sometimes whan
stages and they need same help...| !
mmmmmmﬁwm? .
Yaah, but t's gatfing harder and harder becatse
rmy sfdest son, who IS 15 now. is pritty good,

nnywumpmmumm
do you look for?
Aw..mawmmmmlmmhr

business, ot to enioy mysel, but of course

we'l try out (the games], | ke racing garmes and

thiose iythm-action games, BWTWW Lt
remmmmgmmmomaemrm' ' i
nsmpm YOU know.

hﬂm a game you would particularly have

liked to have worked on?
I think It would be Virtuia Fighter, because at that
m*mammﬁmsmm andwne

mmmwdm-miu vl
MMM=WMMM,.
taiking aboul making polygon models big | |
charactas and showing the ahimated
rnovaments of persons So probabily that games—

I wauldn't say | woold havewanted to join the
project; bt that was the game that | really

wanted to make myself at the time. As you

know, we ware making Punch Out before them.

Nintendo has mentioned that GameCube is.

going to be very easy to develop for — haw

‘will this happen?

This I8 & pretty toudh guestion from & technical |

|| palnt ot view, But if L can, 1l iy to explea, Tha 11111 =
| ‘game deslaners starf working on certain data, e
mmaoemhmmufmmmw LT eI Tt

We'll siso have a standardisad setof |11 L
development tocls, 55 the cost of developing | | fl
flor GameGube wil ba highly decreased. and | |||
desighers will be able to afford one set af. |11 1|
development tools for themeatves. ||| 11
| From a programmer's standpoint. the. i
‘eomputer languags’ that we (se wil make 1111
erogramming for GameCGube mueh, much |
simplsr [t anything else], As an exary 'iof'll
mcmmmmwa«wm rp‘bﬂ

3D enging; in the case of GameCube - as you

have seer — wamymmsmba‘ﬂmﬂ
mumammnm
higi-detal effects. So, mwuwmm il
mmmummmmmw

it 'I i .I ﬁ??’



| i effects you need and how It is going 1o affect the Are you in any way disappointed about not the many years I've been in this business, I've

processing time. But, whilever effscts you want waorking with cartridges any more? seen many hardware manufacturers simply
o use will not largely affect the processing time, Within a couple of years, you'll know, ignora what content will ba running on their
UL T[T This will be the biggest advantage for game GameCube is going to have a lot of RAM on the platforms. | have to admit that | don't lige these
: developers on GameCubs, as they don'thave to console itself, and while we can't tell you how kind of ideas. Now is the time that we, the
| ' mirimisa the processing time lor spacial effacts. much al this time, it will be alot. So [as far as content creators, have to get togsther to lead
I Al Spaceward we have unvelied he lpatiing times are concemed], | don't think you're the market. Nintendo & good at entertaining,
| 1T SRAM tachnology, and whilst I'm nat in going 1o see much difference in tarms of having and we are going to guarantee with this new
| a position to boast, this is the world's best cartridges or not. And, of course, now we're not platiom that it is going to be fun. And. of
4 f graphics chip. using cartridges, there's going to be much less tourse, it has the capablility for ‘rmulti purpose’
| | = | cost involved. Now we can have much more use, but we are not guaranteeing it's going 1o
e What can you say about the projects you're RAM for less cost, so it's a kind of compromise. be multi-purpose, that's all.
waorking on at the moment? Of course, we havs to be mindful of loading Having said that, Nintendo has been
Wall, as you may know, | naw have a bigger times, but we have noticed that many experimeanting with the netwark technologles
responsibiity at Nintenda as one of the board of gameplayers on the PlayStation are very utiising mabile [phone) technologies. At this
diractors, and | have 16 see the much bigger genernus when it comes to waiting over loading. point in time, | have to say we haven't the
examples. my responsibility now includes the With PS2, Dreamcast and GameCube, there's and conlent — we have |ust started these
p Game Boy Advanca. and | am supenvising about a console war brewing. What are your expenments with the Game Boy, and in the near
30 tities at ona ma, and | cannot be desply weapons, and how will you win this war? future we are confident we can link several
, mvolved in many of them. So, hanestly speaking. Well. we certainly don't have the intention to fight Nintendo platforms together. That's what we're
I'm only deegly involved in sbout two or three against anybody else. Dan't think that we are doing at the moment,
m-hmawwnum cowards, but we ara working on the subjects
seres. | raaly want to make something very which becarre necessary for what game Lsars There is going to be a modem and
, il * want. In other words, what we have to do in a broadband adaptor available for

W | order to make a ‘weapon’, o use your words, is ‘GameCube. Will it launch with games that
demo, snmmxmmww . tomake tresh and exciting games. It's not fike can use these, or will that come later?
release GameCube - mdm pﬂmmwmamwmmu Of course we are looking Into this, but | simply

: ng‘bmmm cannot say which softwars will 1ske acdvantage o
Which elements of your current projects do Jqﬁ“_ﬂﬁhgnuumww it But we are targetting the launch so that some
you expect to impress gamers the most? © Onaof the biggest concepts concaming ¥nd of game wil take advantage of the modem
It's not going to be the more beautiful grapfics, msatlmtmbaammm technology that will be launched simultansously
I'm niot taliing about the bealty of graphics, ) can use. ;

“It's the Nintendo company motto
that we have to do what only
Nintendo can do... the muilti-
purpose games machines often end
up not being able to do anything”
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you know. That's what | believe to be

gbout the success of Super Mario Bros

With the game and the movie industries
moving closer together, where do you see
games going in the future?

| think this is interesting, simply becau

2obody
ean tell what will happen in the fulur

may say the 'r

lype game

don't think &

mieresting, D ation

between It woUld not be

ovie and the ga

yes, Wa Can Barm

the main focus of this ind

& Iot fromi the movie industry, but we should

cleas SO we Can Improve game

of games.

that makes sense in this

ly trying to make a movie-
s 86 good

the shap

en | don't think tha

ant 1o Say that

miNg INto amy other
existing entertamment madium. Presidant
Yamauch has some different (deas, though
ertainmen] busness i
kind of an industry which puts differsnt value 1o
‘ordinary stories', so they can sall them al much
higher prices. This is the kind of business whers
you can make money out of a simpls idea, and
whien people say 'we ars going to meake a
‘movie-type gamea’, thay are saying 'let's spend
huge amounts of money an the gorgecus
graptics and sourid'. | don't think that that’s the
shape of 1he games mndustry. We should be
spending time and money making magic.

| bahave that the ent

a8

| Who from the gaming industry do you
admire the most?
Generally, | don't have any spacific persan whom
M respiect. Of course, In my usual daily [ife | have
| me: many people who ars imteresting, but | really
Vdon't have any specific person whom | respect.
4l'mthe,-k'ndorneﬂr,onwhn.'a;)r:taujait!:sQcmm
;'mmlmmmphmm.%l
| admire this portion of Dragon Quest which 1S
| done by Mr Horl, | admire thal portion of Final
Fantasy by Mr Sakaguchi, | like this portion of
| Ssaman by Sato, and | like this portion by Mr
Tezuka. That is generally the way | admine things.
Last year, Mr Yamauch| was visiting Spacewnrid
\and saw many family members anjoying
‘emm.mmmmmmm
‘?;mandsmd “Next year we are going to have
paceWord once again." And | also mmember

it the whole miss

year at Spaceworld show | be

Yamauchi, and at thal [Nan

Nakamura, saw something

Finally, do you still play the banjo?
m really bad on the ban
but most of the ime when I'm playing with my

jo. Sometime

friends I'm playing guitar and

plaryng banjo. I'm resly bad on the ba
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Convergence

Everything from phones to handheld computers and personal organisers has
taken to multi-tasking - even the dumb boxes that sit on top of the TV are getting
connected. While this will impact across the board, it may revolutionise the way
the world plays games in particular. Edge gauges industry opinion on the subject

EDGE /90




Ithough few will admit it, for most
industry figures the 'c’ word is
beyond the pais. Only used in
financial prospectuses and high-concept
conference speeches, it has been so misusad '
that its meaning has been confused and
twisted beyond recognition. The time has
come to regan some focus: convergence 1s
not a coming together of technoiogy to create
a single black superbox, Think of it more as
the potential explosion of gaming into every
dimension of everyday life.

As much as Sony and Microsoft desire
the sort of convergence that positions ther
conscles as the gateway 1o the living-room
TV screen, for the majority of the European
population PlayStation2 and X-Box will
probably be wewed, bought and used as
games consales. Instead, game-viable
dligital set-top boxes will offier new gaming
experiences for the majority that has never
played on a console. Equally, will next-
generation mobile phones merge with
Personal D Assistants (PDAs} and
Game Boys to create all-singing, al-dancing
slectronic bricks? A kay 1o the answer
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What does convergence mean?

"Convergence is a
multitude of differant

devices which

dumb,
Inereasing in power

and becom

commected such that

€ able 1o do things th

' A
a better gameplay

by the nature of baing ot
o the Intermet

lo play through a
dev we feel thi
overall game playing

The nitvana

expanence including differar
forms that will make the garr
2 like pan
abie ta kee
in diffe

«€ 082

probably lies with the convergence classic:
how many pecple do you know with
combined TVAideas?

Similarly, 10 argue aboutl which companies
will win the console war is 10 be misled by
tradition, Sony, Microsoft, Nintendo should
all walk out winners in real, bottom-line
terms. Nokia. Motorola and Ericsson have
the potential 1o do well, too, and the likes of
Psion and Palm ars in with a shout. What is
occumng s nothing less than a revoiution in
th= way games are playad, the devices those
games are played on and the type of games
played. The slectronic entertainment industry
5 close 1o a situation where it has previously
undreami-of access to the pUDIC at large

Rule one: You can't reach
too many people

One man who undsrstands the potental
of this “super-massmarket’ is Infogrames
president Bruno Bonnell. “Infogrames is

(s

ané of the few companies that balisve this
cornvergance Of technologies is ke a dream.”
he says. "1 belleve there Is common ground
1o @l this tachnalogy, such as
IelecomimUMCElons, computers and
=riertanment. tel-each of these
nusresses are axdremaly specic. | beleve
In one apgleation per box. | believe in a
Walkrnan or | belleve in a DVD and | don't
believe in & biack box doing everything.”
tarpeting convernging platiorms, Infogrames
has been making Interactive telfevision (TV)
conent sinca 1987, and alrsady has a
sutstantial prasence in such diverse areas as
theme-park naes and in-flight antertainment,
“One of our messions 8 (o deliver games
10 the largest possible Budience and every
singée sacond there am one milion peopis
in the air,” Bonnell says, justifying the majority
stake Infogrammes boughl in In-flight and
embeddad systam antanainment spacialst
Den-O-Tech intematicnal, since renamead
DT-nfogrames. The Montreal-based studio
1s currently working on fransiating existing
Infogrames tifies such as V-Pally, Siver
and Outcast to in-flight gystems. At E3
Il demonstrated a mm.tlﬂe called
Nilfhesrm Desthmatoh, which allows up 1o
six passengers 10 play against each othar
“When people are fiyng, Lhey have no
opRoriunity to play our games and we didn't
like that,” jokes Bonngell, "So we are testing n-
flight entertainment, first a8 & new markeling

EDGE #d0

and sales tool for our products, second
because it's a way of ife to play when
ou are traveling.”

Another area that Infogrames is
concantrating on is developing seryes
technology 1o utilise tha connectivity of
|-Server, it will allow a multitude of devices
1o interact within the same game space.

Christophe Comparin, MD of
Infogrames’ gicbal gaming divsion, |.Lights.




convergence

While convergence

has excited the great

and the good of the
games industry, the
question remains whether
consumers will be willing
to trade their beioved
selections of gadgets

for a multi-use product

=xplains. “I-Server is an obig er that

h t sends out
The objects

eaturss ine

can customise the gams ol

depanding on the client softw
talk to each other to see w
device supports and the ssrver can arbitrate
This: means that Dreamcast, Playstation2,

PC, mobile devices and WAP phones can
share the same objects in reaitime ™ |-Sarver
is expected to go live in December, and,
according to Comparin, one of the ways it will
work is that you could get a message on your
phone about a high score achieved on PS2

Te 6 P foomia Do bk
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Rage's Internet Footbail Club
management sim has WAP functionality
thanks to its flexible server technology

Rule two: The (casual)
customer is always right
"Convergence is a multitude of different
devices, which before were dumi, increasing

in power and becoming connected such that

hat weren't
&, states Jonathan Small

provide a dew

they are able to-do things

possible be

winen asxed

of Fendish Games. a separate studio within

Critarion ware, Small's driving

‘put the fun 0 games

ga

“About a year ago we were looking at

e considered cutting-edge.

the possibilities of distributing games, and

it became clear that games for the Web

ga

and set-top boxes weren't getting the
attention they deserved. So we set up
Fiendish games as an experiment,” he
explains. Twelve months on, Fiendish has
released a range of games over a number

of different piatforms. There are the five Web
games designed for S=ga’'s Dreamcast portal,

samarana. A selection of classic games

h as backgammon and poker are being
rofied out on NTL's digital set-top boxes, a

WAP pub quiz is live — if not yet commercially

available — and Fendish's download-only PC

games are getting hundreds of thousands
ot hits. None of these games would be

*| think hardcore gamers have confused
the industry because a lot of developers try

63

to produce games on the assumption that
if hardoors gamers fike them, they will filter
down,” explaing Small. “To a certain axtent
that's true but & hardcore gamer wants
complexity. The more casual gamer wants
10 be able to just pick a game up and get
some fun out of it Immediately, The fact
that there isn't 40 hours of gameplay isn't

a problem because most people don't play

gameas for mora than a few hours anyway.'

Although less ambitious in scope, UK

developer-turned-publisher Bage Software

18 also In the process of reinventing itself.

Its browser-based Intemet Football Club

(IFC) football management sim is about as

cross-platform as a game can presently be,

supporting PC, Mac, Linux and WAP phones.
“The game Is driven from a central

database and runs using standard Web

EDGE #3930




technologies such as Flash4, so we

reformat the output on to whatever devi

user is connecting through,” explains Glen
O'Connell, R
4 5 only avallable via 2 PC-type devi

With three WAP games already available, Gameplay
will enter the big league of game development with
its massively multiplayer title Online Pirates. The title
s schaduled to launch in the early stages of noxt year

ad of communications.

but as and when platforms such as
Dreamcast suppart the protocal, O'Connell

sees no reason why they shouldn't connect

nto IFC as well. "We've got plans to do an TV

version in the near future,” he explains. The

WAP version of the game also runs from the

sameg database and is simply reformatied to
use text-only XML functionality. And while, at
present, it's only possible ta view your team's

re

ults through WAP, Rage has plans to
develop a fully functional version of the

is being talked about by people ke
ola and Nokia, who see it adding real

e ihe

value to content in their next rang

de

e3," O'Connell adds, pointing cut that

the cross-platform langu
the opportunity to get their products onto a

[

range of platferms without too m

additional wark. Despite its restrictions, Red
Starm, the US-based developer of Rainbow
Six-fame, has been developing boxed retail
Java-based PC titles for a number o

tost recent was its turn-

whadow vvalch

Fiendish's Jonathan Small agrees t

Cross

amming languages

provide inter:

, dlthough

onally he s fan of Java. "It has

ssues and you lose

not temribly appealing,”
he says. “Something | think is an exceptic

good te

iogy is ActiveX [Microsoft's

Designed to run on a digital set-top box, Fiendish's backgammon is one of the first multiplayer games to be offered through iTV (other games include Tower Of The Ancients, Jetboat
Superchamps, MAD, Hunt For The Red Baron, and HotChix ‘N’ GearStix). At the heart of Flendish Games' philosophy Is downloadable PC games that are limited to 15Mb and cost £10

In future more games will be:

Abstract If it ever did, plot doesn’t matter now
Cheap Both to buy and develop
Connected By a variety of devices
Easy If you want people to play, don’t make it hard
Fun If you only play two levels you will enjoy them both
Simple Just pick up and play
Short You can download more levels as you go

E£DGE #50

mabile

dis
a bad press, but with that sort

uted object technology],

component technology, you can do anything,
If you wanted to run Quaks from a Web

browser with ActiveX it would be triviall”

Rule four: Everyone
wants to play

Another example of the novel thinking

inspired by convergence

latest offshoot from UK publisher Eidos.
Officially formed two weeks before ECTS,
Wired Realms is basking in the creative
juices of starling its first major project:

a large, persistent world oparating under
the working title Ffth Sanctian.

“The issue is how to access a game
using different types of technology. How
do we converge all these?” asks MD Jonas
Eneroth. “Fifth Sanction Is medular in its
approach, so it's easy to scale up or down
to different platforms, but you can scale
up an your own platform, tec.”

Although currently in its early stages, the
concept behind the game is that a player will
be able to access through a host of different
devices, from a PC to a third-generation
mohile phone or anything that runs a2
Web browser. There is even talk of whether

Convergence now

[http:
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At E3 sarlier this year, GTI its si

it can use the upcoming BlueTooth wirsiess
technology in some way.

"Something we are very interested in Is
how you can integrate different devicas into
the same game. Say you are using your PC
Qr consoie as your main portal, but you can
have other types of technalogy that you can
use to access the same data space.
Something simple is SMS messaging. You
can be notified you haven't played for wesk
or that your friend has just logged I5,”
Eneroth says. “It lets you add ancther point
of connectivity and allows you kesp in contact
with friends In a more ‘24/7°-type way, which
will bring in a lot more people ®

Gilen O'Connell also stresses the
importance of attracting a new type of
gamer. “When designing games, particularly
the wiraless Internet, we must recognise the
need to reach out to a far greater audience
than, say, a PC or PlayStation game. A largs
number of these people may have very iitte
gameplay experience,” he says. As Jonas
Eneroth puts it: “How do you reach the
Tetrs audience?”

For Tim Gummer, veteran of stints
at Psyanosis, Argonaut, Acclaim and now
director of Gameplay studios, the key
to unlocking this type of massively cross-

for in-light enter

platiorm massmarket game is a simple
questior: why?

"It is only important if the games
reguires & large number of users, and
therefore the type of game will ba differsnt
to most of what we have ssan before,” he
explains. "Most massively multiplayer anline
play is about hardcore gamers. What sort
of gaming expenence would make pecple
connect with different

about the older player, butit's m

the context,” Gummer did &

cortinues
MUD about raves rather than about wizards
you can bet your life a load of people would

love to play it." And with the grandfather of

MLUDs, Richard Bartle, heading up a MUD
development group for Gameplay, it
Tikedy that Gummer will be backing up his
arguments with action beiore ioo long

I sSeems

of cor and i |

Proving the
the graphic novel-inspired title Shadow Watch labove) using the cross- plarlorm programming language Java

Red Storm developed

. Mittheim Death

. using tha cabin mock-up shown sbove

Rule five: The future is
always getting closer
But while many challenges remain, the

whale gaming community — even the
doubters - are convinced change is coming
The guestion is how fast will it revolutionise

the games industry? “At the moment

BVEn/one can see convergence is happening.

Paople play games on mobile phones but
the games are actually a bit naff,” reckons
geing to probably take
longer than peapie expect, but when it
comes it's going to be big.”

Jonathan Small. *It's

Bruno Bonnell agrees: *The Intemet is

ssmarket medium,

d complexity, for

complex to seduce
a large audience. As far as Infogrames is

concerned that's why we have been so

w. Now with the broadband coming,
we will show rapidly that we are maoving
n this direction.”

When the president of one of the
five bigoest slectronic entartainment
companies in the world says thass words,
it bee

clear why 50 many people are

scared of the ©

oncapt of convergenca. It

0 change the industry.
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Playing on the Web

There are already a multitude of
Web browser games available on the
Internet, One of the most interestiny
is Waranline [http:/fwaronline.net).
Claiming to be the first online graphical
realtime strateqy game, it mixes
strategy and resource management

a mulliplayer environment. Starting
with a base, you must gain resources,
build ‘an army and take over the map.
Maoving troops and attacking Bmies
takes place in realtima, while resources
and building status are updated every
hour. giving the game a turn-based
element as wall, The main problem
however Is viewing and using the
map within the browser. Microsofi-
phobes will also be saddened to
learn Waroniine doesn’t support
Metscape vet. either
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Edge

Titles slowing productivity this month

Vagrant Story

There are unilaly to be any sequels 10 this title, sincs
the development team s rumoursd to have been kg
off, but lts replayatility fector @ sacond to None.

Baldur's Gate ll: Shadows of Amn
Afhoush review code armved oo bite for Inckuson in

CEEF T4

Metropolis Street Racer

Due for review this lssue, submission cote was
delayed untll September 22, making an appearance
this month an impessibility. A it while angar, than

Street Fighter Il Double Impact

Despite hanang amved but  lew months &0, cenarn
team mernbers fodl thay've got what It takes to best
fhe more astablshad crew. A, the iInnocence of youth

Final fantasies?

iven the frequency at which they're being pumped

out nowadays, it's littie wonder there's general apathy
towards sequels right now, and Nintendo presideant Hiroshi
Yamauchi recently declared the industry in a state of crisis,

If Yamauchi-san feels he can launch his habitual assault
on his fellow competitors, it's because he enjoys a privileged
position when it comes to this particular issue. Of course,
Nintendo releases follow-ups to its games - some of its best
creations have had predecessors — but it doesn't necessarily
adhere to the yearly update model that many others have
greedily fallen in love with. Naturally, simplistic titles such as
Pokemon (betow), which can be reasonably improved within
a brief time frame, are released far more frequently than
something like a Zelda or a Mario. Part of the reason lies in
the fact that the latter are hugely complex tities, but it's also
because Nintendo refuses to release cheap updates
of its most prestigious brands, because it guickly realised
that such a business model wouidn't do it any favours In
the long run (as Square is currently discovering).

For instance, could you envisage Sony, Eidos or
Electronic Arts skipping an entire hardware generation with
something as universally acclaimed as Nintendo's Metroid
senes? Had anyone else held the intellectual property, it
would have been turned into a cash cow many moons ago.

Edge's attitude to sequels is pretty clear. In an ideal world,
every game would be a unigque creation in terms of genre,
graphic quality, audio achievement, playability and overall
execution. But as videogaming pushes further into the
mainstream, repackaging and reselling will only become
mare common, Provided the repackaging Is executed
comprehensively - which Is to say not only are the original
titie’s faults addressed but additional features are incorporated
and new gameplay aspects introduced - then Edge has little
problam in scoring a sequel higher than its predecessor.

There is, of course, no set timescale for sequels to follow
up the original template. Take this month's Tony Hawk's Pro
Skater 2 and Speedball 2100, for example. Only a year may
have passed, but be it from a technical or gameplay aspect,
everything in the former has been upgraded: the premise
remains the same, but the game has evolved. Whereas,
regretiably, the latter is a clear indication that a gap of a
significant number of years between original and sequel
doesn't necessarily guarantee a successful venture,
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X-Fire

Format: PlayStation2 Fubisher EA  Developsr EA Square  Price: V6,800 (£45) Ralaasa: Out now (Japan) TBC (UK)

o your best to ignore the first two
D Is of X-Fire. The first, which

node, could just

a new cure for

learly forgot
ars of the second that
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. the PS2's feeble
ction for 30-odd minutes and
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of gun bar
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Characters are limited to how much
weight they can carry - as such, it'sa
good idea to let the big boys carry the
big guns. Futuristic gun alert {above)

088

Inevitably — anc

byt

will have given up

your side to p
mission, but the

for the

You
an assortment of orders, incl

e

enemy, provide co

pre-e

blisheg pont, for in
are a few mare, but the
huge. More importantly, becausa

ything ir .

ne import v

to determine t

Working out wha

Maving from ane leve
shooting down a number of enamy

CHS On certain

NCxing s 2s
Thankfully, the latter are naver I
the opposite end of the map from the door
t lock in the way usually shamelessly
axpl by dev
longevity (in fact some are 50 near to the
door as to make them redundant). But
rs and a few lifts
to hide

opers looking to extend

ar than

the game has IS linesg

The control method takes a little while to get used to, but it scon becomes second nature, It's certainly
not as floaty as it initially appears, and the auto-aim feature proves Invaluable during play (see box)

tthe
conveyed, Charge headlong into a room
and, more often th

an

tter tactical move. is the
tool for the job, The 17-weapon
selection ¢ s all your ballistic and

pyrotechnical needs - you ¢an purchase

well as health and shigl

energy packs and other equipment)

L in the game,

ble. The

{or Hollywood's vi
Al. While your team members could get a
@ involved

t surp
behind

shots, or retreating If outnumbered

tacles and taking ty pot
Less satisfying is the look of the title

which in r instances offersa v

quality little more than polished PS1
graphics. Maore impo ly, there isn't
) griety in the mi 15, and
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One of the end-of-level bosses faces the sheer
determination of your squad (above). Much of
the game exudes a gloomy, sombre feel, though
this invariably helps set the atmosphere. A little
colour now and again wouldn’t hurt, however

Stay on target

Often the problem with thirdperson action
games involving weapons is the fact that
you spend more time attempting to target
enemies than actually shooting them. This
is fine if thers are small numbers of them
. g+ 1 tanding a reasonable distance
J\. restorable shield (blue bar) protac.ts you for several g . SOrE VAL BN R et
hits before your health bar {orange) is also affected 7 s i : x
are eight firing from all directions - devote
too much time to aiming, and you'll be
 to get to shoot more than two
baddies. To combat this, EA Squ as
implemented an auto-aim function. Should
wander near a gun-toting fiend,
on to them unless you decisively
rom said f n practice, it's
sounds - without it,
X-Fire would be virtually unplayable.

While the graphics are nothing to shout about, the sound effects are far more effective. When combined
with how your victims react to being lacerated by whizzing lead, the result is worryingly satisfying




With customisation forming a large part of
the game - and essential preparation for

any sortie - an intuitive interface is crucial
in order to retain a degree of accessibility

Armored Core 2

Format: PlayStation2  Publisher: From Software  Developer: In-house  Price: ¥6,800 (£45) Release: Out now (Japan) November 24 (UK)

ome the European launch of

PlayStation2 there will be a number
of software titles vying with each other and
an extensive catalogue of DVD movies for the
attention of consumers who have beer lucky
enough to secure a preorder. Although
Armored Core 2 will be nestied among them,
it is unlikely at first glance to divert attention
from the superficial chams of well-
established franchises like Ridge Racer and
Tekken. Indeed, the introductory mission -
which must be completed before the game
can be fully explored — dosas little to hint at
the vast compiexity on offer.

The structure of the game proper, on the
other hand, does give some indication of the
game's strengths. An Arena mode offers the
player the chance to take on 2 succession
of 50 opponents in order to ascend a2
tournament ladder. The ensuing bouts offer
a relatively simple drama compared to the
likes of Virtual On, but one that is compeling
nonetheless, and more so in muitiplayer.
While the amount of slowdown experienced
in splitscreen would suggest this was tacked
on at the end of development, a cable-link
head-to-head mode offers an alternative
means to take on human opponents.

The real meat of the game lies in the
Mission mode, Composed of a forking
structure, the missions accepted early in the
game shape the nature of engagements later
on, and at first there is an almost bewildering
choice of assignments on offer. From
disposing of bombs within a time limit,
through straightforward head-on clashes, to

Armored Core 2 has taken the lofty designs
of its 32bit predecessor and exploited the
capacities of PlayStation2 to properly fulfil them

the retrieval of sensitive objects while under
fire, each requires a variety of playing styles,
and, more importantly, military hardware,
There is a mission early in the game in
which the starting Armored Core must be
almost rebuilt from scratch to meet the
objective of chasing a fast-maoving vehicle
Credit earned in the Arena and from
missions can be used to purchase new
parts to improve the performance. Such
enhancement is at the heart of the game,
simply because there is no single way to
construct an all-conquering mech. Armored
Core 2 can seem immensely challenging if
inadequate attention is paid to preparation for

The Arena mode (above) is a challenge in its own right, but an excellent replay function also turns it into
a learning experience. The tactics and weaponry employed by opponents often give pause for thought

combat. A series of lightly armoured but agile
aircraft can be easily seen off with a machine-
gun, for example, but a grenade launcher is
whally unsuited to the task. Canversely,
slow-maoving but heavily armoured sentries
are perfect fodder for such a weapon. The
complex catalogue of parts — each defined
by a series of statistics — is rendered
intelligible by an interface that makes it
obwvious what the advantages of new items
ara, and gives the player a chance to test the
resuits of their mechanical ingenuity before
proceeding to real episodes of combat. As
the player progresses to the summit of the
arena ladder, opposing mechs give revealing
glimpses into alternative playing styles and
suggest alternative payloads. Given the
numiber of items that can be customised -
head, arms, legs, booster, power source and

the Armored Core itself among them —
it must have been a gargantuan task
balancing this game, but cne that has
been consummately pulled off, The scale of
customisation that can be undertaken, and
the immediate impact on gameplay, is the
crux of the game, and immensely enjoyable.
Nevertheless, there are drawbacks.
Controls are initially tricky when compared to
the simple fluidity of Gungriffon Blaze, but this
actually increases the sensation of piloting a
large cumbersome robotic suit of armour,
and there is the option to reconfigure.
Likewise, the fact that cut-scenes can't be
skipped is offset by the fact that, certainly
early in the game, the player isn't obliged to
successfully complete every mission in order
to progress. No, the biggest disappaintmant
is that the game makes no use af the much-
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In addition to bipedal legs, there are a number of
alternative methods of movement in the game,
each with its own advantages and disadvantages

Even the HUD can be adjusted, showing as much
information as is necessary, in a choice of colours

Playing at politics

Missions take place against a plot that
= omplex p
eral groups that are

ation, Emerau
hich lends some ele
of morality to proceedings — do yt
ions at random, for example, wi
fortt

schemings? Or do you help the Lt
return the planet to the rule of law?
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Management and training is executed
through the familiar menu system,

Statistics can now be called up during
play, and opposing players compared

Speedball 2100

Format: PlayStation Pubéshe Empire Interactive

.

T en years ago, In a fast-matunng software
world that was already beginning 10

become corporately formulaic, the Bit
Brothers s
games oozed an inimitable in-house
making them instantly recognisable, 19
Speedball 2 represented the company’s
peak, creating a stylised, ultra-viclent, fast
paced future sport that was to captivate the
16bit audience. Speedball
the PlayStation almost exactly a decade
ation's expectations loaded
clad shoulde:

iap

i out, Each of the developer’s

later, a gena
).
Taking control of t
M in the league, Brutal C
task is to claim overall
competitions — Knockout, League, and
Cup - over three difficulty levels. Desp

on is ste

theformof a
football/pinball crossbreed: points are
scored by scoring goals, hitting t

knocking out opp . Power-ups,
and equipment litter the arena and serve as
secondary goals for your ten-man team,
Paost-match, the money coliected can be
spent on upgrading your players” statistics,
or buying someone new from the overly
simplistic transfer market. In the oneplayer

genius ws

it that h
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s been dilut

ball 2

ongue-in-ch

nto the realms of
K cartoon chic,

1 and the impact lost

photocopy of the onginal, The chs
bitmaps that made up Brutal Deluxe, Super
Nashwan, Fatal Jus

e et al hav

. Bitmap Brothers  Price; £30 Felsass: Out now
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Though Speedball 2100's arenas have varying designs carved into their metal, the layout remains the
same as in the 1990 release, as do the angles from which targets can be struck and points scored

dimensional

rete heights - on the ground

or In the air — as can the player, There's no

he point? These are

rec simply fo

all they bring

style-and-

substance policy gamers were hoping
for. s
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~dge rating: Four out of ten
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Rather than reappearing on a revolving steel plate at
the start of each half, the ball is launched straight up
from the ¢ e of the pitch and falls to a random
position within the centre circle. Players enter the
field of play to sweeping spotlights, but leave (when
injured) at the hands of the same medical robots
which carried them from the pitch ten years ago
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The taxi cabs of the original game have
been replaced with a host of new vehicles
from the camper van to the Greyhound.
Which obviously does a fair bit of
damage when it runs over your board

Tony Hawk’s Pro Skater 2

Formal: PlayStation Fublisher Activision Developer; Neversoft  Frice: £35  Relsasze: Out now

igning Neversoft has proved an astute

decision by Activision. Last year's
huge hit, Tony Hawk's Skateboarding,
generated phenomenal amounts of capital,
secured them one of the most flexible
game engines in existence and opened
up the lucrative world of extreme sports
to publishers. It was inevitable that there'd
be a sequel, but the guestion was, given
the technical limitations of PlayStation,
how could the game be improved?

Neversoft's approach will surprise
those who were expecting the usual
seguel stalwaris of more tracks, more
skaters and more skate punk on the
soundtrack — although these are included.
While the concept remains the same (ride
skateboard, perform tricks), the developer
has ramped up the gamepiay and focused
on making a2 game with a lifespan that
goes beyond the looming shadow of PS2.

Frantic button bashing was never the
way to go about succeeding in Tony
Hawk’s, and its sequel is no different. If
anything, it demands even mare precision
from your joypad taps. In the first game
you could plough through a few levels
before reaching a glass ceiling that
entailed hours of practice to shatter, This
instalment seems to have had the celling
installed on every level.

Rather than use a points system to
open new courses, the game now revolves
around collecting cash. The more targets
you achieve in each arena, the more
money you accrue in your career bank.
Cash buys you entry to the next level of
your career, but you can spend your hard-
earned at any stage - not just on boards
and skate stats, but on entire trick sets,
opening up new stunt possibilities, Thera's

Rather than a points system, the game now
revolves around collecting cash. The more
targets you achieve, the more you accrue

094

now an element of strategy about how you
mould each skater's carser. Should you
pile all the money into his ollie statistic, or
splash out on a new trick for a
competition? Upon such decisions
success or fallure hangs.

The levels are as cunningly designed
as the first game, with everything from
Mullet Falls to Venice Beach and beyond
included, but they benefit from being

OLLIE NORTH
500

Yes, wordplay's always an option in the trick names. But all the tricks in the game are real tricks
designed, performed, and - ultimately - named by bona fide professional skaters. So blame them

considerably larger, although you wouldn't
necessarily know this at the outset of each
level. Skating round on the first recce
you'll spot stray $50 bllls up on sections of
rooftop that are seemingly inaccessible,
but as you get better at pulling off
combinations of tricks they gradually
pecome viable cash pick-ups and open
new areas that are effectively mini levels
thamselves. A good example of this is in
Mew York, where collecting five subway
tokens opens up the tube tracks and the
option to grind along the ralls into a whole
new skate park.

Tony Hawk's Pro Skater 2 is all about
extending game content, and the inclusion
of a comprehensive skate park editor
reinforces this push, enabling you to drop
battered taxis, high rails and half pipes into

your preferred position inside a hugs
warehouse. Crucially, this makes the game
limited only by your own imagination.
Graphically, the engine has bean
pushed as far as it can go. New ball
animations have been put in which provide
elements of black comedy when your
chosen skater lands straddling a steel rail,
but the title remains guilty of the fogging
that was a trademark of the original. In
cantext, this remains a minor quibble, as
there’s a limit to the processing power of
PlayStation and MNeversoft wisely hasn’t
attempted to make a beautiful game, but
instead attempted to deliver a bigger,
better, but similarly addictive title as
its predecessor, It has succeeded.

Edge rating: Eight out of ten
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360 FS SHOVE IT + JUDO

600 X2

Action that would otherwise be apparently physically impossible is entirely the norm for Tony Hawk.
The man himself claims to be able to perform ever trick in the game, a claim of killer proportions

~ HEELFLIP

50 X3

iy

In among the traditional elements of the skate park editor, such as pipes and bowis, you'll find
the delights of the skewer pit, which certainly serves to focus your mind on the job at hand

Reading the manual finally pays off

ys In which Tony Hawk's Pro Skate
up on the joypad and your skater balanc
board, reverse w
in a similar

run coulkd consist of just one huge combined trick, shooting \




Dynasty Warriors 2

Format; PlayStation2 Publisher: Midas Interactive Oeéveloper Koel  Price: £45  Folease: Navember 26

il

Horses can be commandeered on some stages
and offer height advantage and protection. With
some practice it is possible to wreak complete

havoc by trampling enemies into the ground

Digging in the crates

Several power-ups are avallable, either by
destroying crates or defeating oppaosition
leaders. The most important are the gariic
cloves (for extra health) and the Musou
vases (for your special attack). Cleveriy, the
Musou gauge recharges very quickly when
your health is precariously low, giving you
a fighting chance of staying alive, Although
the Musou attack can take out a massive
number of opponents, enemy generals

will recover full health if they are merely
knocked out. They must be defeated with
a steady onslaught of standard attacks.

096

The lighting effects are tremendous, although the PS2 shows serious signs of siowdown when the action
become cluttered. Stages can take up to an hour to complete, and each character can access eight levels

th Koei's battle epic

| right at

The move: from an overhead pe

where enemies politely queue up to be
slain to full free-roaming 3D environments
has been handled tremendously well, Having
to remain alert to attacks from all quarters
heightens the tenslon, and arguably ushers in
a new paradigm in the hack-and-slash genre.
Your task is to take up the struggle
between two wamng dynasties in ancient

Nine heroes with different weapons

r, stages which are ur
mode can be accessed directly.
helds up to 1,000 enemies, and
given that your own force enters the fray and
registers kills, it is possible to clock up a body
count of 800-pius on a level. While you would
expect this to get tiresome, there are enough

keep the player interested.

wng these is the fact that your
ect both the morale and behaviour
4 troops. it is all too easy to be

r own heroics, allow the

n hour, naglacting to notice that
n is decimating your armmy at
p. Plugging gaps
and charging once more unto the breach are
both necessary if progress Is to be made.

The interface Is simple, but suits the feel of
the game perfectly. There |s an attack button,
a block button, and a special Musou (berserk)
surge. Perform a seres of standard slashes
and it i5 possible to hit four or five adversaries

However, should

8

you find yoursel 1 by a score of

foes, it is uss t to launch the

sually prude
Musou attack. Finishi
misguided warrior
a gratifying experis: rarely delivered in any
fighting game. Searching out such throngs of
ehemies eventually tums INto an obsession
What g Dynasty Warriors 2 really
cial is the way In which the epic scope

rs, generals,
it on both sides

sp

ommunicated. Arck

of wa

heroes and sub-bosses

S and heroas

tect yours




Gungriffon Blaze

Format PlayStation2  Publisher; Capeom  Developer Game Arts  Frice: V6,800 (£45) Releass: Out now (Japan) TBC (UK)

he third instalment in the series and

published on a system

holocaust, Japan (one of the three
govermments

olved) decides to send in
mecha armies as a way of restonng peace.
There's an undeniable emphasis on plot
here that is sadly wasted on anyone without
knowledge of Japanese. In fact, unlike
Armored Core 2, there's surpnsingly |

the
English text throughout the game, which
makes some of the weapon sele

on a littie
10N objectives, wrich as
detailed using animated maps, remain largely
unaffected - you'll rapidly work out what's
required of you. Set in international hotspots
Greece, Egypt, Florida, Tibet, Guam (the
training level), and the Likraine, the six levels
are pleasingly axtensive, requiring you to raid
or eradicate enemy bases, protect supply

hit and miss. M

TIME, 08307 i5C0RE 0013910 QPTION

lines, and even destroy the Space Shuttle, o040
ooz

The game's lack o

Dre and expener

levels is pa

countered Dy SC

incentive than d initially give it credit for
Regardiess of the mission objective.

however, chances are you have little choica

but to blow plenty of enemy units - be they

tanks, mecha, heavy mecha, helicopters,
gun turrets - into shrapnel, Thankfully, this
Is immensely enjoyable. Blaze's primary

out near {
ying scat
across no-man's land. Pleasing, too, is the
ocbjects are destructible, enabiing
you to alternate your strategy should things
not be going entirely according to plan.
There's an enemy mecha sniping from the
inside of an aircraft hangar? Shoot the
structure down and watch the collapsing roof

The game is played entirely in firstperson
mode, and in true mecha style, you can fly
around for limited amount of time (above)

crush your opponent out of action

Mainstream mecha

Uiitirm le it lacks Armored Core 2's

While Biaze isn't visually or technically
astounding, only now are developers
finding the power to create mecha
games with graphically rich, destructible

veness and §

longevity, Gunarifion

Blaze manages to

e an

EEN P DN BRRCHRNCe CHE DN Each of the missions finishes when either environments and complement thesa with
you complete it successfully, the time limit runs decent Al, as a way of capturing the
ating: Seven dut of ten out, or (amazingly) your health bar is depleted mainstream gaming crowd. It works,
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Ultimate Fighting Championship

:Crave Developer. Anchor Price: 855 (E38) Helaase: Out now (US) Ootober (UK)

ormat! Dreamcast  Pulblis

e
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MATT MRENFE

witset, there appear

The violant nature of the championship is
accurately reproduced, but with none of the
severe bruising that inevitably accompanies it

5 usual for th

sting ge
vn leaden pace and

to falter unde

of Dy

cardboard animation, UFC excels in both

these areas by delivering a well-paced
and lifelike representation of the sport
Protagonists are afforded virtually human

Lacking in the hurmour ¢
pantomime, Crave's title occupies an alien
can be difficult to d

ground the

reaction speeds, thus the overall feeling
s bouts |s ampiified
ts lessar cousins.

Its supp

of swift, merciles:

considerably o

Surprisingly, the level of plasma in the game is minimal, even when set to maximum. For such a
bloodthirsty title, you would expect proceedings to feature a good deal more claret being spilt

Four cut of ten




Star Trek: Voyager - Elite Force

e Out now

r; Raven Software Frcs: £36

Format: PG Publisher

Trek” is hardly known for
its weapons, bul owing to alien

Sidekicks are implementad surprisingly well in
the missions in which they are featured, adding
more firepower and technolegical knowhow

An element of variety

Although Star Trek

no Deus Ex, thare are one or two moments

in the game when the player s given a
choice, including one episode aboard a

ar alien races include t

a giant moth-like race — and
composad ol Klingons and humans,

ch of whom have their own weapon

mes available to

The technology of teleportation will keep players on their toes by providing a rationale for countless waves
en of attackers. Fortunataly there are plenty of health and ammo power-up points dotted around the levels

urse of the game




Surfroid

Format PlayStation2  Publisher: ASCIl  Develcper Opus  Price: ¥6,800 (E45)  Releass: Out now (Japan) TBC {UK)

T he most striking thing about Surfraid Is the fact

the game is packed with its own plastic surfboard

setting), ar W get th ough the levels by acquinng ;-rlm_pgh

points to clear them. This is done by collecting mine-

s tems that are found floating around, but those

p the face of the wave and take

big soores. All characters

Once you get used 1o controling the board it's
mildly diverting stufl, particularty when you face the
huge waves of the later lsvels, but Surfrold locks and
feals rather rough around the edges. You'ra iksly 1o be

compelied to finish the game o see how ludicrous the

ons can becoms, but chances are the

¥ BTVLENONS Wil

often

ating: Four out of ten

Muppet Monster Adventure

Oevelnpes: Traveller's Tales Price: £30  Palaass: October 25

Format: PlayStati Putiisher: Mid

If you ever doubted Muppet's genre, it
reaffirms its platform status with a lava-
based level. Pressing a button in mid-air
will give Robin batwings, allowing gliding

Enemies can be destroyed in two ways: either with a spin attack, or a laser from Robin’s robotic
hand. Both are short-range attacks, but often only one will be effective against a particular foe

EDQE !

i e
TAREDEE.. 2

Tricks (top) are initially fiddly to pull off -
you're never quite sure whether, after
carving your way up the wave, you'll take
off or pull out. They're easy points, though

As the waves increase in size, the game becomes more fun - tum in to the tube for added pressure,
particularly when you're dealing with a 30-metre monster. Sadly, control and technical issues spoil things

W hen someathing's this generic, it has to be near-
flawless. Arch-muppet Karmit's nephew, Robin,

Dwversions from the s

often, At

rtain points in the game, llustrated by the
appearance of tokens in the top-right of the screen,
Robin can morph to gain extra abillties — fight,
swimming, chmbing, and a Miss Piggy karate chop.

eat and vaned, despite adding to

he overall feal that Muppet Monster Adveniturs is

nothing more than a Muppet tan's tribute to Mario 64
Though pravious attermpts 10 replicate Mario's
universs have been destroyed by bad chase-camera

3, Ihe robust camerawork hare proves a smart
1 It's solid, dependabie,
ftors sturmble into. The

anough metaphor for the ¢
ds tha traps its

does nothing more than you'd expect, but

it flawiessly an npetent enough to




Cool Cool Toon

Developer: In-house  Price: ¥3,800 (£25) Fsisase: Out now (Japan) TBC (UK)

Format: Dreamcast

R eguiar competitors in the rhythm arena
surpnised at the challen

requires negotiating six multl-song levels as alther Amp

o

2 g6t here. Sugoess

or Spica, children sucked into a cartoon TV world and
determined to master 'Flitz' dance moves, Bes

representea by ever-0ec

owoured pomnits, and the [

stick to manosuvte the curs e target b
pressing the correct bution in time with the tunes. it
plays fike an ambidextrous PaRappa, and looks like a

3D manga dream: bright, siriking, and hazily semi-real,

The two difficulty levels are decevingly titled. Easy

5n't easy. though it begns as a fina int

YNamic, D0N SUNpaEsses

the reac 1 Spead needed to compeie similar games.
Later lsvels on Normal mode are supremely difficult,

fequiring more than anough dexterity to sllence &

who would class th children's game. For tf

Level breaks, where your hero will Flitz
without help, provide brief respite. After
hitting around 20 beats in a row, a score-
multiplying ‘Boon Chance' is available

ngevity, an exc

beauty, Cool Co

Your grooving trials lead you to the Fiitzing festival, a dance-off in a massive circular arena. Lasers swoop =
and strobes flash, but it's unlikely you'll notice any of this, such is the concentration required for success Edge raing: Seven out of ter

TVDJ

Publsrer. SCEI  Developor In-house  Price: V5,800 (£38) Resase Out now (Japan) TBC [UK)

o mix and play t

5 the box, Maybe

e, becatise the cor

1 length. Overlapping the

end of a bar, or falling to place the comact pieca of

video when directed, means restarting that scene,

1s are totafied

at the necorded

/D brings
t Set Radio to PS2, bu

There's no denying TVDJ's cei-shaded
good looks, but the paucity of gameplay
backing it up reduces it aimost to the
iovel of a children's video

Irrelevant when the package

participation that's so imited it harks back to the
F /s

jark days of the interactive movie LT

As the empty film passes along the bottom of the screen, the player must think quickly and stamp an
Three out of ten appropriate length of scene. Mixing different scenes in lots of different combinations gives a high score
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Codesho

Tracking developments in devel

nt

Metro

CodeWarrior joins the fray

Metrowerks adds PlayStation2 hierarchical profiler to its existing range of toolsets

werks' field appiications enginear Mark Baker

“The profiler allows P52 programmers
to easily find the performance
bottleneck in their code,” explains
Metrowerks' Mark Baker

URL

www.metrowerks.com/games/
www.metrowerks.com/

whitepapers/advantages/
www.codewarrioru.com/
CodeWarriorU
www.csl.com/codewarrior

Criterion to offer support

onsidering the rate at which

consoles are being announced,
re-engineerad and released, its a
wonder game developers can kesp
track of their targat platforms. Spare
a thought, then, for the tocl developers
who are expectad 10 support each
new console as soon as hardware
manufacturers ship the relevant
development kits,

Luckily for users of Metroweris'
Integrated Development Emvironment
(IDE) CodeWarrior, the fact that
GameCube's 'Gekko’ CPU is based
on Apple's PowerPC architecture
means that there won't be a wait for
the tools to arrive. The company has
a long history of writing Mac compilers
In fact, beta versions of IDE have
already been shipped to the first tier
of developers and Nintendo used it
for the development of GameCube's
operating system, A full release wil
be available when Nintendo starts

However, the work on Nintendo's
cube hasn't siowed development of
the PlayStation? toolset sither. The
most recent addition is the hierarchical
a code-coverage 1ool in a package
Metrowerks has labslied CodelWarrior
Analysis Tools (CATS).

“The profiler allows PS2
programmers to easily find the
performance bottienscks in their
code,” explains field applications
angineer Mark Baker. “Using code
instrumentation, it automatically adds
profiling code to any CodeWarmior-
compiled program. No special profiing
version needs to be compiled and
there are no changes to source code.”

This is important, as it maintains
the integnty of the source code and

i

i
iR

SR

A hierarchical profiler for the PlayStation2 is the latest addition to Mstrowarks'
CodeWarrior Analysis Tools, and comes packaged with a code-coverage tool

ensures thal no additional bugs are
added during the debugging process.
Tha profiler shows the time taken by
each procedure and line of code in the
program In an easy-to-use interface

Metrowerks is also extending the
fiexibility of the profiler by releasing a
binary code instrumentation toolseat,
Called ATOM, the APl comes complete
with the source code for sample tools
such as cache analysis, performance
counter reading and memory tracking

*Developers can use ATOM intwo
ways,” says Baker. “They can create
profiling tools that have knowledge
about their game, and so can provide
more useful information than an off-the-
shelf profiler. For example, a developer
looking at & collision-detection routine
can not only time the routine but see
which obiects it is processing, gving
much more information on how to
improve the code.”

The other area is for use in
debugging. “Some bugs are hard to
find because they occur unpredictably

or over a long time,” Baker axplains
“Typically a developer will track down
these bugs by adding debugging
code to their game. They then have to
remember to remove it later — this can
add more bugs and takes time. Using
the ATOM API a developer can add
debugging code without affecting their
game's source code. Also, because
they are writing a tool they can add
mare code than they would by hand.”
The next version of CodeWarror,
Professional Reiease 5, for PC and
Mac should be released in the next
month, with the improvements then
fitering through to the other supported
platforms, For those still struggling
with Sony's parallel architecture,
this will allow programmers to debug
more than one CPU simultaneously.
“On the PS2, this means debugging
the IOP [input Output Processor] and
EE [Emotion Engine] at the same time,”
Baker explains. “It's vital to be abla to
debug the communications
between the two.”

: 186>
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| Finding the missing link

Gy clustar CEO Mika Prtota

i

he eureka moment for Finnish

wireless company G-cluster
came with the realisation that while
the Intemet was a huge sysiem of
content without a billing system, the
wirgless communications business
was a huge billing system without
any content. The resull is the
G-cluster server, a technology the
company is promoting as the missing
link between mobile game developers
and revenue streams

“The key feature in our platform
is that 3D graphics, multiplayer
aspects and physical ssmulabon are
all handied centrally,” explans CEQ
Mika Peltola. This is important as
even next-generation mobile phones
will be relatively dumb devices,
something solved inherently in
this server-centnic approach which
doesn't need them to do much
chent-side processing.

“Typically, people think mobile
gaming is like normal gaming but
worse, but if you start centralising
features the mobile network can
enable entirely new kinds of gaming
experiences,” Peltola says. “When
we talk to developers, they realise
they can actually do real stuff even
in this medium,”

Finnish gamers can experience
the most sophisticated mobile chess
game in the world now, thanks to a
deal with British grandmasters
Murray Chandler, Dr John Nunn and
developer Bored of Games. Ancther
early coup has been the
announcement of a partnership with
Demis Hassabis' Elixir Studios. its
first offering, Assassins, is expecied
earty next year, although neither side
is giving away many details at
present. All Peltola will say about
the game is “it's quite powerful.”

G-cluster’s firs! network deal
is with Finnish operator Telia. and
it is currently in talks with European
networks as well. Acting as a link
between mobile game developers
and network operators, G-cluster will
not be visible to consumers, however.
Using a business-to-business model,
it will cut revenue shanng deals with
the operators on behalf of its
developers, whose games will
be hosted on G-cluster's
proprietary server technology.

“We differentiate ourselves on the
technology side,” Peltola explains,
when asked about competing
technologies such as Dgital Bridge's
UNITY server and Nokia's mobile
entertainment sarver (see Codeshop
EB8). “We have hardcore IP already.
Our team has been working with
these server problems for the last ten
years," he continues, pointing out that
G-cluster draws its staff from fields as
varied as video conferencing, game
development, and 3D visual
realisation. Incidentally the company's
chairman, Jussi Westergren, founded

Lateral Logic, which was bought
by MathEngine last year

“Another thing that is important
to highlight is that we are not asking
people 10 start developing on new
development kit,” says Peltola, before
adding cryptically, “I'm afraid | can't
reveal 1oo many details, but with any
luck people are already developing
for our platform.”

As for the tuture, Peltola is
happy for G-cluster to remain small
“Someone asked us if we were a
competitor to Sony PlayStation the
other day," he laughs. “Of course,
we said that we weren’t, but what
we can do is help netwaork operators
be a threal. Then you're talking about
companies with tens of millions of
subscribers who have made huge
investments in 3G licenses, so being
a competitor to Sony may not strike
them as being such an odd idea.”
And considering that Sony Europe
has just lost its development director
to handset vendor Motorola, Peltola
may nol be too far from the
truth of the matter.
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Benefits of sharing

aid bare

ith the enormous rise in

the number of anline
gamers predicted by the big think
tanks, it's no surprise to see a wealth
of technology companies sprnging

up to ease the first steps of these

newbie players. One suct
is Proksim's fault-tolerant Intemet
communications platform, Netz

This development toolkit, availab
for PC and soon for Pl

sad it

promises to s

leveloping online c
as improving the qual
of the gamy

Thec
Data Des
used o desc

isure t

Testing the link

the game is being played. A
platform-independent solution,

it also means developers can specify
the frequency with which datasets,
such as the position of objects or

the amount of ammunition remaining,
are updated depending on their
importance, Values such as position
can also be extrapolated locally,
however, to ensure the efficlent

use of bandwidth. Built-in bandwidth
profiling tools allow the simulation of
a wide range of connection types as
| as the effects of packet-loss
and latency during deveiopment.

Netz's highly distributive approach

is broadly similar to the standard
peer-to-peer system, where there is

no central server that clients log on to.

Once a master object is created and
published on one machine it is then

duplicated by all the others, ensuring

icy. And while thera is a

designated game host, it only
has the same information as
all the other machines.

This makes it easier to deal

with players joining games mid-

SEs5i0N, as someone joining woulkd
immediately have all the existing
game objects dupiicated onto their
rsely, for players

can simply

machine. Con

leaving mid-g:
kill all the objec
that player. Even if the host |

associated with

2AVEes

or crashes, the game will continue

This distriby
means that ioad ba
be easlly underta

master objects are spread avenly
across all machines. Similarly, if
there is a network problem, control
of master objects on the affected

machine can simply m

one of the copies runnir

another maching

el
iy S bion of 3 Srggs e of csde il updates sy be pavtdated
P asimgee. by Cimmgat B ¥ Ml mdaltiies 8 upates |

! Netz Demo

Mr Green has joined the game. He controls the green cube ame, wad balancing of the computer
controlled objects occured. I'I'Mr Green leaves the game, Mr. Red will

take over control of the spheres

rte ch.rm load/atanoing.

The Atiantis demo shows the basic ideas behind the distributed network approach of the Netz APQ




Havok busine:

Havok runs amok

Physics simulation code in the middie of a licensing frenzy

out that was
" Alan Murphy, Havok's
business development officer, savs

of Blizzard, Digital As
Creature Labs and even Val
Softy B working with
Murphy contin
ning, “but we
if any proof were still needed that
sware, and realtime physics

middieware in particular, has a place

me aevelopment, the signature of

3, his smile

say on what."

it has only been a year since beta code of Mavok was released, and a mere six months since
the package was first aired in its entirety, but the team has already grown from eight to 35

URL

nce. www.havok.com
' Havok and ipion continue to

roducts at present Going in Headfirst

buy an out-sourced engine.”
Another po

growth of the Dublin-based comparny

MINCUT DrOgrasmimeng expene:

iter 1o the explosive

has baean ii= amecable purcnasa of

specialist ipion. “They

d rigid body dynamic

wich broader feature
ok support and also we had

Sy phy. Indead

part of thus hor

ul

n tor 30 Studic

of the installed base is NDLs
Netimmerse engine for PC and P52
but whether de

Opers are using an
me

issues arise,” he says, explaining that
Havok ships with plenty of source

code, so developers can tweak |t as

they wish, ch application is specific,
use of that we don't clam to

important to us.” Given the amount of
interest being shown, there could be a
lot more vacancies looming at Havok

for onsite suppont engineers.

Digital Anvil's Loose Cannon will be one an ever-growing number of titles that
will utilise Havok's realtime physics middieware in its development process

S are still smiiing.
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Fair play Terraplay

Swedish-developed server system levels out lag times

TERRAPLAY &

onceived within Ericsson’s research games such as firstperson shooters. Testing says Lilliequist. Nygren reckons it took two to
laboratonies, and now a separate has already begun with a version of Quake, four man weeks to Implement the cod-z-.|
company part-funded by the Swedish g
handset giant, Terraplay Systems
k APl and IP-based

'It's relatively easy to u d is a very quick

system to start working with, but it can take

aunched its netw

speeds and 1 am types, Terraplay relies

on a system that inteligently prioritises the two basic components
One of the first games to test
y : game data its server sends to players t IGAS) for client-server
Terraplay's technology was i iayers 1o (aAS) for client-servel
Digital lllusions’ title Swedish ensure the lowest possibie lag. “Terraplay

Touring Car Championship makes bandwidth use mare effective, which

s important for the many players who use
lams and for those who
says CEQ Bengt

Lllllsqmst "Effective use of bandwidth
is also key for wir

subscription model 2 rate control

S COMIMLINIC can then be employed,
number of game o

ed. Current

: "|"'g on the

Terraplay's AP| supports all ki
URL online games, from pee
www.terraplay.com

)ear garmy

tak:

s Age of Empires, it

New developments
NTSC-PAL/localisations
““Experienced talented teams
Prototyping

Graphical alterations
Design

Tel: +44 (0)1952 208702
Fax: +44 (0)1952 208704

E-MAIL: enquiries@mextremefx.co.uk
WEB: www.extremefx.co.uk
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Pressure grows as Elixir readies Republic: The Revolution for market

Elixir diary, port 23
by desgner Joe MeDonaugh

=

As Republic: The Revolution moves
towards its final phase of development
Elixir has expanded, recruiting d

Tuomas Pirinen (top) and green-locked
animator Werner Van Jaarsveld (above)

The Codeshop diary now
focuses on two projects from
two developers. Elixir's next
instalment will be in E92

lixir has expanded rapidly over

the last two months and we've
gone from 22 people to 30. it's the
classic developer dilemma: you start
with a small, tightknit team and then
find there's too much work for them
and you need more bodies. The
problem is that it's very hard to find
people with the right talent and the
right attitude. There are a lot of
talented people out there but a lot of
them won't fit in, or aren’t really up for
it. Do you: a) recruit people and hope
they’ll fit in and do the job, or b) hold
on for the right people, meanwhile
asking others cover the shortfall?

Our greatest need was to find
quality animators, The industry is split
between people who use animators
and those who use mation capturing.

Initially we went for motion capturing,
but were dissatisfied with the results.
Given that Republic: The Revolution
is about people, they have to be as
convincing and realistic as possible,
s0 we decided to bring animators in.
Good animators, though, are rarer
than gold. Colin, our head of art,
reckons that good animators are
born rather than made in that it's an
instinctive skill rather than one you
can teach. Look at the recruitment
pages al the back of Edge and you
can see how much in demand they
are, a situation exacerbated by the
fact that they are also highly sought
after in the film industry, too. We've
been tremendously lucky in finding
and recruiting not just one, but two
animators in the last two months.
Matthew Everitt joins the company
as senior animator, with Werner Van
Jaarsveld working alongside him as
animator. Wemer lost no time in dying
his hair green, concerned perhaps by
his apparent normality in an office full
of oddballs. It might also have been
an attempt look less conspicuously
normal amongst Camden's hordes
of blue-haired, multi-pierced
German and Spanish teenagers.
We've also been extremely lucky
to have Tuomas Pirinen join as lead

designer on our second game,
who has a tantastic pedigree in game
design. For the past five years he's
been at Games Workshop, where
he eventually became head of games
development. The last project he did
for them was to lead the sixth edition
of the legendary tabletop fantasy
wargame Warhammer. Previously
an anti-tank sergeant in the Finnish
army and a black belt in kung fu,
Tuomas also carmies a nunchaku
around with him in his work bag.
He also tells me that back home in
Finland games are extremely popular
amongst women, and that he used to
get mobbed at games conventions.
Plans to set up Elixir's Finnish office
are well underway as | write.
Republic: The Revolution

has moved into a new phase of
production, arguably the toughest
one of all, which is the one that ends
with the game on the shelves. It's a
time for hard-nosed pragmatism and
painful decisions. If designers had
their way, no game would ever hit the
shelves. There's always more you can
do and you're never satisfied with it.
That's why you need a very sharp
knife with which to cut out everything
that isn't essential to the game,
which, as you can imagine, is a
source of much contention. We've
had a lot of very tense meetings,
some of which have become
shouting matches. You might think
it odd that we scream at each other
over whether to have hills in the
game or not, but we do, and it's
healthy - it proves that people are
deeply commitied to making this
game a success. As ever, the
subjectivity of game design makes
these decisions hard to make.

As part of this process I've

undertaken a revision of the Republic:

The Revolution game-design bible,
which currently stands at about
30,000 words. t's a huge undertaking
and one that requires patience and
mind-boggling attention to detail.
Despite the glamorous perception of

the designer's role, much of his

work requires a keen eye for detail
and thoroughness. An example of
this is the need to use consistent
terminology. For example, if you have
a commodity in the game which you
are calling ‘influence’, you can't start
calling it ‘power’. This sounds self-
evident, but it's a common mistake
that leads to a lot of confusion. You
also need give frequent, clear and
idiot-proof examples. You need to
check that there are no contradictions
or inconsistencies across the breadth
of a 100-page design document,
which is no easy task. As ever, you're
striving for simplicity and elegance -
to make a complicated game Is the
easiest thing in the world, as it's very
easy to be over-elaborate. Pace is a

key factor in deciding whether a
game Is fun, and over-elaboration
slows gameplay down.

Online gaming is the rage in our
office at the moment and a number
of people are committed Diabilo I
nuts. Most impressive of all is the
dedication that Chnis, our systems
administrator, has for Ultima Online.
Eschewing the tedium of heroes,
dragons, wizards and fabulous
artifacts, Chnis has decided instead
to be a fisherman. He managed to
rack up an impressive 15 hours online
over the weekend - fishing. He's even
hotkeyed in ‘fish steaks for sale’ just
in case the action proves too much
as a solitary adventurer ambles past
his turious fishing and a selling
opportunity disappears in the blink of
an eye. |'ve tried to put a positive spin
on this by making encouraging noises
about his ‘commitment’, although my
animated giggling fits may have led
him to question the sincerity of these
remarks. You've got to feel sorry for
him - | mean, he spends his days
dreaming of the day when he can
break free from the chains of
videogame development to
emerge as the beautiful mackerel
fisherman he’s always wanted
be. It must be hell.

——
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The making of..

StarGlider




Aged 19, Jez San taught the Atari ST to sing while coding

the ambitious StarGlider. The title’s subsequent success shot

him into The Times rich list and established Argonaut as a

bona fide industry player. He tells Edge about the early years

tarGlider was - quite fiterally — a

game that sang. When developer

Argonaut released versions for the
Amiga and ST in 1986, it astounded the
world by producing super-crisp song lyrics
(albeit among a composition of shghtly
questionable worth). This ensured that the
game was run on every demonsiration
machine in Dixons, and generated enough
cash and interest to launch the company
the industry's premier league.

Jez San was just 19 when he started
coding the game, and explains how
StarGlider actually came oul of a failed
bid to gain the rights to ‘Star Wars': “l was

talking with their lawyers, bul negotiations
didn’t work out so | deviated from my plan.
| created an oniginal 3D game that had
stonyline, animation, sound samples and
many other firsts for a 16bil game - even
though nathing gives you a rush as much as
‘using the force’ on that onginal *Star Wars'
coin-op did for one million bonus points.”
Anyone entering the game world for the
first time would recognise the vector style
reminiscent of some of San’s favourite
games - including Battlezone, Elite and Star
Wars - which he quotes as inspirations.
Nevertheless, StarGlider developed its
own distinctive game universe, which was
bonded together by a tremendous narrative
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The game was run on every demonstration machine

in Dixons, and generated enough cash and interest to

launch Argonaut into the industry’s premier league

line. *I onginally had [the player] shooting
the tops off towers, just like the Star Wars
coin-op,” explains San, “but when | didnt
get the rights | made my game more
story-led, more free-roaming, and
ultimately a deeper game than the

one | originally wanted to do.”

An impressive feature was the game's
attention 1o detail — it came beautifully
packaged with a flight manual, a novella,

a functional key guide. and a poster of

your AGAV vehicle. The story was based on
Novenia. a dying planet ravaged by nuclear
fallout and the invasion of the evil Egron
empire. The novella was a welcome touch,
which managed to establish the game
world incredibly well before play. “My agent.
Jacqui Lyons, was also a literary agent.”
says San. "She represented a very good
novelist called James Follett (the brother

of Ken Follett), and he penned the novel
and helped with the characters. But most
of the storyline was inspired by the game.”

Interestingly, the vector style of
StarGlider was explained in the novella

by the post-apocalyptic state of the planet.
Plausible reasons were given for why the
planet was dark and how your hero could
see through structures and enemies.

Simply flying around the StarGlider
world proved a worthwhile experience in
itself, and whenever an enemy installation
or walker was encountered the temptation
to shoot it unti| it disintegrated into a cloud
of pixels was overwhelming. However,
subtier techniques needed to be employed
to stay alive in the long run. Enemy
strategies developed at a fast rate, and as
the levels went up their numbers and
cunning would increase. Gung-ho blasting
would be rejected in favour of a more
tactical approach. Chief among these were
managing 1o recharge your energy shields
by carefully following the power lines while
avoiding the deadly missile launchers.

The main objective of the game - to
take out StarGlider 1 - could be incredibly
tricky. Once it appeared, a missile would
have to be collected from one of your silos,
The mothership would then have to be
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Finding and skimming over
those vital fuel lines was
necessary at key moments
of StarGlider. As the game
progressed, howover, the
Egrons would begin to
defend the towers with
heavy lanks and walkers

tracked at the perfect speed before you
launched your precious rocket. Once fired,
your cockpit view would alter to show the
camera directly behind the missile (an
unusual technigue at the time). it would
then have to be directed to StarGlider's
weakest spol - its underbelly - to damage
the hull. Three direct hits were required.
One of San's proudest moments during
the game’s development was discovering
a way to make the ST's sound chip sing:
“The sound chip had no analogue output
and certainly no waveform. | opened up the
Atari and put a voltmeter across the outputs
of the sound chip, and by playing with the
volume control of the three sound channels
and measuring the voltages of how they
interact | built up a lookup table that

: allowed me 1o play waveforms on

hardware that was in theory not capable
of doing it. Hence people were astounded
by the lyrics to the StarGlider song that
you hear when the game boots up. It
sounds simple now, but back then this
was a major technical achievement.”




Although San had experience
programmed a few titles, such as Skyline
Attack on the Commodore 64, thera had
been nothing quite on the scale of
StarGlider. It was a bold game to attempt,
but, as with all classic games, its elements
came together to deliver a sublime
challenge. But even San required help
towards the end, and describes the process

~ of bug finding '80s-style: “My friend Gary
Sheinwald was my producer al Rainbird.
During the last few days of the games
development we look shifts. | stayed up
all day and night fixing bugs while he slept
next door. When I'd fixed them I'd wake him
up, and then I'd go to sleep while he tested
the game to look for more bugs. We
alternated like this for several days, but it
was very effective and got the game out.

“Part of me prefers the old days,” he

| continues. “When you could program in
assembler and make machines do things
- no one even dreamed of. That was what
drave me back then - not the money, but

the achievernent of writing fast code that
did something cool and new.” Indeed, San's
name appeared in the annual The Times
Rich List (he occupied 198th place with a
£150 million fortune), and he is a constant
reminder of just how the industry has
changed and how far the bedroom coders
of the "80s have come. “[Back then] the
business and finance community pooh-
pooched games companies,” San recalls.
“It's a little different now. Back in the ‘ol’
days' we used to get a few thousand
pounds as an advance. It was the royalties
that did the big numbers. | lived quite lean
for a couple of years off that advance while
finishing StarGlider. Luckily, | still lived with
my parents, S0 expenses were minimal
(cinema and pizzas were my oulgoings).
But when the game came out it flew of the
shelves and made a forfune for a young kid
like me, and gave me the start | needed.”

San had never done anything on the scale of StarGlider. It

was a bold game to attempt, but, as with all classic games,

its elements came together to deliver a sublime challenge

the map — and got me my first big cheques.
The royalties from StarGlider allowed us to
expand to six people and then to ten. Then
we wrote StarGlider 2, Bircts of Prey, and

a number of other titles.”

The passion to produce cutting-edge
software and push hardware to its limits
is still very much a part of the Argonaut
philosophy. You merely need 1o experience
the intensity of the company's latest title,
Alien Resurrection, for confirmation of
this. But San is also looking to harmess
technology in new ways. “These are
interesting times. A couple ol years ago
we spun off a hardware division and made
it into a separate company, and this has
gone from strength to strength, it will go
public at the end of September and is
called ARC. It designs a fantastic new type
of RISC microprocessor that's customisable
and configurable by its users. It may well

But does the StarGlider legacy haunt change the world of electronic product
San? “No, I'm never sick of hearing about it. design. And to think it all started at
Argonaut is now a thriving game developer Argonaut.” Built thanks, of course,
with nearly 150 people. It helped put us on to those early StarGlider cheques.
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Where yesterday’s gaming goes to have a lie

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

of & mediocre 3D0 title,

rom Soul Edge, Sega's latest images from

nuciear disaster to the mag's more sensitive fans —
ons to feathers, which

\ave pasted on to the page
rkating intiatives aside, issue 27

n (Virtua

lich including

on the PlayStation's Euro roll

sold on its launch weekend. V

MD THEY REALLY SA
Digrtal Pictures’ Tom Zito: | parsos
enough about Princess 2
forwst in ordier to rescLs her

G sague Pnme Goa
V Tenns (Saturn; 7/10). Bower’s Road (Sa

1. Tom Zito, Mr Interactive
Movie himself 2. The 33rd
JAMMA show saw a

coin-op Industry in relatively
rude health 3. Edge's peek
into the world of Al 4, 300
tells readers to buy a 3DO,
not a dodo, with a rather
memaorable ad campaign

5. Yes, of course M2
graphics were going to look
like this 6. Star Fighter, the
cutting edge of 32bit 3DO
gaming back in 1995

The ndustry s lavourites from yastenysar. This
month, Codemasters’ Jon Hare counts ten

ikl BEREEErE
Wizball s just one of the highlights from Hare's varied career
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1. Raceiving the inDin award for Developer of the Year for the
second year in a row jn 1993,

2. Holding tha inaugural Sensible Soccer World Cup in our office at
March in 1992, Twenty-four people competed, mostly journos,
with fish, chips and lager at halftime. All the closing matches were
played on a big screen. The tournament was eventually won by
Phil King and he even shed a tear as he received the trophy.

3. March 1885, Chris (Yates) and | retum from our trip to Ocean in
Manchester with a £1,000 chaque after just signing up Parallax on
C54, our first ever game as Sensible Software. We had a cigar
sach on the train home to celabrate.

4. The whole experience of making Sax 'n’ Drugs 'n' Rock 'n' Roll
~ It was a creative dream from start to finish,

5. Receiving a postcand of Ally McCoist from a Scottish fan. On
the back it said in big letters: ‘Sensible Soccer - fucking magic'.
6. Shooting the Cannan Fodder video in a field in Suffolk - the
whole thing only cost £200 to make. Those were the days.

7. CB4 Wizball receiving the Game of the Decade (80s) award
from Zzap 64! magazine.

8. Every match we ever played as Sensible FC either as five-a-
side or as 11-a-side. We were shit but | loved every minute of it
9. The day | worked out that | really was worth more than £1m,
10, Finally seliing Sensible to Codemasters and realising that
after 13 years, the last two of which had been living hell, Chris

and | had managed to emerge unscathed and in one plece,
without ever having had a single argument and always ;‘_\5
completely trusting each other, =
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FAQ

Dave Perry

tall and tanned Dave Perry is it. Residing in

sun-bleached Laguna Beach, about 50 miles
south of LA, he sports the classic symbols of
the made-it gamer: big car, big house, big
toys. Shiny's latest creation, Sacrifice, Is
released on PC later this year.

| f ever development spawned a playboy,

What was the first videogame you played?
It was probably Pong — | didn't even own ong,
| had to go play it on a friend’s machine. Well,
actually he wasn't much of a friend, so | had
to put up with him to hog time on his machine.

What was the first computer you owned?

The first one was the good old 1K Sinclair ZX81.
Sometime around then | also got a brilliant Casio
prograrmmable calculator that had BASIC on it,
so | could program at home and at school when
| was supposed to be studying.

What was the first thing you ever created

on a computer?

It was a program in BASIC on the ZX81. It went
something like:

How many hours a week do you play games?
| would like to spend about 20; | get about five.
[
What's the first game you look for when you
k into an arcade?

love the Namco Alpine Racer skiing games
and Silent Scope. | am also a sucker for pinball
machines. | think they've got some great
'_rgarne-g:ﬂa),r elerments which we can learn from
for videogames. Like games, they run from a
programmable ROM. So, let's just say | have
same very custom games, including a great
!Termfnatorz machine where Armie screams
‘Fuck you, asshole!" at me.

IW’hafl’s your favourite movie, book and album
and of all time?

favourite movie is a tie between 'Aliens' and
‘The Matrix'. | think James Cameron is a genius,
| am also amazed how the Wachowski brothers
can have such a clear shared vision. Book?
Right now I'm enjoying the Harry Potter series.
The authoress JK Rowling has so many neat
ideas on how to keep children entertained,
but also keeping a story interesting for adults,

“It's getting crazy watching people mpve from team to team. I'd
like to see more good teams stick together and make hit after hit”

10 INPUT “What is your name?",A$

20 PRINT "Hello A%

How much joy | had with that. Typing in my
name over and over, typing in other people’s
names and trying to fool it. Luckily, | kept going
and my programs became a little more useful.

What was your first job in the industry, and
what was the first thing you ever designed?
My first ‘real’ 9-to-5 job was working for
Mikro-Gen in Ashford. | was asked to convert
a Spectrum game called Pyjamarama to the
Amstrad CPC. | did it and my first review

was 10/10. | was hooked by that point.

What's your favourite game ever, and why?

| am totally fickle. | change my mind all the time.
| always want the ‘next’ thing. But | enjoyed the
old games like Jetpac, Manic Miner, Deathchase
—and the classic ones like GoldenEye, C&C

and Diabio. | just keep looking to the future.

What was the last game you played?

| have been playing SWAT 2 on the PC. | loved
the ambience. However, the Al needs some
work as you keep bumping into your team -
not a clever thing to do in real life.

Another good writer for books in that style is
Roald Dahl. For more traditional books | like
Michael Crichton because of his concentration
on technology as a base for his stories.

Which game would you most like to have
worked on?

Probably GoldenEye - the game freakin' rocked.
I met the team before it was released. | hope to
see them again so | can shake their hands,

Of all the games you've been involved with in
the past, which is your favourite, and why?
Earthworm Jim on Genesis was a fantastic
experience. | borrowed millions of dollars to set
up Shiny. Luckily for me, the game and all the
licensing was well received worldwide and | paid
the moeney back — that's rare in this business.

What are you working on at the moment?
| am trying to get our latest game, Sacrifice,
Icompleie. and then clear my administration
workload so | can focus on designing our
first PiayStation? itle,

|

What stage is the project at?

IEarly pre-design, now gently moving into final

design. | have not been this personally involved
with a title since Earthworm Jim.

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

| would like to see real emation manipulation
maore cften. So, for example, | "know' when you
are worried, when you are feeling clever, when
you are tired, when you are lost. | can ‘detect’
this using many different tricks. | should use

this to heighten your experience, yet 99.9 per
cent of games don't. | hope that changes.

What annoys you about the industry?

That there is too much movement of talent
around. People get ants in their pants after
sbout one game now. It's getting crazy watching
people move from team to team. I'd like to see
more good teams stick together and just make
hit after hit after hit. That's how you make
money in this business.

What is the most expensive item that you
have ever bought with a bonus?

A large house by the ocean which | never
see because I'm always working.

Whose work do you most admire?
Definitely Peter Molyneux. He reminds me to
think big, to keep believing that it's better to
jnnovate than to replicate. He has one of the
best track records in our business.

Finally, synthesis or persistence?
Why is it you guys always end up asking
guestions about picking up girls?
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Having no discernible afiiations, other
than to myself, | just wanted to express my dismay
at the sheer poverty of ideas and technological
finesse on ‘display’ at Sony's PS2 stand at ECTS.
‘Yes, it's early doors; yes, it's first-gen software; yes,
it's a beast to program for, but by God we should
expect more. Shouldn't we?

The difference between the PS1 and PS2
roomns? Bilinear filtering. That's it. That's all. Yes, |
know, the PS2 can toss around a shitload of polys.
But who cares when the display quality is so
benightedly awful? Fuzzy, grainy, and just plain
raw. GT2000 must be nearly two years into
development and still looks merely passable.

Call me a cheap sensationalist but | find
graphical beauty... well, beautiful. It's not going to
salvage a cruddy game, but it's sure as hell going to
enrichen a good one. The P52 looks thoroughly
Incapable in this regard. Perhaps you guys saw
some stuff behind closed doors that augured better
for the future. | hope so, because right now the
Dreamcast is looking a much better balanced
machine - which is no good to me or anyone else
since Sega's baby is clearly being slowly but firmly
suffocated by (understandably) callous publishers.

The PS2 will be the first console ever that | won't
buy at launch. November 24 will be a sad day
indeed for this game fan.

Jake, via email
And another opinion...

| think the reason many people are
disappointed with the capabilities of PS2is not
because the machine itself is underpowered but
that the promises made by Sony wers so
extravagant. They set the bar way too high with
their prerelease publicity and the PS2 couldn't

Communicate by post:

Or email:
edge@futurenet.co.uk

possibly live up to the expectations that people
had. But the P32 is still a good machine. The reality
is that the PS2 is in the same league as the DC - a
little better in some areas, a little worse in others.
And what's wrong with that? People wouldn't feel
so disgruntled if Sony hadn't exaggerated the
PS2's abilities to such an outrageous degree.

It's time to come back to Earth and appreciate
PS2 for what it is: a terrific console that will
provide good-looking games — at least until

X-Box and GameCube come along.

George Miralles, via email

But wait — it's not Sony's fault, but Edge’s...

The hype and spin-doctoring surrounding
the release of the PlayStation2 has reached such
ludicrous proportions that | just had to write in. The
myths that have been propagated by Sony and the
affilated press regarding the P52's performance
have by and large been accepted as truth by the
buying public. It is an astonishing achievement
when a console manufacturer can convince a huge
number of people that their product Is revolutionary
in spite of clear evidence to the contrary! The frenzy
that has been drurmmed up by the press amounts
to a case of the Emperor's New Clothes. |, like most
people |'ve talked to, find it difficult to distinguish
between screenshots taken from PS1 and PS2. In
this, Edge as much as any other magazine, must
share some of the blame. By accepting the
exaggerated claims of the manufacturer, without
first examining the svidence, I'm afraid Edge has
contributed to what can only be called one of the
mast astonishing campaigns of propaganda in
recent memory. To Edge’s credit, you now seem to
have recognised that PS2 is somewhat less than its
PR makes it. Perhaps this will be a lesson well
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learmed and you will be far more wary with regard 1o
the X-Box and Dalphin publicity campaigns,
Robert Quinn, via email

A crucial consideration here is what materials
videogame manufacturers make available 1o the
press upon initial unveilings. Sony once used
prerendered footage that ended up In the dismal
movie ‘Hackers' to demonstrate the supposed
power of the ariginal PlayStation, for heaven's sake,
Sega, conversely, used elements such as its Tower
Of Babel' demo to show what DC could do - and
the finished unit could. Does the finished Tekken
Tag Toumament look like the originally mooted
demos? Draw your own conclusions

From the X-Box ariice (E88): "Thera is a
concern about direct ports... [the publishers] say
that that's death for a franchise... If a company is
going to produce their racing aame for PC and
X-Box... But their competitors target the X-Box,
then the competition will look better, play better,
and damage their franchise — giving their
competitors an advantage.” Apparently that didn't
seem to have stopped the truckload of developers
releasing direct ports of their PC titles to the
Dreamcast resulting in an overall disappointing
catalogue of AAA titles (releasing a console with no
AAA BPG is financial suicide in Japan), After all,
Dreamcast was easy to program for and still has
ample power laft for developers to work with for
quite a few years. How is Microsoft planning to
avoid the unavoidable PC ports and arcade ports?
Anon, via email

As has been said on these pages before,
fortunately a gamer is in charge (see p26).

In reply to Amanda McPherson's letter (E88), |

PlayStation2 finds varied opinions among Edge
readers. It's overhyped, says Robert Quinn, while
George Miralles says that it should be given time



think it Is unfair to compare the possible effects on
human behaviour of reading women's magazines
and playing videogames. As far as | am aware there
is as yet [ittle conclusive evidence that the constant
portrayal of super-waif models in the media
contributes to definite adverse outcomes such as
anorexia, although | concede that it is plausible and
possible. It is probably easier to prove that such
images influence attitudes which may in tum
influence behaviour, but once you have a chain of
effect, direct proof of a final outcome becomes
more difficult.

It is probably a lot easier to subtly influence
changes in behaviour where the changes are rather
innocuous (in the short term), like dieting or
excessive exercising, compared to what games are
often accused of, ie viclent actions. Most people
have enough moral sense to realise this is wrong.
Those who don't have such in-buiit moral
restrictions over their activities probably would do
what they do regardless, and aithough it could be
argued that 'violent' videogames could actas a
trigger, so equally could most action films, videos,
news stones, or the latest heavy metal record.

However, Ms McPherson does raise an
important issue. The very young — say, under-10s
{who probably only make up a small proportion of
the gameplaying demographic) — are more likely
than the typical PlayStation 20-30-somethings to
have yet to develop necessary moral concepts of
right and wrong (see the James Bulger case, for
example), and as such may be more susceptible o
influence by certain media, including (but not
exclusively) videogames. Most games up to now
ara clearly fantasy. They are set in science fiction or
orc and troll worlds with incredible characters and
over-the-top weapons. This helps even

impressionable individuals to realise It is ‘just a
game'. However, with the next-gen consoles,
including the recently revealed Nintendo
GameCube, the technology is there to produce
more lifelike games. This trend has already been
seen in a lot of PC firstperson shooters where the
hero is not a space hero but a soldier, commando,
SWAT team member, or lifelike criminal acting out
scenarios where kiling scores of other lifelike
humans is part and parcel of winning, and all
played out in an increasingly photorealistic setting.
Generally | am against censorship, but | think
with the trends | note above, it can only become
maore important in the videogame world, both to
assuage fears, and also possibly to prevent future
problems. However, like all censorship, it cannot
work by itself; it is a collaborative effort between
developers, publishers, retailers, parents, and, yes,
journalists too (no game mags are restricted to
certain ages, yet some certainly could be mare
circumspect in the glorification of the violence in
certain games), and sadly, because of this, is
probably doomed to fall.
Dr Alan Choo-Kang, via email

| am writing to you from Hungary, on behalf
of my husband, Attila Héger — he Is a game
soundtrack composer. | have found this citation on
Tim Follin's Web sits: “Tim Follin's musical score is
inspired, displaying a sensitivity to the title's
demeanour too often lost on Western videogame
musicians.' -~ Edge magazine, June 2000, p80.

If it Is from your Edge magazine, then |'am a
litthe bit disappointed.

If you see the booklet of the Ecco the Dolphin:
Defender of the Future, you can see that Tim Follin
wrote only the in-game music, and my husband,
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Attila Héger, was the composer for all cinematics
soundtracks in this game. By the way, Attila
composed also the most tracks of the Ecco 2:
Tides of Time for the Mega Drive.

In Hungary there is a saying: ‘You have to see
both sides of every coin..." | hope you understand
what | mean. If one of the composers gets any
reaction, light, review or anything else, it has to be
given to the other as well, or am | wrong?

If you're interested in Attila's work, you can
visit www.larendor.homestead.com. Thank you for
your patience.

Kriszta Heger, via email
During review — without a finished manual - Edge
was not aware of this, and duly apologises.

What's happened to Nintendo's
promised ‘adult’ themes? Don't get me wrong - |
was impressed by Nintendo's GameCube software
demonstrations at Spaceworid, but Manio et al still
look as if they were directed towards a child
audience — which is not a bad thing (heaven forbid,
| would not want Nintendo to jeopardise this side
of there market), but come on, Nintendo, | am 23
years old and it's gonna take a lot more than a
‘Hey, it's-a me, Mano!" welcoming screen to attract
me to Nintendo this time around.

Also, how about the design of the console and
controller? | personally believe that the N&4 looked
more adult orientated in its black guise (hopefully
you will be able to have cther case colours for
GameCube), The controller also looks childish with
its big yellow button. Yes, | suppose it will be
ergonomically corect and easy to use, but it is not
as sombre, mature or as cool as Sony's offering.

Despite this, however, | might be tempted to buy
a GameCube when it is released in the UK because

‘What happened to Nintendo’s
promised ‘adult’ themes? Don’t get me
wrong, but Mario et al still look as if
they’re directed at a child audience’
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| love Nintendo games. | am worried, though, that
because of the above, Nintendo will not be the
massmarket next-generation leader. | am convinced
that Sony’s adult-themed, club-orientated
marketing approach and stylistic conscle will beat
Nintendo's offering in this upcoming conscle war.
The reason why? We are the ones with money 1o
spend, not eight-year-cids! I'm waiting, Nintendo -
impress me.

Gavin Hodgson, via email

It would appear that Nintendo has given up on
capturing everycne. But if, as you say, you love
Nintendo games, where's the problem?

Nice marketing ploy there by Sony -
placing their free CD on the adjacent pags to your
investigation into Sega with the strongest glue the
Edge editorial team have left over after putting
together another edition [EB9). So strong, in fact,
that when you carefully remove the CD, half of the
Sega lego is ripped up. Nice one, guys.

Now Johnny has his first tarnished edition of
Edge... out of 40.

Never mind, Johnny still loves you.
John Stevens, via email

The technical specs and the vitriolic
chest beating of its creators make the X-Box seem
like an exciting proposition, but | am not convinced.
Edge was right to question the role of Japanese
developers in its software line-up — how many times
have we seen technically competent machines
(3DO, Atari Lynx, Sega Saturn) die a death due to
insufficient firstparty titles and mediocre thirdparty
support? Surely the PlayStation would not have
achieved half of its success without the backing of
the big Japanese softcos (Konami, Namco, Square,

Ashutosh Chhibbar cites Super Mario
64 as a game which does not make use
of unconventional techniques to work

Capcom et al). | think the X-Box's western heritage
will count against it in the long run. More
importantly, though, with the inevitable "X-Box has
encountered a fatal exception...', wil there be
enough space on the joypad for Ctr, Alt, Del?
Martin Furnival, via email

A peripheral for this very purpose is in the works.
(Note to Microsoft lawyers: this is a joke.)

Sony should be applauded for listening to
developers and looking forward by producing a
machine geared towards synthesis development.
Though it now seems that these were developers in
the minority, and that the PS2 should also have
been made so it would be just as effective and sasy
to code using traditional methods.

Looking back at your greatest 100 games [E80],
the top three were on the ageing NB64. Those
games had relatively small environments so that
they could be packed with interaction, and that is
what marked them out from the others, Will
synthesis engines provide the same level of
interaction, or will they only be able to display
unlimited static scenery merely as eye candy for
the gamer? The evidence seen so far certainly
suggests the latter, With the GameCube, Nintendo
has once again pushed the industry forward in the
nght direction - letting technology take a back seat
due to the ease of game creation: it will allow
developers brimming with ideas to implement them
without having to waste time on devising coding
tricks for aliasing problems or struggling to leam
synthesis methods, Gameplay refinement can once
again be top prionty, allowing innovative companies
new and old alike to shine. So while Sony continues
to claim the PS2 will bring new levels of emotion
into games, it will be Nintendo which will provide

‘Looking back at your greatest 100 games,
the top three were on the ageing N64.
Those games had relatively small areas
that could be packed with interaction’
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the medium so that a true renaissance may take
place (X-Box not withstanding).
Ashutosh Chhibbar, via email

Er, correct me if I'm wrong here, but isn't the
idea of a glossary-cum-dictionary to demystify and
explain? Therefore, am | totally thick when | tell you
that | thought the main flaw in your article ‘“The New
Language Of Videogaming' was that it used Jargon
to explain jargon? | am a gaming geek to be sure,
let’s be clear about this, but the phrase ‘the
parametric surface function used in the course of
NURBS rendering' isn’t one |'d be inciined to
consider as being part of even a hardcore gamer's
vocabulary. Am | just stupid? Possibly, and much of
the article was informative, but you did lapse into
ultra-nerd land on a few occasions in there. Ch,
and just to prove that I'm not totally thick, on p41
you say. ‘Command & Conquer clones have
developed their own acronym'. Unfortunately ‘RTS'
is nat an acronym. It is an abbreviation, Well, better
end like a typical Edge reader, | suppose... ahem...
s0, what is the future for Sony/Sega/Nintendo?

Stu Peake, via emall

RTS is an acronym, Stu. You need a new dictionary.

Correction

Last month's ‘The Making Of..." contained an error
in suggesting that Tony Takoushi once turned up at
an event to sample Lords of Midnight in a state of
inebriation, The passage of time has clearly fogged
game author Mike Singleton's recallection, for
industry veteran Takoushi is, and always has been,
a teetotaller. Both Edge, and Mike Singleton
personally, apologise sincerely for any
embarrassment caused by this oversight.

Stu Peake found E88's ‘The New Language O
Videogames', which set out to clarify alamarf
somewhat unpalatable. Is he totally thick, he
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It is one of the most revered titles in the
history of videogaming. Sega tried to bring it
home in the 32bit era, with limited success.
Now, it is trying again on 128bit. Next month
Edge talks to the the team charged with the
Dreamcast conversion of Daytona USA.
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